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Thewispsof mist swirled around Lucienneas

she trudged the last few yards up the hill with the others. Nearing

the summit, she stopped and looked up to see the goal of her journey,

the tower of Mistridge Covenant thrusting heavenward through the gray

fog. Perched on the parapet at the top of the tower was the ragged silhouette

of awoman clawing at theair. A screech echoed over the hill as she suddenly

plunged earthward—inamadflurry of feathers, sheturnedintoalargeraven, then

flew off across the valley.

Watching the bird disappear into the distance, Lucienne looked behind her. There

lay therolling countryside, lush, green, and fertile, home of the common folk, home of

the life she was now leaving forever. Somewhere just beyond the horizon lay Foix, the

city that had burned her father for heresy and left her mother dead in the gutter. In that
city she had no future, but what lay before her now?

She glanced uneasily at thetall, gray-robed wizard beside her, Grimgroth, her future
mentor; shewould call him master. He had stopped beside her and was searching her face

with asomber, inscrutable gaze.

Avoiding his eyes, terrified of what she might see, Lucienne peered forward, to see the
gate of the covenant through the mist. Once she passed through that portal, there would be
no turning back. Inside awaited a whole new world.

Thoughts and memories of her former life rushed through her mind. Of her years as a
forlornwaif runningthrough the crowded streetswith a gang of urchins. Of stealing bread
from the market stalls beneath the disapproving gaze of the looming cathedral. She
remembered her only friend, Friar Ambrose, who would sometimes gather her into his robes
at night, offeringher the only peaceful sleep she ever enjoyed. After thedeath of her parents,
there had been only the cold, the hunger, and the loneliness.

Then one day he came, atall, gray shadow, whose stare tugged at feelings of awe within
Lucienne. He had followed her around the city for days, watching everything she did, scru-
tinizingher very soul. She had been terrified, but therewas no one she could turnto. Inthe
end he had asked her to go with him. And she had gone, compelled by a nagging curiosity,
tinged with ahint of fatalism. Anythingwould be better than the streets.

Shehad heard stories of thewizards and their damnabl e deeds. Thetaleswere mainly the
babblings of old women and over-zealous priests, but what if there was some truth in them?
As she began to realize what might lie before her, afeeling of panic clutched her heart.

"What am | doing here?" she said in awhisper barely audible above the wind that raced
over the hill.

Grimgroth, who had waited patiently for her. said gently, "Y ou, L ucienne, are becoming
amagus, tolearntheart of magic, andtolearn of yourself. You havethe Gift withinyou, and
| will draw it forth. Come."

Her worries somehow laid aside, and her heart filled with new courage, Lucienne
walked with Grimgroth the last steps through the mist to the tower, entered through the
gateway, and heard the thick, oaken doors shut behind her. A new life had begun.
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Ars Magica

¢ Introduction &

hile nobles wage their petty wars, friars preach to
their forlorn flocks, and rogues scrounge for ill-
gotten wealth; amystical order of wizardsdwells
onthe outskirts of civilization, dedicated to their
arcane and esoteric pursuits. Aslegendary sages
of great lore and unrivaled power, these sorcerers face the perils
of a dark world that others dare not even dream of. Gathered
together astheenigmatic Order of Hermes, thesewizardsstruggle
against internal intrigue and against persecution from those who
do not care to understand their art and knowledge. Though magic
pervades this medieval world, only these few gifted individuals,
after yearsof apprenticeship, have mastered arsmagica, theart of
magic.

In Ars Magicayou play therole of one such person: You area

wizard. And notjustasimplecaster of spellsand weaver of charms
— you are a dedicated and educated practitioner of the magical
arts. Asawizard, you standinstark contrast to medieval society.
Whiletherest of society isignorant, largely illiterate, bound to a
decadent hierarchy, and fearful of what liesbeyond civilization,
youarelearned, creative, freefromsocia constraints,andwilling
to dare the mysteries that surround you.

Thoughyoustudyincessantly,occasionallyyouventureforth
to gather magical ingredients for enchantments, to obtain new
knowledge, and to assist those who warrant your aid. On these
journeys, you are accompanied by friends and companions, and
protected by mercenary guards. These perilous expeditions are
the heart of Ars Magica, and letting you tell the stories of these
journeysis the purpose of this book.

TheMedieval World

Ars Magica is set in a mythical version of thirteenth century
Europe. Though the rules can be modified for any fantasy world,
they weredesigned to bring out theflavor of theMiddle Agesand
are perhaps best used to this end. This setting is not merely
historical; itismeant to evoke acertain flavor, acertain granduer.

The world in Ars Magica is the world the way the medieval
folk looked at it: Itisas magical asthey imaginedittobe Itisa
mythical setting, and poeticjusticeispart of daily life. Eventhe
common folk deal with the supernatural, but more infrequently
thanthewizards. Charmsand saints relics protect them from the
evil eye, prayershold at bay the invisible demons that stalk their
villagesat night, and ancient curses haunt them. Someleavefood
on boulders to appease the forest spirits, and then go to church to
pray for forgiveness. Theworldisalivewith magical significance.

The medieval person sees the world magically, not logically
and scientifically. They seeconnectionsintheworld that wedo not
believeexist. Intuitable, universal principles, rather than concepts
of genes, germs or gestation are what guide the world. For in-
stance, an inclination towards evil is inheritable, and the sins of
parents can cause their children to be crippled. Likewise, filth
causes disease because disease, like filth, is corruption. These
conceptsare not merely beliefs; inthisgame they areworld truths.

The Churchisthe pinnacle of Creation; all that liesoutsideits
Dominionisdangerous, unpredictabl e, and profane. Thedangers
modern people fear, such as accidents, crime, and perhaps wild
animals, may be threatening, but they are also natural and mun-
dane. Itisthe unknown which isfeared the most, and magic is
perhaps the most unknown force of all.

Accepting the medieval world-view iseasier to do thanit may
sound. Just think back to your childhood (when you used to play
make-believe) and remember the magical way you looked at the

world. It was a more interesting and entertaining place when
arcane mysterieslurked all about you (yes, even under the bed),
back beforeyou had figured everything out. The medieval world
isfilledwiththesamekind of mystery and romance; youwill find
it avivid backdrop for the adventures of your characters.

Magical Setting

Magiciseverywhere; and itsexistenceaffectsevery detail of
life— usually inthe most subtle of ways. Magicisamysterious
and mercurial force, not a precise science that can easily be har-
nessed tothewhimsof mortals. Itisthefocal pointof ArsMagica,
so cultivating an appreciation of its mystery and possibility will
greatly increase your enjoyment of the game.

Magicisthesupernatural force, theinvisibleconnections, that
bind everything together. Itisaway of thinking about theworld
that modern people no longer find useful. On one level, wizards
are exploring these subtle connections to exploit them and gain
power, much the way many scientists exploit scientific laws to
develop new technology. The best wizards, however, aredriven
by a deeper need, the need to understand the universe, just as our
best physiciststoday searchforaunifiedfield theory. Asawizard
inArsMagica, youmay beginby | earningbetter way stoput magic
to use; but frequently, as wizards grow more powerful, more
arcane matters will come to their attention, and curiosity over-
comesambition.

Magical pursuitswill lead you beyond the safe boundari es of
human society and knowledge. You will encounter enigmatic
faeriesin their deep forests, fierce griffinsin barren wastelands,
giantsin their mountain fastnesses, and serpents that lurk in the
dark depths of the ocean. Once you have passed out of human
civilization, all manner of creatures, fair and foul, aretobefound.



Chapter 0

What's New

If you've played other fantasy role-playinggames, ArsMagica
may seem closely related to them in theme, but it does have some
fundamental differences. By understanding someof itsfounda-
tions, you will learn the rules and understand the setting much
more quickly. Following isan explanation of some of the basic
elementsof ArsMagica

» Thewizard characterslivetogetherinacovenant, whichisa
fortified stronghold of some sort. They try to increase not only
their own power and prestige, but that of the covenant as well,
while the non-wizards provide whatever help their skills and
swords can offer. Stories in Ars Magica, therefore, avoid the
"sword for hire" tradition common to fantasy role-playing.

« By allowingwizardstobeaspowerful asthey areinlegend,
ArsMagicarejectstheassumption that all player-character types
should roughly balance out in power. Magi (wizards) are clearly
thestrongest characters, and aremorepowerful thanmagic-users
foundinother games. Thetwoother general character types, com-
panions and grogs, have an equal roleinthe story and areasfun
to role-play, but they are simply not as mighty as the magi.
Companions are exceptional people who work with the magi,
providing them with the benefit of superior ability and knowl-
edge. Grogsarewarriorswhoboldly risk their livesin protecting
their mastersand the covenant.

« Toletal the players experience the various character roles,
ArsMagicaassumesthat the players switch rolesbetween stories.
A player may havebothamaguscharacter and acompanion, play-
ing whichever onefitsin the story, never both at once. The grogs
are held in common by the players and can be played by anyone,
probably while playing another character. This switching helps
make each story unique and interesting, as new combinations of
charactersresultinfreshinteractions.
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» Theserules are based on the concept of a "troupe,”" a group
of friends who work together and share responsibility in order to
have agood timetelling agood story. Thoughitisnot vital to the
way theruleswork, different peoplecantakethejob of Storyguide
for different stories (perhaps with one person loosely in charge
overall).

e Thebasicrulesystemissimpleand practical, yet versatile
enough to adjudicate nearly any situation. The same system is
used throughout thegame soyou don't havetolearnawhol e new
st of rules for every chapter.

¢ Inthe Middle Ages, wealth istied to relatively inflexible
factors such as status, family, and privilege rather than to bank
accounts. Thusmoney isn'tasimportantin Ars Magicaasitisin
other games. The wizards value raw vis, the essence of magic
trapped inaphysical form, far morethan they valuegold or land.

» Toadd tothearcaneflavor of themagical setting, ArsMagica
makes frequent use of Latin asit relates to the art of magic. The
namesof thefifteenmagical arts, forexample, areinLatin. (Ifyou
cringe at the thought of learning a score of foreign words, just use
their Englishequivalents.)

« A typical saga(campaign) lastsfor many gameyearsbecause
it isbased on the lives of magi, who increase their power mostly
through long hours of study and extend their lives with magic
potions. Unlikefaster-movinggamesinwhichcharactersadven-
turefull time, ArsMagicaassumesthat adventuresaretheexciting
but infrequent eventsthat punctuatelong months of quieter pur-
suits. Chapter Seven describes the various tasks wizards can pur-
sue in their laboratories. inventing spdls, training apprentices,
bonding familiars, and enchanting magical items.
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Mechanics

Themechanicsof ArsMagicaaresimple, yetyou canusethem
inawide range of situations. Most dierolls are straightforward
and employ the same basic task resolution system. Thedifferent
numbersthat are used to rate your character's abilities and attrib-
utes can be combined in many different combinations and ma-
nipulated toallow simulation of almostall relevant humanactivi-
ties. For instance, you can combine your Perception score with
your Subterfuge scoreto seeif you detect an ally'sulterior motives,
or use Communication and Subterfuge to conceal your own.

Some permutations of the basic rules become involved and
complicated, but in cases where they interfere with role-playing
they arealmost alwaysoptional. Y ou canbother withit if youlike
that sort of thing, or avoid it if you don't. The more complicated
rulesusually deal with situations outside of the normal adventure
(such as brewing potions) so they won't get in your way during
activeplay. By strictly followingtherules, youwill findthat they
accurately reflect themedieval conception of reality; but, like us,
you can choose to follow the rules when it suits the flow of the
action and then fudge, simplify, and elaborate when doing so im-
provesthestory.

The Basic System

Whenever you try to do something, be it mundane, martial, or
magical, you must have some way of determining your success.
The luck of the dice together with your character's various scores
let you know whether you succeed or fail. Each player needsonly
oneten-sided die(so dicewon't be gettingin your way). Whenyou
attempt something that could have a number of results, the Sto-
ryguidewill call foraroll. Youroll your dieinanattemptto geta
number that equals or exceeds some other number, called an ease
factor. This ease factor is set either by the Storyguide, by the
circumstances, or by another person's roll. To the number rolled
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on the die, you get to add bonuses appropriate to the actions
attempted. If thetaskismoredifficult, thenumber tobematched
ishigher, whileeasi er tasksareaccompanied by lower numbersto
match. Thepractical rangefor easefactorsisfrom 3 to about 12.

Y ou get morebonusesif theactionis somethingat which your
character is skilled, and you suffer penaltiesif your character is
below average in that endeavor. The average person with no
training or experiencein agiven endeavor has abonus of 0 when
attemptingthataction. Zeroisthe"average" or "untrained" score
for abilitiesand characteristics. Anythingabove O represents su-
perior or trained aptitude, and anything below O represents a de-
ficiency.

For instance, if you areinvestigating Toulouse incognito and
attemptingtoconvinceaprominentgossip not to spreadtheword
that you arein town, you will have to roll adie and attempt to
match the ease factor determined by the Storyguide. The Sto-
ryguide might decide that you need to roll 9+ (9 or better) to
persuade the gossip to keep quiet. Nineor better isahard roll to
makeonaten-sideddie, butif you geta+2bonusfor thetal ent you
haveat persuadingor i ntimidating people, you can add that bonus
toyour dieroll, making 9 an easier number to achieve.

Thevastmajority of therulesthat follow areaimed at twoends:
| ettingyouknowwhat numbersyouwill needtomatchindifferent
circumstancesand | ettingyou know what bonusesapply towhich
rolls. Keep in mind that the whole gameis based on this same,
basic system, so learn to useit to your best advantage.
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The Die Rolls

Therearetwodifferent typesof dierolls, onefor casual circum-
stancesand the other for stressful ones. Get agood ideaof what each
roll does, for they are found throughout the game. The chart will
give you a quick reference. Remember that in nearly all cases, a
higher roll isbetter for the character concerned.

SimpleRoll

Thedieisrolled and read normally, with theOcountingasaten.
Thus there isan even spread over the 1-10 range. Thisroll ismade
insimplecircumstances, whenthevariability of possibleresultsis
low.

Stress Roll

The O onthedie countsasa0, not asa 10, and when you roll a
0, youmust usually roll againto seeif you botch, whichwould mean
that some horrible failure has resulted. (Botches are explained
later.) On the other hand, when a 1 isrolled, you may pick up the
dieand roll it again, doubling whatever number comesup. (Once
you have started doubling on aspecificroll, theOcountsasa 10) If
asecond 1 comesup, thedieisrolled and quadrupled. A third 1 calls
for rolling again and multiplyingby 8, and so on. (Thehighest roll
we've ever seen was 128, after five consecutive 1's.)

Stressrollsare used whenthecharacter isin astressful situation
and could either perform abovetheir normal ability or fail misera-
bly. Peoplein stressare scared and thus giveit al they'vegot, but
they arelikely to make disastrous mistakesaswell. Whenever you
are in dangerous circumstances, assume that you will make stress
rolls. (Stressrollscan asobecalled for in any highly variable cir-
cumstances, even outside of stress))

Die Roll Summary
Onasimpledie, a"1" means 1, and a"0" means 10.

Onastressdie, a"1"meansre-roll and double, and
a"0" means 0 and that you must roll for a botch.

Ease Factors

There are three different waysto determine an ease factor, for
which the Storyguide hasthefinal responsibility. Keepinmind that
easefactorsareaway for the Storyguidetolet theworld make sense,
because they make difficult tasks difficult to do, and they should
not be determined casually.

¢ In some cases, there is a standard number that you always
need to meet or beat. For instance, acharacter withaPoor Memory
must roll a 6+ to remember something that has been memorized.
Onlyinrarecaseswould the Storyguidechangetheeasefactor from
6 to some other number.

* More often, the number varies according to the precise task.
The Storyguide determines what the number is, based on the
circumstances— sizing up the situation and making acall.

Storyguides without the inclination to cal culate a precise ease
factor for every circumstance can usethe catch-all ease factor of 6,
representing roughly even odds of success for an average person
(which would be easy for most player-characters, since they are
most likely competent at what they are attempting).

¢ The most variable way to determine the ease factor isto have
that number determined by another roll, one that represents the
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person or force acting against you. For instance, if your grog tries
to sneak up on aguard, makeastress roll and add bonuses for your
sneaking ability. At the same time, the Storyguide will make a
simple roll (since the guard is not aware of any danger) and add
bonuses for the guard's perceptiveness. If you beat the guard'sroll,
you have sneaked up to the guard without being heard.

The Storyguidecanapply modifierstoeitherroll inexceptional
circumstances, thus manipulating theoddsto providerealism. For
instance, if you want to sneak past the guard but never get closer
than ten feet, there might be no circumstantial modifier, just the
straight rolls. However if you want to sneak right up to theguard
and grappl e him from behind, the guard might get abonus of +4 on
therall, since heismorelikely to hear you. These "opposed rolls"
are common when two people match off against one another di-
rectly, such asin chess or combat.

Ease Factor Chart

Very easy
Not too hard

Difficult
Very tough
Extremely difficult

Roll Modifiers

The numbersadded to dierollscomefrom your nativeabilities,
your trained skills, your book-learned knowledge, your tools or
weapons, and the specia circumstances of the situation. Your
character sheet, when complete, will befull of thesenumbers. Y ou
have characteristics such as Intelligence and Quickness, which
represent nativeaptitudes. Y ou aso haveabilities, which represent
speciaized talents, skills, and knowledgesin such areas as Charm,
Riding, and Church Lore. Magi aso have magic arts, representing
their mastery over the different areas of magic. Whenever you
make aroll, you add the scores of appropriate abilities, arts, and
characteristics. Usually, you will use one characteristic plus one
ability to determine the bonus. The average scoreisusually 0; so
if you areaverageinacertainattempt, your roll will beunmodified.
If you are superior, your score will be positive (a bonus), whilea
negative score (a penalty) indicates a below average aptitude.
Sometimesyour equipment will modify therolls. Eachweapon, for
instance, hasadifferent number thatisadded to damagerollswhen
itisbeing used. The Storyguidewill determine when the circum-
stancescall for further modification of aroll.

For instance, supposeyou are walking alongapath through the
woodsone night and a soft noisecomes from thebushesbesideyou.
To see if your character hears the sound, you roll a die and add
Perception (acharacteristic) + Alertness(anability). If youhavea
-1 Perception (representing poor perceptiveness overall) and +2
Alertness (aboveaverage), your total bonuswould be +1. Suppose
you roll the die, add 1, and then the Storyguide tells you that you
made a high enough roll to hear something, described as "a soft
padding sound." Now you know something is there, so you peer
into the darkness. The roll to spot something uses Perception +
Scan. If you havea -2 Scan, your total will be-3onthediethat you
roll to spot the thing (-1 for Perception and -2 for Scan). The
Storyguideassignsan easefactor of 9, adifficult one becauseof the
darkness. If you fail theroll (quite likely with a-3 penalty), you
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mighttry tolistenforthething. ThisinvolvesPerception + Scanas
well, but the ease factor would be lower since darkness does not
hamper hearing.

Botches

Asexplained in the die roll descriptions, it is possble to sink
below anordinary failuretoatruly dismal showing. Wheneveryou
roll a0 while making a stressroll, you must roll thedieagain. A
second O means you have botched; you have done something
horribly wrong. Sinceyou arerolling the second diejust to seeif
you get another zero, all theother numbersyou may get should be
ignored.

Inparticularly tricky situations, youwill havetoroll morethan
one botch die, and the number of O'srolled indicatesthe depth of
yourfailure.Forinstance,if youarebattlinginacrowded,cluttered
campsiteinthewoods, at night, youwill haveplenty of rootstotrip
over and tentstoruninto. Rolling twoextrabotchrolls, inaddition
to the normal one, every timeyou roll a0, would be appropriate.

Sometimes the rules detail circumstances under which extra
botch rollsare needed, but more often, the Storyguidewill decide.

Starting Out

Learning a new role-playing game can be a long process, but
withalittleforethought and diligence, you cando sowithrelative
eax. Familiarizeyoursdf with thebascsof character creation. You
canlearnalot about thegamejust by rollingup agrog or two. A few
mock battleswill help you see how combat works. To start your
saga, you canusethe samplecovenant, Mistridge, givenintheSaga
chapter until youmodifyitor replaceitwithoneof yourown. Find
ways to use the new rules, especidly those that are probably least
familiar toyou, such asconfidence, easefactors, and spontaneous
magic. With the role-switching playing theme, you can easily
replaceyour first character withanother if you makemistakesthat
you want to correct.

Make sure that you fully understand the combat and spell-
casting rules, because these are the parts of the story that should
move thefastest and suffer the most from pausestolook up rulesin
the middleof play. Don't worry about the more elaborate consid-
erations until you are comfortable with the basic rules, but that
shouldn'ttakel ong—onceyou understand thebasic system every-
thing ese will fall into place.

We make aJump-Start Kit that includes pre-designed charac-
ters, rules briefings, and a beginning adventure, so you can begin
play withanovicegroup dmostimmediately, but if youaretobethe
Storyguide, be sureto have read most of the rulesbeforehand.

Our Best Advice

Asyou read Ars Magica, keep in mind that the only hard and
fast ruleisthat there are no hard and fast rules. What followsare
essentially severa thousand suggestions, and these suggestions are
now yours to use, abuse, neglect, and rgject as you e fit.

We have created a game which limits you, the role-player, in
myriad ways, and it is now up to you to transcend those limits, to
make thisgame truly fit your needs.

I ntroduction

Botch Results Table

One 0, "'Single Botch'': bad news.
Example: Youdrop your sword inafight.

Two 0's, "Double Botch'': catastrophe.
Example: You fal prone and break your
sword, stunning yourself.

Three 0's, "Triple Botch': no one would believe it
without seeing it.
Example: Y ouknock overtwofriends
whilefalling onyour sword and dis-
embowelingyourself.

Remember that extra botch rolls are dependent on a task being
tricky, not dangerous. You would have to roll more botch rolls
whilejugglingfiveballsthanwhilejugglingthreeknives. Though
a botch with the knives would be more dangerous, it would be less
likely.

True fantasy cannot result solely from gamerules; thedelight
that resultsinrole-playinginamagical world only comesthrough
a generous dose of imagination and a taste for the fantastic.

o awAVERRES




10 Chapter0

Characters' Glossary
WordsA ctually used by Characters

These wordsare used by charactersin thefantasy world, so feel free to use them when talking in character. Somecharac-

ters, naturally, may be unfamiliar with the more esoteric terms.

apprentice- someone working for a magus and, in ex-
change, learning theart of magic. (Therearealso
apprenticesinmundaneprofessions.)

Certamen[careTAHmMen]- amagical, non-lethal duel be-
tweenmagi.

the Church- the hierarchical religiousinstitution central to
medieval society.

the Code of the Order of Hermes- the code of conduct that
al apprentices must swear to obey before becoming
magi; it limits destructive competition between the
magi and guides magi's conduct with non-magi.

consors (pl. consortis)- (partner) A non-magus who works
closely with acovenant and probably livesthere; many
companionsareconsortis, but notall.

covenant- adurable group of associated and ostensibly
alied magi, or their headquarters. The peasant folk
ignorantly call these groups "covens."

demon- aninfernal, magical creature bent on the corrup-
tion of humanity.

diabolist- one who worships the Prince of Darknessand is
givendestructive power by him. Diabolistsare
common enemies of the Church and the Order of
Hermesalike.

Dominion- the area under the holy influence of the
Church; magic, infernal powers, and faeriesall function
at reduced ability within the Dominion.

faerie- asupernatural being of thewilderness, usually
human-shaped.

formulaic magic- magic by use of standard gestures and
words that will almost always bring about a specific
effect, the sameeachtime.

grog- amercenary hired by magi to serve them as a body-
guard or warrior; "grog" is popular slang, and the
official term is "custos.”

Hermetic- of or relating to the Order of Hermes.

infernal- coming from or related to Hell or devils.

magus [MAHgoosg], pl. magi [MAHgee]- (wizard), one
trained in the magical arts of the Order of Hermes; non-
Hermetic users of magic are called wizards, witches,
€tc., but not "magi.”

Order of Hermes- the magi's organization that regulates
their behavior and protectsthem from threats, includ-
ing each other.

pace- ayard, more or less.

par mamagica] PARmahMAHgikah],pl.parmaemagicae
[PARmM-eyeM AHgik-eye]-(magicshield),aspell-like
ritual that protects someonefrom magic, usually used
continuously by a magus.

pawn- aunit of raw vis, equal to 1 point in game terms.

raw vis- visin physical form, highly prized by magi.

sigil- the unique side-effect or quality of a magus magic, or
the physical symbol representing a magus' membership
inthe Order of Hermes.

spell- auseof magic skills to achieve adesired supernatu-
ral effect; can be memorized or invented on the spot.

spontaneous magic- use of magic skills without a formu-
laic spell; theresultisvariable.

turb- agroup of grogs, used as you would use "pride" of
lionsor "murder” of crows; from Latin "turba,”
meaning gang, turmoil, confusion, etc.

vis [wees]- (power), magical force, directed by magi with
their spells; theword from which the Form "Vim" is
derived.

Ars Magica
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Players' Glossary
Game Terms, Not Used by Characters

When speaking in character, do not use these terms. They are strictly to help players communicate about the rules and do
not necessarily refer to anything tangible in the game world.

botch- adisastrousfailure, indicated by theroll of a simpleroll- adieroll inwhich the 0 is 10 and 1's do not
second O after thefirst Oisrolled during a stressroll. double.
companion- a skilled person who aids magi but is not nec- Soak roll- aroll to reduce or withstand damage.
essarily intheir pay. specialty- the area of an ability in which a character has a
ease factor- the number that you must match or exceed on specia aptitude (+1 or more on ability rolls).
adieroll for your attempted action to succeed. stat- any number relevant to the game mechanics, includ-
fast-cast spell- a hasty but dangerous spontaneous spell. ing characteristics, Soek totals, magic art scores, etc.
Level- anumber rating the strength of a spell or similar story- a tale created by the troupe, an adventure.
power. Storyguide- the person who sets up and leads the story,
magic resistance- the passive, magical capacity to resist taking on theroles of all characters not taken by the
the effects of magic. playersand determining all events beyond the control
natural resistance- resisting a spell's effects through of the player-characters.
natural means, such asone's physical or mental stress roll- adie roll in which the O counts as zero and 1's
strength (possible with some spells only). double.
saga- a campaign made up of a number of storiesinvolv- total- a number derived from a selection of scores and
ing the same covenant. used asadie modifier.
score- a single, independent number, such as acharacteris- troupe- agroup of gamers, esp. onein which the players
tic; it can be used as a die modifier by itself or com- takedifferent rolesat different times.

bined with other scores to produce a total.

Abbreviations
14~ First Strike Total, acombat stat Im- Imagonem, themagic art of images
An- Animal, themagicartof animals In- Intéllego, themagic art of creation
Ag- Aquam, themagicart of water Int- Intelligence, acharacteristic
Atk- Attack Total, acombat stat Lvl- Level, anumber associated with a stat or spell
Au- Auram, themagicartof air Me- Mentem, themagicart of themind
Cnf- Confidence Mu- Muto, themagicof transformation
Co- Corpdrem, themagicartof thebody  Pe- Perdo, the magic art of destruction
Com- Communication, acharacteristic Per- Perception, acharacteristic
Cr- Creo, themagic art of creation Prs- Presence, acharacteristic
Dam- Damagetotal, acombat stat Qik- Quickness, acharacteristic
Def- DefenseTotal, acombat stat Re- Rego, themagic art of control
Dex- Dexterity, acharacteristic Rep- Reputation
Enc- Encumbrance Stm- Stamina, acharacteristic
Exp- Experience Str- Strength, acharacteristic
Fat- Fatigue Total, acombat stat Te- Terram, themagicart of earth
He- Herbam, themagic art of plants Tech- Technique, atypeof magical art

Ig- Ignem, the magic art of fire Vi- Vim, the magic art of magic force itself
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. :\4' Striding out into the courtyard, Lucienne was
&tmﬁ k»;-?h blinded by the morning sun. Shielding her eyes with one hand, she
B — looked about for someone to aid her.
y ‘ﬁ 4 She saw a confusing mix of people about her. Several men in well-
e, worn armor were staging a fight with wooden swords, pounding on each

other with hearty, thumping blows as a pack of mongrel dogs nipped at their
heels. Servants dressed in thick leather aprons were carrying pots full of a
greasy liquid from a small shed to a door in the cliff. Other folk were scattered
around talking, laughing, and throwing dice. Who was in charge here? There
seemed to be no one ready to help her.
At thefar end of the courtyard, she spied alone man squatting in the shade of a
small, twisted willow tree, sharpening aknife. Steeling herself, she started to walk
across the courtyard toward him.
As she passed thewarriors, they stopped their fight and watched her intently, wiping
their sweaty brows. One of them mumbled something to the others, and she caught the
name"Grimgroth." Asthey saw her |ookingat them, they bowed their headsslightly and then
turnedaway. Confusedbytheir deferencetoher, Luciennewalked evenfaster. Thiscertainly
wasn't Foix.

Assheapproached theman under thewillow, he casually turned hishead to her and eyed
her sullenly. "Excuseme, sir, couldyoutell mewherel might find somecharcoa ?' Hestared
at her intently for a few seconds and continued to sharpen his long dagger with the
grindstone.

"Don'task me, deary," hesaid, scowling. "I'mjust herefor thetricky stuff.
Goask agrog." Hegestured vaguely at thewarriors she had passed, and
then turned back to his dagger.
Lucienneturnedandsawanold, grizzledwarriorwalkingin
her direction. With his head lowered, he approached and
bowed. "Y ou are Grimgroth's new apprentice, areyou not?1l am
Torlen, at your service."

Recovering swiftly from her surprise, Lucienne smiled.

These grogs could prove to be quite useful.
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Character

his chapter explains how to create a unique character,
starting with a general concept and translating it into
numbers that can be used in the game. Creating a
character requires an initia investment of time, but it
prepares the character for alifetime of role-playing.

Y ou are given gresat freedom in determining who your charac-
ter will be; you will pick your virtuesand flaws, abilities, motiva-
tions, and personality traits. Itis, however, your responsibility as
aplayer to create charactersthat fit into the group. Backstabbing
grogs, maniacal companions, and insane magi would not be al-
lowed or retained in acovenant, so you must construct acharacter
acceptabletothewizards. A covenantisacommunity of individu-

alsand you must createa character that in someway fitsinto that
community.

Each player creates a magus and a companion, which other
playersdo not use. You will aso create a couple of grogs, which
areheldin commonby the troupeof players. Any player canrole-
play any grog, though some players will have their favorites.
Players switch off playing the roles of magus, companion, and
grog indifferent stories. You can play anindividual grog, run a
group of them, or take oneas asecondary character whenyou play
your companion or magus. Style of play is thoroughly discussed
inthe Storytellingchapter.

Types of Characters

There are three general types of characters. grogs, compan-
ions, and magi. Eachhasdifferent rulesfor generation (thoughthe
concepts are al the same), and each has a different place in the
stories you will be telling.

Grogs

Many warriors areretained by the covenant to protect it and to
accompany the wizards on their journeys. They are commonly
caled grogs. Their skillsusually make them competentin matters
of combat and survival. The warrior's life, however, does not en-
courage refined manners or tastes. In some covenants, the grogs
are wdll-disciplined, loyal, efficient soldiers, while in others they
form a motley gang of thugs, criminals, loners, and misfits who
serve the magi out of fear. When you create grogs, decide what
prompted them to become mercenaries and how they see them-
selves and their role.

Asagrog, itisyour rolein the story to protect the magi fromall
the dangers they get themselvesinto, even at the cost of your own
life. The role demands little in terms of leadership, but it takes
plenty of guts. The personality of a grog is often vivid and
somewhat extreme. When you role-play a grog, enjoy the excite-
ment of trusting your life to your sword arm and shield. Liveand
die with enthusiasm.

Playing a grog can be difficult for inexperienced players, who
<ee their limited role in the group as limiting their role-playing
opportunitiesaswell. Play up your grog's personality, explorethe
role of mercenary, and you will begintorevel inplaying grogs. It's
ataste worth acquiring.

Mercenaries hired by magi go by many names, the most popu-
lar of which is "grog,” a slang term first used in the covenant of

Doissetep. The name has spread through much of the Order —
mostly because thegrogs themselves use theterm. Other common
names are vigil, custos, and retainer. Y ou may wish to make up
your own unique name for your covenant.

Companions

A few exceptional and highly skilled peopleareal so associated
with the covenant. Some work for thecovenant and livethere, ac-
quiringtherank of consors. Othersarefriendsof themagi andvisit
only occasionally. Companions provide any skills that the magi,
in their pursuit of magic, have not had time to learn, and also
provide a connection between the esoteric covenant and the
mundane world around it. Companions can include scholars,
foresters, sages, hedlers, thieves, spies, and leaders of the grogs.

Asacompanion, your roleis to support the magi with your
varied skills. Y ou arethat exceptional kind of person who adapts
readily tomany varietiesof demandingcircumstances. Whileyou
must obey the magi, you have much more freedom than the grogs.
Y ouarefar toovaluabletothemagi tobedenigrated or mistreated.

Workingwiththe magi isprobably the most interesting part of
your life, sometimes too interesting. Others might look down on
you for associating with the magi, but you've found them to be
decent enough. You often find yourself mediating between a
normal person and a magus, for the magi often do not mix well
with society.

Each companion chooses to work with the wizards for a
unigue reason, but the general pattern becomes clear when you
consider the society which companionscomefrom. Intheoutside
world, gender, nationality, religion, and thehappenstanceof birth
greatly restrict one's freedom. In addition, many people have
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backgroundsortalentsthatmakelivinginsocietydifficult. Strong-
spirited women, Moors, magical people, and otherswhose merits
arc not recognizedinthestratified society of theMiddleAgesoften
find their waysto covenants, wherethey are given morefreedom
thananywhereelse. Otherswork for wizards to gain theesoteric
knowledge available at acovenant. For some, the motivationfor
working with magi is more straightforward: magi have wealth
and power to share with those that help them. For your compan-
ion, be sure to choose areason why you have come to work with
wizards. It may have something to do with thevirtuesand flaws
you choose to describe your character; these are the things that
makeyou exceptional, and it may be your exceptional traitsthat
makecovenantlifemoreinvitingthan stayingin mundanesociety.
For instance, if you came from a diabolic family, fearful peasants
might attack you for fear that you, too, are adiabolist; the people
at the covenant may be more accepting.

If you have a powerful mystic ability (chosen as a virtue),
people can tell that you are somehow "different,” and, like the
wizards, you suffer -3 on rolls involving winning the trust and
affection of normal people. Thisisyetanother reason why some
companionscall thecovenant home.

See p. 34 for ideas about designing acompanion.

Magi

Wizards are the focus of Ars Magica. They have immense
magi cal power, even at the beginning of the game, which makes
them far more powerful than the other character types, but this
also makesthem much moredemandingtoplay. Magi tend tobe
deficient in the social skills, customs, and knowledge normal
peopletakefor granted.

Ars Magica

Exempli Gratia (For Example)

Throughout these rules there appear three beginning
characters from the covenant of Mistridge: Grimgroth, a
magus; Isabel, acompanion; and Torlen, agrog. Their ad-
ventures demonstrate how the game mechanics work.
Grimgroth, as he appears in the stories at the start of each
chapter, has benefited from substantial experience.

Y our roleinthestory istodirect thegroup. Evenif acompan-
ion is the practical leader during a mission, you are still the one
whogivesthemissionitsmeaning, and ultimatel y makesthe most
important decisons. Respect the companions and grogs, and they
will respond with loyalty.

You'realonein your laboratory most of thetime studying the
art of magic, but you forgot how to belonely during your appren-
ticeship. Y our arcanepursuitsareyour life, and youdon't missthe
society you left yearsago. Fifteenyearsof apprenti ceship, most of
itlocked inalaboratory withyour master, canleave anybody abit
strange by normal standards, and probably you are no exception.
It can be annoying and sometimes even confusing dealing with
normal people, even grogs and companions, but usually you get
your ideas across. The loyalty and service of your grogs and
companionsis probably moreimportant to you than you care to
admit. They areyour only friends.

The Gift of magic affects those around you. Animalsareill at
easenear you, andall rollsinvolvinganormal persontrustingyou
(which includes many communication rolls) are at -3. The Giftis
precious, but not without its price.

Selecting a House can help you design your magus; see p. 35.

Creating the Character

When you design your companion and magus, take care to
makethemdifferent. Sinceyouwill play them oneat atime, they
will probably never adventure together. In terms of the game-
world, they should have areason for not being together. If your
magus loves the wilds, let your companion be more of a city
person. That way, in wilderness stories, you can use your magus,
and in city stories, you can use your companion.

Also, try not to crowd the niche that some other character
already occupies. If there is a wind wizard in the covenant
already, think twicebeforerolling up another one. The covenant
benefitsfrom diversity, and the troupe would enjoy a magus of
different talents and traits.

Sometimes you might want to play atruly weird character,
maybesomeonewhoisn'teven human. Inthiscase, makespecial
arrangements with therest of the troupe. Even the most bizarre
creature must have advantages and disadvantages that balance
out so you do not overpower the other playersand ruin their fun.
In the process of making a non-human character, you may well
sidestep many of therulesfound in thischapter.

As long as the rest of the troupe does not feel like you are
taking advantage of therules flexibility, go ahead and try some-
thingnew. Ifyour characterissignificantly morepowerful than

anormal human, that character can take the place of your magus.
Otherwise it will be considered a companion.

After selecting your character type (grog, companion, or ma-
gus), develop a general concept of what kind of character you
would like to role-play: a veteran grog, a scheming thief, an
honorable knight, a temperamental Ignem wizard, or possibly a
wizard of transformation.

Beginning Age

First you need to determine your age. If you area grog, make
asimpleroll and add 14. If youareamagus, roll and add 22. (Y ou
haverecently finished fifteenyearsof apprenticeship.) If youare
a companion, you may choose your age freely (be reasonable).
Y our abilities depend on your age, so older characters have more
abilities, representing greater experience. Unfortunately, they are
also closer to thedebilitating effects of old age. If you arearound
35 yearsold or older, you might lose characteristicsbefore starting
the game, so see the rules for Aging near the end of this chapter.

Useyour ageto guidethecreation of your character whenyou
roll characteristics, choose personality traits, pick abilitiesand so
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on. Remember that, in the Middle Ages, people reach adulthood
quickly and frequently dieyoung.

Based on your age and the year you will begin (or enter) the
saga, figureyour year of birth. That way, evenif your characteris
out of play for several game-years, you will be able to determine
your agewhen you start playing again, based on the current game-
year.

Characteristics

The next step in creating acharacter istodetermineyour basic
characteristics. How strongareyou? How fast areyour reflexes?
How good are you at persuasion? Questions such as these are
answered by your characteristic scores. Each characteristic hasa
number associated with it, describing your native aptitudein that
area. One of these numbersisused asa modifier on most dierolls.
A Oisaverage for any characteristic. Positive numbersindicate
higher than averageability, and negative numbersindicatelower
thanaverageability, with -5and +5 describing the normal range.
A +3isavery good score.

First, you and another player each make a simple roll. Y our
roll isthe positiveroll, and you want to get as high asyou can; the
other playerismakingthenegativeroll (youwouldlikethemtoget
as low as possible). Then Subtract the other player's roll from
your roll. Record the number and repeat this process three more
times. When done, you have four numbersranging from -9 to +9.

Now assigneach number to oneof the four characteristic pairs:
Intelligence and Perception, Strength and Stamina, Communica-
tion and Presence, and Quickness and Dexterity. Divide each
number up asevenly as possible between each trait pair. Later on
you will beableto change someof these characteristicsby choosing
appropriate Virtues and Flaws (see below).

Once the numbers are assigned to your characteristics, you
may personalize them by choosing a descriptive word or phrase
for each positive and negative score. These phrases help you
visualizeyour character, and they make your characteristicstan-
giblein thegame-world aswell asintheworld of dice-rolling. The
Storyguide may alow you a specid bonus or penalty on your roll
when one of these descriptive phrases applies to a situation. For
instance, if you choose "Good dancer” to describe your positive
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Character Generation Qutline

1. Choose type (grog, companion, or magus). Develop a
character concept. Consider possibleVirtues& Flaws.

2. Roll age.
Grog: simpledie + 14
Companion: choosefreely, within reason
Magus: simpledie + 22
Calculate year of birth.

3. Roll characteristics.

A. Roll a simple die vs. ancther player's smple die.
Subtract the other player's roll from yours, and
record the result. Repeat three more times.

B. Divide each number as evenly as possible between
two characteristicsin apair.

C. ChooseVirtues & Flawsthat affect your character-
istics.

D. If youwish, chooseadescriptiveword or phrasefor
each non-average(non-0) characteristic.

4. ChooseVirtues& Flaws. Companions& magi can have
upto7 positive points, which must bebalanced withan
equal number of negative points. Grogsmay haveone
+1 Virtue, and must takea -1 Flaw to balance it out.

5. Describeyour character mentally and physically. Rec-
ord Sizeand Confidence. Sizeis0. Cnfis1 for Grogs,
2 for Companions, and 3 for Magi.

6. Choose Personality Traits, rating each from -3 to +3.

7. (Magi only) Determinemagical abilities:
A. Choose magical arts (150 points)
B. Choose spells (150 points); Level of spell must be
within 10 pointsof Tech + Form + Int.

8. Choose Abilities
Grogs. points equal to age+10 years
Companions: pointsequal to agetimes 2
Magi: pointsequal to age

9. Sdect Equipment
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Exempli Gratia: Characteristics

Grimgrothrollsthedicefour timesfor hischaracteris-
ticsand gets the following:

6 minus6=0 7minus4 = +3
2minus3=-1 1 minus3=-2
Hewantsahigh | nt sohecanbeacompetent magusand

agood Prs score to support the character conception. He
assigns therolls thus:

-1 onInt/Per: Int -1 Per O
0 on Str/Stm: Str 0 Stm 0
+3 on Prs/Com: Prs +2 Com +1
-2onDex/Qik: Dex -1 Qk -1
He takes alow Int score because heintendsto take a
virtueto buy ahigher scoreanyway. Hetakesa+2 virtue,

Superior Characteristic, androllsthedie (p. 20). Hisroll is
7, s0 he hasan Int of +3instead of -1.

For further characterization, hetakesthefollowing de-
scriptive phrasesfor his positiveand negative characteris-
tics: discerning, imposing stance, reasoned speech, plod-
ding step, slow reflexes.

Dex, the Storyguide may allow you abonusonyour Dex roll when
tryingatricky dance maneuver. If you takevirtuesand flawsthat
affect your characteristics, the wordsand phrases you use should
reflect these changes.

Your characteristics represent your inborn abilities at their
optimum, so they cannot rise through normal means. You can,
however, improveabilitiesthat complement your characteristics.

Virtues & Flaws

Once you have determined your age and characteristics, and
al thedie-rollingisout of theway, the next step isperhaps the most
important. You choose virtues and flaws for your character.
Virtues are the exceptional attributes of a person. Since magi and
companions are exceptiona people, they have many virtues, while
anormal person might have only one, or even noneat all. Flaws
are the exceptional attributes that hinder or limit characters and
are used to balance out the virtues they possess.

Virtuesare each assigned a positive value, and flaws are each
assigned a negative value. The value indicates how much the
virtueorflaw affectsyour character. Companionsand magi may
haveup to + 7 points of virtues, and you must choose flaws whose
total negative value matches the total value of the virtues you
choose (so thetotal valueof virtuesand flawschosenis0). Grogs
may have only one +1 virtue, and must balanceit with a-1 Haw.

Some Virtues & Flaws have notes for magi who choose them.
Some of thesehavedifferent valuesfor magi thanthey do for grogs
and companions, and some Virtues & Flaws are not available to
magi. Forinstance, Fast L earnerismoreval uableforamagusthan
it isfor acompanion, so a companion must pay +3 points for it
whilea magus must pay +5.

Your Virtues & Flaws are often central to your character, so
choose thoughtfully. Decide what your character is like, and
chooseyour virtuesand flawsto advancethat conception. Virtues

Exempli Gratia: Virtues & Flaws

Isabel chooses her Virtues & Flaws, which will go
long way toward defining her character. First, she needs
strong conception of her character. She decides she is
former nun with visionary ability. Based on this back
ground, she chooses the following Virtues & Flaws. To
begin with, shetakesan above average characteristic pair
to get rid of somebad rolls, and then she picksthe Virtue
& Rawsthat will characterize her.

Virtues

Good Characteristic: Presence +1
Strong Personality +1
Exceptional Talent: Visions +2
Educated +1
Knack (+2) for Arguing, Debating, etc. +1

Clear Thinker +1
Flaws

Sensitive to Frivolity -1
Socid Handicap, Unableto Enjoy Herself Socidly -1
Weakness for Being Treated with Respect -1
Uncommon Fear, of Being Helpless or Ineffective -1
Poor Eyesight -1
Small Frame -2

Grimgroth's Virtues & Raws are mostly concerned
with hismagic abilities:

Virtues
Superior Characteristic: Intelligence +2
Affinity withWinds +2

Special Magical Ability: When angered, he
gainsaforceful, formidable demeanor,

giving him +2 on appropriate Prsrolls. +1
Gentle Gift +1
Self-Confident +1
Flaws
Warped Magic: spells accompanied by

winds & keening whistle -1

Deleterious Circumstances (Uncommon &
Minor): -5 penalty when the sky is

mostly clear of clouds. -1
Restriction (Rare): Magic does not

work within earshot of music. -1
Major Magic Deficiency: Terram -3
Cursed: Those close to him turn against him

if he expectstheir loyalty selfishly -1

Ars Magica
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Characteristics

Intelligence (Int) represents both your memory as
well asyour ability tolearnandthink. Itisimportant for abili-
ties that require thought power, and it is paramount for the
magical arts. A characterisnotnecessarily stupidif they have
alow intelligence; common sense, street savvy, and wisdom
are not part of the intelligence score— these are facets of the
character that are portrayed by the player.

Negative: dull-witted, ponderous, forgetful, lazy, doddering,
addled, asinine, stupid, slow learner, bored, decadent, immature

Positive: quick-witted, shrewd thinker, sharp minded, discern-
ing, creative, level-headed, wily, bookworm, knowledgeable, clever,
pragmatic

Per ception (Per) indicateshow well younoticewhat is
going on around you, as well as your powers of intuition.
While sometimes a conscious thing, Perception more often
works intuitively — you simply notice something. Besides
| etting you notice things, a Storyguide may haveyouroll Per-
ceptionwith various knowledge abilitiesto seeif you have the
insight to understand or know about acertain fact or concept.
Perception isimportant for abilities such as Alertness, Track,
Folk Ken, and Legend Lore.

Negative: distracted, unobservant, absent-minded, preoccu-
pied,inattentive, unheeding, careless

Positive: insightful, attentive, patient, probing, keen-eyed,
per ceptive, intuitive, visionary, astute, apprehensive

Strength (Str) isameasureof your physical power. It
isyourlifting, pushing, shoving, heavingand movingability.
Strengthisimportant when hefting a mel ee weapon and when
using brute, physical force against something (or someone),
such as when you kick open a door. People with higher
strength are usually bigger than those with lower strength, as-
suming they are within the same size category.

Negative: scrawny arms, weakgrip, rounded shoulders, weak
chest, puny, decrepit, indolent, small frame

Positive: broad shoulders, stronggrip, bulging biceps, power-
ful stride, massive chest, husky build, able body, hearty, big

Stami na (Stm) indicateshow long you can continueto
exert yourself aswell as how much physical punishmentyou
can sustain. It is your staying power, both mental and
physical, and oneof itsmostimportant componentsissimply
the will to live. Some people are too mean to die. Stamina
hel psdetermine how well you carry aload, ignorefatigueand
withstand wounds.

Negative: nagging cough, frequent illness, short winded,
delicate constitution, no self-discipline, weak willed, enfeebled,
tremulous, Slothful

Positive: tirelesslegs, strong constitution, iron willed, forceful
personality, enduring, tough minded, tenacious, stalwart, durable,
large hearted

Presence (Prs) describes your appearance, demeanor,
and charisma. Personal tastesvary, but withinaculture, good
looksarestandard enough that whatisattractive, interesting
or impressive to one person is most likely the same to others
aswell. Presenceisimportant for making agood impression
aswell as for leading people.

Negative: carbuncles (acne), greasy hair, scarred face, timid
demeanor, shifty eyes, slouching posture, despairing expression,
unassuming, flighty

Positive: sexy, luminous eyes, alluring, straight posture,
confident stride, honest face, comforting, imposing beard,dignified,
captivating, regal manner, commanding stare, look of the eagles,
genial

Communication (Com) represents your aptitude
for self-expression. Itisimportant when you are attempting
toinfluenceor communicatewithanother personverbally, or
through body language. Communication isthebasisof most
of human interactions, and a positive communi cation would
suggest acharacter who iscomfortable and confidentinrela-
tionships with other people.

Negative: poor diction, slurred speech, faltering voice, gut-
tural voice, lisp, boring speaker, rambling, inconsiderate, vile man-
ners, blandexpression, heavy accent, laconic personality, no senseof
humor, garrulous, foul mouthed,

Positive: smooth talker, glib tongue, honeyed voice, expressive
hands, sophisticated sense of humor, captivating speaker, orator,
eloquent

Dexterity (Dex) indicatesthe physical ability tomove
with agility and to manipulate what you are holding with ac-
curacy and grace. It includes hand-eye coordination, fine
motor mani pulation, and bodily grace. Dexterity hel psdeter-
mine how well you swing a sword or throw a knife.

Negative: trembling hands, clumsy, awkward stance, all-
thumbs, graceless movements, plodding step, gawky limbs, can't
dance, gangly

Positive: nimble fingers, smooth motioned, lithesome walk,
steady hand, deft hand, graceful dancer, agile, adept athlete, cat-like
grace

Qui ckness(Qik) indicatesyour reaction speedand re-
flexes. It is simply how fast you are. Quickness helps
determinewho does something first when two or more people
aretryingtodosomethingwithgreat haste; it alsodetermines
how well you do something when you do it rapidly. When-
ever Qik modifiesaroll, Encumbrance (Enc), the measure of
how loaded down you are, isapplied asa penalty. Inother
words, you react more slowly when carrying a heavy load.

Negative: slow reflexes, torpid, flat-footed, languid stride, un-
gainly, lethargic, overweight, slothful, lumbering

Positive: quick reflexes, surefooted, energetic, jumpy, nimble
feet, fleet-footed, fast, breakneck sprinter, swift, nervous



Virtues: +1

Good Characteristic. Y ou may replace any one
characteristic with a number derived by
making a simple roll and referring to this
chart: 1-5:+1, 6-8:+2, 9-10:+3.

Exceptional Taent. Thefollowing Exceptional
Taentsmay bepurchasedas+1 virtues. (Ex-
ceptional Talentsareavailable only to those
who take them asvirtues.) Seethe Abilities
chapter (pp. 40-41) for details: Direction
Sense, Empathy, Read Lips, Alchemy, Pre-
monitions, Second Sight, Sense Holiness/
Unholiness, Magic Sensitivity, Weather
Sense, Hexing, Contortions, Mimicry, Per-
fect Balance, Healer.

Ambidextrous. Y ou canuseeither hand equally
well. When using two weapons in combat,
youonly suffera-1witheach, ratherthanthe
standard-1 forthedominanthandand-3for
the off hand.

Animal Companion. You have a loyal, intelli-
gentanimal foracompanion. Y ourrelation-
ship with it isameaningful one; you are very
close. The animal can at least obey simple
commands. If it should die, you would be
profoundly distraught.

ArcanelLore. Youareprivy to Hermetic knowl-
edge, soyou can chooseArcaneKnowledges
(which are normally restricted to magi) as
beginning abilities.

Berserk. Any time you lose a body level or
wound an enemy, you must make a stress
roll and add your Angry score. If youroll a
9+, you experience battle lust and go ber-
serk. The Storyguide candso call for arall
when you are strongly frustrated. While
berserk, you get +2 on Damage, Soak, and
Fatigueralls, but suffer a-2 penalty on Def;
and you cannot retreat, hesitate to attack, or
give quarter. Calming down requires a Per
- Angry roll of 3+, oneroll per round. If you
are still berserk while no more enemies are
present, you attack your friends.

Clear Thinker. Youthink clearly andrationally.
You get a +3 bonus on all rollsto resist lies,
confusion, befuddlement, subterfuge
etc.,whether these attempts are magical or
mundane.

Close Family Ties. Your family is one of the
mostimportant things in your life, and they
still supportand aid you whenever they can,
even if it means personal risk They will not
hesitate to do you any favor that is within
their power to perform, and cancall out their
friends and neighborsto help them. It works
bothwayshowever; they may call onyou for
help some day.

Code of Honor. Y ou guide your lifeby a heart-
felt code of honor, probably related to the
knightly chivalric code. Whileit keepsyou
from taking unfair advantage of others, it
dso provides a strong mora support be-
cause it ismore important than petty distrac-
tions, such asfear and greed. Youget +30on
rolls to resist temptations that would sway
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you from your Code, whether magical or
mundane.

Common Sense. Whenever you are about to do
something counter to common sense, the
Storyguide has the task of alerting you to
what you are doing. This is an excellent
virtue for a beginning player, as it legiti-
mizes any kind of help the Storyguide may
give. It can aso be a great source of what
readly is a sensible course of action in the
fantasy universe.

Educated. Y oumay choose Formal Knowledges
as beginning abilities.

Enduring Constitution. Y ou can withstand pain
andfatigue. Deduct 1 point fromeach of the
negativeadjustmentsin both your body and
fatigue levels, so Medium Wounds, for ex-
ample, meansonly a-2 penalty. You get +3
onrollsto resist pain.

Faerie Upbringing. Thefaeriestook you when
you were a babe, but now you are back
among the humans. Y ou feel at homewith
faeries, magic, and other strangethingsand
have +3 to al your personality rolls when
you are dealing with them, but you find
human society bizarre, especialy religion.
Y ou cannot have Social Skills as beginning
abilities.

Free Expression. Y ou have theimaginationand
creativity needed to compose a new ballad
or topaintanoriginal painting, and havethe
potential to beagreat artist.

Good Armaments. Y ou can have any standard
armament and one expensive armament.
(Seep.59)

Higher Purpose. Let others concern themselves
with petty matters, you have a higher god,
such as freeing an occupied people or bring-
ing peace between the Order of Hermes and
society — your feelings must be altruistic.
Y our confidence countsdouble when pursu-
ing this goal because you see beyond your
momentary purposes to a higher end, plus
you gain +3 on personality rolls used to
pursue thisgoal.

KeenVision. Geta+3bonustoall rollsinvolv-
ingsight.

Knack. You have an innate knack for some
specificactivity whichgivesyoua+2onrolls
dealing with that activity. Examples in-
clude: mechanics, music, bows, swords,
woodlands, mountains, cities& towns, lan-
guages, noble courts, swamps, etc. When-
ever in this environment or pursuing this
activity, you get your bonus. A bonus on
weapon type applies wherever a skill for
those weapons applies; the bonus applies
either to parry or to attack skill, your choice.
Knacks can be no more broad than those
listed here.

Light Sleeper. You can wake up almost imme-
diately when disturbed, and take no penal-
tiesthefirst few roundsof activity. The Sto-
ryguide may aso allow you to make gener-
ous Per rolls while you are asleep to see if
noises wake you up.
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Lithe. Youaredightly built but agile. Y our Sze
is-1, but you add +1 to both Dex and Qik.
Cross off the "Hurt" body level and the
"Winded" fatiguelevel fromyour sheet.

Long-Winded. Y ou have ahigh enduranceand
gain+3onallyourFatiguerolls. Magus: The
bonus does not apply to casting spells.

Mentor. A person of some importance, wealth,
or wisdom has taken an interest in your life,
and at times provides you with material aid
and advice. Thementor does not necessarily
like or even know of your relationship with
the covenant. At some point your mentor
may haveasmall favor to ask of you...

Prestigious Family. Y our family iswell-known
and respected. When in dire need, others
may help you becauseof your family ties, or
your family itsef may provide assistance.
Y ou begin the gamewith agood reputation
of your choiceat level 2.

Resilient Constitution. You get a +3 bonuson
al rollsto recover from wounds.

Self-Confident. Y ou beginthe gamewith4 Cnf
points.

Sharp Ears. Geta+3bonustoall rollsinvolving
hearing.

Social Contacts. You have a broad range of
acquaintances, accumulated over years of
travel and sociaizing. Almost everywhere
yOou go, you meet someone you know, or you
know how to get in touch with someonewho
can helpyou. Whenever you are somewhere
new, you know someonewho isintownorin
theareaifyoucanmakeaPrsroll of 10+. You
must pick what kind of contacts you have:
underworld, noble, merchant, town guard,
church, peasants, etc. This virtue may be
taken morethan once, representing contacts
in more than one part of society.

Stocky. Y ou are short but broad and thick. Add
+1 to Str.

Strong Personality. For any three personality
traits, you may have scores from -6 to +6,
instead of the usual -3 to +3.

Strong-willed. You cannot easily be coerced
intoactivities, beliefs, or feelings. Youget+3
on any roll which may require strength of
will, suchasresisting temptation, torture, or
theeffectsof amagical ability or spell that at-
tempts to dominate your will.

Student. Y ou have access to books and possibly
teachers from which you can study, and
adequatetimetodo so. You get 1 experience
point per season to apply to your knowl-
edges.

Tempora Power. You wield political power in
society.  You influence leaders and lead
common folk. The greater your power, the
more responsibility you have, and the harder
it is to work with magi unopposed.

Tough. Y ou can take physical punishment bet-
ter than most people. Y ou get a+3 bonuson
your Soak rolls.

Venus Blessing. You get +3on Comand Prs
rollswith sexually compatible charactersin
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Flaws: -1

Bad Reputation. Peopleintheareaknow of you
and hold you inill regard. Chooseaspecific
reputation and alocation near thecovenant.
The beginning score of the reputation is 2.
The Storyguide should be sure to bring the
reputationinto play; it canmakethingsvery
interesting.

Black Sheep. You come from a prestigious
family, but you have somehow estranged
yourself fromtheserelatives. Theywill have
nothing to do with you, unless they feel the
need to punish you somehow. Those who
might resent your family's power can take
safe revenge by beating you up. You begin
the game with bad reputation of your choice
a leve 2.

Compulsion. Y ou havean unfortunate compul -
sionwhich causesyou problems. Examples:
drinking, sex, perfection, bragging, gam-
bling, eeting (perhaps you could combine
thisonewithobesity), tochampionthegrogs,
toalwaysget thelast word, to "exaggerate”
(lie), or to challengeauthority.

Criminal Brand. The brand of a criminal has
been burned into your cheek, giving a -1
penalty onall rollsinvolving others positive
reactions to you. You have a reputation
(level 1) as a criminal in your old locale.
Perhaps some old enemies are still on the
watch for you. Magus. N/A. Who cares?
You're a wizard.

Cursed. Somehow, for some reason, you are
cursed, either magically, divinely, or per-
hapsthrough theinfluenceof thedark powers
or faeries.

Example-1 Curses:

« Everything you say, that you really mean,
istaken in the worst possible way

* Smile, laugh, frown, and cry awaysin the
wrong circumstances

» Can only est living things

A toad appears in your mouth when you
speak adirect lie

« All food tastes like ashes and drink like
stagnant water.

* Music causesyou pain, themorebeautiful,
the more painful.

Dark Secret. You have some secret that haunts
you and would lead to shame, rejection, and
possibly vengeance if it were discovered.
Hints about the secret continually arise, and
there might be others who know the secret
and could betray you. You cannot imagine
that your life could continue as you know it
if peopleknew your secret. The secret makes
you avoid certain places, didike certain
people, or fear certain things. A few ex-
amplesare: your parentsarediabolists, you
once murdered aknight (or maybe amagus),
or you are fleeing from mundane or Her-
meticjustice.

Deep Segper. Whenyou deep, youdon'tdo it
half-way. Y ou can deep throughloud noises
and generally only wake up when shaken or
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whenyou're good and ready. Eventhenyou
suffer -3onyour rollsfor half an hour or so,
andyou'relikely to head back to bed if at all
possible.

Delusion. You believe whole-heartedly in
something that just isn't 0. For example,
you might believe that you are a wizard (if
you aren't), that round rocks are extremely
valuable, that you are thelong lost son of the
Baron, or that your imaginary friend isactu-
aly real.

Diabolic Upbringing. Your parents were dia-
boligts, and, though you have escaped their
evil ways, you are gtill haunted by your up-
bringing and the memory of actsbest | eft un-
spoken.  The thought of demons fills you
with dread and hatred. Hell might maintain
aspecia interestinthe "well-being" of your
soul.

Disfigured. A visible disfigurement makes you
ugly and easy to recognize. Subtract 3 from
your Prsrollsthat involve good looks, gain-
ing respect, and soon. Y oudoubtlesshavea
cruel nick-namethat referstoyour unfortu-
nate appearance. Magus: Y our disfigure-
ment probably comes from an accident dur-
ingyour apprenticeship. Letyourimagina-
tion go wild.

Driving Goal. You have some persona goa
whichyoufeel compelledtofollow, evenifit
gets you into trouble or jeopardizes the
group's goas. Examples: to free the peas-
ants from oppression, to harass and kill
Normanwarriors, to make everyoneregard
you as more intelligent than they are, or to
amass as much personal wealth as possible.
Thegod islimitlessin itsextent, something
you can never finally accomplish.

Dutybound. Y ouadheretoarestrictivecodeof
conduct, probably including prohibitions
againstlying, killing prisoners, stealing, and
otheroccasionally useful actions. Unlikethe
"Code of Honor" &bove, you follow this
code out of guilt or fear, so it does not pro-
vide moral support. Y ou are more likely to
spend your energy justifying your conduct
than keeping your conduct pure.

Enemies. You have an enemy or enemies who
cause you trouble, such as the loca baron or
bishop, a band of outlaws, or perhaps a
really nasty innkeeper. The enemy must be
powerful enough to endanger you; make
sure you get the troupe's approval.

Evil Eye. One of your eyes is bloated and de-
formed, castinganevil look acrossyour face.
Reduce your Prs by 2 and your Com by 1.
Peoplegenerally regardyouasevil, and hide
their children's faces from your gaze. The
mystic virtue of "Entrancement” would fit
well with this flaw.

Faerie Enmity. Faeries hate you and take every
opportunity to harm or pester you. Faerie
forests are extremely dangerous places for
you, but even in rural aress fagries often
spoil your food, plague your dreams, or
otherwisetormentyou. Luckily, they
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appropriate situations. People are often at-
tracted to you; the Storyguide should play
thisout. At timesyou can put this to good
use; other timesit'sa hasde.

Well-Known. You have a good reputation in a
particular area and are well-liked. Choose
an appropriate reputation, a specific loca
tion near thecovenant. Youbeginat Level 2.

Well-travelled. You havetravelled extensively
inthispart of theworldand find it easy toget
along with peoplethroughout theland. Y ou
are familiar with their dialects or can pick
themupquickly (+2toappropriatespeaking
rolls), andyou know something of local habits
and traditions. You get +1 with knowledge
rolls connected to being well-traveled, such
aslLegend Lore.

Virtues: +2

Superior Characteristic. You may replace one
characteristic with a number derived by
rollingonthischart: 1-5:+2, 6-8:+3, 9-10:+4.

Exceptional Talent. Y ou can take Enchanting
Music(p. 40) or Visons(p. 41) asa+2 virtue.

FaerieBlood. Somewhereinyour ancestry there
is a faerie, and this relation gives you an
intuitive grasp of the motivations and per-
sonality of faeries. Faeriesaremorecomfort-
able around you than they are with other
humans and, given time, may even forget
the mortal blood in your veins. Precise ef-
fects are up to the Storyguide (and the faer-
ies). Add +1 toall your rollsto avoid losing
characteristics to aging, and add +3 to all
natural resistance rolls (for those spellsyou
want toresist).

Famous. You have a good reputation with a
score of 4 in the area. Choose the specific
reputationand pick oneor morenoteworthy
deeds that are a part of thisfame.

Knack. Asthe+1 virtue, but your bonusis +4.

Large. Your Szeis+1 instead of O, which makes
youavery largeperson. Thisextrasizegives
you an extra "Hurt" body level and an extra
"Winded" fatiguelevel. (Dividethelinefor
these levels in half with dash marks; both
sdesmustbemarked beforeyoudroptothe
nextlowest level.) Youadsogeta+1 bonusto
your Str. If your Prsis positive, it increases
1 point; but if it is negative, it decreases 1
point. Magus: +4 Virtue.

Latent Mystical Ability. You have a magica
quality that hasnot yetmanifesteditself. At
some point it mightappear, either spontane-
oudly or because of some relevant event, like
drinkingfaeriewine. Y ou havethecapacity
to become amagus aslong as some magical
talent does not manifest itself strongly first.
You probably do not redlize you have this
capacity. You, the Storyguide, and Whimsy
Cards will determine when and how the
talent appears. Magus. While developing
your magical ability, your master failed to
identify some power hidden in you, and it
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remainslatent.

Light Touch. You have especially good hand-
eye coordination and an aptitude for using
your handsin precise, fast ways. Gain+3to
al rolls involving subtle use of the hands
and fingers (like picking pockets) and roll
one lessbotch roll than you otherwise woul d.
Does not apply to archery.

Magical Animal Companion. You have as a
companion amagical animal smart enough
to follow your orders. The smaller and more
innocuousthe creature, themoreintelligent
itis. A ferret or crow isasintelligent asa
human, thoughit cannot talk, whileawolfis
merely very cunning and ahorseissimply a
bit smarter than normal. Subject to the
troupe's approval, you may give it a mysti-
cal virtueor two, balancing them normally
with flaws of your own. Thecreature hasa
Magic Might of +10 minusitsSize.

Piercing Gaze. By staring intently at someone,
you make them feel uneasy, as if you were
staringinto their heart and soul. Thosewith
ulterior motives, uneasy consciences, or who
arelyingmust makepersonality rolls, Guile
rolls, or whatever the Storyguidedeemsap-
propriate to remain calm. Faeries and de-
mons are unfazed by your power.

Reserves of Strength. Once per day, when in
need, you can put forth an incredible show of
strength. For the duration of the current
need, add +4toyour effectivestrength, and
afterwardsyou must maketwo Fatigueralls.
Y ou may use this reserve while battling one
enemy, lifting one boulder, wrestling one
opponent, etc.

Self-Confident. Y oubeginthegamewith 5 Cnf
points.

Superior Armaments. Y ou can have expensive
armsand armor.

TrueLove. Youhavefoundtruelove. Whenever
you are suffering, are in danger, or feel de-
jected, the thought of the one you love will
give you strength to persevere (+3 to appro-
priatepersondity rolls). Whenyouarethreat-
ened with permanent separation from your
truelove, Cnf used inaroll countsdouble. In
dire need, your true love may even come to
try torescueyou. Ontheother hand, having
a true love tiesyou to your lover, to whom
you must return frequently. 1f any enchant-
ment prevents you from returning to your
love, the power of lovecan probably break it
if your true love can reach you.

Withstand Magic. Y ou areinnately non-magi-
cal and can resist many magic spells. You
have a +6 bonus on natural resistance rolls
and rolls to soak damage from spells. (See
pp. 66-67) You resist good magic as well as
bad, soif thereisaspell in whichahighroll
means the magic has affected you (like a
healing spell), you suffer a-6 penalty onthe
roll. You can have no magica powers.
Magus: Wedon't recommend that you take
this virtue, since it means you can't use any
form of magic.
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Superior Characteristic Pair. You may replace
the scores in a characteristic pair with a
number rolled on this chart (roll for each
characteristic): 1-5:+2, 6-8:+3, 9-10: 44.

Fast Learner. Y ou get an extra experience point
each story and an extraexperience point per
year because of your ability to learn quickly
andtopickupideasfasterthannormal. You
begin the game with 10 extra points with
whichto purchaseabilities. Magus: you get
1 extra point per story and +1 on rolls to
studyvis; +5Virtue.

Jack-of-All-Trades. Y oucanattemptthingsthat
would be more difficult for those who share
your lackof training. Y ousuffer noadverse
penalties for making skill rolls when you
have no score in that skill, provided you
have some time to consider what you are
about to do.

Self-Confident. Y ou beginthe gamewith 6 Cnf
points.

True Faith. Through piety and holy devotion
you havereceived thefaiththat, itissaid, can
move mountains. You have 1 Faith point
and can gain more, but you have no Cnf
points (see p. 141).

Virtues; +4

Extraordinary Characteristic: Y ou may replace
one characteristic with a number rolled on
thischart: 1-5: 43,6-8: 44, 9-10: 45.

Exceptional Talent. Y oucantakeEntrancement
(p. 41) asa 44 Virtue.

Charmed Life. Luck protectsyoufromtheworst
of injuriesand harm. Whenever you botch,
you may re-roll the botch dice. Takewhich-
ever result of thetwo botch resultsis better.
For example, if you haverolled three botch
diceand gotten a0 (abotch), you canre-roll
al threedice. If thereisno O inthere-rall,
you have not botched, but if you geta 0 on
there-roll aswell, you still botch. Y ou must,
however, describe in (possibly outrageous)
detail how you managed to miss the grave
fate that was dmost yours. The Storyguide
should aso keep this traitin mind during the
story and be morelenient withWhimsy Cards
used to rescue or protect you. Magus: This
luck does not count for spell-casting; magic
is too unpredictable and powerful to be in-
fluenced in this manner.

Destiny. Your lifeisheading toward adefinite
culmination. Prophecies and dreams may
giveyoucluesastotheculmination'snature,
but you are not yet sure what it will be. This
sense of direction gives you the surety to
overcome fear, depression, and discourage-
ment caused by anything not relevant to
your destination (and therefore not, in the
end, relevant to you); 42 on appropriate
rolls. If it ever seems your destiny will falil
because of your untimely demise, something,



Ars Magica

Oath of Fealty. Y ou owe service to someoneor
some organi zation outside the covenant. It
could bealord, the Church, political leaders
in acity, or your family. You must justify
your actions to those to whom you owe
fealty, and sometimes there isa conflict be-
tween your activitieswith the covenant and
your oath.

Obese. You arelargebecause of fat, not muscle.
Y our Sizeist+1, butyou must subtract 2 from
Quickness. You aso suffer -3 on Fatigue
rolls (not including casting spells). You get
anextraHurtbody level, butyouget noextra
fatigue level.

Obsessed. You are obsessed with some prized
object, action, orideal. Examples: Y ou keep
your sword with you at al times, polish it
hourly, and let no one touch it; you protect
the wizards from all dangers, becoming
furiouswhenthey areinsulted or hampered;
or you keep yourself spotlesdy clean and
look down on those who don't do likewise.

Offensiveto Animals. Y ouaresomehow tainted
withmagic, and thisdisturbsanimals. Horses
will not let you ride them, and dogs growl or
cower in your presence. People may well
suspect you of being amagus or adevil-wor-
shiper. Magus. N/A, you automatically
havethistrait already.

Orphan. You have no family. You were either
raised by the Church or you simply made
your ownway on thestreets. You arealoner
and have trouble working with others. You
arc also used toaworldinwhichonemustbe
selfish, sneaky, and heartless to survive.

Poor Equipment. You can only have inexpen-
sive arms and armor, though you can have
inexpensive equipment relevant toyour oc-
cupation.

Poor Eyesight. Subtract 3 from rollsinvolving
sight, including using missile weapons. New
environments are disorienting and perhaps
frightening for you.

Poor Hearing. Subtract 3 from rolls involving
hearing. Speech that is hard for others be-
cause of thelanguage, dialect, accent, €tc. is
very difficult for you. You often pretend to
be listening to people when indeed you are
not.

Poor Memory. You have a bad memory, espe-
cially for one thing, such as names, faces, or
places. You must makearoll of 6+ to seeif
you remember anything related to your
specia difficulty, and you get a -2 on any
memory rolls in generd. Magus: It takes
twice aslong to learn spells. You begin the
game with half the normal spell Levels. -6
Flaw.

Recruit (Grogsonly): Y ou have beentrained at
thecovenant, butyou havenever foughtina
real battle. Y oucannot haveapositiveBrave
score; increasing thisscorewill be important
foryour character development.

Sensitive. Something that others find unpleas-
ant you find completely intolerable. If you
areaviolent type, you may start fightswith
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those who offend you. Examples. impiety,
insultstowomen, poor manners, lack of civi-
lized niceties (such as a warm bed), arro-
gance.

Short Attention Span. You must earn double
experience points to rise in your Knowl-
edgesand expend doubl e pointsto buy them
to begin With. Keeping watch, listening to
complex orders, followingtheplotof astory,
or performing other tasks that require con-
tinued attention are usually not withinyour
ability. Magus: N/A, You'd never have
survived apprenticeship.

Simple-Minded. You can only keep your mind
ononethingat atime: guarding the bridge,
hunting for a missing ring, or hiding in the
trees. You become easily confused unless
othersgiveyouvery clearinstructions. When
unexpected circumstances pop up, you find
them difficult to deal with.

Social Handicap. Y ou havesometraitthat keeps
youfrominteractingeasily withother people.
Possibilities include body odor, a morose
temperament, unworldliness (difficulty
understanding such trivial and mundane
concernsasmoney), unclean habits, or out-
spoken atheism. The trait you choose must
impair your socia dealingswith most people
in society, causing penalties of -1 to -3 on
appropriate rolls. Magus. N/A, being a
magus isa socia handicap in and of itself.

SoftHearted. Y oucannotbear towitnesssuffer-
ing, and causing it can bring you days of
deeplessgrief. Youavoid danger and try to
keepyour friendsoutof itaswell. Youvalue
life and health so strongly that you would
rather give up important goals than have
another person risk combat for you. Even
the deaths of enemiesispainful toyou. On
thepositiveside, you arecompassi onateand
easily moved by song and story.

Uncommon Fear. Something that others find
innocuous, perhaps disturbing, or even pleas-
ant makesyou nervous, edgy, and unableto
concentrate. Inthepresenceof theobjectyou
fear, the only thing you can comfortably do
isgetaway. Thefear object isnot something
you'relikely to meetonadaily basis. If you
are proneto violence, you might respond to
thethingyoufear by attackingor destroying
it, but only when you cannot get away.
Examples: wild animals, strange sounds,
clergy, enclosed spaces, the full moon, the
open seq, foreigners, Jews.

Weak Self-Confidence. You begin the game
with 1 fewer Cnf point than normal. Not
availableto grogs.

Weakness. Y ou haveaweaknessfor someaobject
or kind of person. Inthefaceof thisthing, all
edseisunimportant. Promisesare forgotten,
duties neglected, and common sense de-
fenestrated. Examples: poets & storytellers,
apretty face, alcohal, flattery.

Weak-Willed. Instead of looking to yourself,
you look to others for guidance. Those who
try to fool, intimidate, or manipulate you
gain+3totheirrolls. Take-2toyour rollsto
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e if you gain Cnf points. Take a positive
Follower trait. What you need more than
anythingdseisto find someoneyou trust to
put all your faithin.

)

Clumsy. You are not very graceful and tend to
dropthings. Play thisupasmuchasyoucan,
andreduceyour Dex by 1 and makeanextra
botchroll with Dex-relatedrolls.

Common Fear. As"uncommonfear" above, but
thething that frightensyouiscommon, such
asdogs, night, woods, women, men, people
inauthority, weapons, fire, and so on.

Cursed. You suffer from a severe curse given
you by one of the great supernatural powers.
Example-2Curses:

« Stutter uncontrollably whenyoutry tosay
something important.

« |f you ever tell a secret that wasentrusted
inyou, thesecret will somehow, insome
way, harm you.

Deaf. You cannot hear and can understand
speechonly if you read lips.

Decrepit. You have 1 Decrepitude point from
old wounds or a past seriousillness (p. 32).

Gangling. You are scrawny and awkward.
Subtract 1 from Str, Prs, and Dex.

Haunted. Y ou are haunted by a ghost that only
you canseeand hear. Itinsults, berates, and
distracts you, especialy when you need to
keepyourcoal. Inaddition, itoftenusesone
of the following powers against you: take
and hidesmall items; "chill" othersand make
themiill at ease; cause a buzzing inyour or
someone else's ears to prevent them from
hearing clearly (-3 on hearing rolls); move
small items, like knives, to causethemtofall
on you, trip you, or otherwise hamper or
endanger you; or make eerie noises, such as
chains clinking. Yelling at the ghost some
timesdrivesit away but also confusesthose
around you. Unless you are exceptionally
strong-willed, yousometimesdoastheghost
commandstogetrelief fromitshauntings. If
you aid the ghost in completing its final
purpose, you may be abletogetridof it. The
ghost has no powers when more than seven
yardsaway fromyou. Magus: Itisaparticu-
larly powerful ghost, soyoumay havetrouble
controlling it even with spells. It caninter-
ferewith your lab work, -3on all Lab totals.

Hunchback. You have a deformed body that
givesyou agrotesque appearance and hin-
dersyour movements. Prsis-2, Comis -1,
and Dex is-1. Magus: -1 Flaw.

Infamous. The locas know you well and curse
you in their prayers. Take a level 4 bad
reputationinthelocal area, and decidewhat
horrible deeds you did to gain such il will.

Lame. Asacrippleeither frombirthor through
some accident, you move slowly and clum-
sly. Anyonecanoutrunyou. Take-1 to-10
onrallsinvolvingmovingquicklyoragilely,
and -4 on Dodgerollsand -1 on other combat

Flaws:
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somehow will preserveyou. Whimsy Cards
and Storyguideaid aremuststo play thisout
fully. When thetimeisright, your destiny
will be fulfilled, though it may cost you your
life.

Failed Apprentice. Y oubegan apprenticeship to

become a magus, but something keeps you
from ever being able to continue your stud-
ies. Perhaps your master found that your
Gift of magic was incomplete or some griev-
ous mishap robbed you of it altogether. Y ou
may haveM agicand Formal Knowledgesas
beginningabilities,andyouarefamiliarwith
awizard's life. Wizards welcome you and
have compassion for you (those magi who
are given to such emotions, anyhow). You
may still work for your former master. |f
your Gift wasnotcompletely destroyed, you
most likely have some mystic virtues. Ma-
gus: N/A

Ghostly Warder. A ghost watches over you. It

might be your grandmother, a childhood
friend, or anyone ese who would care for
you enough to stay around you after death.
Itisinvisibleand silenttoall butyou. Itcan
see and hear what is going on around you,
and can leaveyour presenceonceper day for
up to half an hour, making an excellent spy.
Each time the ghost leaves your presence,
however, roll a stress die to see how well it
managed. It needs to roll a3+ to come back
with anything coherent. Below that, it lost
touch with the living world and found out
nothing. On abotch, it has lost touch with
you and never returns. (Makeanextrabotch
roll for each point of the Dominion, infernal
power, or faerie power of the area.) Death
does not leave people normal, so your ghost
no doubt has some quirks that make it less
than dependable. The ghost has20 pointsof
experiencein various abilitiesthat it can use
to adviseyou. It might be tempting for the
ghost to "encourage" you to join it over on
the Other Side.

Magic Resistance. Y ou haveaninnate+20 Magic

Resistance(p. 66), incompatiblewithaparma
magica (they'renot cumulative) Somephysi-
cal signmay accompany thisres stance, such
as a birthmark or iron fingernails.

Redcap. You are a redcap, a messenger of the

Order of Hermes. You may be assigned to
one covenant or you may wander among the
covenants delivering messages, receiving in
return amoderate stipend. Strangely enough
you arc considered a full member of the
Order of Hermes; you possess a sgil, and
your representatives attend most tribunals
(although, out of deference to true magi,
they do not vote). Most folk will not harass
or harm you, and even magi think twice
before hindering your mission. Essentialy
this gives you a high degree of protection
whenyou travel, even whenyou travel alone.
Y ou may choose Formal and Magic Know!-
edges as beginning abilities. Magus. +3
Virtue.
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Virtues

Self-Confident. Y ou begin the game with 7 Cnf

points.

Ways of the Woods. You have a deep under-

standing of the woodlands, feeling more
natural and at home there than anywhere
ese Yougeta+4 Knack withthewoods (see
the +2 Virtue). In addition, you suffer one
less botch than normal in the woods (but
always at least 1), and you get along well
with woodland creatures, whether they are
mundaneor faerie. Particul arly viciouscrea-
tures may still attack you, but at least they'll
accord you with the proper respect.

Wealth. Y ouownland and other valuable things

and haveayearly excess income of about 700
silver pennies. You can have a mount of
your own and Superior Armaments (a +2
virtue).

Werewolf. When the full moon shines in the

nightsky, youlaketheformof awolf. While
you areinyour wolf form, add thecharacter-
isticslisted for wolvesinthe Bestiary (p. 116)
toyourown, andadd +3toyour Violenttrait
aswell. You aso get +8 onyour Soak vs. all
non-silver and non-magical attacks. Takean
ability called Werewolf with a score pur-
chased likeany other ability. Whenyouroll
a 12+ you may voluntarily taketheformof a
wolf (one try per day). Y our clothes do not
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transform with you, and you are not healed
when you change. Thisability isvery rare
and mysterious; it isoften seen as evil. In-
vent a good story to explain the origin of
your lycanthropy: abite, afamily trait, or a
curse. Muto Corporem Level 35.

Virtue: +5

Guardian Angel. You have learned to hear the

words of your guardian angel, who gives
you practical and spiritual advice. Your
angel guides and protect you, so that any
time you are doing something of which the
angel approvesandyouroll al instress, you
automatically succeed in the roll (provided
the ease factor is 20 or below). The angel
whispers in your ear and tells you what is
best for you spiritually, which might not be
what is best for you materially. When you
speak aloud, your angel can hear you, and so
you can hold conversations. The angel is
aware of your thoughts, but other than that
has a limited view of the world. If you act
againsttheangel'smoral advice,itmay leave
you, perhaps until you correct your ways,
perhaps forever. The angel approves of
violenceonly whenthereisaholy reasonfor
it, and that is hard to find.

Instant Grogs

If youwant togenerateagrog quickly, usethefollowing system.

Age: 20 yearsold.

Characteristics: Determine normally.

Virtue: Chooseoneof these- Good Characteristic, EnduringConstitution,
+2 Knack w/ favored weapon, Long-Winded, KeenVision, Resilient
Constitution, Sharp Ears, Stocky, Tough. .

Flaw: Chooseoneof thesee Criminal Brand, Compulsion, Disfigured,

Hired Sword, Missing Ear, Missing Eye, Orphan, Recruit, Short
Attention Span, Simple-Minded, Socia Handicap.

Personality Traits: Choose normally.

Abilities: Choose the following ability scores.

Oneability withascoreof 4

Twoabilitiesat 3
Twoabilitiesat 2
Twoabilitiesat 1
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rollsspecifically. Y our base speed isamere
one mileper hour. Decide precisely how and
why you are lame.

Missing Hand. You can only use one hand for
climbing, combat, andother activities; takea
-2t0 -4 penalty to any suchactions. Magus:
You suffer -3 on spell-casting, except for
spellsyouinvent specifically for one-handed
casting(-2onL abTotalstoinventsuchspells).

Muto. You cannot speak, perhaps your tongue
wascut off. Y ou probably use rudimentary
hand gestures and grunts to get your needs
across. Magus: N/A, your master would
have restored your voice magicaly.

Over-Confident. Y ou have an exaggerated and
unshakabl e estimation of your capabilities,
and you do not hesitate to try things that
promise only defeat. (Thisis a dangerous
flaw wherecombat isconcerned.) If youare
convincing in your speech, you can infect
otherswiththisover-confidence.

Sheltered Upbringing. Y ou grew up completely
separated from society, knowing only your
parentsoramentor. Recently you havebeen
introduced to a wondrous new world of
strangers, and you are overwhelmed. You
areunabletofunctionnormally becauseyou
cannot understand most human customs,
motivations, and mentalities. Take -3 to
most tasks involving socid interaction, and
you may have no Socia Talents or Skills as
beginning abilities. Depending onyour per-
sonality, you might react to the world with
contempt, fear, or wonder. Eventually you
may overcomeyour upbringing.

Small Frame. Y our frameis smaller than aver-
age. Size -1, subtract 1 from Str. Body and
fatiguelevelsasfor "Lithe" above. Magus: -
3 Flaw.

Tainted with Evil. Something you/your par-
ents, or your ancestors did has tainted you
with evil. Others naturally feel very ill at
ease around you, and people easily to hate
you. Gainingapositivereputation isimpos-
sible. Magi do not react asstrongly to thisat-
tributeasnormal people. Magus: -1 Flaw, it
doesn't matter much what people think of
you.

Terrors. Somespecificthingfillsyouwithover-
whelming dread. You can do nothing but
scrambleand fight to escape the presence of
the terrible thing, and if this is impossible,
you are likely to become a pile of quivering
pudding. Make the object of your fear
common enough that it will comeinto play,
butrare enoughthatyoustill haveaplayable
character. Examples: criminas, deep for-
egts, heights, wideopen spaces, storms, caves.

Flaws: -3

Cursed. You have been cursed by one of the
great supernatural powers.
Examples of -3 Curses:
« Pained by light, the brighter the light, the
greater the pain.

Character

Flaws

S shapes and phantoms in the night
that terrify and incapacitate you.

Fury. A violent temper sometimes overwhelms

you, sending you into a destructive, uncon-
trollable rage. Choose some offence that is
likely tobring onyour temper, such asbeing
insulted, being hurt, or hearing the Order of
Hermes disparaged. You must roll 9+ onea
stress die or fly into a rage, and you can
attempt a similar roll every round to try to
calmyourself. Whileenraged, youget +3to
damage but -1 on all other rolls, and you
must makea Fatigueroll every round. Such
a furioustemper may well be the result of a
curse,

Noncombatant. You cannot learn any combat

skillsandsuffer-2onall Attackand Damage
rolls. Y oucannot picktheBackgroundFlaw
of Poor Equipment. Magus: -2 Flaw.

Sense of Doom. You have gained knowledge

best [eft uncovered, perhapsavisionof your
demise or eternal fate, perhaps secrets about
your true nature. At timesyou arelistless, as
no ambition could shake this sense of doom.
Whenever you are defeated somehow,
whether in combat or a more mundane ef-
fort, you become incapable of taking any
energetic actionsfor uptoaday. If forcedto
defend yourself at thistime, yousuffer-2on
ralls, and you are incapable of using your
Cnf points.

Flaws: -4

Cursed. You havebeenterribly cursed by oneof

the great supernatural powers.

Examples of -4 Curses:

« Doomed to bewounded in every battlein
which you partake (and in many that
you try to avoid).

¢ Your wounds bleed horribly, so that for
each unbandaged wound you have, you
lose one fatigue level per round, and
then lose body levels once you are un-
CONSCiOUS.

« Normal tools (including weapons) often
break whenyou try to use them.

» Thetouch of sunlight burnspainfully (lose
one body level per minute).

Demon Plagued. You have come to the special

attention of a minor demon, who is set on
capturing your soul and making your life a
living hell in the meantime. Thisdemon has
a specidty that it uses against you, such as
rage, greed, sloth, or dishonesty. The demon
can use its powers directly against you and
onotherstoharmyou. Forinstance, ademon
of liescould make you lie or make otherslie
to you. The demon is too busy (or lazy) to
harass you constantly, so it usually only
affects you during important timesin your
life(likeadventures). TheStoryguideshould
keep in mind the subtle nature and sinister
purpose of the demon's plans.

Secretly you wonder what evil (or
good) you or your family has done to de-
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serve such a fate. For overcoming magic
resistance, assume the demon has+12 on its
magic penetration roll, though it may grow
in power or bereplaced by asuperiordemon
ifitfallstocarry outitsplans. Magus: Hell
takes a gpecia interest in magi; the fiend's
Demon Mightisat least 24. Don't forget the
attendant problemsthis might causeyou in
the Order.

Feral Upbringing. You grew up inthewilder-

ness, either being raised by wild animals or
onyour own. Now that you have come to
society (or the covenant), you havelearned
to understand some basic spoken phrases,
but normal human lifeisstill amystery that
youwantno part of. Asbeginningabilities,
you may only choose those that you could
have learned in the wilds. You may have
picked up afew skillsat the covenant, such
as how to use a mace instead of a club, but
you have neither the inclination nor the
capacity to learn more refined skills. You
haveno" Spesk OwnL anguage” ability. Ma-
gus:N/A

Midget/Dwarf. You arethesize of achild, and

though your muscles are mature, you lack
theleveragethat benefitslarger folk Sizeis
-2; subtract 2 from Str.  Your comfortable
wal king speedistwo-thirdsnormal. Evenif
you are strong, leverage preventsyou from
using any weapons that require a positive
Str.  Cross off the "Hurt" and "Medium
Wounds" body levels and the "Winded"
and "Tired" fatigue levelsfrom your sheet.

Flaws: -5

Blind. You have no or almost no sight. Use of

missileweaponsisclosetofutile, readingis
impossible, and navigationinunknownter-
ritoryisdifficult. Magus: N/A,your master
wouldhaverestoredyourvisionmagically.
It'sthat important.

Enfeebled. Y ou cannot exert yourself for longer

than a few seconds. Any need for rapid
movement, suchascombat or achase, leaves
you helpless. Long hikes are likewise be-
yond your capability. You are unable to
learncombat skills, sinceyou cannottrainin
them. Magus: You lose double fatigue
levels from casting spells, -6 Flaw.
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Hermetic Virtues & Flaws (Magi Only)

It is a rare magus whose natural Gift for
magic perfectly fitsthestructuredtheory of Her-
metic magic, and almost all magi therefore have
Hermeticflaws. Tosimulatethis, at least half of
your flaws should be Hermetic, rather than
chosen from the general list. The following
Virtues & Flawsareonly for magi — however a
magus can choose from the general list as well.

Virtues: +1

Book-Learner. You have a knack for figuring
out what people mean when they write
about magic, for reading between the lines.
Treat al magic books that you study as if
they were 2 levels higher than they really
are.

TheGentleGift. Theability toworkmagicatal |
iscalled the "Gift," and it usually disturbs
normal people and animals. That is why
magi suffer -3 on rolls involving normal
peopletrustingthem. Butyoursisa'gentle
Gift"; it does not bother people or animals
and you do not suffer this penalty.

Hermetic Prestige. Becauseof your famousand
well-respected master, other magi ook up
to you even if you haven't earned their
respect. Some envy you, and most expect
more fromyou than they would from other
magi.

Inventive Genius. You receive +3 onrollsfor
inventing new spells, crafting magicitems,
and inventingyour longevity potion. Ifyou
experiment, you get +6.

Magical Affinity. You have a talent (like an
ordinary ability) inaspecific kind of magic,
and you may add your scorein thistalent to
all spell rolls and lab totals involving this
kind of magic. You buy this talent along
withyour other abilitiesand can gain expe-
rienceinitasyou can any other talent. Af-
finities are important because you cannot

assign experience points to your arts, but
you can assign them to an affinity. Example
+1 Affinities: fightingdemons, water crea-
tures, ghosts& corpses, death & aging, wind,
self-transformation. Anythingbroader must
be classified as a +2 Affinity.

Mastered Spells. Y ou have 20 experience points
that you can use to master spells (see p. 69).

Special Circumstances. Y ou areableto perform
magi ¢ better in certai n circumstances, gain-
ing a+3 bonusto your rollsto cast spells or
resistthem. Exampl ecircumstances: during
astorm, whilein theair, while touching the
target.

Virtues: +2

FreeStudy. Y ouarebetteratfiguringthingsout
for yourself than you are at studying from
books. You gain +1 on your rolls when
studyingfrom vis.

Magical Affinity. Likethe+1Virtue, butcover-
ing broader types of magic. Example +2
Affinities: healing, forests & forest animals,
faeries, passions, and rock. Anything more
comprehensivethantheseexamplesmustbe
classified as at least a +3 Affinity.

+3

Magical Affinity. Likethe+1 Virtue, but cover-
ing broader typesof magic. Y ou canusethis
affinity as a bonus on any form, such as
Terramor Mentem.

Virtue:

Virtue: —+4

Magical Affinity.Asthe+1Virtue,butcovering
broader types of magic. You can use this
affinity as a bonus on any one technique,
such as Creo or Perdo.

Flaws: -1

The Blatant Gift. Your Gift (the ability to do
magic) iseasily noticed by others. Y ousuffer
-6 on rolls involving the trust of normal
people, and animalsare extremely disturbed,
frightened, and possibly enraged by your
presence. Peopleimmediately realize there
issomething strange about you, evenif they
do not redlize you are amagus. (You must
haveled alonely lifeeven before becoming
an apprentice.)

Deleterious Circumstances (Uncommon &
Minor). Your magicrollsareat-5incertain
uncommon circumstances, such as being in
a large city or underground.

Infamous Master. Y our master is widely de-
spised or held in contempt, and most magi
expect little better from you. Evenifyou've
donenothingoutoftheordinary, other magi
treat you asif you don't deserve to be among
their number. Y our master could have been
adiabolist, abumbler, or afool. You havea
bad reputation of theappropriatetype. Level
2, among magi.

Loose Magic. You lack theconcentration, will,
or ability to master spells(see p. 68)

Minor Magic Deficiency (Rare). You have
troublewithaparticular art, and itistreated
as one-half its true value, rounded down.
(Treat theart normally when studying.) For
example, if you haveascoreof 9, it actsas if
itwere4, butyoustill could not learnfroma
book with a score of 6. Don't choose
Corporem, or Vim, or a technique.

Necessary Condition. Inorder for your magicto
work, you must do something that is (thank-
fully) relatively easy to do. For instance,
maybeyour magiconly worksif you sing or
if you spin around once.

and flaws that somehow work against each other can create an
interesting inner struggle for your character, such as a Compul -
sion to Drink that can conflict with being Dutybound. Virtues &
Flawsthat are directly contradictory, as well as those that deal
directly with the same aspect of your character, are mutually
exclusive. Y ou cannot have Poor Eyesight and KeenVision, or be
Litheaswell asObese. Neither can you be Largeand Stocky, since
they both describe your body type. Likewise, you cannot have
both a Knack for picking pockets and a Light Touch, since they
cover essentially the same kinds of endeavor. Some flaws are
perverse versions of virtues, in which case the two are mutual ly
exclusive. For instance, Dutybound describes those who think
they have atrue Code of Honor, but do not. Sometimes you will
take more than one virtue or flaw that refer to the same aspect of
your character. You might havea Driving Goal to overthrow a
local baron, and a Hatred of that baron. In such a case, they
combine effects and make you much more obsessed with killing
thisbaron than you would beif you chose only oneof these flaws.

Explaining your virtues and flaws to the other playersand to the
Storyguide allows them to interact with your character more

appropriately.

Size

Unless you chose an appropriate virtueor flaw, your size isO,
the adult average (remember that O is average for most things).
Size determines the number of body and fatigue levels acreature
has. Itisadded toyour Soak total (used toabsorb weapon damage)
and subtracted from your Defense total (used to avoid being struck
incombat). Sizecan aso, at the Storyguide's discretion, influence
such rolls as Stealth and Intimidation. The Size score is more
important for comparing different types of creatures than for
comparing individuals of one type. The Size Table gives some
standardsfor Sizes.
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Hermetic Virtues & Flaws (Magi Only)

Stingy Master. Your master trained you less
than most masterstraintheir apprentices, so
you have only 130 points with which to buy
spellsand 130 points with which to purchase
arts.

Warped Magic. Y our magic isaccompanied by
some annoying side effect, always of the
same type, but with increasing intensity ac-
cording to the Level of the spell you are
casting. Possbilities are noises, smdlls,
flashes of light, disturbing animals, winds,
smelly slime, or atendency to become edgy
and easily annoyed after using magic. A
flaw should causetroublefrom timeto time,
butmainly,itisjustannoying.

Flaws: -2

Deleterious Circumstances(Commoné& Minor).
Y our magic rollsareat -5 in certain reasona-
bly common circumstances, suchasbeingin
a town of 200 or more people, or during the
night. Thesecircumstancesaredifficultor
impossible to avoid.

Deleterious Circumstances (Uncommon & Se-
vere). Divideyour magicrollsby 2incertain
uncommon circumstances, such aswhen cast
on wild animals or when you are not stand-
ing.

Lack of Concentration. Y ou cannot possess the
Concentration ability and cannot cast ritual
spells, due to your profound inability to
focusyour concentration.

Lack of Control. After castinga spell, you must
spend around recovering your mental facul-
tiesbeforecastinganother. If youcast aspell
after casting onelast round, divide your roll
by 2. Magic items would probably be most
useful to you.

Restriction (Rare). Y our magic does not work
under rare circumstances, such as when
touchingananimal, or doesnot work on cer-
taintargets, suchasavians.

Wild Magic. You cannot control vis (the power
of magic) withasmuch finesseand surety as
other magi. Y ou get anextrabotch roll when
dealing with magic. Y ou must spend twice
thenormal experiencetomasteraformulaic

spell.

Flaws: -3

Deleterious Circumstances (Common & Severe).
Divideall your magic rollsby 2 in reasona-
bly common circumstances, such as under
clouds or in abuilding.

MajorMagicDeficiency (Rare). Y ouhavegreat
trouble with any one art besides Corporem,
Vim, or the techniques. Any sum that in-
cludes the art (including any rolls or Lab
Totals and the score when considered alone)
isdivided by 2. For example, if you havea
Magjor Deficiency with Terram and you are
tryingaRego Terramspell, youmustdivide
thetotal of Rego+ Terram + Stm by 2before
rolling for the spell. With a Minor Magic
Deficiency, you would only divide the Ter-
ram score.

Unimaginative Learner. Y ou havetroublefig-

uring things out for yourself, so subtract 2
fromyour rollswhen you are studying pis.

Flaws: -4

Minor Magic Deficiency (Common). You have
trouble with an important art; it is always
treated as half its true value (round down).
Affects Corporem, Vim, or a technique.

Susceptibility to Divine Power. You are espe-
cially sensitive to the Dominion and suffer
twice the normal penaties on your magic
when init.

Susceptibility to Faerie Power. You are espe-
cialy susceptible to the influence of faeries
and their magic. Whenever you enter a
faerie area, you must make a Stm roll equal
to or greater than the faerie power of the
area, or become disoriented, strongly ex-
pressing one personality trait chosen at ran-
dom or according to the situation. Y our
magic resistance against faerie magic is di-
vided by 2. Y our parma magicais affected,
but if someone else protects you with their
parmamagica, it is not affected.

Susceptibility to Infernal Power. You are espe-
cially susceptibleto thedark powers. When-
ever you enter anareaof infernal influence,
you must makeaStm roll equal to or greater
thanthepower'sstrengthor becomeill (-1 on
all rolls). Positivepersonality traitrolls(such
asBrave) inthefaceof demonsareat-3. You
get only one-half your normal magic resis-
tanceagainst infernal magic, thoughif some-
body e sg'sparmamagicaisprotectingyou, it
countsnormally.

Flaws: -5

Restriction (Common). Your magic will not
work under certain common circumstances,
such as underground or inside a building.
The circumstances must not be more rare
than these.

Major Magic Deficiency (Common). You have
great trouble with one common art, such as
Corporem, Vim, or a technique. Any sum
that includes the art (including any rolls or
Lab Totals and the score when considered
alone) isdivided by 2.

Confidence(Cnf) isameasureof your ability to surpassyour

ownlimits, whether they bephysical or mental. Itisyourfaithin
yourself,acoolnessunderfire,determination,andcommandover
your full potential. Confidence pointsareused to modify stress
rolls. Grogsbeginwith 1 Confidencepoint, companionswith 2,
magi with 3. A personwithhighself-confidence, 5or more,isself-
possessed and hasanoticeableair of self-assurance (though some
might seeitas arrogance). Suchindividualsarestrongenough
torely onthemselves, and that simpletrust in their own abilities
translates into better chances of success in game terms. Most
peopleintheworld have Cnf 1. Profoundly defeated peoplehave
0, and exceptional people have 2 or more Cnf points, with a

Size Table
Sz Example Confidence

5 mouse

-4 crow

-3 infant, cat

2 child, dog

-1 adol escent

0 adult

+1 hugehuman

+2 horse, bear, stag

+3 ox, heavy horse

+4 ak

*5 elephant practical maximum of 10.
+6ormore  dragon
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UsingConfidence

Any timebeforeyou make a stress roll, you may put Cnf into
thesum, adding +1 toit for each point of Cnf putin. If theroll on
which you put Confidencefails, the Cnf points are lost temporar-
ily. Iftheroll succeeds, no points are lost, and you can usethe Cnf
again later. If you roll exactly what you need to make therall (i.e,
your roll exactly equals the ease factor), then you immediately
makeasimplerall. If theroll ishigher than your current stable Cnf
score (not includingany temporary lossesyou may havesuffered),
you gain 1 point of Cnf permanently. Points lost temporarily
return when you rest for a week or two, end the story currently
being played, or succeed decisively at avitally important task.

If you botch while using Cnf points, you lose 1 Cnf point
permanently. Y ou cannotdrop to0Cnf throughthisloss; you will
alwayshaveat least 1 point. Theonly way toloseall your Cnf is
to suffer extended, dehumanizing treatment, such asslavery or
torture, or through extreme passionsthat causea persontolosethe
will to live (such as losing one's true love). Grogs who are
neglected and abused might loseall their Cnf, if they don't desert
first.

When you use Cnf on personality rolls, you can gain and lose
pointspermanently, likealways, but you cannotlosethem tempo-
rarily. You are free to affect the way your character might react
without much fear of losing your Cnf points.

Sometimes you may want to use Cnf to decrease the chance of
makingaroll, suchasaCowardly roll, instead of increasingit. In
this case, add the Cnf pointsto the ease factor instead of toyour roll.
Y ou lose Cnf temporarily if you succeed intheroll, keep it if you
fail, roll for permanent gainif youroll 1 lessthan the ease factor,
and lose a point permanently if you roll a20+ and succeed in the
roll (witharoll likethat you probably will).

The actions into which you choose to put your Cnf are an
expression of your personality. Puttingyour Cnfintoaroll is, in
away, putting your heart into an effort. Some people are more
likely to push themselves in combat, some in socia situations,
some when they are being watched by members of the opposite
sex, and so on. Use your Cnf to express who your character is—
doing so can give you insight into their personality.

Personality

ArsMagicahasanumber system for describingacharacter's
personality. This personality system serves several purposes.
First, it provokes you to think concretely about the personality of
your character. Secondly, itletsthe Storyguideusethecharacter's
personality traitsinthe story inwayswhichwould not bepossible
if only freeinterpretation by the playersdetermined acharacter's
mental and emotional status. Finally, itlegitimizesacting"out of
character." When the die comes up that a usually timid person
becomes bold, the other players can accept that bold behavior
becausethediecalledforit. Withoutaconcretesystem, any player
who started having a timid character act boldly would likely be
criticized for acting "out of character," even though real people
surprise us al the time.

Choosing Your Traits

First, assign scores to the traits listed on your sheet, such as
Brave. Each of your personality traits may begin thegamewith a
scoreanywherefrom -3to +3, your choice. Theninvent threeother
traits and write them down; these are the personality traits by
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Exempli Gratia: Confidence

Grimgroth and acompany of grogs and companions
are journeying toward the distant village of Mercille, and
one night they stay in an inn. That evening Grimgroth
decidesto let his party relax, and he tells them heis willing
to pay for drinksand good food. He hopes to raise morale
before the group enters a possibly dangerous area. Hetries
to impress on them, however, that they are to behave
themsel ves because any ill-mannered conduct would re-
flect poorly on Mistridge. Grimgroth'splayer stressesthat
he is trying very hard to get his point across, so the Sto-
ryguide has him make aPrsroll. Grimgroth adds a point
of Cnf and rolls. The Storyguide has secretly determined
the ease factor to be 9. Hedoesn't tell Grimgroth the ease
factor because only the conduct of thegrogsastheevening
progresses will let him know whether his little speech had
thedesired effect. Grimgrothrollsa6, +3is9, so he suc-
ceeds, and the Storyguide circulatesa slip of paper saying
"You are impressed!”" among those playing grogs.
Grimgroth rolled the case factor exactly, so once he sees
that histalk has worked, the Storyguide tells him he may
roll toincreasehisCnf. Hissimplerall, however, isonly 1,
not high enough to increase his Cnf.

which you differ from others. You can select traits from the list
provided on the Personality Traits Table or make up your own.
Besuretochoosetraitsthat makesensefor theroleyou play inthe
saga. For instance, if you are a companion who works with the
magi because you seek esoteric knowledge, you might want to
include "Fascinated with Arcane Lore +3" asatrait.

Y ou may add more traits later as you become more familiar
with your character.

Traitscan represent various aspects of the personality, such as
overall attributes(e.g. Cautious), motivations(e.g. WantsPower),
or attitudes (e.g Distrustful of Foreigners). Use whatever traits
describe your character best. Do not confuse personality traits
with characteristics or abilities. For instance, don't take a person-
alitytraitof "Intelligent" becausethatiscovered by thecharacter-
istic Intelligence.

For finer characterization, you can choosetraitsthat arc some-
how opposed. For instance, you could choose "L eader -2' and
"Follower -3." With just a negative Leader score, people might
infer that you are a follower, but with these scores, it's obvious that
you are distanced from the leader/follower dichotomy so com-
mon in society, and are neither aleader nor afollower. Another

Personality Traits Table

Altruistic Cruel tolInferiors

Honest Curious about People

Leader Brave in Combat

Pensive Hot-Headed when Threatened
Easily Charmed Distrustful of Foreigners
Gullible Stubborn when Wrong

Kind Respectful of Authority
Gregarious KindtoAnimals
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Exempli Gratia: Personality Traits

Especially sincesheisnot physicallyimpressive, | sabel
could use someinteresting personality traits. Sofar it has
been determined that sheispractical aboveall dse |sabel
should have personality traits that not only support this
trait but also go beyond it.

Brave0. Shedoesn't havetheexperience necessary
tobetruly brave.

Loya +2. Sheisunlikely to be tempted to betray
her commitments to others by such distractions as
fear, greed, laziness, and soon, so sheisaloyal person.

Practical +5. Her virtue of Strong Personality lets
her have apersonality scoresof -6to +6 inthreetraits.

AppreciatesArt +2. Her appreciationfor art cre-
ates the possibility of interesting internal conflict with
her practical bent. A traitlikethiskeepsher personal -
ity frombeingcompl etely one-sided.

Frivolous -6. She takes the lowest score possible
for thistrait, which represents her personal opposite
for her main strength, Practical. She could have cho-
sen other opposites, such as Foolish or simply Imprac-
tical, but her player thinks that frivolity is the truest
opposite of |sabel's practical bent.

Isabel runstherisk of beingal most acari caturebecause
her practical sideis so strong. Her player will have to be
careful to develop other aspects of her personality. Giving
your character a strongly centered, almost exaggerated
personality allowsyou to getinto character easily at first,
but a fuller personality must be developed to keep the
characterinterestingtoplay.

character (with a fascigt-like personality) might have positive
scoresfor both Leader and Follower, describing both adesiretobe
in charge and a deference to superiors. Even when personality
traitsare "opposites" ahigh scoreinonedoesn't necessarily imply
alow scorein the other.

Making Personality Rolls

Y ou make a personality roll whenever the Storyguide calls
foritand any timeyou are not surehow your character would react
to the situation at hand. When you make a persondlity roll, itis
against acertaintrait. Youroll adie, add thetrait score, and add
any other modifiers (suchasCnf). Usually if you get 6+, thetrait
in question showsitself. For instance, the Storyguide can call for
a Brave roll to see if you have the courage to stand up to a
particularly frighteningbeast. A failed roll would meanthatyou
are so frightened that you flee.

Ifyoueverroll a20+onapersonality trait, you expressthetrait
in an extreme, possibly even dangerous, way. "Brave' becomes
"foolhardy," "loyd" becomes "fanatic,” and so on. Role-play it
out. Likewise, botching a trait can mean the expression of the
extremeversion of that trait's opposite. Botched reliability means
uncontrolled impulsiveness or something else equally entertain-

ing.
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Exempli Gratia: Personality Rolls

Isabdl sitsquietly asthe othersin the party enjoy them-
selvesin theinn. She had expected them to handle them-
saveswithreserveand dignity, but now they aredrinking,
joking, bragging, eating, and generally enjoying them-
selves. Since sheissensitivetofrivolity and tendsto speak
her mind, Isdbel  feels like berating them for their undis-
ciplined behavior, but she tries to hold back out of loyalty
to Grimgroth, who gave them leave to have fun.

Shedecidesthat apersonality roll isinorder: Practical
+5vs. Loyal +2. Sincethisisher firstjourney with these
people, she wantsto make a good impression and uses her
2 Cnf points on the side of being loyal. The dice come up 9
+5=14forPractical and6+2+2=10for Loyal. Unableto
restrain herself, she stalks over to the grogs and other
companions, assumes a superior demeanor, and scolds
them cuttingly. (The player role-playsit out.) Appeased,
shereturnstositby Grimgroth, whoislooking at her quiz-
zically.

Isabel does not lose her Cnf even though she failed her
roll because they were used to modify apersonality roll.

Notethat some penaltiesinthegamearefor "all rolls," but the
Storyguidemust ruleonwhether thesepenaltiesactual ly apply to
the persondlity rollsat hand. A penalty from wounds, for instance,
might apply to Braveralls, but it could be used asabonusonrolls
the player wants to miss, such as a Despairing roll.

Personality, Abilities, and Magic

Personality scores can also sometimes modify ability rolls, at
the discretion of the Storyguide. For instance, a Skeptical score
could add to your roll todisbelieve alie. Unfortunately, it could
also add to your roll to disbelieve the truth when the truth is
guestionable.

Likewise, personality traitscan modify rollsrelated to magic,
suchasnatural resistancerollstospellsthataffect yourmind. You
might have a superior chance to resist a faerie princess's enchant-
ing alure if you have a positive Ascetic score. This option is
completely at the Storyguide'sdiscretion.

Changing Your Personality

After each story, you can change one personality trait by 1
point, up or down, withalimit of -3 and +3. These changes should
come only through dramatic, stressful, or dangerous behavior.
You canraiseatrait above +3 or below -3 only by someextraordi-
nary action or experience, someevent that truly stands out inyour
character's life. You have the responsibility of judging when
events have been challenging enough to warrant a changein your
personalitytraits.

Personality Explanations

Brave- Ableto take action despite the risks.

Loyal- Willing to do what your superiors have ordered
you to do, and to do even more when possible.

Reliable- Likely todowhat isexpected of you and what
others would like you to do.
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Reputation

Reputation is the socia aspect of your personality. Y our per-
sonality traits describe how you act, and your reputation describes
how others expect you to act and how they act towards you. Itis
possibleto havedifferent reputationsin differentareas, butin one
area you usually have only one. Most of your reputation will be
built up during play.

Each reputation has three components:. a locale, the place
whereyou havethisreputation; atype, thenatureof thereputation
you have; and alevel. Seethe Reputations Table for examplesof
reputations.

Y ou only begin with areputation if you have chosen relevant
Virtuesand Flaws, butitisfairly easy togain areputation, at least
a bad one; just do something stupid and dramatic. If you have
chosen good or bad reputation as a virtue or flaw, you choose a
locale for this reputation (probably the surrounding area) and a
type-

Gaining a Reputation

To gain a new reputation, you must be in the presence of
people with whom you have no reputation already. If you do
anythingexceptional, something noteworthy, you get areputation
for the notabletrait at level 1 or 2. Therest of the troupe decides
when you get areputationin anew place and what the reputation
is, with the Storyguide having final say. This can be judged by
imagining whether the character in question isa current topic of
gossip and conversationinthat locale, evenif only for aday or two.
Decideif thisconversation affects people's understanding of this
person. Keepinmindthatitispossiblefor peopleto gain totally
undeserved reputations; such is the way of society.

Characters often gain different reputations among the grogs
and the magi. For instance, the magi might view a companion as
dependable while the grogs see him as a brown-noser. Other
characters may have reputations that are consistent throughout
thecovenant.
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Reputations Table
Type Locde
Cunning Fair-Minded Among the grogs
Forgiving  Tough A Covenant
Demonic  Evil AmongtheConsortis
Brave Sinful Among Woodcutters
Cowardly  Adulterous HomeVillage
Violent Saintly AmongMasons
Anxious Chivalrous A Town or City
Voyager Witty Order of Hermes
Heroic Dishonest AnEntireKingdom

Increasing Your Reputation

Toincreaseareputation, you must do something that matches
the reputation you already have in the place where you have the
reputation. If the troupe deems the action noteworthy enough,
you gain a point in the reputation. The action, however, must be
progressively moreimpressive asyour Reputation scorerises. To
get past a score of 3 requires a truly impressive performance,
something that people will remember and possibly talk about for
years to come.

Thehigher your reputation, the farther across the countryside
you are known and the stronger your reputation is to those who
know you.

Losing a Reputation

If you ever do any notable deed that runs counter to your
reputation, you lose 1 point from the score. By losing a point when
you have a reputation of 1, you lose that reputation altogether.
From that point on, you can pick up another, different reputation
for that area.

Applying Reputation

Reputation scores can be used as bonuses whenever the Sto-
ryguidedeemsit appropriate. Most often, they affect personality
rolls, but they can affect ability rolls as well. For example, the
Storyguide might allow abonus on Subterfuge rollsif you havea
reputationfor honesty; or if you haveareputation for being venge-
ful, the folk of a village may be hesitant to betray you, and your
reputation canbeused asamodifier totheir personality rollstosee
if they tell the Knight you arein town.

Exempli Gratia: Reputation

Isabel hasno reputation to begin with, but her scenein
theinnislikelytogiveher one. After thejourneytoMercille
is over, the players decide that what the grogs remember
most about Isabel is her scolding them and the other com-
panions for enjoying themselves. They consider reputa-
tions of "shrewish,” "grumpy,” and "haughty," but they
eventually agreeon "bitter." She gets the following repu-
tation: Amonggrogs, Bitter 1. Thecompanionsarealoose-
knit group, so the players decide that she has no general
reputation among them, and Grimgroth says heoverlooks
her outburst when telling the other magi about hisinvesti-
gation of Mercille, sothey do not regard her asbitter either.
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Abilities

Abilities represent what you can do beyond the outline pro-
vided by your characteristics. All mundane skills, talents, and
knowledges are covered in this area, as well as some exceptional
and mystical talents.

Eachability that you haveisassigned ascorerepresentinghow
good you are at that ability. The number is used as a bonus or
penalty to die rolls when you attempt to use the ability. This
section of the rules guides you in determining what abilities you
have and how high or low each ability may be rated.

Types of Abilities

Abilities are divided into several types, such as Physical
Talentsand Casual Knowledges. Eachtypehasspecific character-
istics. Familiarity with thesetypes, as described inthe Abilities
chapter, will help you choose your abilities.

Beginning Abilities

Y ou choose your ability scores with a point buying system.
Eventually, youwill raiseyour abilities through experience, but
first you must determineyour beginning levels.

Those abilities not automatical ly acquired must be purchased
withafinite number of experience points. Grogsget their age+10
points, companions get double their age in points, and magi get
just their age in points. Assigning these points represents the
relative amount of time that your character has spent learning
various abilities. More points means more time and a higher
rating. You assignascoretoeachability you choose.

Y ou automatically get some abilitiesat a baselevel. Seethe
Base Abilities Table.

Each score costsacertainamount, which must be paid for out
of thepoint supply. Itcosts1 pointfor thefirst pointof anability,
2 pointsfor thesecond point (after already payingfor thefirst, for
atotal of 3 points), three pointsfor the third (for atotal of 6), and
soon. SeetheAbility Cost Table. If theability already hasascore
initfrom the Base AbilitiesTable, you canbuy additional points.
Tofigurethe pro-rated cost for such abilities, subtract the cost of
thebase ability from thecost of thefinal ability.

A score of 3indicatescompetencewith an ability. Scoresover
5 areremarkable.

Reduced Abilities

If youwant to takeareduced scoreinany ability, yougainone
point for each point the score is below normal. Y ou can reduce
your scores in your basic abilities and reduce talents to below 0,
though no lower than-3. A scorebdow Oindicates adeficiency you
have in that area. (Players have the curious habit of forgetting
these negative scoreswhenit comestomakingimportantdierolls.
If thisforgetfulnessisaprobleminyour troupe, you and the other
playersmightwanttolimitor eliminatenegativeabilities.)

Base Abilities Table
Grog: Spesk Own Language 4, Brawl 1
Companion: Speak Own Language 5
Magus: Speak Own Language 4, Spesk Latin 5,

ScribelLatin3, Magic Theory 5, HermesLore2,
Hermes History 2, Parma Magica 2
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Ability Cost Table

Score Cost Score Cost

gain3 7 28

gain 2 8 36

gain 1 9 45

0 0 10 55

1 1 11 66

2 3 12 78

3 6 13 91
4 10 14 105
5 15 15 120
6 21 16 136

Beginningabilitiesarerarely higher than5 or 6;
3isagood workable score. For magical arts (also
purchased with thisscal€), beginning scoresrarely
exceed 10to 12.

Beginning Experience

Y ou can use some of your purchase points to buy experience
instead of abilities. Each purchase point buys 1 experience point
inanability, and you can have experience pointsup to the scoreof
the ability (any more than that would actually give you the next
level of ability). Theseexperiencepointsbringyou closer toraising
the ability after you begin play; see Experience (p. 32) in this
chapter for details.

Specialties

Most abilities allow you to specialize. For each ability you
choose, choose a specialty as well. See the Abilities chapter for
details.

Choosing Abilities

When choosing abilities, keep in mind severa guidelines
based on the type of character and the story setting. First of al,
make surethat you have all the ahilities that make sense for your
identity. Be sureto consider abilities related to your profession,
background, and culture. Have the language proficiency neces-
sary tocommuni catewith other characters.

Certain abilitiesarerestricted. 1f your background keeps you
from havingacertain weapon, you can't havean ability for using
it. Also, Forma Knowledges are restricted, and you need to be a
magus or an educated companion to learn them. Arcane Taents,
Skills, and Knowledges are for magi only, though companions
withthevirtueArcaneLorecan takeMagical Knowledges. Virtues
and flaws determine much about the abilitiesavailable.

Grogs should choose the abilities they need to be good warri-
orsand guards. A few good weapon scores and some othersuseful
skills, such as Scan, Survival or Chirurgy, makeacompetent grog.
Grogs specialtiesrelate to therole they have in the turb.

Companions havelots of points to work with, and they should
take advantage of this by taking many varied and interesting
abilities related to their backgrounds. Specialties are an excellent
opportunity to fine-tune your companion's background or per-
sonality.
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Magi should be sure to choose the necessary magical abilities,
such as Finesseand ParmaMagica, asthese can beasimportant as
spells themselvesin determining one's ability asa magus. Magi
often take negative scoresin physical and socid abilities to pay for
their expansive knowledgesand magical talents. Thesenegative
scoresrepresent thepricethatispaid when you study inagloomy
tower for fifteen years.

Playersusually consult with each other when purchasing abili-
tiesbecauseit is easy for one person to miss something important
or lose track of something when dealing with so many points and
abilities.

If you need an ability that isimportant to your character butis
not described, invent it yourself. Some troupes invent severa
extraabilitiesthat fit thetroupe'sgamingstyleor thecultureof the
setting.

When considering what abilities an average person would
have, take age in purchase points distributed among various
mundane abilities, many of which are not provided in therules,
such as Brew Beer or Sew.

Exempli Gratia: Choosing Abilities

Isabel is26 yearsold, so shehas52 pointswith which
tobuy abilities. Most of her abilitiescome from her back-
ground as awoman of wealth and her years as a nun, but
sheis practical enough to have gotten sometraining with
sword and shield at Mistridgeaswell. The specialtiesshe
chooses represent the source of these abilities, her tem-
perament, or other aspects of her personality and personal
history. Notethat aspecialty followseach positiveability.

Ability
Speak Provencal, Upper ClassDiction 5
Visions, Love & Lovers 5
Concentration, Attention to Detail 2
Scribe Latin, Copying 3
Spesk Latin, Ecclesiastical Terms 3
Church Knowledge, Monastic Orders 3
2
1
2
2
1
1

Score  Cost

Diplomacy, with Clergy
Church Lore, Corruption
Occult Lore, Demons
Meditation, Praying the Rosary
Sing, Hymns
Guile, Lying to Underlings
Athletics
Climb -2 -2
1 Folk Ken -1 -1
1 Shortsword Attack, Standing Ground 2
\ Shield Parry, Standing Ground
\Total 55
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Magical Training <oy

As a magus, your most exceptional powers are your magical
ones. Your fifteen or so yearsof apprenticeship have taught you
theuseof themagical artsand many spells. Y ou choosewhat your
training gaveyou, thusforming aunique combination of magical
abilities.

Choosing your magic powers wisely is only possible if you
understand the magic rules. Before creating a magus character,
you should be at least somewhat familiar with the magic rules
found in the Magic, Spells, and Laboratory chapters.

Magical Arts

Each magus has a rating in each of fifteen forms and tech-
niques, asexplained in the Magic chapter, and 150 purchase points
with which to purchase levels in these arts. These levels are
purchased just as abilities are, so see the Abilities Cost Table.
Remember that your formscount asyour magic resistance, soyou
may wishtohavegood ratingsinartsyou useinfrequently but that
could protect you, such as Corporem, Mentem, and Ignem. Vimis
asoimportant for many magical activities. Besureto specializeat
the beginning asit is easy to raise your lower scores during play.

Exempli Gratia: Choosing Magical Arts
Grimgroth chooses the following magical arts:
Creo 4 (cost= 10) Corporem 7 (cost= 28)
Intellego2 (cost= 3) Mentem 3 (cost= 6)
Rego6 (cost= 21) Terram 1 (cost= 1)
Auram 12 (cost= 78) Vim 2 (cost= 3)

This selection gives him the strength of specialization,
in Auram, while allowing somediversity aswell.
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Spells

You can pick spells whose levels add up to 150. Only those
spells that are within 10 points of your Technique + Form + Int
total canbechosen; othersaretoodifficultforyoutolearn. Besure
tocountany magical deficienciesor affinitiesintothistotal. (This
limit applies only when selecting beginning spells, not during
play.)

When choosing spells, be sureto havethebasics. A good, quick
offensivespell oftencomesinhandy. Donotwasteyour timewith
low level spdls that you can do with spontaneous magic anyway,
unless you want to be able to cast them without speaking or using
your hands. Invent spellsif the troupe will let you. Inventing
spells can be tricky, but the spells listed should give you a good
idea of how powerful spellsareatdifferent levels.

Exempli Gratia: Choosing Spells

Grimgroth selects some spells. First, hewantstolearn
Cloudsof Rainand Thunder, aLevel 25 Creo Auram spell.
His Auram + Creo + Int total is 19, and since that's within
10 points of the Level, he can take it. He aso needs a
practical offensive spell, so hetakes Broom of the Winds.
It'sonly Level 15, sotakingitisnoproblemforanairwizard
likeGrimgroth. Grimgroththenlooksat Whispers Through
theBlack Gate. HeCo+In+Inttotal is12, soaLevel 15 spell
is no problem, but he seesthat it has a Mentem requisite.
That meanshisCo scoreof 7functionsasifitwerenolarger
than hisMescoreof 3. Histotal becomes3 +2 +3 =8, so he
can till manageit, but it won't bethat easy tocast. Healso
considers Charge of the Angry Winds (CrAu 30). Histotal
is only 19, not within the 10 point range, so normally he
could nottakethisspell, buthehasaMagical Affinitywith
Winds (a+2 virtue). He determinesthat the score he will
haveinthisaffinity is4, so that can be added to histotal,
bringingitto 23. Hecanthereforetakethishighlevel spell.

Equipment

Y ou must decide what possessions you have, especially what
you carry with you during the game. Most important are your
weapons and armor, but you should also decide what incidental
equipment you have. Often the covenant will provide mundane
supplies, but you should keep track of your personal items, such
as nice clothes or writing equipment.

Grogs equipment is based on the resources of the covenant.
When your troupe designs its covenant, you decide how well-
equipped the grogs are. Players must stay within these limits
when equipping grogs. Grogs arerestricted to standard arma-
mentsunlessyour troupehasdesigned an exceptional covenant of
some sort that has either particularly well armed grogs or very
poorly armed grogs

Companions' equipment depends on their backgrounds. If
they have no virtues or flaws that determine otherwise, they can
have only inexpensive and standard arms and armor. If you are
dependent on the covenant, you are as well-equipped as the grogs.

Magi have specia considerationsin choosing their equipment.
As amagus, you are nearly assured fair and respectful treatment,
evenby theenemy. If youdressasamagus, with magical symbols
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onyour cloak and such, peoplewill recognizeyour status(usually)
and pay you the proper respect. They will aso noteeverythingyou
do, and travelling without being noticed will bedifficult. If you
dress nicely, as a wealthy person might, you will be given some
respect, but people might still attempt to assault or harass you,
having noideawhat they aregettingthemselvesinto. If you dress
asacommoner, expect no specia treatment. If youareinarmor,
enemies might well mistake you for awarrior and slay you unin-
tentionally. Besides, armor weighsyou down and makesyou tire
faster, and wearinessisanimportant consideration for any magus.

Encumbrance (Enc)

Total the Load valuesfor your weaponsand armor to get your
total Load factor. If you carry other heavy things, the Storyguide
canrulethat they countasLoad aswell. If your StrisOor negative,
your Load equals your Encumbrance. If your Str is positive,
subtract it fromyour Load to get your Enc (minimum of 0). Drop
all fractions.

Y our Enc is a measure of how loaded down you are. Itisa
penalty on al rolls that require free, fast movement, including
nearly all Qik rolls.

Further Characterization

Appearance

Y our character's appearance makesyour traitsvisibleto the
other characters. Turntherelevanttraitsof your character, suchas
ethnic origin, characteristics (especially Prs), background, and
personality traits, into aspects of your appearance. High Int can
become aclear, piercing gaze. A noble background could mean
you wear stylish and expensiveclothes. A light hearted disposi-
tion could mean you usually are smiling. In thisway, you make
your character's traits more tangible and interesting. It's better
role-playingto say, "You always see me with a sneer of disdain on
my face" than to say, "You can tel I'm very disdainful."

Quirks

Y oumay alsogiveyour character quirks, interesting personal
detail sthat adddepthandinteresttoyour character. Simply write
ashort paragraph or two on the back of your character sheet about
the strange and possibly interesting things that define your char-
acter. A quirk could be a twisted sense of humor, a gentleness
towards animals, or a habit of grunting when answering yestoa
question.

Personal History

When you create your Personal history, determine your con-
nection to your family, thelocation where you grew up and what
itislike, and any old enemies or friendsthat you might till have.
Especially, make sure you determine how you managed to link
yourself up with thecovenant and how you gotinvolved withitin
the first place.

Y our character'shistory isoftenaproblem to create, especially
if you do not know the world the sagais set in as well as some of
the other membersof the troupe might. If thisisthe case, work on
your character's history with those more knowledgeable players,
or simply take a section of theworld to be your responsibility and
have your character come from there, leaving you a moderate
amount of freedom in determining your persona history. In
general dontworry. Thisisagamenot ahistory class. Dowhat
feelsright, and just havefun.
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The Character in Play

Experience

As you participate in stories and the saga progresses, your
abilitieswill increase. Some of thisincrease comesfrom experi-
ence gained using them during stories, and someof it comesfrom
practiceor research between stories. Increasethrough experience
isfast for magi, who can spend endless hours in intense research,
but slow for companions and grogs, who begin the game as
complete, experienced characters, so further increases in their
abilitiescomesiowly.

Raising Abilities

Ability increases are regulated by experience points. You
accumul ate experience pointsfor aspecific ability, and whenthe
experience point score exceeds the ability score by 1 point, the
ability scoreincreases 1 point. Y ouloseyour accumulated expe-
riencepointsintheprocess. Youcanraisetheability againwhen
you accumul ate experience points in excess of the new score.

For negativeability scores, you need a number of experience
pointsequal to theabsoluteval ue (the number without the nega-
tive sign) of your current ability scorein order to increase your
score one point. Thus, if your Climb score is -3, you need three
experience pointstoraiseitto-2.

You can also use experience to master spells. You need 1
experience point for each 5 Levelsof a spell to master it.

Gaining Experience Points

At the end of a story, you get a certain number of experience
points: 1 pointif youareagrog, 2 if you areacompanion, and 3
if youareamagus. Y ou put these pointson separateabilities; you
may not put morethan oneonany ability foreachstory. Addition-
ally, youcanonly put pointsonanability that you used during the
story, though you need not have rolled a die for the use. For
instance, if you led the party through the forest, you can put an
experience point in Survival for your effort, even if you never
actually madeaSurvival roll. Magi can assign experience points
to spells they have used in stress.

Itisalso possibletogain additional experience pointsduring
the story if you usean ability inanew, imaginative, and demand-
ingway. For instance, if you manageto talk an ogre out of eating
you by feigning a severeillness, the Storyguide may allow you to
takeapointin Pretend immediately, in the middle of the story.

Exempli Gratia: Experience

After hisventureto Mercille, Grimgroth gets 3 ex-
perience points. He puts 1 in Certamen, hoping it will
help him next time he has a magical duel. He puts
another point in Broom of the Winds. It is a combat
spell, something that might save him some day, so he
wantsit mastered. Sinceit'sLevel 15, he'll need another
2 pointsbeforeit'smastered. Heputshisthird pointin
Finesse, an Arcane Talent.

Aging

Charactersare likely to grow old as the saga progresses. Age
isthegreatequalizer,leadingeventually,inevitably, todeath. Magi
can brew elixirs to slow this process, but even those great sages
cannot stopitentirely.

Asyou will see, aging is adestructive process that builds on
itself. Theagingrulescanbecruel, inexorably drainingaway the
vitality of your character, so you may want to retire a character
from active play before aging takes a heavy toll. Better to be
remembered as a stout warrior or able physician rather than an
enfeebled husk or adoddering fool.

Losing Characteristics- Y ou begin to agein theyear in which
you turn 35 plus Stamina. Thus, if you have Stamina +2, you start
aging at the end of the year in which you turn 37. That year, and
each year thereafter, you must roll to avoid losing acharacteristic
point. Eachwinter, first decidewhich one characteristic of yours
you have been using the most, and then make a simple roll and
compare theresult to the Characteristic! Loss Chart.

When you have determined the characteristic, roll to seeif it
drops(unlessyourolledthecharacteristicafterrollinga0,inwhich
casethedropisautomatic). Makeasimpleroll;ifthecharacteristic
you arerolling for is the one you have been using most this year,
add +3 to the roll. If the roll is 6+, you do not drop in that
characteristic. If theroll is5 or less, you drop 1 point. If a
characteristic drops below -6, you can assume that you are dis-
abledin someway. If your Stris-7, you areenfeebled and probably
bedridden. If your Com is -7, your faculties have decayed to the
point where communication with othersis not possible beyond a
basic, survival level. A -7Prsrepresentsatruly pathetic or hideous
visage, one so extreme that few could stand to interact with you
normally. Y ou can determine the type of disablement if it comes
up.

If your roll is 0 or below, you may die. Thisis possible only
when you have decrepitude points, see below.

Decrepitude- Decrepitude measures your progressive physi-
cal decay. At age 50 and every 10 years after that you gain one
Decrepitude point. Y ou may aso gain Decrepitude points from
botching Soak rollsand from debilitating illnesses. Subtract your
Decrepitude score from all rolls to avoid characteristic loss, and
add it to the number of botch rolls you must make should you roll
a0orlower. Itasoindicates the number of extrabotch rolls you
need to make whenyou roll 0onany Soakroll, anditis subtracted
from any rollsto recover from wounds.

BecauseDecrepituderepresentstheinevitabl estateof al | mortal
bodies, no earthly power (including magic) canreverseit. Ittakes
a miracle to remove one's Decrepitude points.

Death

If, onany roll toavoid droppinginacharacteristic, youroll a
Oor lower, roll again for botch. Roll onedie, plusanother botchdie
for every negative point of Stamina you have, plus another for
every pointof Decrepitude. Forinstance, if youhavea-2 Stmand
1 Decrepitude point, you will havetoroll atotal of four botchdice.
If any of your botch dice roll 0, you have died of old age (the



Ars Magica

ultimatebotch). Diseasesarequick and lethal intheMiddle Ages,
and they can quickly kill even those who are apparently in good
health.

If determining aging for a beginning character, you need not
roll for death.

Longevity Potions

Magi, never ones to let themselves fall to the same fates as
mundane mortals, are able to brew potions for themselves that
slow the aging process. If you areamagus, each year that you take
your longevity potion, you add +5 to your roll to resist character-
isticloss.

Characteristic Loss Chart
Roll
0 Roll Again, Automatic Drop
Intelligence
Perception
Strength
Stamina
Presence
Communication
Dexterity
Quickness
Y our Highest (pick if a tie)

Characteristic

© 0 N0 OB~ WN P

Looking Ahead

Once your character isfinally complete, it is ready to partici-
pate in stories. In the process of making the character, you
probably have become ready to role-play that character as well.
Part of the process of character creation is an attachment that
develops between you and your character, enabling you to role-
play himorherrealistically and creatively. Nurtureyourempathy
for your charactersas you create and role-play them; if they areat
al different from you, it might not come naturally.

The process of character creation has not ended with the
starting of the saga, for acharacter never stops growing, changing,
developing, and maturing. As the saga progresses, make up new
personality traitsand details of history, use your experience points
wisely to develop your abilities, seek tobuild your character's self-
confidence, and add more details. Most importantly, think of
ways in which the personality of your characters might change
through the things that occur in their lives. Have anidea of how
your charactersmightchangeandthenguidethemintheirgrowth

Character 33

=

LA,
: .(\;3_,:
&

7 K B R Ry [ el
58 A
5 & I

s

\.. 7z, =
_‘,‘!Jl\!li“::‘., Iy
i

=Y
ARG 2 D

f

7L

W AT
&R

42
B

ke

P

in that direction. Let them determine their own fates, however;
don't "force" characters to fall into your earlier conceptions of
what they should be.

Novelistsoften speak of charactersin their bookscomingtolife
-- refusing to be manipul ated or directed by thewriter. Thistype
of character stands out from the page and says "Leave meaone,
I'm real," and then does exactly as they fed, regardless of the
author'soriginal intent. Werole-players can learn alot from this
experience, for it speaks of what makes a truly good character.

If your characters ever bore you, it's probably because you
haven't developed and changed them enough over time. Ideally,
the character simply grows more and more real asyou play in the
saga. A character in a short story israrely asreal and complete as
one in a long novel; there simply isn't enough time for proper
development. Make your charactersasreal, complete, and inter-
esting as you possibly can, throughout the length of the saga, not
just at the start.



34

Chapter |

Ars Magica

Companion Templates

Here are outlines of several kinds of com-
panions and the various attributes that best
portray them. If youwantacompanionlikeone
described here, look over the description, think
about the things listed there, imagine how your
character might be different, and then create
your character with this description and your
own conception asa guide.

Grog Sergeant
Emphasis more on |eadership than combat
ability. Anintermediary between the magi and
thegrogs.
Important Characteristics: Prs, Com, Stm, Str
Virtues & Flaws: Knack for Leading Grogs,
Tough, Good or Superior Armaments,
Strong-Willed, Enemies, Weakness, Uncom-
mon Fear
Abilities: Leadership, Chirurgy, Brawl, many
combat skills, I ntimidation, Alertness

Scholar

A mentally superior character, often quirky
and socially & physically weak. Better suited to
politics & mysteriesthan drake-bashing. Many
scholar-characters are interested and even in-
volved in the Order of Hermes.

Important Characteristics: Int, Per
Virtues & Flaws: Educated, Student, Compul-
sion, Social Handicap, Weakness, Poor

Armaments, Obese
Abilities: Speak Latin & other tongues, Scribe

Latin (and possibly Arabic), Humanities,

knowledges related to area of study, Con-

centration, negative Folk Ken, negative Sub-
terfuge

Sheak

A small, stealthy character; selfish and cun-
ning but nervous. (Imagine a mouse.) You
probably "earn" a living in town and supple-
ment it by working with the magi — who have
befriended you. You serve them well through
your craft.

Important Characteristics: Dex, Qik, Per
Virtues& Flaws: Read Lips, Light Touch, Lithe,

Contortions, Perfect Balance, Poor Equip-

ment, Criminal Brand, Enemies, Hatred,

Commonor Uncommon Fear, Weak-Willed,

Socia Contacts
Abilities: Stealth, Subterfuge, Alertness, Scan,

Dagger Attack, Dodge, Legerdemain, Pick

Locks, Climb, Pretend

Chivalric Knight

Excellent for role-playing a variety of situ-
ationsand fun inafight to boot. Y ou may have
joined thecovenant after being drivenfromyour
rightful lands by your evil uncle.

Important Characteristics: Prs, Com, Dex, Stm,
Str

Virtues & Flaws: Superior Equipment, True
Loveor Lost Love, Code of Honor, Animal
Companion (horse), Educated, Well-Known,
Weakness for People in Distress, Destiny or
Sense of Doom, Self-Confident or True Faith,
Cursed, Enemies, Driving Goal, Dark Secret

Abilities: Leadership, Charm, Charisma, Diplo-
macy, Sing, Ride, Sword & Lance Attack,
ShieldParry, (Area) Lore

Twisted Witch or HedgeWizard

You are mentally, emotionally, and physi-
cally warped. The pursuit of magic (the non-
Hermetickind) hasnot been kindtoyou. Though
you learned your arts outside the Order, you
havejoined aHermeticcovenanttofurtheryour
studies and to gain protection from those who
would persecute you. Unlike the magi, you
don'thavetechniques,forms, or Hermeticspells,
just spell-like powerswhichyoutakeasvirtues.
Important Characteristics: Int, Per, possibly Prs
Virtues& Flaws: Arcanel ore, Educated, Hex or

Entrancement or Alchemy, Second Sight,

Premonitions, Ghostly Warder, Magical

Animal Companion, Offensiveto Animals,

Evil Eye, Hunchback, Cursed, Enemies,

Social Handicap, Compulsion, Sense of

Doom, Demon Plagued, Infamous
Abilities: Occult Lore, Faerie Lore, Magic The-

ory, Scribe & Spesk Latin, Medicine, Guile,

negative Charm

Lady
Educated, trained in socia skills, ableto get
the best out of socid situations, and of high
enough rank to be able to do asyou wish. You
associate with the covenant out of curiosity and
asenseof adventure, but you keep it asecret, if
you can.
Important Characteristics: Prs, Com, Per
Virtues & Flaws: Venus Blessng, Educated,
Wealth, Well-Known, Sensitive, Soft-
Hearted, Over-Confident, Noncombatant
Abilities: Charm, Subterfuge, Pretend, Folk Ken,
Diplomacy, Speak & Scribe Latin, (Area)
Lore, Humanities, Church Knowledge

Rake

A young noble or wealthy fop, out for ad-
venture. You are rebelling agai nst your parents
by working with magi, plus you find it to be
amusing.

Important Characteristics. Prs, Com
Virtues & Flaws: Venus' Blessing, Self-Confi-
dent, Educated, Black Sheep, Weakness for

Pretty Women, Over-Confident
Abilities: Charm, Pretend, Drinking, Subter-

fuge, Intimidation, Sword Attack, Dodge (no

armor), Speak & ScribeL atin, Humanities

Forester

Y ou aremoreat homeinthewildsthaninthe
city. You guidethe magi through thewilderness
and try to instill inthem the respect that the wilds
deserve.

Important Characteristics: Per, Stm, Str

Virtues& Flaws; Way of theWoodsor K nack for
woods, Animal Companion (forest animal),
Animal Ken, Long-Winded, Keen Vision,
Sharp Ears, Light Seeper, Direction Sensg,
Social Handicap (Unworldly), Uncommon
or Common Fear, Sensitive to Animals in
Pain

Abilities: Survival, Track, Bow Attack, Shorts-
word Attack, Dodge, Alertness, Search, Scan,
Stealth, Athletics, Climb, Swim

Hermit Healer

You live near the covenant in a cave, and
have dedicated your life to prayer and medita-
tion. However, you have some extraordinary
gifts of healing and the magi have on occasion
turned to you for help. Associating with them
breaksthemonotony of your solitary life, which
has begun to grow tiresome.

Important Characteristics: Prs, Int, Com, Per

Virtues & Flaws: Headler, Empathy, possibly
Educated, Animal Companion, Dark secret

Abilities: Chirurgy, Medicine (if Educated),
Folk Ken, Charm, Meditation

Weirdling

Youarenotfully human, and you havecome
to thecovenant whereyour powersareaccepted.
You may be compelled by unknown, inhuman
forces.

Important Characteristics: Prs, Qik, Per, Stm

Virtues & Flaws: Faerie Blood, Piercing Gaze,
Resarvesof Strength, MagicResistance, Mute,
Disfigured (strangely-shaped face), Socid
Handicap, Compulsion, Cursed, Offensive
to Animals, Tainted with Evil

Abilities: Dodge, Faerie Lore, Stealth, Brawl,
Shortsword Attack, Thrown Knife Attack,
Climb, Survival, Athletics

Friar
A clergyman who has taken a vow of pov-
erty and dedicates hislifeto thecommon people.
Y ou work with wizards because you know that
they are (or can be) good people. You want to
keep them on friendly terms with the Church
and give them the benefit of your wisdom.
Important Characteristics: Com, Prs, I nt
Virtues & Flaws. True Faith, Educated, Well-
Travelled, Well-Known, Higher Purpose,
Code of Honor, Poor Equipment, Noncom-
batant, Soft Hearted
Abilities: Church Knowledge, Occult Lore,
(Area) Lore, FolkKen, Chirurgy, Diplomacy,
Meditation, Humanities
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After spending fifteenyearswithyour mas-
ter learning magic, youarelikely to have picked
up some of your master's ideals, specidties, de-
ficiencies, philosophies, and prejudices. Mas-
ters, in turn, have picked up these things from
their masters, and so on back to the original
Founders of the Order. All the magi who trace
their magical lineage back to a single Founder
are said to be members of a House, named after
the Founder. The membersof aparticular House
meet occasionally and may work together or at
least correspond with each other. Some appren-
tices break tradition and seek membership in
| louses other than those of their masters.

Choose your magus' House and use the back-
ground to help you role-play the character.

House Bonisagus

Bonisagusinvented the Hermetic theory of
magic, and his student Trianoma masterminded
theOrder'sfoundation, sothisHousehasal ways
enjoyed agreat deal of respect from other magi.
They have continued both the theoretical and
political traditions, somerefining and expand-
ing Hermetic theory and others overseeing the
continued political development of the Order.

Philosophy: Y ouareoneof theprivileged, gifted
few whobelong to thisHouse. Useyour gifts
to benefit your fellow magi.

Magic: Vim is common for researchers, but all
types of magic are studied.

Note: Takethe+1 virtue "Hermetic Prestige."

HouseTytalus
In their never-ending searchfor conflict, the
leadersof House Tytaluswent too far inthe 10th
century and were corrupted by demons. They
wereexecuted for diabolism, and House Tytalus
has been mistrusted and in disgrace ever since.
Philosophy: Conflict, in all its well-practiced
forms, promotes innovation and strength.
Encourage conflict in yourself and among
other magi so that you and they can learn
from it.
Magic: Anything that can keep othersand your-
self in a state of struggle.

House Jerbiton

House Jerbiton isinterested in the mundane
world and assumes the duty of keeping the wiz-
ards on good terms with the Church and nobil-
ity. Inthelast century they havetranslated many
Arabicversionsof Greek texts.

Philosophy: Hermetic magi have distanced
themselves too much from other people,
risking a bloody battle with society and the
loss of their own humanity. Try to heal this
rift, pursue the arts and classic knowledge,
and don't let magic gain control over your
life.

Magic: All kinds of magic are encouraged, but
magic of the mind serves well those who
work to understand political conflicts and
reduce them.

Character

Wizards' Houses

House Criamon
Thisvery secretive house isknown for their

obscure philosophy, their disdain for simple
power, and their habit of marking their facesand
bodies with arcane symbols. They are an enig-
matic and otherworldly group of wizards who
interact little with other magi.

Philosophy: Only seeking experience of the
Enigma (a mystical experience) isimportant.
Useyour magic and all your other faculties
to pursue this experience.

Magic: Intellego, Mentem, and Imagonem are
thefavored arts. Spellsthat haveinteresting
effects, rather than simply powerful ones,
are popular.

HouseBjornaer
These wizards have been only partially ac-
cepted in the Order because the Founder was
from a Germanic rather than Roman tradition.
Their fascination with beastsand theanimal side
of human nature makes many uneasy.
Philosophy: Understand and appreciate your
animal natureaswel l asyour human nature.
Magic: Anima magic is popular; many have
problems with Ignem.
Note: All Bjornaer magi learn to take the shape
of one animal at will, called your "Heart-
Beast"; take this ability asa+3 virtue.

HouseVerditius

Though these magi depend on devices, they
have achieved power by making themselves
valuable to magi in "more powerful" Houses.
They like to pretend they are of lesser power.

Philosophy: Make all things tools for your use.

Magic: All kindsof magicareused, butaV erdi-
tius magus cannot cast a formulaic spell
without a small magical device designed
when thespell islearned. (Takethis restric-
tion as a -2 flaw). Verditius magi are so
skilled at crafting magicitemsthat they often
make them to sell to magi of other Houses.
(Take a specia skill whose scoreis added to
magicitem Labtotas; a+1 virtue.)

House Flambeau

These aggressive and ferocious wizards of -
tencause troublewithin the Order and are known
for getting themundanesangry atwizards. Their
fearlessness and destructive spells make them
invaluable for Wizard's Marches and other ma-
jor military operations.

Philosophy: The world is full of people and
things that cause ustrouble. Burnthem.
Magic: While most specidize in Ignem, some

have taken up Perdo as a more "subtle"
aternative.

HouseMerinita

This House is focused on the world of faer-
ies, and itsmemberstend to be just asenigmatic.
They havelittleto do with other Houses, except
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to defend faeries from the assaults of magi.

Philosophy: Eschew the merely mortal ; seek the
mystery and power of the faeries.

Magic. Herbam, Muto, and Imagonem are
popular; dso Aquamand Terram, abeit less.

House of Quaesitoris

This tiny House investigates wrongdoing
and passes sentence on those who have broken
the Code. They invite magi of other Houses to
become Quaesitoris (judges) as well, though they
remainintheir original Houses. (Thisisavery
high honor). The Quaesitoris have gained great
power over theyears asthey have expanded and
refined the Peripheral Code of Hermes.
Philosophy: Uphold the Code of Hermes or the

Order will collapsethroughinternal conflict.

Magic: Intellego and Mentem magic are fre-
quently used in their pursuit of justice.

House Ex Miscellanea

Though originally founded asarival order
by a renegade from the Order of Hermes, this
organization was eventually accepted into the
Order as a House of itsown. It accepts wizards
of al kinds, many of them only nominally Her-
metic. Their magic comesfrom many disparate
non-Hermetic traditions. They are a large, di-
verse, and very disorganized House. Some magi
cdl them the "hedgewizards."
Philosophy: Various disparate traditions.

Magic: Separate traditions, most of them spe-
cialized and somehow limited.

House Tremere
This has proved to be asensible House, pro-
viding strength and courage when it has been
needed and holding back when peace has been
the better alternative. They emphasize the im-
portance of judgment, strategy, and planning.
They play their own complex version of chess.
Philosophy:  Respect your superiors, assert
yourself over your lessers, and be strong.
Alwaysmaintainyour dignity.
Magic: Any magicusedpowerfully isrespected.
They excel at Certamen and use it readily.

House Mercere

The Founder of this House lost his magic
powers and assumed a hon-magical role valu-
able to the Order: carrying messages. His fol-
lowers have becomethe redcaps, Hermetic mes-
sengers who are legally considered magi of the
Order. They know the secrets of many magi, but
use thisinformation only to protect themselves.
The few wizards in this House often travel as
redcaps as well, collecting information.
Philosophy: Serve the Order and work to pre-

serve the unity among magi. Protect the

House from outsiders.

Magic: Most in Mercere are non-magical red

caps, and the few magi in this House create
magic items for use by active redcaps.



Glancing up from the scrap of parchment on
which shewas practicing her letters, balanced on the boobs she had
piled in front of the reading stand, L ucienne watched a young boy
enter thelibrary. Shewasgrateful for anythingto distract her from her
studies. The well-dressed, handsome apprentice strode in and slyly
glanced about the room. With a subtle smirk on his face, he sauntered
over to her, leaned up against the reading stand, and said, "What do you
think you're doing, you idiot? Get down from there; you can't stand on
boobs. Those are precious things, at least to those of us who can read."
Lucienne'slife on the streets had taught her that if she could intimidatethis
arrogant fellow on their first meeting, she would have the upper hand over him
for weeks to come. In her best sarcastic tone, she said, "I'm not doing them any
harm, your kingship."
"You'll doas| say— I'mthesenior apprenticearound here. By theway, my name's
Caeron. You'd better learn it."
Lucienne's lips curled with anger. His leer could not go unchallenged. She gave
Caeron's shoulder a sudden shove. "Leave me aone. Carrion.”
The shove proved to be amistake as Caeron grabbed her wrist and pulled her down from
_ the pile of boobs. She and the reading stand crashed to the floor, her head striking the
e i flagstoneswith aresoundingthunk.
. s Luciennequicklyswitched strategies. Shelay asstill asshecould onthefloor, arched her
back, stared blindly into space, and let the drool run slowly out of her slack mouth — a
practiced move.
A Moments later Grimgroth was standing over her, saying somethingin Latin to Caeron,
who was backing meekly out of the library. Kneeling down, Grimgroth made some
magical passes over her body, paused, and appeared thoughtful for amoment.
Grimgroth stood and turned his back to her. "It would seem
that, due to the extent of your injuries, you will be unableto
continue your studies for another month or s0."

Turning around to face her again, Grimgroth feigned
surprise to see Lucienne suddenly sitting up, her mouth
open and eyes wide with disbelief.

"Ah," Grimgrothsmiled, "A most miracul ousrecovery.
Y our lessonswill resumeafteryou clean upthelibrary, my
quarters, and my laboratory. Hmm, most miraculous in-
deed.” A low chuckle escaped Grimgroth's normally som-

ber lips.
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Abilities

bilitiesare thethingsyou know, unlike characteristics
which are things that you are. Abilities provide you
with an idea of what your character can dowell, for an
ability isa speciaized aptitude which your character
has learned. This chapter lists the different abilities
you can haveand detailsthe waysyou will usually get things done.
When combined with characteristics and added to a die rall,
abilitiesform theframework of ArsMagica.

Using Abilities

Anability scoreis used asabonus (or sometimes a penalty) to
adieroll when you attempt an action covered by that ability. For
almost all ability rolls, take one characteristic and one ability,
then add them to aroll to match or exceed an ease factor.

Thecharacteristic chosentogowiththeability dependson how
theability isused. Many abilities have standard characteristics
that almost always are used withthem. For instance, itishard to
imagineasituationinwhich Int would not modify aLegend Lore
roll. Other abilities are more variable. For instance, if you are
tryingtolie, you use Guile + Com. Butif you are trying to detect
someone else's lie, you will add Per instead of Com.

The Storyguide must also decide how to determine success.
When you use an ability against a static force, such as picking a
lock, the Storyguide assigns an ease factor that you must best,
based onthedifficulty of thetask. Whenyour attemptisdirectly
opposed to another character's action, such as when you chase
someone, your roll iscompared to the other character'sroll. If the
two of you are trying the same thing (e.g. both running at top
speed), your rolls have the same characteristics and skills as the
modifiers. If you aretrying different but opposed tasks (e.g. one
lying, the other trying to see through thelie), you may well have
different characteristics and skills modifying your rolls. The
Storyguide will take into account any other factors which may
apply, suchasEncumbrance, personality traits, or modifiersbased
on the circumstances.

Lastly, you and the Storyguide must determine whether the
roll is stress or simple (see p. 8). If your character is feeling
pressured and islikely to make mistakesor do exceptional ly well
because of it, theroll is stress.

Oncethedieisrolled and the result announced, the Storyguide
determinestheresultin story terms.

The Storyguide need not tell you ahead of time the circum-
stancesof theroll, itsmodifiers, or theresultsof successor failure.
Indeed, the Storyguide might often make up the result without
having given it much thought ahead of time. Whileitis morefair
for a Storyguide to decide ahead of time the possible effects of the
roll, including botches and exceptional rolls, doing so for every
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action would sow thegamedown. Usually the Storyguidehasa
general ideaof what can happen and makesafinal decision once
thedice havebeenrolled. A player canask what kind of ease factor
acertainactivityrequires, buttheStoryguidemay havethemmake
a Per + ability roll to see if the character can figure it out. For
instance, the player can ask, "Just how hard does it look to jump
thischasm?' Theplayer canmakeaPer + Athleticsroll toseehow
well thecharacter makestheestimate.

If you attemptanactioncovered by anability eventhoughyou
haveno scorein that ability, there are three possible effects. For
talents, roll normally as if you have a score of 0. For skills, you
receivea-2to-8penalty ontheroll, 1 to3extrabotchraolls, or both,
dependingonhow out-of-the-ordinary theskill is. For formal and
magical knowledges, you cannot even make aroll at apenalty if
youlack theappropriateability score. Casual knowledges, how-
ever, alow you to make aroll with a-3to-10 penalty even if you
have no score.

The Storyguidecan set mi nimum scoresthat must bemeteven
toattemptcertainrolls. Forinstance, followingafainttrail through
the woods might require a Track score of 3+ no matter how good
your Per is,

Ability descriptionsare genera because they categorizehuman
endeavor, something that is not easily broken up into distinct
units. Inevitably you will try something and not know which of
your abilitiesapply. Asaruleof thumb, if your actionis covered
under one ability, it is not covered by another. For example,
suppose you want to know whether you can use your Charm
ability towinoveralargegatheringof peasants. Y ou can'tbecause
Charisma covers presentationsto agroup, and Charm, therefore,
cannot.

Specialties

A specidty is an area within your ability where you have
superior skills, knowledge, or aptitude. When you pick an ability,
choose a specialty as well. If you attempt something that falls
withinyour specialty, you gaina+1toyour roll. Eachability has
severa example specidties; you can use these or invent your own
if you get the troupe's approval .

Complications

The simplicity of the basic rolls for success and failure make
possible many elaborations; improvise to your heart's content.
Here are some ways to manipulate the basic rolls to simulate
various circumstances.
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Buffersareusedwhenadraw betweencontestantsislikely, at
least for agivenroll. Forinstance, acharacter playing chesswould
roll adieand add I nt + Chessskill. Butif you win simply by out-
rollingyour opponent, drawswould occur less than atenth of the
time. Foragreater chance todraw, useabuffer, anumber by which
you must exceed your opponent'sroll inorder towin. If you have
to beat your opponent's roll by 2 points instead of just 1, the
chances of a draw increase greatly. If you have to beat your
opponent'sroll by 8, drawswill beal mostinevitablebetweenwell-
matched players.

Multipliersrepresent therelativevalue of different strengths
and weaknessesinagiven endeavor. For instance, youaretrying
to get someone to befriend you, and you roll the die and add
Charm + Prs. You have only a moment to make a good first
impression, so the Storyguide says you should add double your
Prsbut only half your Charm. That's because you don't have time
towinthepersonover, andthefirstimpressionismoreimportant.
But if you have a week to work on the other character, the
Storyguidetells you to add double your Charm but only half your
Prs. In this circumstance, you have plenty of time to lay on the
charm, and the first impression isn't that important any more.
Thusevenif you and another character havethe sameCharm + Prs
total, one might bebetter at first impressions (the onewith higher
Prs).

Multipliersalso reduce chanceby making the scores you add
larger, relativetothedieroll. Inaweightlifting contest between
you and another person, you might add 5 times your Str scores to
the die rolls. Thus, just 2 points of difference in your scores
becomes an overwhelming +10 on theroll. A differencein Str
becomes much more important than mere chance. Remember, that
multiplying a score before adding it is not always a bonus. If your
Dexterity is-3, multiplyingitisatremendousburden.

Accumulated points represent your progress over a series of
rolls. When using accumulated points, you get 1 point for every

N .'\d'.

4

Y

AEIE
A ) ‘“\‘%\\

2

Ars Magica

point by which you exceed the ease factor onagiven roll, and you
succeed by accumul ating enough points. Suppose, for instance,
that you have been captured by diabolists, whointend to sacrifice
you at the Black Mass in three days. You decide to use your
Pretend talent to convince them to s&t you free so you can join
them, when actually you want to escape. You roll adie and add
your Com + Pretend scores. Y ou can makeoneroll per day against
an ease factor of 8. If you accumulate 10 points, you have con-
vinced your captors to free you. Note that you can succeed with
just oneroll if you roll 18+.

Carryover advantageissimilar toaccumulated points, but the
pointsby which you exceed the ease factor are added to your next
dieroll. Supposethat you and an enemy are struggling hand-to-
hand onanatural stonebridge spanningagiant chasm (see Brawl-
ing in the Combat chapter), and each of you istrying to hurl the
other over theedge. You eachadd Str and Braw! to opposing die
rolls. The roll has a buffer of 5, so it is difficult to hurl your
opponent over in one roll, but any points by which you exceed
your opponent's roll one round are added to your roll the next
round. So even if you can't throw your foe over the edge in one
round, agood roll indicates that you have gained the upper hand
and that you will find it easier to do so next round.

The role-playing modifier adds or subtracts 1 or 2 (or on
occasion even more) to rolls for exceptional role-playing or ac-
tions. If you describeyour character'sactionsor role-play them out
unusually well or particularly poorly, you get a bonus for good
ideasand apenalty for bad ones— at the Storyguide'sdiscretion.
For instance, suppose you are trying to intimidate a baron into
leaving you and your party alone. If you, asaplayer, cannot think
upagood strategy tofollow, the Storyguidecan giveyou apenalty;
but if you think up an excellent strategy, you get abonus. If you
role-play out what you say in avivid, entertainingway, the bonus
will be even higher. Therole-playing modifier assuresthat players
cannot rely solely on dicerolls to get them through.




Ars Magica

Talents

Abilities Lig

Skills

Arcane Talents Arcane Skills
Finesse Certamen
Penetration Parma Magica
Awareness Taents Forester Skills
Alertness Animal Handling
Scan Survival
Search Track
Exceptional Talents Mental Skills
Alchemy Concentration
Animal Ken Meditation
Contortions
Direction Sense Performance Skills
Empathy Acting
EnchantingMusic Storytelling
Entrancement Jongleur
Healer Sing
Hex Play (Specific Instrument)
Magic Sensitivity
Mimicry Physical Skills
PerfectBalance Brawl
Premonitions Ride
ReadLips Swim
Second Sight
Sense Holiness & Unholiness Rogue Skills
Visions Forgery
Weather Sense Legerdemain
) Pick Locks
Physical Talents Stedlth
Athletics
Climb Social Skills
Dodge Diplomacy
) Drinking
Social Talents Intimidation
Charisma Intrigue
Charm Leadership
Guile
Folk Ken Weapon Skills
Pretend (see description)
Subterfuge
Work Skills
Boating
Chirurgy

Craft (Specify)
Evaluate (Specific Items)
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Knowledges

Arcane Knowledges
Hermes History
Hermes Lore

Magic Theory

Casual Knowledges
(Area) Lore

Church Lore

Fagerie Lore

Fantastic Beast Lore
Legend Lore

Occult Lore

Speak (Specific Alphabet)

Formal Knowledges
Church Knowledge
Humanities

Medicine

Scribe (Specific Alphabet)
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Ability Descriptions

Abilitiesfall intothreebasictypes: talents, skills, and know! -
edges. Each of theseissubdivided into categoriessuch asArcane-
Talentsand Socia Skills. Thedifferencesbetweenthesecategories
arc described in the category headings.

Each descri ption showswhat actionstheability covers. Itisup
totheStoryguidetodeterminejust how hard asuccessful roll isto

Talents

Talentsarcuntrained,intuitiveabilities. They canbenegative,
andthereisnopenalty for attemptinganactionwithout theappro-
priate talent. They canonly be raised through direct experience,
usually gained on adventures.

Arcane Talents
Only magi can have these talents.

Finesse- Manipulating your spellsand performing special feats
withthem. Y ouwill havetomakerollswiththisability toplace
objectsdelicately withyour Unseen Arm, forexample. Itisalso
useful for targeting spellsand other such maneuversdescribed
in the Magic chapter. Specidties. grace, precision, any one
form (but not atechnique). (Per)

Penetration- Gettingyour spell through resistanceoffered by the
target. Addittothenumber you rolled tocast your spell when
comparingthat number tothetarget'sresistanceroll. Special-
tics: any one form or technique.

Awareness Talents

Alertness- Noticing something that you're not looking or listen-
ingfor. Useitwhenyou mightbesurprised by someonesneak-
ing up on you or when something interesting is happening that
you aren't yet awareof. Ittellsyou something's there, but does
not give the specific information that Scan does. Specialties:
bodyguarding, traps, ambushes. (Per)

Scan- Noticing thingsthat you arelooking or listening for. Used
to catch or identify faint sounds, to hear someone whispering
to you, or to see the riders approaching across the moor.
Specialties: keeping watch, quick scan, sea, woods. (Per)

Search- Looking for somethingin asmall area, such as trying to
find aringin acastle larder or searching for concealed doors,
objects, or even people. Specialties: inthedark, sounds, plants.
(Per)

Exceptional Talents

Y ou can have an exceptional talent only if you bought it as a
virtue. For the purposes of interacting with magic, some excep-
tional talentsaregiven techniques, forms, and Level equivalents.
When penetrating magicresistance, theL evel equivalentisused as
abonus on thedierall (see pp.66-67).

make and just what the result of one is. Descriptions aso list
sample specidties and (in parentheses) the characteristics most
often used with the abilities.

Fed freetoinvent your own abilities. Uniqueabilities, added
withtroupeapproval, makeacharacter distinct and hel p elucidate
their personality.

Alchemy- Creating potions, poisons, and elixirs, and therefining
of alchemical substances. You can make a potion as per the
rules for magi; your Lab total isInt + Alchemy. Alchemyis
especially suited for some purposes, so you get bonuses when
making certain types of potions: poisons +5, antidotes +4,
healing& health+3, transformations+2. Y oumay asowishto
indulge yourself in more esoteric pursuits, such as discovering
the secret of the philosophers' stone. Magi with Alchemy may
add it to the Lab total when creating potions, and they get the
bonuses described above (such as +5 for poisons) aswell. Spe-
ciaties: potionsrelated to any onetechnique, such as Perdo or
Muto. (Int)

Animal Ken- A profound empathy withanimalsthat allowsyou
to understand their motivations and feelings. Such empathy
engenders a solemn love and respect for animal s of all kinds.
By touching and speaking softly to a wild (but not violent)
animal androlling 12+, you cantameit to your touchwithina
matter of minutes. AddstoAnimal Handlingrolls. Specialties:
horses, wolves, falcons. (Int, Per)

Contortions- Add your scoretoany roll to break free of ahold or
restraint, squeeze into a small space, or get through a small
opening. Specidties: ropes, breaking people's holds, crawl,
squeeze. (Dex, Str)

Direction Sense- Y ou can determinewhich way isnorthonaroll
of 9+. Specidties: underground, in towns, in woods, at sea.
(Per)

Empathy- Y oucanintuitively understand theemotional needsof
othersand can therefore respond to them correctly. Add your
scoreto appropriate Com, Prs, and Folk Kenrolls. Specidties:
warriors, those in need, anger.

Enchanting Music- When you set your mind to it, you can
influence othersina specific way by trying to enchant them with
yourmusic. Afterasuccessful roll withamusical ability, such
asSingor Play Lute, makeastressroll with EnchantingMusic
+ Prsand comparetheresult to thefollowing chart to see how
well you affect the audience. The harder the effect, the higher
youmustroll. Foraspecific (asopposed togeneral) effect, you
must singwordsthat peoplecan understand. Y ou cancalmthe
grieving with tunes alone, but you need lyrics to convince the
peasants to rise up against the local lord. If you botch, you
inspirean unwanted emotion. Ifyou, theplayer, actually com-
pose and sing appropriatelyrics (and the result is somewhat
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pleasant), a positive role-playing modifier should certainly be
applied. (MuMe 25) Specidlties: love, anger, pride, sadness.
Roll Possible Effect
9 Cam someone who is upset

10 Rouse people in anger

11 Raise the morale of warriors

12 Winsomeoneslove

15 Inciteariot

17  Camawild animal

18 Touch awizard's heart

24 Winback asoul from
the Prince of Darkness

Entrancement- The power to control another's will. First you
must stare deeply into the other's eyesfor several seconds—
generally impossible in combat. Then you can command the
victim verbally to perform acertain task. At that point, roll a
die versusthetarget to seeif the command will be carried out.
You roll Prs + Entrancement vs. the victim's Stm roll. In
addition, thevictim getsabonus according to the command, as
rated by the Storyguide. (ReMe 40) Specialties: seduction,
domineering, with the prideful.

Command Example Bonus
Innocuous Talk to me +3
Questionable Meet mealoneat night +6
Dangerous Put away your weapons +9
Heinous Kill your fellows +12
Suicida Jump out thewindow  +15

Healer- Empathic understanding of how to aid the wounded, the
sick, and the suffering. Add your score to any roll to tend
wounds or disease, and to therecovery rolls of any whom you
tend regularly. You can also use it to calm the grieving, to
soothe pains, or to perform other similar actions. Specidlties:
disease, childbirth, broken bones. (Prs, Com, Dex)

Hex- Hexescanbringinjury or ruin to your enemies. You must
wish a specific calamity upon the person by cursing them
aloud, and the Storyguide (based on your roll) determineshow
much of it comestrue. Thefull extent of thehex will strikeyour
victim inaday toamonth. Protection of the Church or magic
might prevent a hex, but a hex can often bypass magic resis-
tanceby affectingthevictimindirectly. SometimestheChurch
punishes those whose curses are widely known to have come
to pass. Specidlties. revenge, fear, crops, children. (PeMe,
PcCo, PcAn, etc. 20)

Hex Roll
Cause acalf to be born with only three legs 9
Bringadebilitatingillnesstoafamily member 15

Cause thevictim to bekilled in a strangeaccident 21
Magic Sensitivity- Fedlingtheauraof magictoidentify aplaceor
object as magical. A roll of 9+ lets you sense magic in the
general area, and aroll of 15+ letsyou pinpointitonacertain
object. Becauseyou are sensitive to magic, you must subtract
your score from all natural and magic resistancerolls. Special-
ties: any one specifictechniqueor form. (Per)

Mimicry- Mimicking others' voices as well as animal sounds.
Mimicry isfar from perfect, and you will have to make good
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rolls (usually 9+) to mimic a specific person's voice convinc-
ingly. Specialties: wolf howl, specific persons, soundsof pain.
(Com)

Perfect Balance- Keeping your balance, especialy on narrow
ledges or tightropes. Add your score to any roll to avoid
falling, tripping, etc. Specialties: ropes, ledges, high winds.

Premonitions- Sensingdanger intuitively, havingthefeeling that
something iswrong or likely to go wrong soon. For example,
aroll of 12+letsyou anticipatean ambush the round beforeit
issprung. Specialties: cities, forest, caverns, natural disasters,
intentional ambush. (Per)

Read Lips- You havethelimited,self-taught ability toreadlips. It
isfar from perfect, and you will get many wordsconfused; but
itisvital toadeaf, illiteratepersonwhowantstocommunicate,
and extremely handy for athief. A roll of 9+ letsyou catchthe
gist of a person's speech through lip-reading. Specialties: con-
versations, whispers, speeches. (Per)

Second Sight- Seeing ghosts, demons, and other invisible spirits,
usually on rolls of 9+. Specidlties: ghosts, demons, at night,
whileconcentrating. (Per)

Sense Holiness & Unholiness- Feeling the aurasof good and evil.
A roll of 12+ letsyou sense holiness or unholinessin a general
areq, and 18+ letsyou senseit in aperson or object. If youroll
20+ inaholy area, you feel safeand at peace, probably losing
interestinpreviousconcerns. If youroll 20+inaninfernal area,
you are paralyzed withfright. Specialties: people, objects, holy
places, unholy places. (Per)

Visions- Receiving visions related to emotionally or magically
laden events. Whenever it isappropriate to the story and the
setting, the Storyguide can have you make aroll to seeif you
have a vision. Roll a stress die and add the level of the magic
aurg; you haveaVisionif youroll 12+. The Storyguide must
make up the vision, which could be of the past, of a possible
future, or of arelated but distantevent. Usually thevisionsare
symbolic or confusing. Interpreting the vision correctly re-
quires an Int + Visionsroll of 9+ (which the Storyguide may
make secretly). Visions usually come to you at quiet times
when you are in a place connected with a powerful emotional
or magical event, such as the site of a patricide or diabolic
sacrifice. Specidlties. past, future, over adistance, grief, death.

Weather Sense- On a roll of 9+, you can sense what the weather
will be like the next day, or less if the weather is rapidly
changing. Specidlties: storms, sea, temperature. (Per)

Physical Talents

Athletics- General athletic prowess, not as specialized as modern
athletics. Itincludes moving smoothly and confidently, with
grace, and improves most gross body movements. Specidties:
grace, jump, long distance run, sprint. (Stm, Dex, Qik)

Climb- Climbingall manner of difficult surfaces, including trees,
cliffs, mountainsides, and walls. Specialized equi pmentisnec-
essary for moredifficultclimbs. A botchusually meansafall.
(See falling rules in the Combat chapter.) Specidties: cliffs,
trees, walls. (Dex, Str)

Dodge- Getting out of the way of attacks and other dangers. Add
your Dodge + Qik - Enc to obtain your Defense total (see the
Combat chapter). Specidties: reaction to surprise attack, vs.
one type of attack (thrown, thrusting, unarmed, etc.)
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Social Talents

Socid talents arc closdly tied to your personality and to apti-
tudes you developed when you were very young, so it is nearly
impossibleduring play togainascorein asocia talent that you did
not choose as a beginning ability. You may, through experience,
raise the socia talents you already have like any other talents.

Charisma- Possession of a certain indelible force of presence,
which causes people to trust you and want to follow you. It
works on audiences and groups of people the way Charm
worksonindividuals. Specidties. demagoguery, war, politics,
inspirational, religion. (Prs)

Charm- Enticing, fascinating, and endearing others to you, but
only on a personal basis. It can be used to win someone over
to you emotionally, especially those of the opposite sex. Itis
more afacet of your charming personality than an overt ma-
nipulationof others. Specidties: love; firstimpressions; being
brash, dy, or witty. (Prs)

Guile- Telling convincing lies. If you understand the person you
arelyingto (such asby a Per + Folk Kenroll of 10+), you may
gainabonusto your Guileroll. Specidties: lyingto authority,
elaborate lies, quick lies. (Com, Per)

Skills

Skills are trained or possibly self-taught abilities. You can
increase them through training or direct experience. If you try
something covered by a skill that you lack, you suffer a penalty.
Forrelatively commonskills, suchasSwim, your penalty isonly an
extra botch roll or two. For more refined skills, such as lock
picking, your penalty canbeashighas-8.

Arcane SKkills

Only magi may have these skills.

Certamen- Fighting magic duels. Y our score addstoyour rollsin
Certamen. (SeetheMagic chapter for details.) Speciaties: any
oneform or technique. (Int)

Parma Magica- Performing a magic ritual to protect you from
magic. Once performed, theritual lets you add 5 times your
score to magic resistance rolls until sunrise or sunset, which-
ever comes first. You may also protect one other person for
each point in your score, but your score is effectively 3 points
lower when protecting another person (so you need a score of
4+todoanygoodatall). Youmay cancel theeffect of theritual
at will, whether it was performed on another or on yourself.
Specidties. protection from any one form or technique.

Forester Skills

Animal Handling- Handling and use of animals, including rais-
ing them, tending them, grooming them, and dealing with
their medical problems. Specidties: falcons, dogs, horses,
veterinary. (Int, Per)

Survival- Finding food, water, shelter, adirect route, and relative
safety inthe wilderness, avery dangerousand "wild" placein
theMiddle Ages. It coverssuch mundanetasksaslightinga
fire (without matches) and cooking food without implements.
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Folk Ken- Understanding the motives, background, and person-
ality of another person. Predictionsof aperson'sactions, when
possible, are never, ever certain. The Storyguide should se-
cretly roll adiewhen thisability isused. A "0' meansthat it
fails, despiteyour roll. Thiskind of uncertainty keepsplayers
ontheir toes. Specidties: peasants, townfolk, nobles, clergy,
wizards, the opposite sex. (Int, Per)

Pretend- Feigningan emotion, abelief, oracertainframeof mind.
This ability is similar to Acting because you are pretending to
be that which you are not, but unlike Acting, you are not pre-
tending that you are someone other than yourself. Specialties:
tears, anger, friendliness, passion. (Com)

Subterfuge- Subtly getting the upper hand inyour relationswith
others. Subterfugeis figuring out the motivations and tem-
perament of others and then manipulating them to gain advan-
tage. Itisnever simply lying, butisrather aclever rendering
of certain selected truths chosen because of their biasin your
favor. Subterfuge can beused tojustify conduct, to escapethe
full force of an argument, or to evade condemnation or cen-
sure. Becauseitissuchatricky and fickleart, alwaysmakean
extra botch roll. Specidties: bluff, cgjole, whine, con, argu-
ments. (Prs, Com, Per)

Specialties: woodlands, grasslands, mountains, | eadinggroups.
(Per, Int)

Track- Following and identifying the tracks of creatures and
beasts of all varieties. Also covering your own tracks or never
leaving any in the first place. Specialties: woodlands, moun-
tains, swamps, tracking humans, hiding tracks. (Per)

Mental Skills

Concentration- Focusing your mental faculties on onetask, espe-
ciallyforextended periodsof time. Ifyouareattemptingafeat
that demands your extended attention, especially if you have
justfailed thefeat and aretryingagain, the Storyguide can call
for aConcentrationroll beforeyou can makethe attempt. The
eese factor increases on subsequent attempts. This skill is es
pecialy important for magi because it helps them maintain
concentration on a spell despite distractions. Specidlties. ig-
noring pain, ignoring sounds, concentrating for long periods.
(Stm, Int)

Meditation- Focusing on your mind and ignoring outside influ-
ences. It's helpful for recovering from fatigue, for certain
magical activities, and for praying. Specidties. prayer, com-
posing your thoughts, resting the body, controlling emotions.
(Int)

Performance SKkills

Acting- Playingarolebefore anaudience. Acting incorporates the
ability to mimic gesturesand accents, and allows you tochange
your apparent personality to create a believable character.
Often as useful off stage as on. Specidties. improvisation,
tragedy, soaring passions, a specific role. (Com, Prs)
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Storytelling- Choosing an appropriate story from your repertoire
(which grows with your score) and telling it well. Masters of
theart cantell storiesfor weekswithout repeating themselves.
Specialties: poems, romances, tributes, improvisation. (Com)

Jongleur- Covers the skills it takes to be the professional, all-
purpose entertai ner and minstrel of the Middle Ages, thejon-
gleur. Includes juggling, showy acrobatics, and slapstick
humor. Jongleurs can be found both in the marketplace and
noble courts—someeven frequent the homes of theimmortal
wizards. This sort of amusement is often very coarse. The
troubadours supply the more serious, poetic, and musical
entertainments. Specialties: antics, jesting, pranks, juggling.
(Com,Dex)

Sing- Singingwell, and knowingarepertoire of songs. Everyone
can sing, but this skill indicates a level of competence that
allowsotherstoenjoy listeningtoit. Specialties: solo, choral,
ballads, lullabies, war songs. (Com)

Play (Specific Instrument)- Performingon acertaininstrument
and familiarity with arepertoire of music appropriate to it.
Specialties: solos, group, improvisational, vast repertoire.
(Dex, Com)

Physical Skills

Brawl- Fighting unarmed and with casual weapons such asjugs
and chair legs. Itincludespunching, kicking, grappling, throt-
tling, throwing, gouging, and biting. See Brawling in the
Combat chapter. Specialties: tackling, pinning & holding,
punching, ambushing. Grog base score: 1.

Ride- Ridingand controlling ahorse, especially under stress. Spe-
cialties: performance, speed, inbattle. (Dex, Str)

Swim- A refinement of the skill most folk already have. Special-
ties: rough water, diving, swimming deep, long distance,
underwater. (Dex)

RogueSKkills

Forgery- Forging documents and wax seals. The ability to scribe
helpsbut isnot always arequirement. A roll of 12+ would | et
you forgeamissive from aBaron tooneof hisloyal vassalsif
you had a sample of one of hisletters. Specialties: ecclesias-
tical documents, signatures, wax seals.

Legerdemain- Sleight of hand and a mind oriented towards dis-
covering ready sources of income. It requires adelicate grace
and dexterity and great hand-eye coordination. It is usually
the province of petty thieves, who often have ahand cut off for
their troubles. Legerdemain includes filching things from
market stalls and cutting purses, as well as simple, "magical”
trickery — often used in confidence games, such as the shell
game, to raise money from the credul ous folk who play them.
Stealingisusual ly atricky task, sovictimsoftengeta+2totheir
Per + Legerdemain rolls to catch you. Specidties: filch, pick
pockets, prestidigitation. (Dex, Qik)

Pick Locks- Opening locks without the convenience of akey, and
usually without the permission of theowner. Certainlocksare
so intricate that a minimum skill level is required even to
attempt to open them, but these locks are very rare. Medieval
locks are much larger, bulkier, and simpler than their modern
counterparts. Specialties: traps, speed, in darkness. (Dex)

Stealth- Sneaking about without being seen or heard. It includes
following peoplewithouttheir noticingyou. Thisskill may be
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judged according to an ease factor, or may be rolled against
another person's Perception roll. Specialties: hide, sneak, tail,
forest, towns. (Dex)

Social Skills

Diplomacy- Negotiating successfully and getting along with
other peoplewithout puttingonan act, overt manipulation, or
letting your own desiresfall tothewayside. It isknowledge of
the informal rules of give and take, as well as the official,
cultural rules of conduct and politeness. Because of thevalue
of aplayer'sactionsand speechin Diplomacy, alwaystry touse
the role-playing modifier. Specidties: negotiation, politics,
etiquette, tact. (Com)

Drinking- Drinking prodigiousamounts of al cohol without pass-
ing out, afamiliarity with expected and acceptable drinking
behavior, aswell as enjoying drinking without hurting your-
self. Withthisskill, apersonisabletohavefuninatavern, even
inoneof adifferentculture. A roll canbe madeto seehow small
apenalty isgiven to a character who has been drinking. Spe-
cialties: guzzle, drinking songs, vulgarity, keeping your head
about you. (Stm, Com)

Intimidation- Inspiring fear in othersand scaring them into sub-
mission, manipulating their own fears and weaknesses to use
as weapons against them. (Folk Ken may be of help in many
complimentary rolls). Specialties: overt, subtle, threats, vio-
lence, intellectual. (Prs, Str, and evenInt).

Intrigue- Dealing and plotting, including subtle use of power in
non-confrontational waystoachieveyour ownends. Itisalso
the ability to pick up important facts about those in power,
separating it from the endless amounts of false and useless
gossip that always exists. It is a vital talent for those who
frequent themselves at a King's or Earl's court, or even at
Hermestribunals. Specialties: gossip, plotting, rumormonger-
ing, alliances. (Prs, Com, Per)

Leadership- Getting people to obey your orders and to follow
your lead. With a successful Leadership roll, you may add
your score asamodifier to another's appropriate personality
trait rolls. For instance, you could encourage the grogs to be
brave or cautious. Specidlties: giving orders, engendering
loyalty, combat, inspiringbravery. (Prs)

Weapon Skills

When you choose a weapon skill, you pick a specific weapon.
Y ou must choose attack and parry skills separately. Y ou cannot
have parry scores with throwing weapons or missile weapons.
The Storyguide may allow you to use this skill at a small penalty
when you wield a weapon similar to the one with which you are
trained. Inasingleround, you cannot both attack and parry with
a single, one-handed weapon, but you can with a two-handed
weapon.

The use of weapon skillsis explained in the Combat chapter.

Melee Specidties: charging, tournaments, bodyguarding, fight-
ingbeasts, formationfighting, wild melees, nightfighting. Missile
Specialties. tournaments, moving target, still target, rapid fire.

Work SKkills

Boating- Handling small watercraft of all types, vital for most
fishing. Specialties: directingothers, handling storms, repairs.
(Dex)
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Chirurgy [KyRURje€]- Thisskillissurgery, MiddleAgesstyle. It
encompasses tending and binding woundsof all varieties, and
therather brutal, though necessary skill of cauterization. Y ou
can use this ability to help othersrecover from wounds. (See
Wounds in the Combat chapter.) Cauterization is necessary
any timeyou havefailed, by normal means, to stop theflow of
blood and have afireand the proper implements. Y ou must
roll for cauterizationand maketwoextrabotchrollsifyouroll
a0. A personskilledinchirurgyiscalled achirurgeon. Because
the Church prohibits touching corpsesand blood, chirurgeons
are looked down on, and many of them are non-Christians.
Still, even good Christiansfind them useful. Specialties: bind
wounds, cauterization, diagnose, set bones, poison. (Int, Dex)

Craft (Specify)- A general termfor countlessunrelated skills, all
dealingwithhandiwork of sometype. Chooseacraftfromthis

Knowledges

Knowledgesareabilitiesthat requireapplicationof themind,
not the body, so they almost alwaysuse I ntasamodifier. Many
knowledges that 20th century people take for granted, such as
counting and reading, are not common among medieval folk.

Y ouusually usestressrollsfor knowledges, evenwhenyouare
not under stress. The variability of the stressroll simulates the
variability of thefactsyou know. Itispossiblefor someonewith
limited knowledge to know little-known facts and for someone
with lotsof knowledgeto missafew bits of information.

Arcane Knowledges

Only magi, and companions with the virtue of Arcane Lore,
can have these knowledges. They can all be increased through
study. If you have no scoreinamagical knowledge, you cannot
attempt to do something covered by that knowledge.

Hermes History- Knowledge of the Order's history, includingits
founders, major tomes, houses, and pre-Hermeticroots. Expe-
rience is obtained only through study. Specidties. tomes,
houses, legal processes. Magus base score: 2.

HermesLore- Knowledge concerningthe mystical Order of Her-
mes. Itincludesthegeneral history of the Order of Hermes; the
local, unofficial history of themagi inyour specific region; the
intrigues and goings on among the members of the Order of
Hermesin your area; and ageneral idea of how the Order of
Hermesfunctionsasan organization, includingitsrules, hier-
archy, andformal traditions. Y oucanget 1 experiencepointfor
participatinginarelevant activity, suchasatribunal. Specia-
ties: history, politics. Magus base score: 2.

Magic Theory- Knowledge of what magic is and how it works,
used primarily for working in the laboratory. Y ou can some-
timesgai nexperiencethrough experimentation (ssetheMagic
chapter). Specidlties. potions, enchanting items, inventing
spells. Magus base scorer 5.

Casual Knowledges

These can be studied, but one can a'so pick them up through
throughdirect experience, about 1 experiencepointforamonthof
exposureorfor participationinasignificantevent, suchasafaerie
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list, or make up your own: baking, blacksmithing, bowyery,
carpentry, chandlery, clothiery, cooperage, engineering, em-
bal ming, fishing, glassworking, goldsmithing, hide-working,
jewel-working, |eather-crafting, locksmithing, masonry, mill-
ery, portrait painting, perfumery, pottery, sculpting, sil-
versmithing, shipbuilding, smelting, woodcrafting, weaponry,
winemaking. Specialties: appropriateforthecraft. (Int, Dex)

Evaluate (Specific Items)- Knowledge of the general worth of a
certain class of items and an ability to figure the worth of an
iteminthat category. Y ou may evaluateitemsof other catego-
ries with a -3 penalty. Some common categories are Arms &
Armor, Artwork, Foodstuffs, Machines, Animals, and Cloth-
ing. Specialties: appropriateonesfor thecategory chosen. (Int,
Per)

party. If youdon't haveacasual knowledge, you canstill makea
roll, but with apenalty of -3 to -10.

(Area) Lore- Knowledge specific to one particular region, city,
covenant, or village. Includesknowledge of wherethingsare
located in the immediate area (deer trails, good fishing holes,
the "hanging oak"), of its history and legends (the saga of the
local hero Dedrathe Red), and of thecentersof power and their
organization in the region ("Sir Tarbil holds the real power
herel™). Specidties: geography, history, politics, personalities.

Church Lore- Knowledge of Christianity, especially as expressed
locally, including church politics. Specialties: saints, clergy,
history, corruption.

FaerieL ore- Familiarity withtheenigmaticfaeries, partial know! -
edge of some of their powers and weaknesses, and under-
standing (understanding?) of their needs and motivations.
Even with this knowledge, categorizing the faeries neatly or
making sense of their behavior isdifficult. Specidties: faerie
forests, the unseelie court, faeriemounds, faeriefestivals.

FantasticBeast Lore- Familiarity withthemagical creaturesof the
world, such asdragons, unicorns, ogres, and so on. Specialties:
racesof Cain, dragonkind, weaknesses, motivations, habitat.

Legend Lore- Familiarity with legends and folklore, some of
which may even betrue. Usethislorewhenyou aretryingto
remember information about some mythical place, beast, or
hero. It can often givevital insightsinto the weaknesses of a
monster or the location of a mystic oak. Specialties. beasts,
heroes, fagries, aparticul ar place.

Occult Lore- Anunderstanding of the sinister side of theworld,
of itsdarker aspects. It includes knowledge of demons, their
habits, and their weaknesses; of theundead and their habits; or
of the sinister powers of curses. Specidties. demons, undead,
CUrses.

Speak (Specific Language)- Actually speaking a particular
language. Y our language scoreisnot usually used asadieroll
modifier. Instead, it servesasagenera measureof your ability
tocommunicate. When two peopleattempt to use alanguage,
thelower ability level countsto seehow well they can get their
ideasacross. Specidties. dang, expansivevocabulary, colorful
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phrases. Base scores. grog 4 (own language), companion 5
(own language), magus 4 (own language) and 5 (L atin).
Score Fluency
1 Basic ideas only
Basic ideas with grammar
Functional, but difficult
Functional, but with lapses
Fluent

o O~ WDN

Impressive, worth listening to
7+ Perfectclarity & understanding

Formal Knowledges

Formal knowledges are available only to magi and to compan-
ions with the virtue Educated. If you have no score in aformal
knowledge, you cannot attempt to do something covered by that
knowledge. They canbetrained or studied, but cannot belearned
through direct experience.

Church Knowledge- Knowledge of orthodox religiousteachings
and interpretations, of the history of the Church, its inner
workings and hierarchy (essential for working within it and
manipulating it toone'sowndesires), of theimportant texts of
the Church and how to interpret them, of heresy against the
Church (and of the Church's methods to contain, restrain, and
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punish it), and of the church's underlying theology and the
ability to debate on the subject. Specialties: doctrine, history,
politics, exegesis, heresy, theology.

Humanities- Familiarity with all the branches of higher learning,

including theclassics. Most arerare L atin copiesand, thanks
tothe Arabs, some Greek texts. Specidlties: arts, science, phi-
losophy.

Medicine- Theart of healing at alevel not commonly found in

medieval society. Includes knowledge of the structure and
functions of the human body (the study of which the Church
punishes by burning), the use of elixirsand herbs in healing
(which canaid amagusin obtaining material sfor potionsand
other laboratory procedures), and thediagnosis and treatment
of disease. Some wounds and diseases can only be cured by a
person knowledgeablein the art of medicine. The knowledge
of medicine may give you a bonus on Chirurgy rolls because
you know better salvesand ointmentsto apply to thewounds.
Specidlties: anatomy, apothecary, physicianry.

Scribe(SpecificAlphabet)- Readingandwritingaspecifical pha-

bet. InWestern Europe, L atin serves asthe common al phabet
forall civilized languages. Note: IntheMiddle Ages, reading
silently is unheard of and is thought to be impossible for
normal mortals, if itisconsidered at all. If you have a score of
6+ in Scribe, you have theoption of deciding that you canread
silently. Also, peopleusually read standing up, with the book
onareading stand. Magusbase scorein Latin: 3.

Ability Activities Table

Thistable givesyou some standardsby whichtorate the ease factorsfor variousactivities. Someactivities
require straight easefactors, while others must be compared to theindicated roll, to be madeby theother

characterinvolved.

Task

Break open a wooden door

Track a person through woods for one day
Identify amajor demon

Know lore about major demon

Stand guard all night

Makeagood first impression
Persuade a neutral person to help you
Tell aconvincinglie

Sneak up within two feet of someone
Hidein thick covering

Leap to safety astrap door fallsaway
Judge a sword-wielder's skill

Identify distant covenant by insignia

Identify general effect of spell that a
wizard iscasting

Runningleap of 10feet

Modifiers Ease Factor
Str + Size 9+

Per + Track 9+

Int + Occult Lore 12+

Int + Occult Lore 18+

Sm 3+
Prs+Charm 8+
Com+Charm 7+
Com+Guile Per + Guile
Dex + Stedlth Per + Alertness +5
Dex + Stedth +3 Per + Scan
Qik - Enc + Athletics 9+

Per + Sword Atk 6+

Int + Hermes Lore o+

Per + Magic Theory 6+

Str + Atheltics- Size- Load 6+



Thestorm cloudsroiled on the horizon. Peering

intently down thetrail, Torlen shifted hisweight uneasily. Lucienne

and Pol had been due back from seeing the jongleurs hours before, and

it was going to be a treacherous night to travel. The first drops of rain

started to fall, tracing cool rivers down Torlen's face. He hoped nothing

had happend to them. Thenhespied Pol and Lucienne. They werehurrying

up the path toward the covenant, laughing and giggling, heads bent forward
in an attempt to avoid the rainfall.

But something was behind them, ablack menace sitting in the shadows of
thetrees. Torlen'sbreath caught in histhroat. Out of the woods, galloping towards
Lucienne and Pol, was aknight. Armored from head to foot in ornate black armor,
astride hisblack destrier, he converged on the pair. His lance glowed with an unholy
light as lightning ran up and down its length.

"The Stormrider," thought Torlen. The villages to the east had been alive with

; stories of his maraudings. With a cry of warningto Lucienne and Pol, Torlen raced down
Vals . the hill to intercept the rider.

oy Pol turn to face the charging demonspawn, pushing Lucienne off to one side. But

fto the ground, a crumpled heap. Turning his mount sharply, the black warrior swiveled his
0l |anceto get abearing on the now cowering Lucienne. Indesperation, Torlen hurled hisspear.
! Torlen's forward momentum threw him off balance and he tumbled down the slope. An
unearthly shriek told himthat he had found hismark. Rollingtohisfeet, Torlen
stared defiantly at the Stormrider. For an instant they glared at one
another, then the dark knight turned his horse and galloped off,
pulling Torlen's bloodied spear from hisarm and flinging it to
the earth.
L ucienne crouched over Pol'sbody. Her sobs reached
Torlen as he approached slowly. Puttingahand on her shoul -
der, hiswords of comfort rang hollow, shewasyoung and did
yet understand  death.
"Pol knew that he might die defending the cove-
nant. Hewould want..."
"Someday I'll finish the job you started." Lucienne
said. "He'll pay for what he did."
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Combat

ombat isafocus of most role-playing systems. Itisa
‘ time of teamwork and excitement, and provides a
chancetoachieveadefinitivevictory. Eachbattleisa
story initsownright, with itsownheroes, villains, and
plot. Therefore the basis of our combat system is
"narrative combat,” which emphasizes role-playing over war-
gaming-stylemechanics. When playingabattleout, usetherules
to strike abal ance between the combat as a contest to be won and
combat as a scene in the ongoing plot. It is easy to stage a no-
nonsense, gung-ho battle, but to truly experience its drama and
excitementismuchmorestimulating.

The Storyguidecontrolsthebattle, rulingonwhogetstoattack
whenand where, aswell taking therole of non-player combatants.
Whenyou runacombat, play itby ear: Ditchtheruleswhenthey
getintheway. Useminiaturesonly aslongasplayerscontinueto
imagine the setting of the melee; their imagination should go

Battles

Combat Sequence

There arefive stages to each combat round, and they must be
coordinated for abattletorunsmoothly and quickly. Thesestages
areBetweenTime, Movement, Missiles, Meleg, andMagic. (These
phasesare described for your convenience, and you can usethem
very casualy if they are not needed.)

I. Between Time

Atthestart of thecombat round, you and theother playerstake
care of certai naspectsof thebattle, includingbookkeeping and any
rolls that come at the ends or beginnings of rounds.

The Storyguide asksfor declarations of actionsfor thecoming
round, in order to better coordinate the actions of the combatants.
These declarations force players to decide quickly what their
characterswill do, and makesit easier to structure the confusion
and chaosthat abattle often becomes. At thistime, al characters
who switch from one physically demanding action to another,
such as from fighting one opponent to fighting a different one,
must make Fatigue rolls of 6+ or drop afatiguelevel.

II.Movement

At this time, each of the characters may move. The most
commonformof movementincombatishustling, movingquickly
but dowly enough to keep an eye on what is happening around
you (and beneath you, so you won't fall). Y ou can move up to 12
paces (yards) per round while hustling, or less if on broken

beyond the battle map. Work especially hard at helping the
players properly visualize the scene. If you do so from the start,
and everyone listens, you will avoid much confusion: "Wait a
minute, | never knew there was a cliff therel” Read afew novels
and see how they describe a fight; borrow a few adjectives. Try to
imagineexcitingand varied settingsfor battles, and figureout how
they will affect themelee. Battleisatimeof peak emotions, sotry
toelicit every last scrap of excitement and agony.

Theunit of timein combat iscalled around. A combat round
is usually about 6 seconds, but it can be up to 12 seconds if the
actionisvery slow (asinamethodical duel), or asshort as3 seconds
if the action is extremely fast (desperate grogs trying to break
through enemy ranks). When in doubt, figure that a round is
enough timefor each character to perform onequick action, such
asanattempt toconnect withasword or dash to another part of the
battle— enough time to do something interesting.

ground, inthedark, etc. Walking cautiously movesyou 6 paces per
round. Anall-out sprint, inastraightline, onaflat surface, takes
you pacesequal to30 + Qik + Athletics- Load - Wound or Fatigue
penalties.

Notethatif youchargetoattack someone, it will usually mean
that you must makea Fatigueroll because you aregoing from one
strenuous activity (running) to another (fighting). If you do not
want to make a Fatigue roll, you can stroll across the battlefield
instead of running, but in that case you must take at least one round
without attackingor running.

II1. Missiles

Inany given combat round, all missilesthat wereready tofire
do so before other melee takes place. If your crossbow isloaded
and aimed, all you need todoisreleasethebolt. If you havetoaim
or load the weapon, your shot goes after the Melee, in the Magic
phase.

For most missiles, rate of firewill be once per round, but the
ratecan vary depending on your weapon and skill. Total theRate
listed for the weapon + your skill with the weapon + Qik - Enc.
Compare thisnumber to the Missile Rate Tabl e to determine your
rateof fire. If you canfiretwiceper round, you can chooseanother
target after you fireinthe Missile phase. When the Magic phase
comes, you fireat that target.

When you fireamissile, the Storyguideratesthedifficulty of
the shot and decides the ease factor. Sample ease factors are given
onthe MissileFireTable. You thenroll toattack, whichisastress
die+Attack Bonus+ Skill + Per. TheAttack Bonusislistedonthe
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Combat Sequence Chart

1. BetweenTime

2. Movement

3. Missiles

4. Meee
Firststrikevs. First strike
Attack vsDefense
Damage vs Soak

5. Magic and 2nd Missiles

Missile Weapon Chart later in thischapter. If your total at least
equalstheeasefactor, you have scored ahit. If o, roll for damage,
asimpledie plusthe Damage Bonuslisted for the weapon. (Skill
and Str do not apply.) Thetarget will try to soak the damage, as
explainedin theinsert about the Six Basic Combat Rolls.

If you try to dodge an archer's arrows, thearcher's ease factor
is doubled. To dodge arrows, you must be doing nothing but
watching for the arrows, you must have room to dodge, and you
must make a Dodge roll of 3+. If you hide behind a shield, the
archer's ease factor increasesby the shield's protection val ue (the
number that is usually added to your Def). Additionally, the
target's Sizeisnormally subtracted from the archer's ease factor.

In order to have your missile weapon ready to fire at the
beginning of thenext round, you must spend therest of the current
round loading, selecting a target, and aiming. After loading,
during the next Between Time, you must state your target for the
cominground. If youdo not stateyour next target, or if that target
is no longer availableat the start of the next round, you will have
to wait until theend of the round (the Magic phase) tofire.

If you spend an entire round aiming your missile weapon
(givingupanopportunitytofirethatround),add +3toyour Attack
roll.

Some possible botches for missile fire are listed in the Botch
section of thischapter. If your Attack roll exceeds the ease factor
by at least 10 points, you may hit acertain spot on the target, with
the Storyguide determining any special results.

MissleRateTable

Rate Total Shots/Round Difficulty - Ease Factor
i Free Shot -
li%t;)) ig 5; Automatic Hit
9100 12 Simple Shot-6+
+1t0+10 1 Fosy Shot- 8¢
+11 or better 2/1

Medium Shot-12+

Hard Shot -15+

Very Hard Shot-21+
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IV. Melee

After the ready missiles have been released, the main part of
the round comes. melee.

Because combat can be complicated, the Storyguide should
dividelargebattlesup into small unitsand resolveeach sub-melee
separately in eachround. A sub-melee is one whose outcome for
theround isnot aff ected by the actionsof any other characters. If
you arefighting azombiewhiletherest of your party isotherwise
occupied, you and the zombieare one sub-melee. Thefaster of you
(hopefully that's you, not the zombie) strikes first, and then the
other returns the favor. This sequence should be played out by
itself, rather than having playersinvolved inother battlesrolling
their dice between your strike and the zombi€'s response, and
confusing matterstonoend. If amagusinyour party iscasting a
spell to decompose the zombie, then that magus becomes part of
your submel ee, becausethe effectsof that spell areimportanttothe
outcome of your battle this round.

First Strike- To determine who makes the first blow in a
submelee, First Strikeisrolled for each combatant. Roll astressdie
and add your 14 total for that weapon (Qik + Weapon Speed +
Skill - Enc). The highest roller goesfirst, followed by the second
highest, and so on. Uninterrupted combat continues in the same
order asthat decided in thefirst round. You usually roll for first
strike only when you first close with your opponent. Slow, me-
thodical, one-on-one duels may warrant first strike rolls every
round; but because thisslowsdown combat substantially, itisnot
a good ideato roll first strike every round in most combat situ-
ations. If thereareties with thefirst strike, the blows are simulta-
neous, and the weapons used to attack cannot be used to parry as
well; roll for first strikeagain next round to resolvethetie.

If you exceed your opponent's First Strike roll by 10+, then
your opponent cannot strikethisround. Roll againfor First Strike
next round and each round thereafter until your opponent man-
ages to get a counter-swing. Then continue the melee as normal.
Generally, you will prevent your opponent from striking back
when you are very quick, your weapon is very long, or your
opponent is very encumbered.

Rolling to Hit- When you strike at an opponent, make your
Attack roll, astressdie plusyour Attack total (whichislisted on

MissleFireTable

Example Conditions

you are standing over prone, non-moving target
point-blank range, slow or non-moving target

point -blank range, target moving

standing person, 20 to 50 paces

small or quickly moving target at point-blank range
moving human-size target at 20 to 50 paces

dodging target at 20 to 50 paces
tiny, quick target nearby, like abat
long range shot with long range weapon, such as a bow

long range shot with short range weapon, such asasling
target obscured by darkness, underbrush, dust
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ExceptionalBlowTable
Body Levels Lost Severity Example

One Minor Leg wound: movement hampered 6-10 Drop two body levels

Two Major Head: knocked unconscious 1115  Drop three body levels

Three or more Grave Arm: maimed or severed 1620  Drop four body levels
21-25  Drop fivebody levels
etc...

your character sheet) with that weapon (Dex + Attack Bonus +
skill). If youbeat your target'sDefenseroll, you have madeasolid
hit: roll fordamage. TheDefensetotal is(Parry Bonus+ Parry skill
- Size) or (Dodge + Qik - Enc - Size), depending on whether the
target is parrying or dodging. Some botches for Attack and
Defenserollsare described in the Botches section. |f you get a20+
on a successful Attack roll, you strikein avulnerable spot on the
target. Chooseageneral location: the head,alimb,thechest,or the
abdomen. The Soak roll only countsthearmor covering that part
of thebody. In addition, since you have struck a vulnerable spot,
you can haveagreater effect. Seethe Exceptional Blow Table.

Note: You cannot both attack and parry with a single one-
handed weaponin oneround. Y ou can attack with aone-handed
weapon and parry with another (such as a shield), or attack and
dodge. Y ou canbothattack and parry with atwo-handed weapon
inasingleround.

Damage- To determinedamage from asuccessful hit, roll a
simple die plus your Damage tota for the weapon (Weapon
Damage + Skill + Str); and if you exceed your opponent's Soak roll
(stress die + Armor Protection + Stm + Size), you have injured
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Damage Effects Chart
15 Drop one body level

your opponent, who losesone or morebody levels. (If your troupe
wishes you may have 1'sdoubleon thedamageroll. Thisalows
occasional exceptional damage.) A level islost for every 5 points
of damage sustained over the amount of your Soak roll. See the
Damage Table. If instead the defender's Soak roll matches or
excedes the damage, the defender might suffer bruisesand small
cuts, but nothing significant. Seethe section on Wounds for more
details. Typical and extraordinary botches for Soak rolls are de-
scribed in the Botches section.

Thrown Weapons- Thrown weapons are treated as melee
weapons, because they can be parried and are used close with the
enemy in hand to hand combat. Their low Attack Bonusesrepre-
sent the difficulty of hitting someone at a distance as opposed to
hittingsomeonedirectly infrontof you. The Storyguidemay wish
to rule that certain weapons might not be able to parry incoming
thrown weapons, thus reducing the target's Defense roll. For
instance, imagine parrying athrown knife with amorningstar.

The Six Basic Combat Rolls

First Strike (1st)- TheFirst Strikeroll of eachcombatantis
compared when they enter acombat, and the character with
the higher roll strikesfirst each round for the duration of the
fight with that opponent. If therollstie, the two strike each
other simultaneously and must make1lstrollseachround until
one of them gains the initiativeby rolling higher than the other.
That character, then, attacks first for the rest of the combat.
Y our First Strike total is Weapon Speed + Qik + Attack Skill
- Encumbrance. For missileweapons, usethe sametotal (with
Ratein place of Weapon Speed) to determineyour rateof fire
on the Missile Rate Table.

Attack (Atk)- TheAttack total representsyour ability to
connect withaweapon. Thetotal isaddedtoadieroll, and the
resultiscompared to thedefender's Defenseroll (seebelow).
If theAtkroll beatsthe Def roll, theattacker hasconnected and
may makeaDamageroll.

For melee and thrown weapons, the Atk total is Weapon
Attack Bonus + Dex + Attack Skill. For missile weapons, the
Atk total is Weapon Attack Bonus + Per + Attack Skill.

Defense (Def)- The Def total represents your ability to
avoid being struck. When you are attacked, roll aDef roll and
compare the number to the attacker's Atk roll. 1f your Def roll
a least matches the Atk roll, you have avoided the attack.

If you parry with a weapon or shield, your Def tota is
Weapon Parry Bonus+ Parry Skill - Size. If you Dodge, your
Def total isDodge + Qik - Size- Enc. You get no Defenseroll
against missile weapons.

Damage (Dam)- This total indicates how much damage
you do when your weapon connects. A Dam roll iscompared
to the Soak roll, and if the Dam roll ishigher, then the defender
loses body levels, representing wounds and possibly death.
For each five points (or fractionthereof) by which Dam exceeds
Soak, the defender drops onebody level.

The Dam bonus for meleeand thrown weaponsisWeapon
Damage + Attack Skill + Str. Missile weapons use only
Weapon Damage. The Dam roll istheonly combat roll thatis
made on asimpleroll instead of astressroll.

Soak- Thistotal representsyour ability towithstand damage
without being wounded beyond negligible cutsand bruises. If
your Soak roll at least matches the Dam roll, you do not drop
abody level. The Soak bonusis Armor Protection + Size + Stm.

Fatigue (Fat)- This total represents your ability to exert
yourself continuously without tiring. Whenever you switch
actions from one strenuous activity to another without taking
it easy for at least around, you must make a Fatigue roll of 6+
or lose afatiguelevel. Your Fatigue total is Stm - Enc.
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Fast Cast Spells- Fast cast spells are part of melee. If you are
casting a fast gpell, it takes effect immediately. See the Magic
chapter for more details.

V.Magic

After melee and fast spells are over, missiles that were not
fired in the first part of the round are resolved, followed by
formulaic spellsand normally cast spontaneousspells. Rulesfor
casting spellsarefound in theMagic chapter.

Miscellaneous Activity- Y ou might find yourself doing non-
combatant thingsduringacombat, suchaslooking fortheaxeyou
accidentally threw into the bushes or rummaging in your back-
pack for animportant magic component. The Storyguidemust de-
termine how long such activities take. One activity and roll per
round is a good standard, simply because it keeps players in-
volved intheactivity at hand. Normally you will haveto give up
your attack foraround todo anythingelse. Miscellaneousactivi-
tiesareusually taken care of in the round's M agic segment.

Botches

The basic combat rules tell the players who wins afight and
how much each side is wounded in the process, but they do not
takei ntoconsiderationallthedebilitating,life-threatening,anxi-
ety-provoking, and even humorous things that can happen on a
battlefield. Botches take these unpredictable possibilitiesinto
account.

Combat botches follow the same rules as normal botches,
though they tend to be moredangerous. Whenever youroll a0 for
acombat roll, you mustroll thedieagain. If youroll asecond 0, a
botch occursrelevant to theroll being made. Storyguidescan use
the standard botchesfrom the Combat Botch Suggestions, or they
caninvent botches appropriateto the specific circumstances. If
you are using Whimsy Cards, they can also be used to determine
interestingbotches.
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Exempli Gratia: Combat Stats

Thefollowing are Torlen'scombat statistics:

M ace (one-handed)
Ist= Speed+Skill+Qik-Enc= +2+3+0-2= +3
Atk= Atk Bonus+Skill+Dex= +3+3+0= +6
Dam= Weapon Dam+Skill+Str=+6+3+1= +10

DefenseTotal (parryingwithknight shield)
Def= Parry Bonus + Skill = +4+3= +7

Soak Total (with hauberk of ring mail)
Soak= Armor+Stm+Size= 7+1+0= +8

Fatigue
Fat=Stm-Enc=+7-2=-|

Brawling

Brawlingisfightingunarmedorwithcasual weapons. Itisnot
asdeadly asfighting with weapons, but it has several interesting
options. Whenbrawling, selectamaneuver, maketheAtkroll,and
then, if theattack roll succeeds, roll to seeif the maneuver itself
succeeds. First Strike total with a brawling maneuver is Qik +
Brawl-Enc. TheAtktotalisDex+Brawl. (Defisnormal .) Specific
rollsforthevariousmaneuversaregivenintheBrawling M aneu-
vers Table.

Striking is hitting your opponent in an attempt to cause
damage, possibly with the fist, knee, foot, etc. Y ou can increase
damage by using a cestus or other weapon, at the Storyguide's
option.

Brawlingdamageisdifferentfrom standarddamage. Thefirst
10 pointsby whichyou exceed your opponent's Soak roll causethe
lossof afatiguelevel instead of abody level. The next ten points
cause the loss of abody level as well. If your brawling damage
exceeds your opponent's Soak roll by 21 points or more, the
opponent is knocked unconscious.

Throwing is unbalancing and toppling your opponent while
remai ningstandingyourself.

Tackling is knocking an opponent down while falling down
yourself. If you takea running start before you tackle, you get a-
1 onyour Atk roll but a+4 onyour tackling roll.

Wrestling fora Weapon is grabbing your opponent's weapon
(or other object) and pullingitaway. If your Atk roll succeeds, you
have grabbed the weapon. Once you have grabbed the weapon,
you and your opponent must make the rolls indicated on the
BrawlingManeuversTabletogetitfreefromtheother. Y oumust
beat your opponent's roll by 5 points or more or you are still
struggling for control; roll once per round. 1f your opponent beats
your roll by 5 points or more, he has wrested his weapon away
again.

If the weapon you wish to grab does not have a long wooden
haft, you suffer a-5 penalty onyourinitial Atk roll tograbit. Itis
not suggested you try this maneuver with a bladed weapon.

Immobilizing is holding or pinning, making your opponent
unable to move, at least without getting injured.

Closing is coming close enough to an opponent that you can
usetherulesfor close fighting. Theindicated rall isfor closing; you
need not make an Atk roll. The round after you close, you will
begin closefighting.
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CombatBotchSuggestions

Following are some incidents that might occur during
combat, intended to give the Storyguide someideasandinfor-
mation with which to work. Severd botch effects may accom-
pany each other, especially with a double or triple botch.
Thesebotchesaretypical representativesof their type. Worse
fractures and bloodier wounds are always possible. The
Storyguide should use them as they are appropriate to the
story.

First Strike Botches

Standard First Strike Botch: Lost Control. NoO
attack thisround.
Over-extension. You pushed yourself alittletoofast and

far, and have left yourself wide open to attack, -5 to your
Defenseroll.

Lost Grip. Inyourhurrytostrikeablow, youlostyour grip
and threw your weapon.

Fall.

Attack Botches

Standard Attack Botch: Hit Wrong Target. Perhaps
afriend, the wrong enemy (the oneyou wanted asa hos-
tage), or a wagon.

Disoriented. Y oumust makeaPer roll of 9+ tounderstand
what isgoing on before continuing the fight. Roll each round
witha+2cumulativebonuseachroll. If youareattacked, you
know enough to defend yourself. Appropriate for night
battles, largemelees, andfightsinunfamiliar territory.

Fall or Knocked Down.

Hit Self. Roll damagebased only onthe Damage Bonusof
the weapon, not on your Str or Skill.

Movement Hampered. Y ou have hurt your foot or ankle
in the melee, so you will be at half speed until you receive a
week of rest.

Break Weapon.
Drop Weapon.

Defense Botches

Standard Defense Botch: Drop Shield or Parrying
Weapon. Fal down if unarmed.

Fall or Knocked Down.

Parrying Weapon Broken, Dropped, or Thrown.

Wrenched arm. Youdidn't parry that last blow quiteright,
and your arm was wrenched by the force of your opponent's
attack. Until you get a weeks rest, this arm isn't going to be
good for anything.

Wild Stumble. Y ou stumbl edinto someoned se'sweapon.
They losetheir attack and inflict normal damage onyou.

Soak Botches

Standard Soak Botch, Puncture Weapon: Bleeding
Wound. Every round of intense action or every five

rounds (thirty seconds) of rest, you will have to make a
Stmroll of 6+ or drop afatiguelevel. Onceyou drop to
unconsciousness, you will begin losing body levelsin-
stead of fatiguelevels. A Chirurgy roll of 6+ isrequired
tostopthebleeding. A particularly bad bleeding wound
requirescauterization.

Standard Soak Botch, Cutting Weapon: Leg Dis-
abled. You fall to the ground and can take no more
actionsthisround. Y ou can fight from theground on the
following rounds, but your 14, Atk, Dam, and Def rolls
suffer a-2 penalty. You are able to hobble unaided.

Standard Soak Botch, Smashing Weapon: Knocked
Down.
ArmDisabled.

Bone(s) Fractured. Brokenbonesneed medi cal attentionto
assure proper healing. Recovery takes weeks or monthsand
might leave the character unable to perform certain actions
freely.

Coma. You are knocked into profound unconsciousness.
Every week you must roll a stress Stm roll. If you roll a0
(without modifiers), you are dead. If you roll a9+, you have
awakened and are at "Heavy Wounds." Otherwise, your con-
dition hasworsened and you geta-1 onfurther rolls, cumul a-
tive. The penalties will not make it more likely that you die
each week, but they will make it less likely that you recover.
Y ourfriendswill havetoforcebrothdownyour throattokeep
youalive.

Concussion. You have been hit in the head. You need a
Stm roll of 6+ to retai n consciousness, and evenif you do, you
aredisoriented and weak. Y our mental abilities, coordination,
and perception areimpaired for days as you recover.

Eye Ruined- See Missing Limb or Organ (Eye) in the
Virtues & Raws section of the Character chapter for long-term
effects.

Instant Death- Yeah, well, that's life. Appropriate for
triplebotches.

Limb Maimed/Severed- Your limb will never recover
through normal means.

Movement Hampered.

Old Wound Opened- Anold wound of yours hasopened
up as aresult of the physical punishment you have just suf-
fered. Typically thismeansthewoundisnastier thannormal,
and it could resultin ableeding wound, aleg disabled, anarm
disabled, and so on.

Partially Blinded - A head wound causes blood to pour
into your eyes. Take -3 onall combat rollsexcept Soak.

Shock- Youfallintoshock fromthewound(s). Y ouwill not
be functional until you makea Stm roll of 9+, rolling once per
10 minutes. A person tendingyou canadd their Chirurgy score
toyour roll. If you botch thisroll, you die.

Stunned- Theblow hasknocked the sense out of you, and
you must roll a Stm roll of 6+ to recover. Otherwise you are
incapable of any action, except falling. Roll each round.
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Breaking Away is getting out of aclose fight.

Close Fighting- Sometimesyou will fight in full contact with
an opponent, such as when you roll around on the ground and
wrestle. Eachbrawlingmaneuver hasabonustouseonrollswhen
the fightingis close fighting.

Whileclosefighting, your Def rol | becomesQik + Brawl - Enc.
Y ou cannot useweaponsother thanknivesor daggers, withwhich
you get +3to Atk and Dam. Animalsalso get this+3 bonuswith
their natural weaponswhen closefighting.

Y ou caninitiate aclosefight or break away by using therules
above.

Brawling Maneuvers Table

Maneuver Y our Roll
Strike Str + Brawl
Throw Str+ Size+ Brawl
Tackle Str + Size + Brawl
Wrest Weapon Str + Brawl
Immobilize Str + Brawl
Close Qik + Brawl - Enc

Effects of Combat
Wounds

When combatantsfight, the damage they deal out and receive
is kept track of in terms of body levels. After receiving a certain
amount of damage (i.e. losing acertain number of body levels), a
character isimpaired and eventually killed. If charactersare not
killed, they can recover given medical attention and rest.

Each being has a certain number of body levels, with more
body levelsfor ahigher Size. The average person has one each of
the following body levels: "Unhurt,” "Hurt,” "Light Wounds,"
"Medium Wounds," "Heavy Wounds," and "Incapacitated.”
Anyone who losesbody levelsbeyond " Incapacitation” isdead or
wounded so badly that death is imminent and inevitable.

For every Sizelevel acreatureisbelow 0, it hasone fewer body
level. A human of Size-1 hasno "Hurt" body level, and ahuman
of Size-2 hasneither "Hurt" nor "Medium Wounds." Itisuptothe
Storyguide todecide what body level sasmall non-human creature
does and does not have. (All creatureswill have "Unhurt.") This
tie to Size means that any creature with a Size of -5 or below has
only onebody level, "Unhurt," and any missed Soak roll will result
initsdeath. Any creature with more than O Size has extra body
levels. A human with Size +1 hasan extra "Hurt" body level, but
for other creatures, it is up to the Storyguide to assign extra body
levels. If acreature has two or more of agiven level, it must lose
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Opponent's Roll Close Fighting
Soak 0
Qik + Size+ Brawl - Enc+5 -4
Qik + Sze+ Brawl - Enc +4
Str+ Brawl 0
Str+ Brawl +5 +4

Def

al of those levels before dropping to the next lower level of
wounds. For instance, imagine that a creature has three "Hurt"
levels. From "Unhurt" it can drop one, two, or three body levels
and dtill only be "Hurt." When it drops the fourth body level, it
suffers "Light Wounds."

The typical way to lose body levels is to miss a Soak roll.
Whenever you takeacertainamount of damage, whether by spell,
arrow, or axe, you can try to soak the damage by equalling the
Damage roll on a Soak roll. If the Soak roll at least matches the
damage done, no significant wounds result. You may still be
bruised, scraped, singed, or whatever, depending on the type of
attack, but thedamageis not enough to count in game terms.

When you are "Unhurt" or just "Hurt," al abilities function
normally; when you are "Incapacitated,” no actionsare possible.

HanginginThere

If your character hasbeenkilled, you might (at the Sto-
ryguide's approval) hang on long enough to do one more
thing, such as whisper a few last words or curse your
killers. This device is simply for the purpose of drama.
Don't abuse it.
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Each body level in between has some penalty associated with it
that isapplied torollsrequiring physical or mental exertion. Soak
rollsareanotableexception; body level penaltiesdo not af fect Soak
rolls. Wound penalties are: "Light Wounds," -1; "Medium
Wounds," -3; "Heavy Wounds," -5. These penalties will have a
strong effect on combat, because they apply to Attack, Defense,
First Strike, and Damagerolls. Magi beware: they asoapply toall
aspects of spell-casting.

Chirurgy- Chirurgy is the most common sort of aid for
wounded people. With this skill, you can tend the wounds of
another character. (Y ou can use chirurgy on yourself aswell, but
ata-2penalty.)

When tending the wounded, you roll adie and add Chirurgy
+ Int + Wound Penalty. For "Incapacitated" characters, the
penalty is-5. If your total is 9+, thewounded character immedi-
ately risesonebody level. If thetotal is 3+, the wounded character
isbandaged and thewoundsarestabilized. Now the character will
receive abonus on wound recovery rollsequal to your Chirurgy
skill. If woundsarenot stabilized, strenuousactivity cancausethe
loss of more body levels.

Healing Spells- Certain Creo Corporem spellsalso aid re-
covery and aredescribed inthe Spellschapter. They will nothave
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apermanent effect unlessraw visisused. Note: A character will
not heal at all while any of their body levels are temporarily
healed, though they can recover normally after permanent heal -
ing.

Recovery in the Field- If you are Hurt, you will automati-
callyrecovertoUnhurtin oneday. Moreseriouswoundswill not
recover in the field on their own. In fact, the Storyguide can rule
that certain strenuous activities might aggravate your condition,
especially if your wounds have not been stabilized by a chirur-
geon.

If you are "Incapacitated,” the story isgrim. You are on the
edge of death, and could dieat any time. Each day at sunrise and
sunset, you must make a stress Stm roll to seeif you have died or
recovered a wound level. If your wounds have been stabilized by
Chirurgy, you get a bonus on your roll equal to the Chirurgeon's
skill. A Oorlessindicatesthat you havedied. A roll of 9+ means
you are at "Heavy Wounds." A roll of 1 to 8 indicatesthat your
conditionhasworsened slightly, and all subsequentrecoveryrolls
aremadeat -1, cumulative, until youriseabody level ordie. After
recovering to "Heavy Wounds," you recover normally.

Recovery at Home- Recovery from serious woundsrequires
rest and care. When you have a suitably long time to recuperate,
you can makearoll on the Wound Recovery Chart.

Wound Recovery Chart

Wounds 0 12 35
Light X 14 10
Medium X 60 40
Heavy X X 80
Incap. X X X

Roll

68 o1 1214 15197 18+
7 6 5 4 3
21 18 16 14 12
45 3H 28 25 21
0 45 35 28 25

Roll astressdie plus Stm + Chirurgeon's Skill; comparetheroll to thetype of wound from which you suffer. If theresult
isanumber, that is the number of daysit takesyou to recover. If theresultisX, roll on the Catastrophe Sub-Chart.

Catastrophe Sub-Chart

Afteryouroll onthischart, roll againontheWound Recovery Charttodeterminehow longittakesyoutorecover. Itispossible
for you to have to roll again on the Catastrophe Sub-Chart. Roll a stressdie plus Stm + Chirurgeon's Skill.

0 Death.

1 Youfallintoacoma Re-roll fortimeto recover (at-2) and
double the time. Then make two aging rolls.

2 Permanently enfeebled; see the flaw "Enfeebled.”

34 Y ou are permanently crippled insome manner. Perhaps
amputation is necessary. Choose an appropriate flaw,
such as "Missing Foot."

56 Festering wounds, infection, gangrene. Drop a body
level and roll again for recovery.

7-10 Make an aging roll.
1112 Woundsfail toheal completely; gainl Decrepitude point.
13 Nightmares or flashbacks torment you foralong timeto
come. Threeextrabotch rollsonany kind of Braveralls.
14+ Sow recovery; roll again and multiply timeby 15.
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Fatigue

Each character has the same number of fatigue levels as body
levels. When at a fatigue level below "Winded," the penalty
indicated appliesto all rollsinvolving exertion, including magic
but excluding Soak. These penalties arecumulative with wound
penalties. That'sright, cumulative; becareful.

Fatiguelookssimilar tobody levelsbut worksdifferently. First
of all, there are two types of fatigue that overlap: long-term and
short-term fatigue. Short-term fatigue represents temporary
windedness, as one might suffer during an athletic contest or
melee. Itisalso the fatigue that magi suffer when casting spells.
Long-term fatigue represents weariness caused by long-lasting
exertion, such as hiking. The major differenceis that long-term
fatigue affects a character longer than does short-term fatigue.
(Makesense?) A character who hasjust hiked all day and one who
has just sprinted through town might be equally tired and weak,
but the onewho has sprinted will recover in afew minutes, while
the other will be weary until the next morning.

Short-term Fatigue- Before any round in which you will
switch from performing one strenuous activity to performing an-
other, you must roll for fatigue. Thus, if you spend one round
resting between two activities, no Fatigueroll isrequired. Unless
the Storyguideintervenes because of exceptional circumstances,
you must make a Fatigue roll of 6+ or drop afatiguelevel. (Y our
Fatiguetotal isStm- Enc.) TheStoryguidecancall forextraFatigue
rolls when you exert yourself mightily even if you do not change
from oneform of exertion to another.

Y ou recover from fatigue one level at a time, each leve taking
acertainamount of timedepending on thelevel you arecurrently
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Exempli Gratia: Fatigue

After casting two spontaneous spells, Grimgroth is
Weary. HemakesaStmroll of 7, soit takeshim thefull 10
minutes to recover to Winded. He continues to rest and
rollsa9, so hecanrecover to Freshin oneminute. If hehad
been walking around whilerecovering, he would have had
to subtract hisEnc from theroll, so hestill wouldn't have
been successful, and it would have taken 4 mintues to get
from Winded to Fresh (the normal 2 minutes doubled).

at. Short-term fatigue recovers at the following rates: Winded- 2
minutes, Weary-10minutes, Tired- 30minutes, Dazed- 60 minutes,
Unconscious- wake up at Winded in around 2 hours. You can
recover alevel in half the timeby rolling a Stm roll of 9+. If you
areactivewhilerecovering from fatigue, you must subtract your
Encfromtheroll, and thetime is doubled. If youmeditate, you can
add your Meditation score to your roll to recover fatigue.

Long-Term Fatigue- Long-term fatigue results from ex-
tended activities, such as hiking and performing rituals. These
special cases are covered in their respective sections. Long-term
fatigueisonly recovered by sleep and sufficient food. A full night's
sleep will usually recover all lost fatigue levels.

Recording Fatigue- Use one type of symbol to record your
short-termfatiguelosson thecharacter sheet (perhapsaslash) and
another for long-term (an X). Remember that theseeffectsarecu-
mulative, so one level lost from hiking plus one lost for sprinting
equals two total levels.

Other Considerations

Combat Maneuvers

Thoughyouwill usually fight simply by swinging your weapon
at opponents as explained in the basic combat rules, sometimes
you will want to make use of special combat maneuvers.

Two Weapon Use- You may strike with two weapons each
round. Y ou can only use one-handed weapons in each hand, and
your Str must be 2 points higher than that listed on the Melee
Weapon Chart to wield aweapon in your off-hand. Unlessyou are
Ambidextrous (a virtue), you have a -3 Atk penalty with the
weapon inyour of f-hand and a-1 Atk penalty with theweaponin
your good hand.

Y our Parry and Attack skills with a weapon in your off-hand
are 0, aslong asyou have a positive skill with the weapon in your
good hand. You can raise your skill in off-hand use of a weapon
just as you would raise any other skill.

If you attack with two weapons, you cannot dodge or parry.
Y our Def total istheWeapon Protection scorefor themoreprotec-
tive weapon minus your Size.

Roll a single die for First Strike and apply your 14 totals
separately to derive two 1<t rolls.

Desperate Defense- If you have not yet attacked this round,
you may decide to forgo your attack and devote your efforts to
defense, calling out "Parry" or "Dodge" to the troupe (say it
aloud), giving you a +5 bonus on your Defenserolls for therest of
the round. If you declare to the troupe your intent to Parry or
Dodge after an attack die has been rolled, you may not use the
Parry or Dodge bonus against that attack, though you will get the
bonus on any later attacks against you that round.

Great Blow- You can put extra force into a blow, making it
more effective than normal. You must forgo your attack for one
round in preparation for the blow. Damage from a great blow, if
you hit, is X1 .5, but you must roll aFatigueroll immediately after
the blow.

M ounted Combat- If you areengaged incombat whileona
horse, any ability used while riding cannot be used at a level higher
thanyour Riding score. For instance, if you had a Broadsword 5,
but only a Riding 3, you could only use your Broadsword at level
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3instead of 5, whileriding. (Thisistrue for most activitieswhile
mounted.) Youasogain+1tohitopponentsonfoot. Alwaystake
an extrabotch roll. People who have no ability to ride must take
a -5 toal their rolls while mounted, and must make three addi-
tional botchrolls.

Keeping at Bay- When you are armed with alonger weapon
thanyour opponent, youcanforfeit yourattack andgain +8toyour
First Strike roll, giving you an additional chance to roll high
enough to keep your opponent from attacking that round. This
tacticisespecially useful against animal sor unarmed opponents.
Alternately, you can take +4 to your 1< roll and then do one-half
damage.

If you arebeing held at bay, you canforfeit your attack and try
to close onyour opponent. Youwill get +8 onyour 1si Strike, and
if you beat your opponent'sroll, you haveclosed. Onthefollowing
round, you get an attack and your opponent does not. (After that
your opponent must either draw a shorter weapon or back away
to get more distance between you.)

Charging- You can charge with any thrusting weapon by
runningbeforeyou strike. Takeadamagebonusof+5 plusyour
Size,butif you missyour blow, thedefender gainsa+1 onAtk that
round. If the defender has a thrusting weapon, it gets a damage
bonus of +5 plusthe attacker'sSize. If you charge on ahorse, add
the Size of your horse to the Dam.

Monstrous Combat- Beasts often have specia attacks best
developed individually by the Storyguide. Often, unorthodox
attacksaffecttheway thecombatrollswork. Forinstance,imagine
afiredrake that pounceson its opponents. A Defenseroll with
Dodge will let you evade the creature, but a Defense roll with a
shield merely meansthat the shield isbetweenyouandit. Youare
still knocked to the ground, pinned and likely being crushed, but
the shield might at least protect you from some of the creature's
claws. Becauseof their specia attacks, monstersareoften exceed-
ingly dangerous to combat.

Attacking Objects- Sometimes you will want to direct your
weapon against an inanimate object, such as an enemy's magic
item or evenadoor. If theobjectisheldor carried by someone, you
will need to make an Atk roll versus an case-factor set by the Sto-
ryguide, but otherwise you will not need to roll to hit. The Sto-
ryguide will also assign the object a Soak total (or simply an ease
factor) and a number of resistance levels (equivalent to body
levels). When you besat the Soak roll a number of times equal to the
number of resistance levels, you have destroyed the item. Ex-
amples: a wooden door- +10/5; the side of a large tent- +0/3.

Combat Modifiers

The combat basic rules are designed with the assumption that
thecombatantsarearmed and ableto defend themsel ves, that they
arcfightingonevengroundin full daylight, that the combatants
are all human or nearly so, and that they are content merely to
exchange blows without trying any tricky maneuvers. Some
combatsfitthesecriteria, butluckilyfortheentertainmentval ueof
themelee, exceptionsaretherule. Thefollowingareeaborations
on the basic combat rules which will allow you to expand combat
to involve moreinteresting circumstances.
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Striking From Advantage

When you can strike a foe from a superior position,
such asfrom behind or the Side, you get an advantage. It's
easier to hit your opponent and easier to place theblow in
a damaging spot on the body.

Strikingfrom Above: +1 Attack
Striking from the Side: +1 Attack
Striking from Behind: +3 Attack, X1.5 damage

Surrounding Opponent: +1 to Attack and Damagefor
every extra person on your side attacking a single oppo-
nent

Striking Defensel ess Opponent, Hurriedly: Automatic
hit (unlessyou botch), X2 damage

StrikingDefensel essOpponent, Surely: Automatickill
(barring unusual circumstances)

Combat Environment

The physical environment can hamper combatants
abilities.

Heat: -1 to-4 on Fatiguerolls

Darkness. -1 to -4 to hit, one or two extrabotch rolls

Complete Darkness: Y ou must match another charac-
ter's Stealth roll with a Scan roll in order to strike at or
defend yourself from that opponent. Even with theroll,
you will suffer -5 penalties on Attack and Defenserolls, and
-2 on Damage. Y ou cannot attack in the sameround you
move.

Obstaclesin Battlefield (e.g. corpses, undergrowth):
extrabotch rolls, penalties on moving

Strong Winds: Penalties on missile fire and thrown
weapon Attack rolls

Other Ways to Get Hurt

Illness and Disease- Simulate the weakening effects of
illnessby dropping fatiguelevels. A head cold mightdrop you one
fatigue level unless you make a Stm roll of 8+. A more severe
illness might force you to make four Stm rolls of 9+, with each
failure meaning the loss of one fatigue level. Y our energy (and
fatigue levels) return when you shake the illness (which might
require more Stm rolls or another character's Medicinerolls).

I1Inesses can also hamper your characteristics, temporarily or
permanently reducing them. These effects can be mimicked by
aging rolls.

The precise effects of a disease are up to the Storyguide who
puts them in a story. Just hope that none of the Storyguides are
familiar with diseases, and you probably will not suffer through
any of the more malignant ones.

Fire- Each firehasits hesat rated with a Dam total, the number
added to damagerollswhen you are burned by the fire. Thefirst
round you are exposed to the fire, your Soak roll will include
armor, but on subsequent rounds the armor is assumed to have
heated up, and it no longer protectsyou. Furthermore, after the
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last round you arein the fire, you will take damage from your
armor, whichisstill hot. Damageisasimpledieplustheprotection
valuefor your armor. If youareinafirefor an extended period of
time, the Storyguide can rule that the armor has burned away.
Other bad things can happen in afire, such as disfiguring burns
and theloss of val uablebut flammabl eitems, but thisisbest | eft to
thedeviousimagination of the Storyguide.

Falling- If youfall, you takedamage, which you can soak nor-
mally using your Soak total (with armor counting half value on
Soak). Foreachtwofeetyoufall, damageis+1 on the damagedie.
If you are falling on a hard surface, such as rock, damage is
doubled. If youfall onanexceptionally soft surface, suchas snow,
you take half damage. If you fall into water, you take one-fourth
damage. Youcantry toroll with afall and thus protect yourself.
If you make an Athletics roll of 6+, the first 5 feet of the fall do not
count for damage.

Fire Damage Falling Damage
Fire Size Damage  +1 per 2 feet.
Candle none X2 for hard surface
Torch +6 one-half for soft surface
Campfire +9 one-fourth for water
Bonfire +12

House Fire +15
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Poison- Asthereareagreat many different poisons, thereare
a great many different effects. Each poison has two relevant
factors: the amount of time it takes to work, and the possible
effects. Typically, the possibleeffectsdepend onaStmroll by the
victimattempting to match an easefactor representing the strength
of the poison. A simple poison hastwo effects: a powerful effect
that happens when the Stm roll fails, and a weak effect that
happenswhen the Stm roll succeeds. The Storyguide may wish to
craft a more complex poison with a greater variety of results
depending on how many points by which you fail your Stm roll
and whether you botch.

Poison can also be handl ed as damage, against which the Soak
roll is based solely on Stm + Size.

Deprivation- Inability to get the necessitiesof life, suchasair,
water, warmth, and food, can cause weakness and death. Depri-
vationissimulated by reducing fatiguelevelsuntil you areuncon-
scious. Thisisdoneusually by making Stm rollsto seeif you drop
alevel. Then, slowly or quickly, depending on the type of depri-
vation, you die. Stm rolls can delay the end, but not even the
toughest can go without basic necessities for long. Ale does not
count as abasic necessity.

For instance, if you arc drowning in churning water, the Sto-
ryguide might say you must makea Str + Swim + Stmroll of 9+ or
drop afatiguelevel. If you can succeed twice, you have swum to
safety, but if you fall unconscious from loss of fatigue, then you
drown.

Combat Hints

Combat can be very demanding on the Storyguide and
risky for the characters, so here are some tips for better and
more interesting battles.

For the Storyguide:

1) Asageneral rule, themoreyou prepare for acombat the
more interesting it will be and the more smoothly it will run.
Having tactical maps of the battlefield and a chart listing
important statsfor thecombatantscertainly helps.

2) For simplicity, youcanmakemost or all of your monsters
inagroup haveidentical stats. Unlessthe statsvary widely, the
playersprobably wouldn't noticethedifferenceanyway. You
can distinguish monsters in a group by specific physical fea-
tures such as "dark skin,” "warty face," or "misshapen arm”
instead of using numbers. As long as you can still keep the
different opponents straight, you have added detail with no
lossof playability. Plusthe playerscan help you keep track of
who's who ("I'm on Wart Face.").

3) RollingAttack & Damageand then Defense& Soak dice
simultaneously vastly speeds up combat. (Use two different
colored dice)

4) Include actions in the situation other than combat.
Ability and characteristicrollscanbeastenseand important as
combat rolls, and in the end perhaps more satisfying.

For the Players:

1) Magi must alwaysbe protected from physical threats,
and shield grogs should never leave their sides.

2) Thoseinvolved in a battle should know their priori-
tics: who should protect whom, what the object of the battle
is(suchastocapture, kill, or driveoff), and what to do should
the battle turn against you, forcing a retreat. Perhaps a
tactical leader, an expert besides the magi, could lead the
grogs.

3) Carefully planned tactics can often swing the most
disastrousdilemmain your favor. Useyour brainsand you
just might succed — don't underestimate the val ue of cun-
ning.

4) Keep in mind that combat is very risky because you
can always botch. No one is invulnerable; luck can turn
against the mightiest of warriors and heroes (enemies t0o).

5) Inlargebattles, makeyour relevantrollsafter the Sto-
ryguide hasOK'd your statement of intent but before you are
called on for the results. Then other players don't have to
wait while you make a bunch of rolls.

6) Besuretoadd up your combat totals when designing
your character, not during a battle.
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Combat

Exempli Gratia: Combat

Torlen has been sent into the abandoned town of
Mercilletoseewhat hecanfind. WhileTorlenisex-
ploring the smithy, a man who was hiding in the
back room attacks him with aclub. The attacker's
Sneak+Dex roll is7, and Torlen's Alertness+Per roll
isonly 5, so the ambusher can attack from advantage
(+3 Atk, asruled by the Storyguide). On the first
round Torlencanonly spin to counter the attack and
call out for help whiletheattacker swings hisclub.

Round 1- Theattacker'sAtk total is+3for the
club,+| forhisskill,+0for hisDex. Total:+4. Hisroll
isa3(dieroll) +4 (Atktotal) +3 (bonusfor surprise)=
10. Torlen's Def rall is 4 (roll) +7 (Def total)= 11.
Torlen parriesthe club with his shield.

Between Time- The attacker decides to swing
his club and by to dodge Torlen. Torlen tries a Per
roll to redize that heisbeing attacked by a poorly
armedcivilian. TheStoryguidesetstheeasefactor at
6, and Torlen rolls a 5, so in his confusion he re-
sponds instinctively as he would to a better armed
attacker, striking back with his mace with a Cnf
pointinall appropriaterollsuntil helosesit.

Round 2- Theyroll 1st. Theattackerrolls7 +4
=11 Torlenrolls5+3+1 (Cnf) = 9, so hegoes second.
He loses his Cnf point for the rest of the story.

The attacker rollsa 1 on hisdie, rollsagain and
getsa 6, which doublesto 12. Total with Atk bonus:
16. Torlen's parry isonly 6+7 = 13 so heishit. The
atttacker rolls10 (simpleroll) +2 (Weapon Damage)
+1 (Str) +1 (Skill) = 14 points for the Damageroll.
Torlen's Soak is5 (roll) +8 (Soak) = 13. Torlen drops
to Hurt with astrong blow to hisright arm (asruled
by the Storyguide).

Torlen replies with an Atk roll of 5+6= 11 and a
Damroll of 8+10= 18. Theattacker'sDef roll isamere
7, withnomodifiers, and hisSoak dependssolely on
his+IStm. Theroll is4+1=5. Sincedamageexceeds
Soak by 12 points, the target loses three body levels.
The attacker is now at Medium Wounds, with a -3
penalty on his actions.

Between Time- The Storyguide makes a
Cowardly roll to seeif theattacker will flee. Theroll
is 4 -2 (Cowardly score) +3 (wound penalty)= 5,
below the ease factor of 6, so the attacker keeps
fighting. The StoryguidealsotellsTorlenthat hehas
hadtimetorealizethat heisfightinganinhabitant of
Mercille, not an enemy. Torlen decidesto drop his
mace and shield and to wrest the clubfrom theman's

hand. The Storyguiderul esthat taking timeto drop
weapons gives him a-5 penalty on his 1st roll.

Round 3- They must roll 1¢ again because the
combat tacticshavechanged. Theattacker rolls8 +4
-3 (wounds) =9. Torlenrolls8+3 (Brawl) +0 (Qik) -
2(Enc) -5 (penalty) =4. Theattacker strikesfirst.

The attacker's Atk roll beats Torlen's Def roll,
whichiseasy todowhen hedoesnot have hisshield,
but Torlen's Soak roll protects him.

Torlenrolls9 on hisBrawl +Dex roll to grab the
club, but the Storyguide rules that the club is short
enough to give him a -2 penalty on theroll. The
modified roll of 7 is still good enough to beat the
attacker's Def roll of 4. Now that Torlen grips the
club, hetriestopull itaway. HisStr +Brawl roll is7
(stressdie)+1 (Str)+3(Brawl) =11. Theattacker'sroll
isonly 8+1 +1 -3 (wounds)= 7, but Torlen needs to
winby at least 5 points to get the club.

Between Time- Both combatants decide to
strugglefor control of theclub.

Round 4- Torlen rollsa 9 compared to the at-
tacker'sroll of 4. Torlenpullstheclubfreeand hurls
it acrosstheroom, trying to get across the point that
he is not an enemy.

Between Time- Torlen thinkshisjobisdone,
so hedecidestoaddress thefellow he hasjust bested,
but the Storyguide makes a successful Daring per-
sonality roll for the other man, and he jumps for
Torlen's dropped mace. Torlen changes his action
and brings down his doubled fists on the man's ex-
posed back. The Storyguide rules that Torlen will
havetobeat theattacker by at least 5 pointsin a Qik-
Encvs. Qik-Enccontest.

Round 5- Torlenrollsa7+0(Qik) -2 (Enc) =50n
hisattempt to strike hisattacker. It'sabad roll, but
theStoryguiderollsaOfor theattacker'sattempt. He
thenrollstwiceforabotch (twicebecausethesmith's
shop is cluttered with overturned furniture and
toals), and rolls a 5 and another 0. The second 0
indicatesabotch, so the Storyguiderulesthat Torlen
lands ablow that sends the attacker sprawling onto
the spiked mace, dropping him another body level,
to Heavy Wounds.

The Storyguide rules that the wounded man sur-
rendersnow, and when theaid that Torlencalled for
at the beginning of the fight finally arrives, they find
their friend tending to the man's wounds.
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‘Weapon

Dagger (1h)
Shortsword (1h)
Broadsword(1h)
Bastard Sword (1h
Bastard Sword (2h;
Greatsword (2h)

Short Spear (1h)
Short Spear (2h)

Long Spear (2h)
Lance(mtd)(Ih)

Hand Axe (1h)
Battle Axe (2h)
Pole Axe (2h)
Halberd (2h)

Club (Ih)
Club(2h)
Quarterstaff(2h)
Mace(1h)
Mace(2h)

War Maul (2h)
Morning Star (1h)
Morning Star (2h)
MilitaryFlail (2h)

Throwing Knife
Javelin
Throwing Axe

Target Shied
Round Shield
Knight Shield
KiteShield

Tower Shied

Chapter 3

Melee Weapon Chart

inex
stan
expn
expn
expn
expn

inex
inex
inex
stan

inex
stan
stan
expn

inex
inex
inex
stan
stan
stan
stan
stan
expn

inex
stan
stan

inex
inex
stan
expn
expn

+1 44 +2 +1
+ 2 + 4 + 4 + 2
+ 3 + 4 + 6 + 3
+ 4 + 3 + 8 + 3
+4 +3 +10 +4
+5 +3 +11 +5
+5 +2 +3 +1
+ 6 + 3 +5 +2
+ 8 + 2 + 6 + 3
+7 +2 +8* +
+2 +2 +7 +1
+4 +2 +12 +
+5 +1 +13 +3
+5 +1 +15 +3
+2 +3 +2 +1
+2 +3 + 3+ 2
+ 5+ 2 + 4 + 6
+2 +3 + 5+ 1
+2 +3 +7 +2
+3 +2 +10 +2
+3 +2 +8 +1
+3 +2 +10 +1
+4 +3 +10 +2
-2 -1 +0 N/A
-5 -1 +5  N/A
-4 - 2 + 6 N/A
+1 +3 -2+ 2
+2 +2 -1 +3
+ 2 + 1 0o +
+1 +1 0 +5
00 -1 + 6 + 2 2

Expense Speed AtkB WpnDam ParB

Str  Load
n 0
-2 05
(0] 05
+2 05
0 05
+1 1
-1 0
n 0
-2 05
1 0 1
0 05
2 0 1
+1 15
+1 2
-2 0
n 0
- 30
00
-2 0
+1 15
+2 05
0 05
-1 1
n 0
-2 0
-1 05
n 0
-2 05
0 1
+1 15

Space

N/A
N/A
N/A

1"

Ars Magica

Expense- There are three types of weapons, classified by the cost of making and maintaining them: Inexpensive (marked
"inex"), standard (stan), and expensive (expn). Weaponsavail abl e to you depend on your background or your covenant.

Speed- The bonusto the First Strike roll when using this weapon, based on thelength, weight, and styleof use. A long, light

weapon held in front of the user has the edge over a short, heavy weapon swung from over the shoulder.

AtkB, Attack Bonus- Attack Bonus + Dex + Skill = Attack Total.

WpnDmg, Weapon Damage- Weapon Damage + Str + Skill = Damage Total.

ParB, Parry Bonus- Parry Bonus + Skill - Size= Defense Total.

Str, Strength- The minimum Str required to use the weapon effectively. An "n" means no minimum Str score is required.

L oad- Represents the weight and awkwardness of the weapon, used to figure Encumbrance.

Space- Feet needed around the wielder for effective use; think of it asazone, and if thezones of two peopleoverlap therecould

betrouble.

* See the combat section on Charging.
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Missile Weapon Chart

Weapon Expense Rate AtkB  WpnDam Str Load Range
sling inex +2 0 44 n 0 100
self bow inex +3 0 +8 0 0 120
longbow stan +6 0 +14 +2 5 250
compositebow  expn +4 +1 +9 -1 5 225
light crossbow  expn -8 +1 +10 0 5 200
heavy crossbow expn -15 +1 +15 -3 1 300
arbalist expn -23 +1 +19 0 15 400

Expense- inex=inexpensive, stan=standard, expn=expensive.

Rate- Thebonus to Rate total, which determines how often you can fire the weapon.

AtkB, Attack Bonus- Thebonusto your Attack roll.

WpnDam, Weapon Damage- The bonus to your Damage roll.

Str, Strength- The minimum Strength needed to use the weapon.

Load- Representstheweight and awkwardness of the weapon, used to figure Encumbrance.
Range- Maximum range in paces.

Armor Chart

Armor Expense Protection Load

[P—— Cuirass Armor
Leather/Fur/Quilted inex 1 05
Type of Armor \ Heavy/Hard Leather inex 2 1
Cuirass armor covers only the chest, abdomen, and RingMail stan 4 15
back. Thearmsand legs are |l eft completely unprotected. Scale Mail stan 5 2
This very basic armor does not include a helm (which Chain Mail expn 8 35
makes aimed blows especially effective against people Plate expn 10 4
wearingit).
Hauberk armor covers the torso as well as the shoul- Hauberk Armor .
ders and the upper arms. It also includes a short skirt that Leather/Fur/Quilted  inex 3 15
protects the thighs and groin. It includes a half helm that Heavy/Hard Leather inex 5 25
protects only the crown and the back of thehead. Thehelm RingMail stan 7 3
subtracts 1 from all Perception rolls. Scdg Maill stan 9 45
Full armor covers the entire body, even the forearm, ;hal nMail expn }g 2
shins, feet, and hands, and it includes a full heim which ate expn
covers the neck and part of the face. Subtract 3 from all Full Armor
P ti [Iswh ing the helm.
SICERION FOIS WASH WEAING Ee NS Leather/Fur/Quilted  inex 4 2
Heavy/Hard Leather stan 6 25
Armament Availability Ring Mail stan 8 4
. . Chain Mail expn 14 6
We provide stats for a broad variety of weapons and Plate expn 17 7

armor to cover asmany possibilitiesaswecan. No region
will haveall thesearmamentsreadily available, and some
typesof armament (notably plate mail) areonly available
late in the medieval period (which encompasses the thir-
teenthcentury). Inregardstothemany armamentswedid
not include, it should be easy for you to design your own
stati stics using ours as models.

Expense- inex = inexpensive, stan = standard, expn = ex-
pensive.

Protection- Protection + Stm + Size = Soak total.

Load- Represents the weight and awkwardness of the
armor, used to figure Encumbrance.



A paleshaft of moonlight poked through the tree-

tops and fell on the faerie ring below. Where an instant before there had

been only an empty clearing, now Lucienne could see a host of mushrooms

shiningwith aliving, silvery hue. Noonein Grimgroth's party moved or spoke, but
looked upon the eerie spectacle in breathless silence.

Grimgroth finally broke thetrance and pulled a sack from hisbelt, but before he could
take a step, avoice rang out from the darkness, "Step gently, Grimgroth." Peering into the
shadows around the glade, Grimgroth recognized the twisted visage of his former pupil.
Lupus Mortus. accompanied by three brutish grogs.

"This place belongs to Doissetep.” the black-cloaked magus growled.
"Wewereherefirst. Lupus." Grimgrothsaidangrily. "However, if youinsist, the Code of
Hermes has provisions for circumstances like this."
"S0. you agree to Certamen, master?'
“If that isyour wish."
The black one muttered an initiation spell and chose his magical art for the duel. "Creo!"
"Corporem," Grimgroth said, and completed the spell that linked the two in a magical
duel.
The air between the two magi shimmered and took the shape of two armored men. The
-~ black one's combatant was clad in plate armor of ancient design. With the head of awolf and
{ ajagged-edged greatsword, it crouched and shifted itsweight from foot to foot. Grimgroth's
champion took the form of the recently encountered Stormrider, minus its steed. The
glowering demonspawn advanced upon its wolfish opponent, and then swung his sword in
abroad, shiningarc. Light burst forthwhen thetwo swords clashed, blindingall and obscuring
the battle being fought within the mystic circle.
When the light finally died out, the phantasms were gone and the black wizard was
kneelingontheground, breathingheavily. Grimgrothwasl|eaningon hisstaff, hisface
haggardwithstrain. AfteratimeLupus, withvisibleeffort, arose. Nodding soberly
to hisformer mentor, he gathered his grogsand faded into theforest. AsLupus'
formdisappeared, Grimgroth collapsed. Whilethegrogsguarded Grimgroth's
unconscious form, Lucienne bent to the task of harvesting the reward of
her master's battle. When daylight finally raised its head above the
horizon, Lucienne had two large sacks of faerie mushrooms pro-
tected from the sun's destructive rays. Grimgroth muttered his
thanksand the group silently began towalk through the forest
back to Mistridge.
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n the 8th century the wizard Bonisagus developed a "uni-
versal" theory of magic, and with thiscreation thewizards
could sharetheir knowledge freely. The Order of Hermes
wasborn. Until then magic had been highly individualistic
and limited in scope. Withtheability to shareand accumu-
late knowledge, the Hermetic magi have gained an immense
advantage over other wizards. Some believe, however, that the
strict regimentati on of Hermetic magic hel ps the mediocre magi
who need an exact systemto guidethem but robsthetruly brilliant
magi of the chance to discover the modes of power that best suits
them.

One of the innovations of the Order is the parma magica, a
magical shield that has not been duplicated by other supernatural
powers. Thisprotectionwasinstrumental inbringingtheOrder to
power over other wizardsin the 8th century.

The Order of Hermes, however, is only a small part of the
magical world. Magical beasts, many of themintelligent, alsofall
inthiscategory, and many wizardswho have not joined the Order
continueto practicetheir obscurearts. Non-Hermetic magi areless
flexible but more speciaized in specific talents, and in these areas
of specialization they are quite powerful. Therulesfor magicin
this game govern Hermetic magic only. Storyguides should be

The Magic Arts

Fifteen magic arts describe your mastery of the various fields
of magic: five techniguesand ten forms. Thetechniques describe
what you do, and the forms describe what you are affecting. Each
spell combines one form and one technique. Thus a "create fire"
spell would produce light, hesat, or fire, and a "control fire" spell
would somehow control light, heat, or fire. Each of thefifteen arts
hasa L atin name.

Y ou haveascoreineach art, just asif they wereahilities. These
scores represent your aptitude for working with the various types
of magic. They are not, however, mere knowledges; your arts are
actually apart of you. True magical prowessrequiresnativetalent,
longtermtheoretical study, yearsof practice, acomfortablefamili-
arity, intuitive understanding, high confidencein one'sown skills,
and much courage. Y our scorein aform helpsyou resist spells of
that type (see Magic Resistance, p. 66) and withstand mundane
danger. For instance, ahigh Ignem (fire) score gives you a bonus
to resist damage from fire. For every full 5 points you have in a
form, you get a +1 bonus to relevant rolls.

Each of theartsislisted with its abbreviation, translation from
L atin, scopeof effect, and perhapsa mnemonic deviceto help you
remember it. The Hermetic pronunciation (close to that of Classi-
cal Latin) isalsogiven. Withtheformsarelisted thosethingsfrom
which they protect you, as described above.

sure to use non-Hermetic magic to create monsters, wizards, and
magi ¢ items beyond the bounds of these rulesand thus keep magic
amystery even to those who think they know it al. Inthischapter
we will provide rules that will alow you to use and employ
Hermetic magic.

Magicisan earthly force, and as such it can only affect things
below the lunar sphere, things on earth and in Hell. Magic can
never affect the moon or anything beyond it. Nor can magic
change anything's true nature. It cannot, for example, raise the
dead or force a demon to tell the truth.

Hermetic magic is auseful but imperfect theory. Theserules
represent what the magi expect to happen, and what usually does
happen, but the exact effects of a spdl can be influenced by
countlessfactors (the phase of the moon, the intangible nature of
the target, the mental state of the caster, etc.). Storyguides who
occasionally bend therulesand interpret magical effectsimagina-
tively, therefore, are simulating the magical world better than
those who follow the magic rules to the letter.

Admittedly, the magic rules can be complex, but you do not
need to know them all to play amagus. Likean apprenticelearning
the arts of magic, take it one step at atime (and it won't take you
fifteen years).

Techniques

Creo(Cr) "I create"

Thisart allowsyou to create something from thin air. It turns
dreamsintoreality. Creation isconcerned with the instantaneous
production of objects from nothing. When using a Creo spell, you
enter a momentary state of transcendent meditation and contact
therealm of Forms, in which all the objectsthat ever wereand ever
could be— chairs, dogs, anger, quills, whatever —exi st as perfect
Ideas. Y our magicfindsthe proper formand makesit real. Objects
created this way are closer to the world of Forms than are normal
objects, so they are always perfect and flawless. You can aso use
the art of Creo to perfect things that have fallen away from their
ideal nature, such as healing awounded arm or mending abroken
vase. Magi who study Creo intently see the world filled with
growth, birth, and creation. Pronounced "CRAY -oh"

Intellego (In) "I perceive"

All things in the world are connected to each other, and the
magi who pursue the art of Intellego learn how to see these
connections, read them, and learn from them. What othershear as
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wind in the branches is to them the language of the trees. Pro-
nounced "in-TEL-le-go," think: intelligence.

Muto (Mu) "I transform"

The art of transformation and transmutation. Muto wizards
tend to view theworld asbeing in aconstant flux of change. They
see each apparent state, such as "deeping,” "young," or even
"dead," asonestep in a perpetual process of change. Through this
art, they learntodirect and control thisnatural process. Transfor-
mations are easiest when thereis a strong connection between the
original formandtheresultof thetransformation, suchasturning
a leaf into an apple. On the other hand, turning a leaf (living,
flexible, and vegetable) into a sword (inert, unyielding, and min-
eral) isquitedifficult. Pronounced "MOO-toc," think: mutate.

Perdo (Pe) "I destroy"

Theonetrait heldincommonby all objectsand creaturesinthis
temporal world is that someday they will come to an end; their
demiseisinevitable. Themaguswho understandstheart of Perdo
knows this, and uses magic to control this universal process.
Aging, disease, decay, rust, and death areall subject to manipul a-
tion through this art. Deep study of Perdo often leads magi to
perceive everything about them as being in some stage of decay.
Pronounced "PAIR-doe," think: perdition.

Rego (Re) "I control"

Y ou can movethingswith thistechnique, but not changethem.
The magus of Rego attempts not to change things, but to control
theirmotionsand positions. Sincethisart affectsanexternal factor,
action, rather than an internal factor, such as shape, it isversatile.
A Rego spell that moves a person can be used to take someone out
of danger or to slam someoneinto awall. Thosewho havedevoted
their lives to this art often become obsessed with ordering the
world around them, though the order they seek may be unfathom-
ableto others. Pronounced "RAY-go," think: regulate.

Forms

Animal (An) "animal"

This art affects animals of all kinds, from the fish in the sea to
thebirds of theair. Animal magi develop a keen appreciation of
the power of the animal spirit and form, and some prefer the
company of beasts to that of humans. Nevertheless, an un-
crossablc chasm separates humans from animals; humans have
souls. Bonus: animal poisons or other specia abilities (but not
claws). Pronounced "ah-nee-MAHL."

Aquam (Aq) "water"

Affectsall manner of liquids. Through thisart, one gainsaccess
to the might of aroaring flood and the gentleness of a clear pool.
Studying Aquam can teach one flexibility and strength. Bonus:
drowning& swimming. Pronounced "AH-kwahm," think: aquatic.

Auram (Au) "air"

Air, wind, and weather. The heart of an Auram magusisinthe
sky, among theroiling storms, rushing winds, cool fog, and gentle
rains. Tothem, theworld ontheearthissow, dull, ponderous, and
static. Trueflight isonly possible through thisart. Bonus: effects
of weather. Pronounced "OW-rahm."
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Exempli Gratia: Bonus for Forms

InMercille, Grimgrothtouchesaplague-ridden corpse
and must makea Stm roll of 3+ to keep from catching the
plague himself. His Corporem score of 7 gives him a +1
bonusontheroll. Hisroll is3+ 0(Stm) + 1 (bonus) =4, and
heretainshishealth.

Corporem(Co)'body"

Humanand human-likebodies. Magi of thisart secthehuman
body as the most refined and perfect creation inthe physical world,
a combination of the other elements that is above any of its
components. Some usetheir artsto heal, othersto harm, but both
kinds of Corporem magi develop an appreciation for the body's
intricacy. Bonus: disease. Pronounced "CORE-pore-em," think:
corpse.

Herbam (He) "plant"

Plantsand trees of all types, including dead wood. Thetrees of
the forest are old and mighty, and their roots reach deep into the
secrets of the earth. Herbam magi appreciate the many virtues of
plant life: bountiful fruit, strong wood, powerful herbs, and
ancient treesthat can tell much to those patient enough to listento
them. Many Herbam magi develop an antipathy toward fire.
Bonus: herbal poisons. Pronounced "HAIR-bahm," think: herbal.

Ignem (Ig) "fire"

Fire, heat, and light. Fire is the most life-like of the four
elements; it moves, devours, and grows, much likealiving thing.
Also likeliving things, it can be killed by the other three elements,
smothered by earth, quenched by water, or blown apart by wind.
Though it can be destroyed by the other elements, its position
partway between inert matter and living being gives it the advan-
tages of both. Ignem magi are often passionate and fickle. Bonus:
heat and blinding light. Pronounced "IG-nem," think: ignite.

Imagonem (Im) "image"

The art of illusions and phantasms. This art affects only
sensations and can never affect matter. Masters of this art have
learned to separatean object fromitsapparent features, and many
of them likewise become separated from what those around them
seeasreality. Many Imagonem magi become more interested in
colors and sounds themselves than in the actual things that pro-
duce them. Bonus: being fooled by appearances. Pronounced "i-
MAH-go-nem."

Mentem (Me) "mind"

Minds, thoughts, and spirits. Thisart comes as close as magic
can to affecting souls. Through this art, magi manipulate what
they call the "body of the soul": memories, thoughts, and emo-
tions. They can aso affect the "spiritual bodies" of noncorporeal
beings, such as ghosts. Mentem magi who have thought too
deeply of theimplications of their art do not make good company.
Bonus: confusion or mental weakness. Pronounced "MEN-tem,"
think: mental.
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Terram(Te)'"earth"

Solids, especially earth and stone. Terram magi seetheir art as
affecting the very foundation of this world, and they can wield
powerful spells. Though Terram magicismighty, theearth proves
resistant to manipulation. Just asstoneisheavy and hardtoliftor
push, it isinert and hard to change, even through magic. Many
Terram magi learn patienceand stillnessfrom theearth they study.
Bonus: damage from earth, such as avalanches and falling. Pro-
nounced 'TAIR-rahm," think: terrain.

Casting Spells

Asamagus, you will find yourself casting alot of spells. You
can cast aformulaic spell, such asonelisted in the spell chapter or
oneinvented by a player, if you have studied it and know it. You
know a spell by choosing it to bein your books when you begin the
game or by learning or inventing it during the course of the saga.
(See the sections in the Laboratory chapter about Learning and
Inventing Spells.) You may cast aspontaneous spell any timeyou
please, making it up on the spot; you never "know" a spontaneous
spell.

Typesof Magic

Magicisdivided into two types. spontaneous and for-
mulaic. Both draw upon your mastery of the magical arts
and use magical wordsand gesturesto obtain a supernatu-
ral effect. In the case of spontaneous magic, you combine
the words and gestures that you think will work on the
spot. Spontaneous magic, therefore, is flexible but unpre-
dictable. Formulaic magic, on the other hand, is the repe-
tition of magical formulae (including words and gestures)
that will almost alwayshaveagiveneffect. Itismorepow-
erful than spontaneous magic, but less flexible.

Casting a Formulaic Spell

To cast aformulaic spell, your magus recites the magic words
in a firm voice and boldly executes arcane hand gestures memo-
rized as part of the spell. Thisritual shapes and directsthe magical
energy (vis) that pervades the world. Once these acts are com-
pleted, roll to see whether the spell worked and whether you are
fatigued. With each spell cadt, roll adie + Technique + Form +
Stm. If thetotal equals or exceedsthe spell Level, the spell works
without fatiguingyou. If thetotal fallsshort of thespell Level, you
lose one fatigue level. If you missthe spell's Level by more than
10 points, the spell does not takeeffect, and youloseafatiguelevel
anyhow. Thedierolled for thecasting isa stress die if you are in
stressful circumstances; otherwiseitissimple.

When you successfully cast a spell, remember what number
you rolled because it might be used immediately to see if you
overcomethe target's magic resistance (see p. 66).

The more powerful or difficult a spell is the higher its Level.
Look at the Muto Corporem spells on p. 86 for examples.
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Vim (Vi) "power."

Magic and demons. All these arts rely on vis, the force that
powersmagic. Thisart,however,isonahigherlevel: itmanipul ates
visitself, allowingmagi totakemorecontrol of their spells. Theart
al soaffectsdemons,whicharei nnatel ymagical creatures. Dealing
with demons, however, is dangerous both because of the risk of
corruption and because it is against the Code of Hermes. Bonus:
none. Pronounced "WEEM."

]
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Exempli Gratiaz Formulaic Spells,

Grimgroth finds a tavern filled with corpses, flies, rats,
and debris. He wants to use this tavern as a temporary
headquarters, but first he needs to clear it out. To do s, he
casts the Charge of the Angry Winds (CrAu 30). HisCreo
+ Auram+ Stmtotal is4+12+ 0= 16, and hegetsa+4bonus
for hisscoreof 4in hisMagical Affinity with Winds, so his
total is+20. Herollsasimpledie, 3, foraroll of 23. It'slower
than the Level of the spell, so hedrops afatigue level, but
it's still within 10 points, so the spell works. Grimgroth
suffersa-2 penalty for beingin avilageof thefaithful (see
Supernatural Powers), but that still leaves him within 10
points of the needed roll. A hugewind roars through the
tavern, clearing the floor of debris and vermin.
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Casting a
Spontaneous Spell

Casting spontaneous magic is more flexible, but more com-
plex, than casting a formulaic spell. Y ou decide what effect to
attempt and formul ateamagic spell onthe spur of themoment to
achievethat effect. To determinetheresultsof a spontaneous spell,
you and the Storyguidefirst determinethetechniqueand formthat
areappropriatefor thefeat being attempted. Then, decidewhether
youaregoingtoexertyourself (i.e.expend afatiguelevel). Finally,
roll adie (simple or stress, depending on the circumstances) and
add Technique + Form + Int. If you have decided to expend a
fatigue level, divide the result by two. If you do not expend a
fatigue level, divide it by five. (Any bonuses or penalties are
applied to the roll before it is divided.) The result isthe "Level
equivalent" of the spontaneous spell. Compare this number to
spells of that Form and Technique and near that Level to see what
effect the spontaneous spell had. The spell should be aspowerful
as other spells of its Level. (The Storyguide's judgment is para-
mount in deciding the effects of aspontaneous spell.) If theresult
is 0 or lower, there is no effect.

If your spell is directed at a target with magic resistance,
remember the roll you made (before dividing) because it will be
used to seewhether you overcomethetarget'sresistance (seep.66).

If you describe exactly what your magus does to cast a sponta-
neous spell, and if it'sinteresting, colorful, or eminently sensible,
you can get a bonus of up to +5 on your roll (Storyguide's discre-
tion).

Requisites

Most spells involve simply two arts, one form and one tech-
nique. Some spdls, however, involve morethan two. For instance,
a spell that turns a human into a bird uses Muto (because you are
transforming something), Corporem (because you are affecting a
body), and Animal (because you are turning the body into an
animal'sbody). Inadditiontothetwo primary arts, Corporem and
Muto in this case, casting the spell involvesyour Animal score as
well. Thisthird art isarequisite.

Formulaic Requisites

Requisites(if any) arelisted for each formulai c spell in Chapter
5. (Seethe Curse of Circe on p. 86 for an example). Therequisite
limits one of the primary arts, the one that matches the requisite,
i.e. thetechniqueislimited when therequisite is atechnique, and
the form is limited when the requisiteisa form. So if you cast the
Curse of Circe, and your Animal is 6 while your Corporem is 13,
you treat your Corporem score as if it were only 6.

Sometimes a spell has arequisite for both the art and form, so
that both are limited. If several requisites apply to the same
primary art (eg. there are two requisites that are forms, so both
limit the primary form), the lowest one serves as the limit.

Requisites liged at the top of the spell count when you are
learning, inventing, or casting a spell. Requisitesdo not count for
a.defender's magic resistance.

Some requisites are not listed at the top of the spel because
they only count when the spell isbeing used in acertainway. They
sometimes count when casting aspdl, but never when learning or

Ars Magica

Exempli Gratia: Spontaneous Magic

Grimgroth setsup temporary headquartersin thetav-
ernwhileheand hisparty searchMercille. Unfortunately,
theair in thetavern still reeks of corpses, and Grimgroth is
not pleased. Hewantsto clear theair of stench with aspon-
taneous spell. Heand the Storyguide agreethat doing sois
a Leve 10 Perdo Auram feat, and Grimgroth decides to
exert himself, since he thinks he will havetimeto recuper-
ate afterwards. His Pe + Au + Int tota is 16, and he rolls a
5, for atotal of 21. Grimgroth suffersa-2 penalty because
heiswithin the Dominion, sothetotal dropsto 19. Divided
by 2, the number becomes 9.5. The Storyguidecould simply
round up and say that the feat is complete but decides
instead that a faint odor lingers on, detectable only by
perceptive people.

Fatigue

Fatigueisdescribed in the Effects of Combat section of
the Combat chapter. Fatigue from spells is normally short-
term. (From ritual spells, it is long-term.) Short-term
fatiguerecoversat thefoll owingrates: Winded- 2 minutes,
Weary-10 minutes, Tired- 30 minutes, Dazed- 60 minutes,
Unconscious- wake up at Winded in 2 hours. You can
recover alevel inhalf timeby rollingaStmroll of 9+. Long-
term fatigue is only recovered by deep.

inventing it, so they are cdled casting requisites. Look at Shape
of theWoodland Prowler, p.86, for an example. When |learning the
spell or using it to transform only your body, you only need an
Animal requisite, but if you want to transform your wooden staff
along with you, you need a Herbam requisite aswell. Y ou might,

Exempli Gratia: Requisites

One of the corpses in the tavern appears to have died
from ablast of fire, asfrom aspell, and Grimgroth decides
to speak with her. Hekneelsby her sideand casts Whispers
Through the Black Gate (InCo 15), which allows him to
gpeak with arecently slain person. Grimgroth'sIn + Co +
Stm total is 9, but the spell has a Mentem requisite, so
Grimgroth's Corporem score of 7 istreated asif it were 3, his
Mentem score. Histotal for thespell istherefore5. Herolls
5+5=10. Sincethe spell isLevd 15, he loses one fatigue
leve but ill caststhe spell. (Actually, Grimgroth suffers a
-2onhisrall forbeinginavillageof thefaithful , but histotal
of 8 still letshim cast the spell.)

From the corpse, Grimgroth learns that the woman was
dain by a wizard who raided the town with several grogs.
Thewomanasksforaproperburial, and Grimgrothassures
her she shall have one.
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therefore, beabletotransformyour staff aswell if you haveagood
Herbam scorebut beunableto transformyour metal dagger if your
Terram scoreislow. Thelowest scoreamongall therequisites (and
theoriginal art) isthe one that is used for your score.

Look at the requisites listed for the various spellsin the Spells
chapter, and you will see how requisites are determined.

Spontaneous Requisites
Requisitesare similar for spontaneous spells. Whenthearts
used are determined, determine also whether requisites arc in-

volved. If so, they limit your arts just as they do for formulaic
spells.

Targeting

Somespells, especially Animal, Corporem, and M entem spells,
affect atarget directly. WhilecastingtheCurseof Circe (p. 86), for
example, you must concentrate on the body that you are going to
transformintoapig, andifyousuccessfully castthespell, itaffects
thetarget directly (thoughthetarget may resist magically.) Other
spells, however, conjuresometypeof medium, suchasfire, which
inturn affects thetarget. Since this medium could appear out of
place and thus havelesseffect, or noneat al, thefull effect occurs
only when you have successfully targeted the spell. For instance,
if you arc trying to blind an enemy temporarily with the Rash of
the Scarlet Flames (p. 90), you have to get the flash right in the
target'sface. No problemif thevictimisstandingstill andinplain
sight, but someone sneaking through the bushes or dodging
around in ameleeisaharder target. Spellsthat need to be aimed
are so indicated in their descriptions.

To see whether your spell comesup whereyou need it, roll adie
and add Per + Finesse + Targeting Modifier. If theroll matches
the ease factor set by the Storyguide (seethe Spell Targeting Table),
the spell hits the right target. Sometimes they have bonuses or
penalties (targeting modifiers) depending on how hard they areto
aim, such asthe -3 penalty with Scarlet Flames.

You might need a targeting roll to use other spells in certain
ways. For instance, the Unseen Porter (p. 98) isnot aimed sinceit
automatically lifts(or attemptstolift) thetarget, but atargetingroll
would be necessary to place someone gently on a horse.

Spell Targeting Table
Free Shot- Target is standing till in plain view at short
distance. No roll required; automatic.
Easy Shot- Target is moving slowly or is standing at a
distance. Targeting roll of 6+ necessary.

Hard Shot- Target is engaged in combat; is obscured by

darkness, cover, etc.; orisat agreat distance (200 paces).
You need a 9+.

Very Hard Shot- Target is visualy obscured and moving
quickly. 12+

Incredible Shot- Distant target is barely visble. 15+

Other factors will have effects as the Storyguide sees fit.
Ease factor isfor aPer + Finesse + Targeting Modifier roll.
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Magic Botch Suggestions

Despite the Order's attempts to regulate it, magic
remainsan art, not a science, and theresults of agiven spell
cast under stress are not entirely predictable. Here arc
some possible botches, with the kinds of spells most likely
to produce them.

» AffectsWrong Target. (Spellsthat work at adistance)

* Spell AffectsCaster. (Destructivespells, especially when
cast against a powerful opponent or afaerie)

 Related but Unwanted Affect. (Muto spells)
* Incomplete or Improper Effect. (Muto)
* Misleading Information. (Intellego)

* Out of Control, the spell creates or callsforth something
that is beyond the caster's ability to control. (Creo,
Rego, Aquam, Auram, Terram, and especially |gnem)

» Reverse Effect. (Rego, Muto)

* Caster Overwhelmed by Own Magic, Stm roll of 6+ or be
knocked unconscious, possibly losing magical ability
for awhile; rarely, it can obliterate the caster. (Pow-
erful Vim spells, powerful spellsthat affect the caster)

 Caster Insane, confused, or demented, duration indefi-
nite. (Mentem, Intellego spells, esp. when used on de-
mons or faeries)

The following can result from a spell botch or from a
botch on anatural resistanceroll. Notethat themore spells
aperson has been influenced by, especially for long periods
of time, the more likely they are to suffer ill effects from
botcheslike these (so a covenant that uses spells to makeits
grogs loyal may soon have a turb of insane or feeble-
minded grogs). Sometimes even beneficial spells can have
detrimental effects on those affected by them.

» Permanent Side-Effect, like a turn-to-wolf spell that
leaves you with fang-like teeth even when in human
form. (Muto)

« Debilitating, thespell pushesthetarget too hard and docs
permanent damage, such asaspell meant toinfluence
emotions that leaves the target's emotions random
and confused, forever. (Mentem, Corporem)

» Too Powerful, the spell does more than it should and
thereby causes problems. (Muto, Perdo, Creo)

» Death & Destruction, the target "falls apart” under the
preternatural pressure of the spell, such as a Rego
Corporem spell that leaves the body lifeless or a
Mentem spell that causes complete insanity. (Men-
tem, Corporem, Animal)

* Constitution Broken, thetarget losesthe faculties related
tothe spell, such asaMuto spell that leaves the target
with no natural shape so that the person's form
droops and decays without a spell to support it.
(Muto, Corporem, Mentem)
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Magic Resistance

There are two kinds of protection from a spell: natural resis-
tance and magic resistance. Natural resistance (if any) is de-
scribed for each spell. For instance, theTrust of ChildlikeFaith (p.
95) can be resisted by an Int roll. Even if the spell strikes you,
natural resistancecankeepit fromaffectingyou (just asaSoakroll
can keep a sword that hits you from hurting you). Most people
have only natural resistance, and since most spells have no provi-
sion for natural resistance, normal people fall easily to the power
of spells. Wizards and magica creatures, however, also have
magic resistance, which can counter a spell before it even hitsits
target (likeashield that blocks a sword). Magic resistance comes
from innate abilities (for faeries, demons, and such), from bless-
ings of the Church, from black blessings of the infernal powers,
from parmae magicae, and from a wizard's forms. Some spells
cannot be countered by natural or magicresistance. These must be
avoided by moreactive means, such as dodging or casting a quick
counter-spell.

When aspell that canberesisted strikesacharacter withmagic
resistance, thetarget must roll asimpledie + Magic Resistanceto
seifthespell isresisted. Theresultiscomparedtotheroll that the
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Exempli Gratia: Magic Resistance

Grimgroth graspsastaff that hehasfound in Mercille.
Unfortunately, it has been warded with the Blessing of
Childlike Bliss held in a Waiting Spell. The magus who
placedthewardrolled 29+ 3for Penetrationtalent = 32, the
Penetration roll. Grimgroth's Parma Magica score is 4,
giving him 20 point of protection, plushisMentem score of
3=23. Grimgrothrollsa9, foratotal of 32, exactly matching
the penetration roll. The Blessing of Childlike Bliss is
stopped.

attacker made to cast the spell + Penetration talent (called the
penetrationroll). If thespell was spontaneous, the number used is
the roll before division. For spell-like powers that do not require
rollsto cast, such asfaerie powersor magic items, makeapenetra-
tion roll as directed for that power. If the attacker beats the
defender's rall, the spell has penetrated (but may still be resisted
naturally, if thespell allows). If theresi stanceequal sor exceedsthe
penetration, the spell has been countered and does not affect the
target.

Magic Activites Table

Roll Modifiers

Tech + Form + Stm

Action
Cast Formulaic Spdll

Cast Spontaneous Spell  Tech + Form + Int

Notes

Level of spell or lose fatigue level,
within 10 or fail spell
divideby 2 for exertion,
divide by 5 for non-exertion

Cast Ritual Spell
Magic Penetration
Magic Resistance
Targeting
Concentration
Fast-Cast

Multiple Casting

Casting a Spdl while
Mai ntai ning Another

Casting from Text
Certamen'. Basicroll
Weaken Opponent

Using Raw Vis

Tech + Form + Stm + Meditation
roll to cast spell + Penetration
Form + 5X Parma Magica

Per + Finesse + modifier

Int + Concentration
Spontaneous spell

Int + Finesse - number of spells

Int + Concentration
Asforformulaic

Tech + Form + Int + Certamen
Int + Certamen + bonuspoints

Ritual Spdll- requires 1 point/5 Levels of spell

Increase Spell's Duration- requires 1 point/5 Levels of spell
Strengthen Formulaic Spell- duplicates 5 Levels/point
Strengthen Spontaneous Spell- +5/point on rall

In Certamen- +5/point on basic rall

lose one or two long-term fatigue levels
beat target's magic resistance roll
simplerall

see Spell Targeting Table

see Distraction Table

-5 and double normal botch rolls,
0 meansside effect (& roll for botch)

roll 9+, penalty on casting & targeting rolls

roll 15+, +3 if same spell or target
stress & twice normal botch rolls
compare w/ opponent's roll

vs. Stm + Certamen

Requisites

A requisite limits the form (if the re-
quisiteisaform) or the technique (i f the
requisiteisatechnique). A casting requi-
site limits the art only when the spell is
used in a certain way.
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Magic resistance is automatic. No one need ever decide to
resist, nor does doing so require concentration. Magi may, how-
ever, decide not to resist agiven spdl. If you do so, you can deduct
your Vim score from your normal magic resistance. (This means
if your Vim scoreislower than the form being used for resistance,
you still have some magic resistance.) You may also drop your
parma magica at will.

For amagus, resistanceis5 times ParmaMagica+theform of
the attacking spell. Without aparma, only theform counts. The
parma magica is not cumulative with non-Hermetic forms of resis-
tance. Thereason the form of the attacking spell isincluded in the
resistance rating isbecause mastery over amedium includes pro-
tection fromit. If you areamaster of theart of Ignem, you are not
easily affected by flamespells; theyflareal | aroundyoubut usual ly
do not burn you.

For non-magi, magic resistanceisusually just a straight num-
ber. For instance, a faerie with a Faerie Might of 22 has +22
resistance.

Spells that Can be Resisted

Not all spellscanbemagically resisted. All spellsthat attack
you directly or by magically forming an attacking medium can be
resisted. Spells that affect you by changing the environment
cannot be resisted, including most illusions.

Intellego spellscan beresisted, but not alwayscountered. If an
Intellego spell givesthecaster avision without probing thetarget
person, successful resistance merely detectsthe spell. When you
resist thistype of Intellego spdll, you know that you arethe subject
of some type of detecting magic, but you do not know the spell
itself. SpellsliketheEyeof theSage (p. 85) work likethis. Intellego
spellsthat probe the target person, such as those that read minds,
are blocked when resisted.

Another way to protect yourself from a spell isto cast aquick
counter-spell against the attacking spell. For instanceif an enemy
magus causes a tree branch to swing down and strike you , you
could fast-cast a spontaneous Rego Herbam spell in response to

Spells: Resisted & Not Resisted

Resisted

Incantation of the Milky Eyes (PeCo 20)
Strike of the Angered Branch (ReHe 15
Pilum of Fire (Crlg20)

The Chirurgeon's Healing Touch (CrCo 20)
Frosty Breath of the Spoken Lie (InMe 20)
Broom of the Winds (ReAu 15)

Weight of a Thousand Hells (CrMe 25)
Visionsof thelnfernal Terrors* (Mulm 30)
Eye of the Sage** (InCo 30)

Not Resisted

Pit of the Gaping Earth (PeTe 15)
Cascade of Rocks (PeTe 25)

The Shadow of Human Life (Crlm 40)
Neptune's Wrath (ReAq 50)
Transmogrify Spel (MuVi Gen)

* because of the Mentem requisite of the spell
** detected but not countered
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makeit swingoff tothesideand missyou. Y ou canuseacounter-
spell against any attacking spell, but it can be a somewhat risky
procedure, and it does not alwayswork. SeeFast-Casts, P. 68 for
moredetails.

Ritual Spells

Some powerful spells require much more energy and concen-
tration than standard spells, and thusthe process of casting them
isdifferent. These spells, called ritual spells, perform major feats,
such as healing diseases or constructing towers of stone. For each
5Levesof aritual spdl you areattemptingto cast, you must spend
fifteenminutesinuninterrupted concentrationand 1 raw vispoint.
Thisraw vis must match the technique or form of theritual spell.
Then, you make aroll to resist fatigue asyou would for anormal
soell, except that you add your Meditation skill to theroll. Success
meansyou loseonly onefatiguelevel, whilefailure meansyou lose
two. Thisfatigueislong-term, and if you drop bel ow Unconscious
you areunconscious for an extrahour. Someritual spells havetwo
durations. To achieve the second (longer) duration, you must
expend double the normal time and vis points.

Ritual spells cannot be duplicated by spontaneous magic.
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Concentration

Ittakesconcentrationtocastaspell, soifanythingdistractsyou
whileyou are casting, you need to makea Concentrationroll or be
unable to cast the spell. The concentration roll is die + Int +
Concentration skill, and theeasefactor dependson thedistraction
suffered; see the Distraction Table. If you are moving, subtract
your Enc fromtheroll. Theserollsarea so necessary whenyou are
distracted whiletrying to maintain a spell.

Distraction Table

Struck in combat 12 + 1 per point by which
you miss your Soak roll
Walking 6 Fall 12
Running 12 Knocked Down 15
Jostled 9 Blown Over 21
Sudden noise or flash of light 9
Imminent personal threat 12

The numbers are ease factors for a Concentration roll.

Spell Effects

The range, duration, and effects of spdls are al explained in
genera and specific terms in the Spells chapter.

Spell-Casting Options

Mastering a Spell

Whenyougain experience pointsat theend of astory, you can
usethem to master spells. Y ou may put experience pointson spells
you have used in stressinstead of on abilities (ho morethan 1 point
per spell per story), and when you haveaccumulated one-fifth the
spell's Level in experience points, it is mastered. When casting a
mastered spell, alwaysroll asimple die (which prevents botches).
In addition, you may multiple cast mastered spells.

Multiple Casting

You can cast a single mastered spell so that it affects more
people, objects, or areas (as applicable) than normal. First, you
must makeaFinesse+ Introll of 9+, with apenalty ontheroll equa
to the number of spdllscast. If you fail theroll, your timeis wasted
and you lose afatigueleve if you botch. If you make theroll, you
must make a casting roll for each spell, subtracting the number of
spellsfrom each roll. If you drop below "Unconscious' because of
this exertion, you will be unconscious for an extra hour for each
fatiguelevel you lose past unconsciousness. Subtract the number
of targets from any targeting rolls made when multiple casting.
Even if all the spells are aimed at one target, you receive a -1
penalty. Only mastered spells can be multiple cast.
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For example, if you cast three Balls of Abysmal Flame, two of
them at one target and the other at a second target, you have a -3
penalty (the number of spells) on therolls to cast them and a -2
penalty (the number of targets) on each targeting roll.

The Storyguidecan penalizeor prohibit multiplecastingthatis
especidly difficult, such as casting two spells in opposite direc-
tions.

Words and Gestures

It is possible to cast either a formulaic or spontaneous spell
without the firm voice and strong gestures that are typical, but
doing so is difficult. Use the Words and Gestures Table to
determineyour penalty on your rollsto cast spellswhen not using
full gestures and voice. For example, when using soft words and
subtle gestures your penalty is -7.

Words and Gestures Table
Voice Penalty Gesture Penalty
Firm 0 Bold 0
Soft -5 Subtle -2
None -10 None -5
Fast-Cast Spells

To castaspell safely one needstimeto draw together and form
thevisthat powersthe spell. Formulaic spellsawaysrequirethis
expenditureof time, butif you aredaringor desperate, you can cast
spontaneous spells more quickly. Fast-casting a spell entails
gathering the energy and expending it before the normal precau-
tions are taken to contral it.

A fast-cast spdl is rolled for normdly, but with a -5

penalty becauseit isso hasty. Ifyouroll a0, however, the spell still
worksbut has aserious side effect (likeabotch). You might cast a
quick Rego C6rporem to shunt instantly to the side and avoid an
incoming spell, and if you roll a0, you may land flat on your face
or upsidedown. You must asoroll foranormal botchwithdouble
the number of botch rolls.

You will usually risk the dangers of fast-casting a spell when
you aredirectly threatened. Fast-cast spells can protect you from
arrows, ambushes, attack spells, traps, and so on. Fast-cast spells
can saveyour life, and, if used well, protect you against the most
powerful magical attacks.

Using Raw Vis

Raw visis magical power in physical form, and you can useit
to strengthen your spells. One way to useraw visisto extend the
duration of a spell. Some spellshave two durations listed, and you
can achieve the second duration only by expending 1 raw vispoint
per 5 Levels of the spdll, or fraction thereof. 1f you wish to useraw
vis to extend the duration of a spontaneous spell, the number of
points expended must be decided before the roll is made for the
strength of the spell, and the Leve eguivaent islimited to 5times
the number of points expended.

Y oumust useraw visfor ritual spells again 1 point per 5 Levels
of the spell. For spontaneousmagic, you can userawvistoincrease
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Raw Vis

Magic power (vis) is sometimes stored in physical objects,
either because a magus has trapped it there or because of
spontaneousprocesses. Wheninaphysical object, thispower
iscdled "raw vis," and magi have many usesfor it. Raw vis
isalwaysconnected toacertaintechniqueorform. Thusthere
islgnemyvis, Creovis, Imagonemyvis, and soon. Thereiseven
Vim vis, pure magic power stored in physical form. Raw vis
comes in many forms, including blood, skins, horns, plants,
sap, crystals, minerals, etc. When used, thevisis permanently
lost, and the physical form usually changes. It dissolves,
withers, crumbles, shrivels, or whatever is appropriate to the
material in which the vis is trapped.

Raw vis can be used to strengthen a spell, to extend a
spell'sduration, to perform aritual, to createamagicitem, to
enchant afamiliar, to increase one's power in Certamen, and to
provideasourcefor study. Becauseit issoversdatile, itisused
ascurrency among magi.

Raw vis is measured in "vis points" More powerful
actionsrequiremorevispoints. Most actionscan usevisof any
art, but someactions (such ascasting aritual spell) requirevis

your roll; you get +5 onyour roll (before dividing) for every point
expended. For non-ritual formulaic magic, each point of raw vis
duplicates5 Levelsof the spell. Thus, you can doubletheeffect of
your spell by using 1 raw vis point per 5 Levels of the spell. Using
the power of raw vis to increase the power of a spell (both
spontaneousand formulaic) istricky, and if you roll a0, you must
make one extrabotch roll for every vispoint put into the spell.

CastingaSpdll
While Maintaining Another

To cast one spdl while concentrating on another, make a
Concentration + Introll of 15+ Y ou get abonusof +3if the second

Certamen

Certamen ("CareTAHmen," Latin for "due") is theritual by
which two magi voluntarily cometo a magical "middle ground"
wherethey pit their magic talentsagainst one another. Withinthe
Order of Hermes, it serves as a non-lethal way for one magus to
establish dominance and precedence over another. Theritual has
formal restrictionsto keep it from disrupting the unity within the
Order. Y oumay challenge anyoneto Certamen once, but the Code
prohibits challenging the same person again without their chal-
lenging you in the meantime. Thus, you cannot hound an unwill-
ingopponentwithCertamen.

Toengagein Certamen, you must find amagica middleground
with another magus and use your magic arts to try to overcome
your enemy's. The middle ground consists of a form and a
technique, which are the mediain which the struggle takes place.

of a specific type. Magi measure raw visin "pawns," each
equal to 1 point. Ten"pawns' makea'rook," and ten "rooks"
make a "queen."

When you expend raw vis, you must betouchingit. This
iswhy magi often Wear magical sourcesof visin necklacesor
rings; itisavisiblesignforall whomight challengethemthat
they havevistouseif threatened. Whenyou chooseto useraw
vis, you must use all thevis in contact with your skin. You
cannot usejust part of theraw visyou aretouching. Y ou may,
however, cast spells without using raw vis even if some is
touching you.

Y our Vim score, sinceit representsyour ability to mani pu-
late magic power, isthelimit onthe number of vis pointsyou
may usein normal activities. For laboratory activities, since
they take so long, Vim + Magic Theory is the limit to the
number of vis pointsyou can usein one season. If you try to
use morevisthan your Vim score allows, the extra pointsare
lost. They do not count toward the action attempted, but they
do count to determine the number of extra botch rolls you
make.

sodl isthesameasthefirst orif thetarget for the second spell isthe
same asthetarget for thefirst. If you fail, you fail to cast the second
spell; and if you botch, you lose concentration on thefirst spell as
wall.

Casting from Text

Itispossibleto cast a spdll that you do not know yourself if you
have a readable copy of it. If you cast such a spell, you roll for
fatigueon astressdiewith doublethe number of botch rolls. You
must also spend one round for every 5 Levels of the spell. Unless
you botch, the spell will go off, but you will lose onefatigue level
for every 5 pointsby which youfail the spdl (just likelosing body
levels to damage).

Y ou and your opponent must agree on the form and technique or
you cannot match power and fight. Thus, either combatant can
declinetoenter Certamen. (Itispossbleto declineCertamen, but not
aways socidly acceptable)) By tradition, theaggressor in the duel
chooses the technique and the defender choosesthe form, but this
systemispurely artificial, and any system for determiningthearts
is possible as long as both magi agree.

Once the middle ground is chosen, you and your opponent
concentrate for a second or two and enter trances. Temporarily,
you become attuned to the magic forces around and between you,
and these forces take shape as phantasms. These illusions can
affect dl the senses and are visible to al. The illusions created
depend on the magica middle ground chosen. [f the middle
groundisMuto Animal, the phantasms might betwo animals, one
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Exempli Gratia. Certamen

Grimgroth meetsthemaguswho isbehind themystery,
a sullen wizard who refuses to explain herself. Grimgroth
isconcerned for theinhabitants of Mercilleand isoutraged
that another magus has intruded so closeto Mistridge. He
insists that the intruder explain herself, and the intruder
respondsby challengingGrimgrothtoCertamen. Implicitin
the contest isthe agreement that the intruder will divulge
her secrets if she loses and that Grimgroth will leave if he
loses.

Theintruder choosesthetechnique Rego. Luckily, this
is Grimgroth's best technique. Grimgroth then chooses his
best form, Auram, and he decides that the contest will
involve controlling awhirlwind. ThisallowsGrimgrothto
use his affinity with winds on hisrolls. Thetwo wizards
faceoff whiletheirfollowerswatchinanticipation. The Sto-
ryguide lets them ignore the -2 penalty for being in the
Dominion since it applies equally to both of them.

Round 1- Grimgroth'sRego+ Auram + I nt + Certamen
+Affinitytotal is6+ 12+ 3+ 2+4=27,towhich headds2
Cnf points. Herollsal, rollsagain for a7, which doubles
to 14. Hisfirstroundtotal is43. Hisopponent rollsonly a
32, so Grimgroth has a healthy advantage of +11. He
decides to keep his advantage and add it to the next roll.

Between them arises a swirling cone of air, which each
of them struggles to control.

Round 2- Grimgrothrollsa4+ 27+ 11 (bonusfrom|ast
round) for atotal of 42, +2for Cnf is44. Hisopponent rolls
a 35, so hisbonus hasdropped to +9. Grimgroth realizeshe
should use the points he scored from his lucky first roll

yours and the other controlled by your opponent. The animals
change form at your mental commands, turning into various
thingsin an effort to defeat each other. A Creo Ignem Certamen
could look like two fire-beings fighting. An Intellego Aquam
contest would not be spectacular; it might appear asif the combat-
ants were in hazy water and they were trying to find their ways
throughit. Theillusionary battleisthetangibleform of themagical
battletaking place. What happens between the phantasms affects
the minds of the combatants and the minds of the combatants
affect the phantasms. Certamenisagood situation for use of the

before hecanlosethem, so hetriesto fatigue hisopponent.
His roll is 8 (roll) +2 (Certamen) +3 (Int) +9 (bonus) +2
(Cnf)=24. The other wizard's Certamen + Stm roll is 10,
which means she drops three fatigue levels. Sheis now at
-3 (from fatigue), which will makeit hard for her to regain
egual footing with Grimgroth.

Theswirlingconeof air suddenly lungesat Grimgroth's
enemy, striking her soundly before shecan forceit back to
the middle of the magical battlefield.

Round 3- Grimgroth rollsa 32, including 2 Cnf. The
intruder rolls37, plusshe expends 4 pointsof raw viswhich
gives her 20 extrapoints! (Shewould rather have used just
3 points, but one cannot use just part of the vis one is
touching.) Thisequals57, giving her a25 point advantage.
Meanwhile, Grimgroth loses his 2 Cnf. She immediately
uses the 25 point advantage to weaken Grimgroth. Her roll
is36to Grimgroth's8, whichdropshim six fatiguelevels, to
unconsciousness. She declines the opportunity to cast a
spell at him, as she sees no point in possibly fatiguing
herself further.

A bolt of wind fliesfrom theintruder'sring, the source
of her raw vis, and graspsthewhirlwind. Under thecontrol
of the intruder, the whirl of wind pummels Grimgroth to
unconsciousness. The ring turns to blackened metal and
breaks, falling to the ground.

Certamen ends.

Grimgroth's friends carry him from the scene back to
the tavern where they had made their camp, and when he
awakens, they trudge back to Mistridge with only what
they had aready found and learned.

role-playingroll modifier, asabonusgivenfor good visualizations
or interesting tactics using the details of what setting the duel is
occurringin. Themaguswho chosetheform choosesthe natureof
the phantasms, and magica affinities apply if the phantasms are
appropriate. Forexample, if you havean affinity with wolves, you
get it asabonus on Certamen if the phantasms are of wolves.

In gameterms, the combat is simulated by opposed dierolls of
adress die + Tech + Form + Int + Certamen skill. In any round
you win the contest, count the points by which you exceed your
opponent'sroll. With these points you can do two things: save
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themto add to your next roll or attempt to weaken your opponent.
If you use any to weaken your opponent, roll astress die + Int +
Certamen + the pointsand compare thetotal to your opponent's
stress roll of Stm + Certamen. For every 5 points by which you
exceed your opponent's roll, your opponent drops one fatigue
level (likelosing body levelsin physical combat). Any pointsthat
you do not useare added to your roll for the next round. Whilethe
pointsdo not accumul ate, per sg abonusfrom the previousround
might give you an even higher bonus the next round.

Just as one combatant falls into unconsciousness, the one re-
mai ning hastimeto cast onespell at thefallen, circumventing any
par ma magicathelosing character might have. Thetarget still gets
amagic resistanceroll based on the form of the spell alone. The
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spell must haveitstechniqueor form(or both)incommonwiththe
Certamen. Inmost Certamen contests, thisspell isunnecessary be-
causethe fall of your opponent indicates your victory, but some
combatantsuseittointimidateor embarrassthosewhofightthem.

Ifyour concentrationisbrokenduringCertamen, thefightends,
but your opponent has one chanceto cast a spell at you, disregard-
ing your parma magica. Then, you can engage in Certamen again if
both of youwish. Usetherulesfor lossof concentration described
under casting spells.

If you use raw vis in Certamen, you get a bonus of +5 on any one
roll for every point you expend.

RollsforCertamencomeintheM agicphaseof theround,ifthey
are integrated into melee.

Supernatural Powers

Magic is the supernatural power on which Ars Magica is
based, but thisis not the only power in the world of the Middle
Ages. This section details the powers of the world and how they
relate to each other.

ThemainpowersareMagic, Divine, Infernal, and Feerie. Each
of these powers is somewhat at odds with the others, though to
different degrees. Thelinesare not drawn simply, with someon
one side and the others presenting a united opposition. Rather,
each power standsa one agai nst theothers, each with some power
over the others.

Power Interaction

Thefour main powersinteractinvariousways. Each hassome
parts of the world where its powers are strongest and the other
powersarediminished. Theeffect that one power hason another
depends on how opposed they are.

The Storyguide must assign every place the characters visit
both atypeof area(magical, divine, infernal, or faerie) and arating
(from 1-10). Thistype and rating combine to determine how each
of the four powersisaided or reduced when in that place. Consult
the Power Interaction Chart for details. Some aress far from
human settlement are neutral, having no relation to any super-
natural power and no effect on powers used there.

Sometimes two powersinfluence the same place, but only the
stronger holds sway at any one time. A change in the relative
strengths of thetwo powers can causean areato switch from being
under one power to being under another. For instance a serf
village might have been built on the site of an old faerie ring, but
usually the Dominionholds sway becauseitsratingishigher than
thefaeriearea. However, at night (when the Dominion decreases)
and on specid days of the year (ancient holidays when the faerie
power increases), the faerie aura becomes stronger than the
Dominionand it holdssway. Itisthenthat thelittlefaeriesemerge
from their burrows underground and inside old oaks to frolic and
celebrate. Sometimes it is only small aress, like the cdlar of a
tavern, that feel the touch of a different power.

Magical Power

Magiciscommonly described asasubtle, intangiblefluid that
flowsthroughtheworld; Hermetic magi call it vis. Just asonecan
usewater toturnamill, onecanlearnto harnessvisto performall
manner of wonders. Hermetic magi are the most versatile ma-
nipulatorsof vis, but thereare other wizardswho useit aswell, and
countlessbeastsand creaturesliveonitand useit. Aspowerful as
it may be, visisan earthly element, and assuchit can have no effect
on those things that are beyond the earthly realm. Only divine
power can alter suchthingsaslifeand death and the eternal fate of
an immortal soul.

Magical Areas

Theseareplaceswherevisnaturally concentrates. Sometimes,
areas pick upamagical auraafter strong magic hasbeen usedthere
or apowerful creature hasdied. Most of the time, no one knows
why acertain areaismagical. Findingamagical area, for magi, is
likefindingaveinof goldinamountain. They aredelighted by the
find, but they do not know why itisthere. Most magical areasare
rated 1 to 5. Legendary places arerated around 6. Areasrated up
to 10 are almost unheard of. Within amagical area, theratingis
typically the same throughout. Occasiondly, there is some area
within the magical placewherevisiseven more concentrated and
therating is higher.

Almost al covenantsarein magical areas, but usually only in
auras of strength 1 to 5. More powerful areas are rare and
extremely dangerousto livein. If wizardstry too often to usethe
magi c of apowerful areg, they may find themselvesbeing used by
the magic instead. Because of this threat, only the most powerful
covenantsin Hermetic history havebased themsel vesinthestrong
auras, and they have not been ableto retain apprentices, who have
always been too weak to withstand the seductive power of the
aura. Very strange things seem to happen in such covenants.

Magica areas are intense. Here the colors are more striking,
the sounds more piercing, the day brighter, and the night deeper.

M undanepeoplewholiveinmagica areastend toget "weird";
their bodies and personalities warp. Insidiously the magic pene-
trates their very cores and permanently transforms them.
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Divine Power

The Church isthe only supernatural power that the common
folk generally havecontact with. Itisalsothesinglegreatest outlet
for thehigher pursuitsof civilized people, such as philosophy, art,
literature, and music.

The Church teaches that it getsits power from a single deity,
theonly truedeity intheuniverse. All other powers, sincethey are
not of theChurch, arenot holy, and aremost likely connected with
the Devil and the forces of Hell. The common folk come to the
Church for safety from these powers, which would otherwise call
them astray and sted their souls.

The magi aredivided when it comesto the true nature of the
Church. Most believeinthedeity of the Church, but disagreewith
theChurch'sinterpretation of religion, saying that pursuit of truth
is the highest goal of humanity, and that magic is simply a
powerful part of thetruth. Othersbelievethat the Church gains
power from mighty spirits, but not from God; they point to the
Church's decadence as proof. None doubt the power of the
Church, whatever its source.

TheChurch'smost powerful shield against theforcesof evil (or
other powers) isthe Dominion: the holy area encompassing be-
lievers throughout the world. In every civilized area where the
Church has a number of believers, its power coversthe land. All
other supernatural forces are reduced in strength because of the
Dominion. Each church building is protected by it, and the altar
areais protected even more strongly.

Individuals with true faith are protected from magic and can
sometimes perform miracles, which are both rare and powerful.
Truefaith is described in the Saga chapter. Even those who do not
havetrue faith can give themselves a modicum of protection by
crossing themselves a the sght of evil, or by wearing specid
charms, such asrosaries. Thesecan bevery effectiveat protecting
the common folk against faeries and minor demons, but do little
against the powers of Hermetic magic.

Divine Areas

Most of thedivineareaissimply the Dominion, theareaof the
world inhabited by believersin the Church. On Sunday and on
holy days the power of the Dominion increases. At night and on
evil days the Dominion's power decreases. In addition to being
weakened (represented by the penalty on rolls), magic is more
temperamental and uncontrolled whenit is cast within therealm

Areas of Divine Power

Area Divine Power
Rural Area 1
Town 2
Metropolis 3
Consecrated Ground 35
Small Church 5

Large Church 6
Cathedral 8

Altar Area 10
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of the Church, so magi suffer anumber of extrabotch rollsequal
to the Dominion rating when casting spells.

Divine power inhibits all other powers. It keeps people safe
from the dangers of other supernatural powers. At its beg, the
Dominionallowsthehuman soul to expressitsdeepest beauty, so
itisinthe cathedrasthat onefindsthe most delightful music, the
most enchanting art, and the most transcendent philosophy.

Infernal Powers

Directly opposed tothe Churcharetheforcesof Hell, led by the
Princeof Darkness. Itisthechief goa of thedevilstotakethesouls
of humansto Hell, wherethey can betormented for eternity. This
they accomplish through subtle corruption of mortals and the
spread of evil. Devils dso take delight in causing pain, although
the earthly, temporary pain they causeistrivial compared to the
unending torment they can inflict on those whom they corrupt.
Magi have been known to control demons to do their bidding;
most magi, however, leave the infernal forces well enough aone,
since these cunning beings can warp even the strongest will.

Demons often perform evil through those who worship them,
diabolists. Diabolists have destructive magical powers, likethose
some magi have, but they are corrupted by the infernal source of
that power and tend to be demented by it. Diabolists have sold
their souls to the Devil in return for worldly power and sometimes
magical gifts. Themagical abilitiesor itemsgiventoadiabolist by
the Forces of Darkness are aways destructive, sometimes to the
user aswell astoothers. DiabolistsaretheDevil's proxieson earth,
causing harm and bringing more mortalsto the ways of evil. The
common people believe witches to be diabolists, and many think
the sameof magi. A diabolist getsthe same bonuses and penalties
as ademon for being in a supernatural area.

Diabolistsmakeexcel lent villainsbecauseeveryone hatesthem:
the magi, the Church, the peasants, and the nobility. Also, their
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magical powersmaketheminterestingfoes. Don't forget that they
might also havetheai d of oneor several demonsintheirwork, and
that their mundane organizations may be spread far and wide
throughout the socia spheres, including the Church, the nobility,
and even the Order of Hermes

Details of some different types of demons are given in the
Bestiary chapter.

Infernal Areas

Infernal power holds sway in cursed areas, where great evil
has been done, often where diabolists have had regular contact
with devils. The other powers are diminished in these cursed
areas, asarethenatural forcesof growthandlife. Fewlivingthings
prosper inareasunder infernal influence. Therecanasobefound
accursed caves that lead, eventually, to Hell itself.

Areas wherethe Devil has infected theland are cursed, rated
1-4. Wherethe Devil hasan exceptionally strong sway, therating
is5-10. At night the power of acursed place can grow up to double
itsdaytimelevel.

Areas of Infernal Power

Area Infernal Power
Where Demonic Evil has Happened 1

Diabolists Meeting Place 2
Devil Worship Site 3
Major Devil's Church 5
Infernal Area, WhereDemonsRoam 8
Gateway to Hell 10

Faerie Power

The Faeries are the most enigmatic of the great supernatural
powers. They are intelligent, capricious beings somehow tied to
nature. Their chief attributeisthat they are as much spirit asbody,
and therefore highly magical.

Faeries can be driven away by divine power, but the magi are
hard-pressed to affect them. Faeries are very resistant to magic,
and the best most magi can do is to hold them at bay.

Faeries are described in detail in the Bestiary chapter.

Faerie Areas

Faerie areas are magical tracts of wilderness where the faeries
live. They can wander throughout the wilderness and often meet
mortals who wander there as well, but they spend most of their
time in their enchanted groves, forests, caves, and ponds. Many
faeries find it impossible to leave the faerie areas, and those that do
spend much of their time out of the faerie lands or under the sway
of other powers are generally smaller and less powerful than their
wilder kin. In the larger enchanted areas there is sometimes an
entranceto eterna Faeridland itself. Here mortalsdo not naturally
belong, and those who enter often fail to return. Even if they do
return, they may find that a day spent in Faeridland is ayear, ten
years, a hundred years, or aonly minuteto the rest of theworld.
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Power Interaction Chart

Power Affected:
Magic Divine Infernal Faerie

Magical Area 110 + - 0 +/2
Dominion 1-2
35 3
6-9 2- X
10 X X
Infernal Place  1-7 2-
810 2+ X
Faerie Area 1-8 0
910 5- 2+
Key:
0 No effect

+ Add therating of the placetorolls. If thereisanumber
in front of the +, multiply the rating by that number
before adding it to rolls. +/2 means the bonus is
divided by 2 before being applied.

- Subtract the rating of the place fromrolls. If thereisa
number in front of the -, multiply the penalty by that
number before applying it.

X Supernatural powersof thistypedo not functioninthis
area.

Faerie areastend to berich in magic (raw visl), so magi areoften
tempted to explorethem in search of thiswealth. Raidson faerie
areas can be quite rewarding, though one never knows what to
expect upon entering afaerie area; they can bequitedangerous. As
a Storyguide simply describe it asbeing as weird, whimsical, and
wild asyou can. Normal reality simply does not function in the
heart of a faerie forest.

Areas of Faerie Power

Area Faerie Power
Outskirts of Faerie Wilderness 1
Faerie Woods 2
Important Site in Faerie Woods 3
Heart of a Faerie Forest 5
Outskirts of Faerieland 8
Faerieland 10



L ucienne concentrated her mind intently on her

rightindex finger, picturingitaflame. Shetriedtofocusthe power that she

knew was in her. The furrows on her forehead deepened as she strained to

complete the spell, repeating the magic phrases and gestures over and over

again. ltwasthesimplest of all the spells of flame, yet here shewas, four days after

herinitial attempt, still unableto light her ownwretched finger. Thefrustrationwasbe-
ginning to drag her into a mood of melancholy.

Perhaps Caeronwas right and she did not havethe Gift after all. All these days of effort
and agony for nothing. Lucienne's ire rose, and she angrily threw the weight of her
frustration intothespell. "No, | can doit, | havethe power — | amawizard." Suddenly,
athinwisp of smokedrifted off thetip of her finger. Surprised, she lost her concentration,
and the smoke was gone. "Damn," she'd ailmost had it.

Redoubling her effort, she let loose with all she had. She hated that finger which she
had been forced to stare at. She hated Caeron, she hated this cold, dark tower. She hated
having to sit here in the dark trying the same old thing over and over. Without trumpet or
other fanfare, her finger suddenly burst into flame. Not aweak, littleflamehovering over
her fingertip, but awhite-hot searing blaze covering her whole finger. Shocked, her eyes
’l’. locked upon the flame engulfing her finger, burning the flesh away, scorching thebone—
&' | proving that she did indeed possess the Gift. One second the flame was there, burningin
' J} fierce glory; the next, it was gone, doused by a handful of water. Clutching her hand,
Lucienne looked up to see Grimgroth's standing over her.

"Very good, bright one," he said, looking down at Lucienne'scharred finger. "Y ourwill
v is strong, but your control needsalittlework." Peering into her eyesagain, he continued,
P\ P | "Thelureof fireisstrong; don't let its charms lureyou onto the paths of destruction.” Then
) the pain of her injury flooded L ucienne's mind, and shefelt theworld spinning away into
darkness. When she finally awoke under Grimgroth's watchful eye, her finger was
healed, leaving only a scar and a dull ache.
"Now, about that little spell 1 used to douseyour fire..."
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S Spells &

he Order of Hermes has collected hundreds of spells
that have beeninvented, improved, and passed down
by the magi through the centuries. Thoselisted here
are the most generaly useful, interesting, and exem-
plary of these spells. In noway should these spellsbe
takenasadefinitivelistof spellsavail abletotheOrder of Hermes.
Use them as guides when you invent your own and use them to

Spell Format

Each spell has several factorsto describeit for game use.

T

Technique and Form- Thetechnique and form are shown by
the heading under which you find the spdl. Spells are arranged
first by their formsinalphabetical order, and then within each form
by technique. (SeetheSpell List.) Therearegeneral notesfor each
formand for someform-technique combinations. Read the notes
covering the spellsin which you specialize and keep them in mind
when you interpret these spells and invent your own.

Title- The titles given are the actual titles of the spells as
knownbythemagi. Titlesareoftenmetaphoricorfigurativewhen
they describe effectsnot easily described in mundaneterms.

Level (Lv)- Most spells are assigned a Level, which is a
multipleof 5. A Level 5 spell isvery weak, a15th Level spell isof
moderate power, and a 30th Leve spdl is extremely powerful.
Level dependson the power of the spell and onitsdifficulty. For
example, Gift of Reason (CrMe 30) has arelatively minor effect, but
itisadifficult onetoaccomplish, sotheLevel ishigh.

Some spellsaregeneral spells (abbreviated: Gen.), which means
they have no specific level, but represent several spells of various
Levels, all withsimilar butincreasingly powerful effects. A spell
to ward off mountain faeries, for instance, can beany Level, and
with progressively higher Levels you will be able to affect more
powerful faeries. Whilethe spellswelisthavelevelsasmultiples
of 5, thereisnolaw of magic that requiresnew spellstofollow this
pattern, thus you could haveagenera spell of 13thlevel.

Magi usetheterm magnitude torank spells. (Theterm "Leved"
isfor gameuseonly; charactersnever useit.) Themagnitudeof the
spell equal sthe number of pawnsof visneeded togivethe spell its
longer duration or to double its effect (1 pawn per 5 Levels). A
second magnitude spell would thus be Level 6 to 10.

Range- Thereare seven basic ranges of spells. Regardless of
range, a target must be seen or distinctly sensed to be affected
directly. You can throw a Pilum of Fire into the bushes and hope
you get the bandit hiding there, but you cannot cast the Curse of
Circe on thebandit unless you see him. (A paceis considered a
yard.)

Body: affectsyour body or mind only, not your clothingand so
on

judgethepower of spontaneous magic. M any of them canserveas
examples for severa other similar spells. For instance, a spell to
turnyouintoawolf canbeused asamodel for thespellstoturnyou
intoalargedog, adeer, apig, and soon.

Theseformul ai cspellsaretheheart of themagic system. They
are the spells that magi can cast withrelative surety, aswell asa
guide to spontaneous magic and to the powers of magic items.

Self: affectsonly youandyour accouterments(clothing, etc.)

Touch: affectsyou or whomever or whatever you touch

Reach: touchingor withintwo paces

Eye: eyecontact; onceyouestablisheyecontact, evenmomen-
tarily, you can hold it by casting the spell, and the target cannot
look away until the spell iscast. Normally eye contact isa most
automatic if your target iswithin ten paces, and someonewhois
avoiding eyecontact at all costscando so. Thosewho avert their
eyesbut still look inyour general direction (asonemustinasocia
setting or be conspicuous) must make Int rolls to avoid contact.
Spellsmai ntai ned through concentrationrequireeyecontactonly
inthefirst few seconds.

Near: within fifteen paces

Sight: seethetarget or otherwisesenseit distinctly; if theeffect
hasaradiusor diameter, you need only seethecenter of thecircle

Special (Spec.): auniquerange, described in the spell'stext.

Duration- Standard durations are described below. Thisis
how long the effects of the spell last. If a spell has two listed
durations separated by a dash, the first (shorter) isthe normal
duration and the second (longer) is the duration if the spell is
supported by raw vis, | pawn per 5 Levelsof the spell (two pawns
per 5 levelsfor ritual spells). Only spells that produce normal
results can be made permanent. Spellsthat produce unnatural
thingscan be madeto last longer with raw vis, but they cannot be
madepermanent. For example, you can turn someoneintoadog
indefinitely, but if you turn someone's head into a dog head the
effect will not last forever. A spdl's effects usually wear off
gradually, not suddenly at the instant the spell’'s duration ends.
Created things weaken and crumble to dust when the spell ends.

By concentratingforaround,youcanautomatically cancel any
spell (besidesan "instant” spell) that you have cast on yourself.

Concentration (Conc.)- Thespell lastsaslongasyou concen-
trateonit. Whendistracted or whenyou attempt todo something
dseinadditionto concentrating, you need to make Concentration
rolls to maintain the spell. If a concentration spell explicitly
involves speaking (as does Tongue of the Beasts, InAn 15), such
gpeech requires no concentration rolls.

Ring- The spdl createsan invisible magic ring which remains
in effect aslong asyou do not leaveit.
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Sunrise-Sunset (Sun.)- The spdl lasts until dawn or dusk,
whichever comesfirst. Dawn and dusk, for the purposes of these
spells, last about ten minutes, while the sun is on the horizon.

Moon- Lastsuntil both the new moon and the full moon have
come. |f cast before the night of the new moon, the spell lastsuntil
theriseof thenextfull moon. If castbeforetheriseof theful | moon,
it lastsuntil the night of the new moon.

Y ear- Lastsuntil thefourth seasona change. Thusaspell cast
in the spring would last through the summer solstice, autumnal
equinox, thewinter solstice, and up to thevernal equinox. Only by
casting one of these spells on a solstice or equinox can the spell be
made to last a full year. If the spell is temporarily cancelled
somehow, the effectsreturnat sunrise or sunset, whichever comes
first.

Permanent (Perm.)- The spell affects its target until it is
dispelled. Compare to "instant.”

Instant (Inst.)- Thespell worksfor only aninstant, after which
nature takes its normal course; its effects are permanent and
cannotbedispelled. If youburnsomeonewithaninstant spell, the
magicisgoneinamoment, but theburnsremain. Only itseffects
remain. If youcalmaragingbull withaninstant spell, thebull can
become angry again normally because the magic of the spell does
not continue to affect thebull. A spell withadifferent duration
keepsthebull camuntil thespell wearsoff. Sinceinstant spellsdo
not continue to work, they cannot be dispelled.

Special (Spec.)- Some spellshave uniquedurationsdetailedin
their descriptions.

Ritual- Ritual spells (designated by the word "ritual) require
fifteenminutesand1rawvispointforeach5Levelsof thespell. See
Ritual SpellsintheMagic Chapter.

Requisites- Requisitesthat apply whenever you learn or cast
aspell arelisted beforethespell description. Castingrequisitesare
listed at the end of the spell description.

Aimed- Spellsthat affect targetsindirectly require targeting
rolls. Y ouhavetoplacethespell intheright spottoaffect thetarget.
For instance, if you launch ablast of water at someone's eyes, you
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need notargeting roll to create the water, but you do need one to
have the water hit the target's eyes.

Description- Theeffectsof thespell. Sincemagicisvariable
andunpredictableand canbeusedinavariety of ways, therespon-
sibility for determining the effects in unusual situations lies with
the Storyguide. Descriptions cover about 95% of thecircumstances
inwhichthespellsareused. Under exceptional conditions(Sto-
ryguide's option, as always) the spells may have different effects.

Spellstend not tobeflashy, withbrightlightsand weird noises
thatyoumightbeusedtofromwatchingmovies. Magicisusually
subtle, and whileyou can see the effects, you can't always seethe
medium.

For general spells, thepower of theeffect dependsonthespell's
Level. OftenthelLevel isused asabonusonadieroll, and the total
determines the effectiveness of the spell.

Theterm "target" meansthesubject of the spell. Thetarget can
beaperson, animal, monster, object, area, or yourself.

Natural resistance(oftenStm, Size,orI ntrolls)isdescribedfor
spellsthat allow it.

Casting requisites (those needed to cast the spell in certain
waysbut nottolearnit) arelisted for somespells. Thephrase"ap-
propriate form for the target” indicates that the spell has several
possible requisites, which are determined by the target.

Spell descriptions give you the bare essentials to know what
you need to know in order to usethespell inagame. M any embel-
lishments, however, have been | eft out. You are free to add your
own interpretations, comments, and descriptions, both as Sto-
ryguideandplayer. Whenyouinventaspell, whetheritduplicates
one hereor iscompletely new, you can add whatever detail you
want. What hand gestures are involved? Does the spell create
soundsor smellsinadditiontoitsbasiceffects? Whatunforeseen
sideeffectsor uses doesthe spell have? Lavish your spellswith
detail and you will berewarded with moreinteresting play.

Spell Guidess Among the spells are a few simple descrip-
tions of spell effectsthat are not fleshed out asfull spells. Usethem
to guide inventing formulaic and casting spontaneous spells.

Notes on the Techniques

Creo- Things created are either independent or a natural
partof alarger being or object. For instance, a Creo spell could
grow back a severed hand or create a bird, but it could not
grow wings on a person. (That would be a Muto spell.)
Independent objects usually appear in your hand or directly
in front of you. You cannot create things inside of people to
kill them or other tricky maneuvers (unlessthe spell specifies
this use and has a Perdo requisite).

Intellego- Letsyou perceive things or see through them.
An Intellego Terram spell, for instance, could let you see
through walls. Thistechnique cannot affect the subject of its
spells, though those who are sensitive to such things might
realize that they are being spied on magically.

Muto- A Muto spell that causes something to grow
cannot be used repeatedly to cause the target to grow again

and again. A spell that doublesacreature'ssize, forinstance,
doublesitsnormal size, notitscurrent size. A creaturethatis
already doubleitsnormal size would not be affected by such
a spell.

Perdo- Most Perdo spells affect their targets directly,
using no intervening medium. Therefore, you usually need
no targeting roll to strike something with a Perdo spell.

Rego- A Rego spell does not change thetarget for good
orill;itmerely movesitor controlsit. Any damagingeffects
are secondary results. For instance, you can slam someone
intoawall witha Rego spell. Theeasiest way to move things
is to move the whole object evenly. To spin the object or to
movejust part of itismoredifficult.
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Animal Spells

Creo Animal Spells
Soothe Pains of the Beast
Weaver's Trap of Webs

Intellego Animal Spells
Image of the Beast
Shiver of the Lycanthrope
Tongue of the Beasts
Tongue of the Birds
Tongue of the Fish

Vision of the Marauding Beast

Opening the
Tomeof the Animal'sMind
Hunter's Sense

Muto AnimalSpells

Growth of the Creeping Things

Beast of Outlandish Size
Thelmmacul ateBeast

Transformationof theRavenous

Beast to the Torpid Toad
Steed of Vengeance
TheBeast Remade

Perdo Animal Spells
Agony of the Beast
Decay Fur and Hide
Alleviate the Serpent's Bite
Cripple the Howling Wolf
The Falcon's Hood
Cleanse the

Verminous Infestation

The Hunter's Lethal Arrow

Rego Animal Spells
Disguise of the Putrid Aroma
Soothe the Ferocious Boar

Panic of the Elephant's Mouse

Viper's Gaze

The Wizard's Sigil

15
20

10

15
20
20

10
10
10
15
20

Spells

Spell List

Circleof Beast Warding
The Gentle Beast
Mastering the Unruly Beast
Ward Against the
Beasts of Legend
Commanding the
Harnessed Beast

Aquam Spells
Creo Aquam Spells

Douse the Fire
Creeping Oil
Footsteps of Slippery Oil

Deluge of Rushing and Dashing

Mighty Torrent of Water
Lungs of Water and Death

Intellego Aquam Spells
Touch of the Pearls
Subtle Tongue of
Poison and Purity
Cadll of the Rushing Waters
Voice of the Lake

Enchantment of the Scrying Pool

MutoAquamSpells
Lungsof theFish
Breathof Winter
Bridgeof Frost
Grant Lungsof the Fish
Iceof Drowning
Cloak of Winter

Perdo Aquam Spells
Parching Wind
Incantation of Putrid Wine
Break the Oncoming Wave
Curse of the Desert
Vile Water of Sterility

20
20
25

25

30

10
15
20
25
35

10
15
25
30

10
15

25

10
15

25

When you invent a spell, alittle of your persona affinity to magicislikely to
makeitsalf known. If nothingdse, somelittlequirkinthespell will makeitdifferent
from the spdlslisted in this chapter. Magic is unpredictable and idiosyncratic; to
precisaly duplicateancther wizard'sspell isnearlyimpossible. Forinstance, if you
invent the equivalent of The Blessing of Childlike Bliss (PeMe 25), the spell might
work as normal, with the added detail that the victim's babble "Bama bama
bama..." Thedetail does not usually change the effectiveness of the spell. Many
wizardshaverecurrent quirksintheir spells. Onceknown, thesequirkscanidentify
certain wizards as having cast certain spells. This recurrent mark or quirk ina
wizard's spellsis termed by the Order of Hermes "the wizard's sigil."
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Rego Aquam Spells

Ward Against

Faeries of the Waters Gen
Cloak of the Duck's Feathers 5
Gift of the Floating Wood 10
Push of the Gentle Wave 10
Chaos of the Angry Waves 15
Waveof

Drowning and Smashing 20
Parting the Waters 25
Pull of theWatery Grave 25
Tower of Whirling Water 30
Neptune's Wrath 50

Auram Spells

Creo Auram Spells
Air's Ghostly Form 5
Stench of the Twenty Corpses 10
Chamber of Spring Breezes 15
Wreaths of Foul Smoke 15
Clouds of Summer Snow 20
Clouds of Rain and Thunder 25
Charge of the Angry Winds 30
The Incantation of Lightning 35

Breath of the Open Sky 40
Wrath of Whirling
Winds and Water 60

Intellego Auram Spells

Whispering Winds 10

True Sight of the Air 15

Sailor's Foretaste of the Morrow 20

Eyes of the Bat 25
Muto Auram Spells

BlastingWind, BlindingMist 10
Clouds of Thunderous Might 10

Rain of Stones 15
Talons of the Winds 20
Fog of Confusion 25
Heat of Hell's Impending Doom 35
Infernal Smoke of Death 40
Rain of Oil 50
Perdo Auram Spells
Air Clear and Pure 10
Thief of the Stolen Breath 10
Room of Stale Air 20
Quiet the Raging Winds 25
The Cloudless Sky Returned 30
Rego Auram Spells
Ward Against
Faeries of the Air Gen
Wind at the Back 5

Jupiter's Resounding Blow 10
Broom of the Winds 15
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Circling Winds of Protection 20 Rego Cérporem Spells The Traitorous Spear 20
Gathering of the Stormy Might 20 Spasms of the Lord of theTre_%_ 25
Wings of the Soaring W|_nd 25 Uncontrolled Hands 5 Freeing the Striding Tree 30
Pull of the Skybound Winds 45 Curse of the Unruly Tongue 10

Despair of the Ignem Spells
Corporem Spells Quivering Manacles 10 Creo Ignem Spells
Creo Corporem Spells Endurance of the Berserkers 15 Moonbeam 5
Free the Accursed Body Gen Gift of the Frogls L%S 15 Palm of Flame 5
Charm Against Putrefaction 5 Rise of the Feathery Body 15 Heat of the Searing Forge 10
Bind Wound 10 Awaken the Slumbering Corpse 20 Lamp Without Flame 10
Gentle Touch of the Gift of Vigor 20 Flash of the Scarlet Flames 15

PurifiedBody 15 Lifting the Dangling Puppet 20 Pilum of Fire 20
The Chirurgeon's Healing Touch 20 TheWalking Corpse 25 Arcof Fiery Ribbons 25
Restoration of the Defiled Body 25 Strings of the Ball of Abysmal Flame 30

UnwillingMarionette 30
The Leap of Homecoming 35
The Seven League Stride 45

The Severed Limb MadeWhole 30
Incantation of the
Body MadeWhole 45

Bladeof theVirulent Flame 30
Circleof Encompassing Flames 30

The Shadow of LifeRenewed 70 IntellegoIgnem Spells
Intellego CorporemSpells HerbamSpells %ago;}/ ?r?; X];Zes e 18
Physician'skEye 5 CreO.Herbam Sp_ells Vision of Heat's Light 20
Revealed Flawsof Mortal Flesh 10 Conjurethe Sturdy Vine 10 Wordswith the Flickering Flame 25
Sight of the True Form 10 J\;Zﬁ 8:‘ EPF?OIrErTStWI ningVines %g Sense of the Fires Nearby 30
szo,;r ;Ig‘;igh 15 Wall of Living Wood 25 Muto Ignem Spells
The Inexorable Search 20 Bridge of Wood 30 TheMany-Hued Conflagration 5
Tracingthe Intellego Herbam Spells ﬁ:;’r"r;’ etc’f':ti':: Flames and Smoke ig
Trail of Death's Stench 25 Probe Nature's Hidden Lore 5 Prison of Flames 15
The Eye of the Sage 30 Intuition of the Forest 10 Trapping the Fire 5
Muto Corporem Spells Hunt for the Wild Herb 15 Flames of Sculpted Ice 30
Evil Eye 5 Corjverse with Pl ants and Trees 25
Eyes of the Cat 10 Shriek of the Impending Shafts 25 Perdo Ignem Spells
DngUlse of the New VlS@e 15 cali ng the Council of theTrees 45 Quencf"] theRI pp] ing Flames 5
Arm of the Infant 20 Muto Herbam Spel]s Vg)gg;g%;;ﬂ;hﬂ ames ig
Prgttracr)cvattﬁ r;l\d Shrinking 20 Transformation Conjuration of Indubitable Cold 20
of the Thorny Staff 5 Well Without Light 25
Shape of the Woodland Prowler 25 Dance of the Staves 10 Wivard's Eclinse s
Curseof Circe ) 30 Twist the Living Tree 15 P
Gift qf the B_ea_r‘s Fortitude 30 Rope of Bronze 15 Rego Ignem Sp ells
Th_eS”entVIgll 30 Piercing Shaft of Wood 20 Tremulant Vault
Mistsof Change 30 Thaumaturgical of the Torch's Flame 5
Cloak of Black Feathers % Transformation of Light Shaft of the Night 10
Closkof Mist 40 Plantsto Iron 20 Leap of the Fire 15
Stance of the Patient Tree 40 Stir the Slumbering Tree 25 Ward Againgt Heat and Flames 25
TransformtoWater 45 Curse of the Haunted Forest 30 Burst of the Sweeping Flames 30
Perdo Corporem Spells
Touch of theIC)-I-oose Featrl?er Pirdo Herbam Spells Imagonem Spells
! 1 urse of the Rotted Wood 10
Invocation of Weariness 5 Wizard'sAutumn 15 Creo Imag()nem Spel]s
Grip of the Choking Hand 10 Plant's Whithering Bane 20 Restoration of theLost Image  Gen
Dust to Dust 15 The Great Rot 25 Fragile Image
The Wound the Weeps 15 Treading the Ashen Path 30 of the Painted Statue 5
Incantationof theMilky Eyes 20 Image of the Inanimate Thing 10
Twist of the Tongue 20 Rego Herbam Spells Phantasm of the Talking Head 10
Bane of the Decrepit Body 25 Ward Against Phantasmal Fire 15
Curse of the Leprous Flesh 30 Faeries of the Wood Gen Phantasmal Animal 20
Curseof the Whip of Thorns 5 Phantasm of the Human Form 25
Unportended Plague 35 Repel the Wooden Shafts 10 The Shadow of Human Life 40
TheKissof Death 35 Strike of the Angered Branch 15
ClenchingGrasp Tangle of Wood and Thorns 15 Intellego Imagonem Spells
of the Crushed Heart 40 Coilsof theEntangling Plants 20 Discernthe Imagesof
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Truth and Falsehood Gen
Discern Own Illusions 5
Image of the Past State 15
TheEar for Distant Voices 20
Eyesof the Past 25

Summoning the Distant Images 35
Visionsof theWanderingEye 45

Muto Imagonem Spdls
Restorethel mage Transformed Gen
Taste of the Spicesand Herbs 5
Aura of Ennobled Presence 10
[llusion of the Altered Image 10
Disguise of the

Transformed Image 15
Notes of a Delightful Sound 15
Image Phantom 20

Visonsof thelnferna Terrors 30

Perdo Imagonem Spells
Digpel the Phantom Image Gen

Taste of the Dulled Tongue 5
Removal of the

Conspicuous Sigil 10
Invisibility of the

Standing Wizard 15
[lusion of Cool Flames 20
Chamber of Invisibility 25
Silence of the Smothered Sound 25
Vel of Invisibility 30

Rego Imagonem Spells
Restore the Moved Image Gen
[llusion of the Shifted Image 10
Image from theWizard Torn 15

The CaptiveVoice 20
Wizard's Sidestep 20
Confusion of the

InsaneVibrations 25
[llusion of the Misplaced Castle 30
Haunt of the Living Ghost 40

Mentem Spells

Creo Mentem Spells
Returnof Mental Lucidity Gen
Words of theUnbroken Silence 5
Panic of the Trembling Heart 15
Risinglre 15
Memory of the Distant Dream 20
Pains of the Perpetual Worry 20
Weight of a Thousand Hells 25

Gift of Reason 30
Intellego Mentem Spells
Sense State of Consciousness 5
Sight of the Transparent Motive 10
Perception of the
ConflictingMotives 15
Frosty Breath of the Spoken Lie 20
Posing the Silent Question 25
Thoughts Within Babble 25

Spdlls

PeeringintotheMortal Mind 30

Muto Mentem Spells
Vision of theHaunting Spirit 5
Subtle Shift of Heart 10

Enchantment of Detachment 15
Recollectionof MemoriesNever

QuiteLived 20
Emotion of Reversed Intentions 25
Mind of the Beast 30

Perdo Mentem Spells
Lay to Rest the Haunting Spirit Gen
Tip of the Tongue 5
Trust of Childlike Faith 10
Cam the Motion of theHeart 15
Lossof ButaMoment'sMemory 20

Passion's Logt Feeling 20
Blessing of Childlike Bliss 25
Black Whisper 30

Rego Mentem Spells

Coerce the Spirits of the Night Gen
Ringof Warding Against SpiritsGen

Snap of Awakening 5
The Call to Slumber 15
Confusion of the Numbed Will 15
Aura of Rightful Authority 20
Scent of Peaceful Slumber 20
Incantationof

Summoning the Deed 25
SummontheHaunting Spirit 25
Exchange of the Two Minds 30
The Shrouded Glen 40
Enslave the Mortal Mind 50

Terram Spells

Creo Terram Spells
Tooth of the Staff 5
Clenching of the
Earth'sMighty Hand 10

Stone of the Hundred Shards 15
Rampart of Protecting Earth 20

Wall of Protecting Stone 25
Circle of the Faerie Stone 30
Opening the Earth’'s Pore 40

ConjuringtheMystic Tower 50
Intellego Terram Spells

Probe for Pure Silver 5
Eye of the Eons 10
Eye of the Treacherous Terrain 15
Tracks of the Faerie Glow 25
Stone Tdl of theMind that Sits 30
Sense the

Feet that Tread the Earth 35

Muto Terram Spells

Edge of the Razor 5
The Forgiving Earth 10

Supple Iron and Rigid Rope 10
Unyielding Earth 10
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The Crystal Dart 15
Hands of the Grasping Earth 15
Object of Increased Size 15
Rock of Viscid Clay 15
Earththat BreaksNoMore 20
Statue to Animal 25
Teeth of the Earth Mother 35
Perdo Terram Spells
Fist of Shattering 5
Pit of the Gaping Earth 15

Rusted Decay of Ten Score Years 15
Obliteration of

theMetallicBarrier 20
Cascade of Rocks 25
Stone to Falling Dust 30

Rego Terram Spells
Ward Against

Faeries of the Mountains Gen
Unseen Arm 5
Trackless Step 10
Wielding the Invisible Sling 10
The Earth's Carbuncle 15
Invisible Hand of the Thief 15
Unseen Porter 20
The Earth Split Asunder 25
Earth Shock 30
Creeping Chasm 35
Crest of the Earth Wave 50
Hermes Portal 75

Vim Spells

Intellego Vim Spdls
Wizard's Subtle Touch 5
Sense the Nature of Vis 10

Thelnvisible Eye Revealed 15
Scales of the Magical Weight 15

Perceive Magical Scent 20

Sense of the Lingering Magic 30
MutoVim Spdls

Shroud Magic Gen

Wizard's Boost Gen

Wizard'sCommunion Gen

Gather the Essence of theBeast 15
Perdo Vim Spells

Demon'’s Eternal Oblivion Gen

Disenchant Gen

Wind of Mundane Silence Gen
Rego Vim Spells

Aegis of the Hearth Gen

Circular Ward

Against Demons Gen
Maintaining the
Demanding Spell Gen

OpeningthelntangibleTunnel Gen

Waiting Spell Gen

WatchingWard Gen
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Spell Descriptions
Animal Spells

Animal spells affect all manner of natural
living things besides plants and humans, doing
to animals what Mentem and Corporem spells
do to people. Any animal-likebody or animal -
likemindcanbeaffectedby anAnimal spell. The
body of anintelligentanimal (suchasanintelli-
gent serpent or person whose body has been
turned to a beast) is affected by Animal spells
even thoughthe mind is affected only by Men-
tem spels. If a human body has animal parts
(suchasbat wings), those partscanbeaffected by
Animal spellseventhoughtherestof thebody is
only affected by Corporem spells.

UnlessPI'Sisusedtomakeitpermanent,food
produced by an Animal spdll provides no nour-
ishment, and the feeling of being sated vanishes
as soon as the spell wears of f.

Creo Animal Spells

Animals created by Creo Animal spellsare
inherently magical and haveaMagicMight of 5
+ Size. Theseanimals are not afraid of magi as
normal animalsare, andaresomewhat|oyal, but
they will not automatically follow your orders.
They die and rot away at sunrise/sunset unless
vismakesthespell duration | nstant.

Gen.: Counter amalign Animal spdll if you can
matchitsLevel onaroll of die+ Level of this
spell.

Lv5: Createabear's pelt (disappearsat sunrise/
sunset).

Lv 10 Produce enough mesat for five people.

Soothe Pains of the Beast: LvlS

Touch, Sun./Inst,
Theanimal touched can recover alost body level
by makingastressStmroll of 34+{ apply wound
penalty).

Weaver's Trap of Webs: Lv 20
Near, Sun./Y ear

Sticky spider webs as thick as string and strong
as iron grow amost instantly to fill an area 5
paces by 5 paces by 6 feet high. With supports,
the web can hang vertically, forming a wall;
otherwiseitactslikeanet. Everyoneinthearea
iscaught in the webs and immobilized. Breaking
free requires a Str roll of 12+, but someone who
is not trapped can use an edged weapon to cut
another personfreein threerounds. Contrary to
widespread opinion, fire is ineffective against
these webs.

Lv 25: Create a house cat.

Lv40: Create an elephant.

Lv 50: Create a griffin.

Intellego
Animal Spells

Whenyou try to get information from an ani-
mal, remember that their memories arefiltered
through their unique senses. For exampl e, dogs
remember muchabout theodorsof variousthings
but often forget details of how they looked.
Animals do not remember human words but
might remember toneof voiceandsuch. Youare
not likely to get exactly theinformationyou are
looking for.

To communicatewith ananimal you must
bringyourself totheanimal'smentallevel, which
might have strange (though usually temporary)
effectsonyou. Uninitiated observers might be
disconcerted.

Image of the Beast: Lv S

Body, Conc.
Givesyou ahazy mental imageof ananimal if
you hold somesignificant piece of its body, such
asaboneor severed paw.

Shiver of the Lyeanthrope: LvIO

Reach, Conc.
You feel a sudden shiver if you are next to a
person or beast that is actually alycanthrope.

Tongue of the Beasts: Lv15

Body, Conc.
You may hold a conversation with one land
animal.

Tongueof theBirds: LvI5
Body, Conc., Auram
Y ou may hold aconversation with a bird or bat.

Tongue of the Fish: Lv20

Body, Cone,, Aquam
Y ou may hold oneconversationwith any fish or
aguatic creature.

Vision of the Marauding Beast: Lv 20
Body, Conc.

By touching wounds created by abeast, you can

get animageof the beast from the perspective of

the person who was attacked, handy for finding

outwhatkilledyourgrog. Ifthevictimdidn't sse

the creature, however, you can't see it either.

Opening the Tome of
the Animal's Mind: Lv 25
Touch, Conc.
Y outouchthehead of theanimal inquestionand
read itsmemoriesof thepastday. Thefurtherthe

animal isfromhuman, theharderitistoreadthe
memories accurately. To get a fact from an
animal very dissimilar toahuman requiresa Per
roll of 6+, or 12+ if the fact is obscure. Since
normal animals are sensitive to magic, they
strongly resist your touch.

Hunter's Sense: Lv30
100yds.,Sun./Y ear

You sense the shapes and motivations of all
animal saboveacertainszethatcomewithin100
paces of you. You decide the size threshold
when you cast the spell, such as all animals of
Size-1 orgreater. If adeep, you seetheanimals
inadream and might not waken.

Muto Animal Spells

Animalsare notinfinitely mutable, and us-
ing too many of these spells for too long on an
animal can warp its natural constitution and
even destroy it.

Lv 5: Gradually turn meat into maggots, flies,
beetles, and other vermin. Sincethisiswhat
naturally happens to meat anyway, the
durationis Instant.

Growth of the Creeping Things: Lv 10
Touch, Sun./Y ear

Causes an insect, mouse, road, or other small
creaturetogrow tofour timesitsnormal sze. 1f
it was poisonous before, it is even more poison-
0uS NOW. Semi-poisonous creatures, like most
spiders, do +8 points of poison damage whilein
larger form.

Beast of Outlandish Size: Lv 15

Touch, Sun./Perm.
Increases the Sze of aland animal by +1. This
adds+2rodamage, +11050ak,-| to Defense,and
one body level.

The Immaculate Beast: LvI5

Touch, Sun./Perm.
Makes an animal into a flawless specimen of its
type, amplifying its outstanding features and
giving it +3onrollsrelated to its strongest fea-
ture. It will improve a hawk's vision, a race-
horse's speed, a draft horse's strength, etc.

Transformation of the Ravenous
Beast to the Torpid Toad: Lv20

Near, Sun./Perm.
Turnsany animal into atoad, unless it makes a
Szeroll of 9+. Birds are so dissimilar to toads
that they get a+2 bonuson theroll.
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Steed of Vengeance: Lv 25
Touch, Sun./Perm.

Turns a horse into a ferocious magical mount
with fangs and razor-sharp hooves. All Atkand
Damrolls get a+5bonus. Thehorsewill tolerate
a magus rider. When the spdl wears off, the
horse must makeaStmroll of 10+ or diefromthe
shock.

The Beast Remade: Lv30
Touch, Sun. /Perm., Corporem

Gives an animal ahuman form, though its men-
tality remains the same. Some feature of the
animal isretained inthehumanform. A former
dog might have an exceptionaly hairy human
body, and a former cat might let loose an occa
sional "meow."

Perdo
Anima Spdls

Lv5: Removefurfromany peltorlivinganimal .

Agony of theBesast: Lv 10

Sight, Conc.
Causes intense pain inan animal. Each round
thetarget must makeaStm+ Sizeroll of 9+ todo
anything but howl in pain.

Decay Fur and Hide: Lv 10

Sight, Inst.
Destroys an object made of animal fur or hide,
including wool and leather. Each casting de-
creases |leather armor's protection value by 3
points, and any arm or dropped to O protection or
lower is destroyed completely.

Alleviate the Serpent's Bite: Lv 10
Touch, Ingt.

Makes one dose of animal toxin harmless. If cast
ontoxin already in someone'sbody, it requiresa
Corporem requisite, and it keeps the person
from suffering further damage. It can make
poison ina poisonousanimal harmlessif you can
touch theanimal inquestion. No effect on herbal
or mineral poisons.

Cripple the Howling Wolf: Lv 15
Sight, Inst.
Cripples the leg of any animd of Szeup to +1,

Spdlls

sowing thetarget by at least half its speed. Stm
+ Szeroll of 12+ to resist.

The Falcon's Hood: Lv 20

Sight, Inst.
Destroys an animal's vision. Thetitle refers to
the hood used to cover afalcon'seyeswhenitis
not hunting.

Cleanse the
Verminous|Infestation: Lv25

Near, Ingt.
All spiders, snakes, rats, mice, lice, and other
little creatures emerge from their hiding places
and kill themselves or each other until all are
dain. Any animal Sze -3 or greater is not af-
fected. Affects one building such as a keep,
tower, or gatehouse.

TheHunter'sLethal Arrow: Lv 30
Touch, Inst.

Enchantsanarrowtoslay ananimal. Thearrow
must befired ontheround after the spell iscast.
If it hitsan animal, the beast must makea Stm +
Szeroll of 12+ ordie. If it makestheroall, it still
suffers normal arrow damage +10. Thetarget
gets normal magic resistance.

Rego Animal Spdlls

Disguise of the Putrid Aroma: Lv 5

Near, Conc.
Thetarget takes no interestin you aslong asyou
do not threaten it. A carnivore treatsyou as if
you were simply something that it would not
wanttoeat. Itretainsnormal interest, however,
inanyone dse nearby.

Soothethe FerociousBoar: Lv 10

Near, Inst.
Camsananimal until itisthreatened or aroused
again. Y ou must speak soothingly or musically
toit.

Panic of the Elephant's Mouse: Lv 15
Eye, Sun./Perm.

Makes an animal fear you by preying upon its

instinctivefears, causing it to try to escapeby the

quickest, most feasible meanspossible. Thetitle

refers to the elephant's legendary fear of mice.

Szeroll of 9+ toresist.

Aquam Spells

Aquam spells affect water and al other lig-
uids. It cannot affect liquids in a body, such as
blood; that would require a Corporem spell.

Creo Aguam Spdls

Water created without raw pis quenches the
thirst but provides no lasting benefits to the
drinker.

Creating flammable liquids, such as ail,
requires an Ignem requisite.

DousetheFire: Lv 5

Near, Ing.
Creates water inafireand putsit out if itisno
larger than a bonfire. Causes a good deal of
steam.
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Viper'sGaze: Lv 15

Eye, Spec.
Holdsan animal rigid aslong asyou can main
tai neyecontact and concentration.

Circle of Beast Warding: Lv 20

Spec,, Ring
Crestesamagical circlefifteenpacesacrossthat
no natural animal will enter. Lastsuntil you
leave the ring.

The GentleBeast: Lv 20

Eye, Sun.
Camsan animal, makingit nearly fearless. It
does not resist being ridden, shaved, or what-
ever dseyou canthink of. Combat, extremely
frightening circumstances, or any kind of wound
endsthespell. Theanimal mustbeSize+3orless.

MasteringtheUnruly Beast: Lv 25

Near, Conc.
Y oucanmentally control ananimal aslongasit
isinsight, makingit performany act of whichit
is capable. It isdifficult to maintain control of
particularly stubborn or fierce animals, such as
mules or boars.

Ward Against
the Beastsof Legend: Lv 25

Spec, Ring
Createsamagical ringaroundyousevenpacesin
diameter that lasts until you leaveit. The Sto-
ryguidesecretly rollsasimpledieand addsyour
Rego+Animal +Int. Nomagical beastcanenter
theringunlessitcanmakeaMysticPointsrol | at
least equal to this total. It rolls once when it
attempts to enter. The ring can be seen as a
golden-hued dome at certain angles during the
night.

Commanding
the Harnessed Beast: Lv 30

Touch, Moon
You implant a complicated command into an
animal, whichitthen carriesout to thebest of its
abilities. Thecommand mustinvolvecomplet-
ing acertain task, such as finding a certain per-
son. Vague orders, like "Protect me" do not
work. Iftheanimal hasnotcompletedthetask as
the end of the spell approaches, it becomes des-
perately ferocious, epecidly at night.

CreepingQil: Lvl 10
Spec., Sun./Perm., Ignem

Saturates porous material with oil. Theoil first
appearsasadotinthematerial andthen spreads
throughout it, saturating enough cloth to cover a
person. If used onaperson'sclothesand ignited,
the oil does +12 damage thefirst round, +6 the
second, and +0 the third.
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Footstepsof Slippery Oil: Lv 15
Sdf, Sun.

Nonflammabl e grease spreads out from each of
the next twenty footsteps you make, leaving a
slick ten paceswide. Theeffects of thegreaseon
movement depend on the surface covered. Qik
- Encrollsarerequired to remainupright when-
ever a character on the oil runs, changes direc-
tions, stopssuddenly, etc. A roll of 6+ isneeded
fortheaveragemaneuver, withrollsof upto 15+
needed to (for example) makearightturnat near
full speed on a smooth, greased surface.

Deluge of Rushingand Dashing: Lv 20
Near,Conc.

Causesastreamtoflood, starting at thestream's
nearest point to you and continuing one mile
downstream. As long as you concentrate, the
stream remainsat floodlevels. Anyonecaught
near the stream when it floods is struck by the
rush of water (+18 damage), caught up in the
flood, and dragged along. Every round, each
charactermakesaroll of Str+Dex +Swim-L oad.
A roll of 9+ meansthe character has escaped the
flood. Otherwisethecharacter dropsonefatigue
level and takes +10 damage. Any who fall un-
consciousdrown. Thisisrepeateduntil thechar-
acter either escapes the flood or dies.

Mighty Torrent of Water: Lv 25
Spec., Spec., Aimed (-3to +1)

A threefoot diameter coneof water spraysfrom
your outstretched arms towards atarget for up
tofiverounds. (Y oumust maintainconcentra-
tion). Anyone hit by thisgusher of water takes
+14 damage and must makea Str + Szeroll of
10+ or be sent flying back. Targetingisat -3 for
thefirstround, increasingby +1 for every round
itisaimed at the same target thereafter.

Lungs of Water and Death: Lv 35

Near, Inst., Perdo
Fillsatarget'slungswithwater. Thetarget falls
to the ground and can do nothing but cough up
water; Stm roll of 8+ to avoid drowning within
three minutes. Casting Requisites. Animal for
animals, Corporem for people.

Intellego
Aquam Spdlls

Touch of the Pearls: Lv 5

Touch, Ingt.
Tells you whether a liquid you hold or touch is
poisonous, just as a pearl sometimes does.

SubtleTongue of
Poison and Purity: Lv 10
Touch, Inst.
Determines dl the mundane propertiesof alig-
uid that you touch with your tongue.

Call of the Rushing Waters: Lv 15

100 miles, Moon
Guidesyou to any natural body of water whose
name you know. Once you have cast the spell,
you can hear the water whenever you concen-
trate. Following the sound brings you, eventu-
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aly, tothewater, but you must make Per rollsof
6+ to follow thesound accurately. (Roll once per
day forlongjourneys.) Bodiesof water whichdo
not move or make noise requirerolls of 9+ to be
traced.

Voiceof theLake: Lv 25

Near, Conc.
You can hold a conversation with a body of
water. A body of water usually knows about
things directly in contact with it, such as boats
and fish.

Enchantment of the Scrying Pool: Lv 30

Reach (500 miles). Y ear, Ritual, Imagonem
Turns a pool of water into a scrying pool. In-
nately magical people (including most compan-
ions with mystical virtues) who look into the
pool can seeany spot they know of that iswithin
sight of somebody of water. Theview isfromthe
perspectiveof that water. Maximumrangeis500
miles.

Muto Aquam Spdlls

Some Muto Aquam spellsinvolve heat and
cold, but are not Ignem spells, The distinctionis
that an Ignem spell uses heat asan intermediary
to effect a change while a Muto Aquam spell
effectsthechangedirectly. Forexample, youcan
turnicetosteamby applying heat withan Ignem
spell, but you can probably make the change
faster by using a Muto spell to make the change
directly.

Y ou cannot transform liquids within some-
one'sbody unlessthe spell isdesigned that way
(and has a Corporem requisite.)

Lv 5: Turnabottle of water into wine.

Lungsof theFish: Lvl 10

Body, Sun./Y ear, Auram
Turns water into air as it enters your lungs,
alowing you to breathe water as well as you
would air.

Breath of Winter: Lv 15
Near, Inst.
Turnsacircle of water up to 5 paces across into

Bridge of Frost: Lv20
Sight, Spec.

Causesathicklayer of frost (firmenoughtowalk
on) to form on the surface of some water. The
frost can take any shape up to 15 paces in any
direction. The bridge collgpses after 6 to 15
creatures have crossad over it (roll a simple die
+5). Only the Storyguide knows the number of
creatures that can cross. The bridge begins to
melt normally after an hour.

Grant Lungsof the Fish: Lv 20
Touch, Sun./Y ear, Auram
Allows a person to breathe water.

Iceof Drowning: Lv 25
Sight, Conc., Rego
Turnssomeof thewaterinacircle 10 pacesacross
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into jagged chunks of ice that pound against
anything on the water's surface. The ice can
punch holes in small boats but does not damage
ships. Any swimmersintheareatake +15dam-
age and suffer -5 and two extra botch rolls on
Swim ralls.

Cloak of Winter: Lv 30

Sight, Spec.
Over the course of an hour it snows and deets on
abody of water up to the sze of asmall lake (no
more that two miles in diameter), causing it to
freeze. If thewaterisrunning, iteither freezesup
(ifitissmall) orfillswithicefloes (if itislarge).

Perdo
Aqguam Spdls

Lv 5: Dry awet object up to human size.

ParchingWind: Lvl 10

Reach, Ingt.
Removes dl water from any inanimate object of
Sze-1 orless including plants (withaHerbam
requisite), possbly makingtheobject brittleand
fragile.

Incantation of Putrid Wine: Lv 15

Near, Ingt.
Makesall liquidsinyour presencevile, malodor-
ous, and mildly poisonous.

Break the Oncoming Wave: Lv 20

Sight, Conc.
Breaksall wavesandtorrentsof water (including
magical ones) asthey comes within 10 paces of
you.

Curseof the Desert: Lv 25
Near, Ing.

Removes much of the fluid from the target's
body, doing +16 damage, which can only be
soaked with Stm + Sze. The target must drink
within an hour of being struck with thisspell or
die. Casting requisites: Animal for animals,
Corporemfor humans.

VileWater of Sterility: Lv 30

Sight, Perm.
Ruins a body of water up to the sze of a small
lake, makingitunfitfornatural lifeor consump-
tion. The water becomes dark and murky, and
noxious fumesemanate fromit. Vegetationon
the banks either dies or becomes corrupt.

Rego Aguam Spdlls

Ward Against
Faeries of the Waters: Gen.

Spec, Ring
Createsaninvisiblering 7 paces acrosswithyou
at thecenter; it lasts aslong asyou remainwithin
it. Whenthering iscreated, the Storyguiderolls
asecret smpledieand addsthe Level of the spell.
No water faerie whose Fagrie Pointsare equal to
or less than the result can enter the ring.
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Cloak of the Duck's Feathers: Lv5

Touch, Sun. (Spec.)
Makes water run off one object or creature, pro-
tecting the target and the target's apparel from
dampness. It lasts until the target is submerged
in water or until sunrise/sunset.

Gift of the Floating Wood: Lv 10

Near, Sun. (Spec.)
Letsany object or creature of Size +3 or smaller
float in water. Lasts until the object leaves the
water or sunrise/sunset.

Push of theGentleWave: Lv 10

Near, Conc.
A low wave is formed to propel a small boat
slowly throughthewater.

Chaos of the Angry Waves: Lv 15

Sight, Conc.
Causeswatertochurnwildly, overturning small
water craftinacircular area20 paces across.

Spells

Wave of Drowning
and Smashing: Lv 20
Sight, Inst.

Raisesa5foot high, 30 pacewide, wavethat can
submerge swimmers, overturn rowboats, and
damagesailing ships. Itstartsasasmall, curved
waveand growsfor the first 10 paces, at which
point it reaches maximum size. If it travels 100
paceswithout striking an objectlargeenoughto
break it up, it dissipates.

Parting the Waters: Lv 25

Near, Conc.
Parts a body of water up to 50 paces across,
revedling a dry path 5 paces wide along the
bottom.

Pull of the Watery Grave: Lv 25
Sight, Conc.

Creates a strong undertow which pulls any ob-
jectsmaller thanarow boat 25 fathomsinto the
depths. (Theeffectsof thissubmersionweleave
up to your imagination.) Those caught in the
undercurrent must make rolls of 9+ on aStr +
Dex + Swim- Load roll to avoid being dragged
down.

Auram Spells

Auram spells are powerful because the de-
ment of air isubiquitous. Their weaknessisthat
air is not usualy violent like fire nor strong like
earth. Auram, however, dso incorporates most
weather phenomena such as storms, lightning,
rain, mist, and falling snow.

Auram spellsusually affect air as phenom-
ena(winds, odors, etc.) rather thanair asagas (a
modern conception).

By their nature, Auram spdls cover large
areas with poorly defined borders. The areas
given in the spell descriptions are not exact, but
describe the general boundaries of the effects.
For exampl e, consider thetask of makingastorm.
Storms are naturally large things, and making a
small onethat would affect aroom-sizeareaisno
easier than making amore natural, larger storm.

Creo Auram Spdlls

Air'sGhostly Form: Lv5

Spec,, Inst.
A thickfogformsaroundyou. A breezecanpush
the fog around. The fog dissipates at its natural
rate, which can be as rapid as a minute.

Stench of the Twenty Corpses: Lvl 10
Near, Inst.

Makes the surrounding air stink horribly of rot-
ting corpses until the odor dissipates naturally.
All thosewithin 10 pacesof thetarget point must
makeStmrollsof 6+ or actwitha-3 penalty onall
ralls. Anyonewho botchestheroll vomitsandis
incapacitated. Personality rollsare necessary for
someone to enter the areavoluntarily.

Chamber of Spring Breezes: Lvl 15

Reach, Sun./100years
Createsbreezesof freshairthatcontinually move
througharoom, keepingtheairbreathabl e, even
if theroomisairtight.

Wreaths of Foul Smoke: Lv 15
Near, Inst.

Thick, yellow, sulphuric smokerisesupfromthe
oot you designate, filling acircular area 9 paces
across. It blocks sight and each round anyone
breathing the smoke must makeaStmroll of 9+
orloseafatiguelevel Onceacharacterisuncon-
scious, further levels lost arc body levels. The
smoke dissipates naturally.

Cloudsof Summer Snow: Lv 20

Sight, Inst.
Creates clouds that drop snow over 4 square
miles. Once created, the clouds behave as nor-
mal snow clouds and dissipate within an hour.
This spell does not affect temperature.

Clouds of Rain and Thunder Lv 25
Sight, Inst.

Creates asevere rainstorm, including lightning
and winds, covering 4 square miles. (If the
temperatureisbel ow freezing, thestormmay be
ablizzard. If the temperatureis high, the storm
isbrief.) It takes half an hour for the cloudsto
form and start raining. The stormragesfor ten
minutes and then calms down to nothing over
the next twenty minutes.
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Tower of WhirlingWater:Lv130
Near, Conc.

From alarge body of water you form a water-
spout which moves under your mental direc-
tion. It causes+14 damagetoanyoneit hits(no
Atk roll necessary). In addition, those struck
must make Qik - Encrollsof 8+ to avoid being
sucked up the waterspout. Those that fail arc
helplessly pulled into the spout and begin to
drownimmediately. Whenthewaterspout fails,
they fall up to 20 feet to the water surface. If you
direct the waterspout to move across land, you
must make an Int + Concentration roll of 10+
each round tomaintainit.

Neptune's Wrath: Lvl 50
Sight, Ingt., Ritual

A giganticwaveiscreatedinavery largebody of
water. Thewave, whichisover 20 feet high and
uptoamilewide, iscapabl eof capsizingshipsat
sea, smashing and drowning people near the
shore, andutterly destroyingcoastlinecommu-
nities. Thetidal wave needs 5 miles of water
surfaceto build itsdf up to the proper propor-
tions.

Charge of the Angry Winds: Lv 30
Spec., Conc. (5 rounds)

A wall of wind roarsaway from you, starting up
to 10 pacesaway and continuing upto 30 paces.
Thewindis5paceswide. All withinthisarea
must make Dex + Sizerollsof 10+ or fall down.
Therollsmustbemadeatthestartof thegaleand
each subsequent round that the wind is main-
tained. Y oumustconcentrateonthegaleandcan
maintainitforupto 5rounds. Missilefireintoor
outof thegaleisfutile, and marchingagainst the
gaerequiresa Str + Sizeroll of 16+. Failurein
thisattempt demands another Dex + Sizeroll of
12+ to keep from falling.

The Incantation of Lightning: Lv 35
Near, Inst., Aimed -3

A lightning bolt shoots forth from your out-

stretched handinthedirectionyouarepointing,

doing+45damagetothetargetithits. Thosenext

to thebolt must make Szerollsof 6+ toremain

standing.

Breath of the Open Sky: Lv 40
Sight, Conc.,, Ritual

You call up awind capable of devastating a
countryside. Y ou must stand under the open sky
to cast this spell Once you have completed the
ritual, a breeze picks up from behind you. As
long as you face the same direction, the wind
grows in speed and width. After an hour has
passed, thewindisagaleroaringoverthevisible
countryside. Ifyouturnaway fromyour original
facingformorethan afew seconds, you will have
tomakeaConcentrationroll of 12+ to keep the
spell going. If you turn away for a minute or
more, the spell ends.
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Wrath of Whirling
Windsand Water: Lv 60

Spec,, Inst, Ritual
Creates a hurricane 45 miles wide. The winds
and rain cause immense damage along shore-
lines. Can only be cast at sea or at the coast.

Intellego
Auram Spdlls

Lv 5 Sense poisonous vapors.

WhisperingWinds: Lv 10

Sight, Conc., Imagonem
Y ou can hear words spoken by anyone within
your line-of-sight, provided no solid barrier
(including glass) intervenes.

True Sight of the Air: Lv 15

Body, Conc.
Lets you see clearly through all manner of ob-
scurement in the air, including smoke, fog, and
dust, even if they are magical.

Sailor'sForetaste
of theMorrow: Lv 20

Sight, Inst.
You know precisely what tomorrow's weather
will be and can get a general impression about
the weather in the week ahead.

Eyes of the Bat: Lvl 25

Body, Spec., Imagonem
Y ou can move about confidently in pitch black-
ness by sensing air and its boundaries (i.e. where
solid objects are). The spell ends when you can
see normally or stop using the blind navigation
for any reason.

Muto Auram Spdls

Lvl 5: Createthesound of chimes(with Imagonem
requisite).

Blasting Wind, Blinding Mist: Lv 10
Near, Inst.

Doubles the strength of some minor air phe-

nomenon, including fog, smoke, odors, etc.

Cloudsof ThunderousMight: Lv 10
Sight, Inst.
Turns rain clouds into a full-fledged storm.

Rain of Stones: Lv 15

Sight, Conc., Terram, Aimed
Turnsraindropsinto stonesjust beforethey strike
the target, causing +15 damage per round of
exposureto rain.

TalonsoftheWinds:Lv20
Near, Inst

Transformsawindintoanabrasivemediumthat
tearsand clawsat everything initspath. Itisup
to 20 paces wide and blows through 40 paces
before ending. Soft materials like leaves and
cloth are shredded, and people take +5 damage
from innumerable bloody cuts and abrasions.
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Not surprisingly, thisspell hasa certain demor-
alizing effect onitsvictims.

Fog of Confusion: Lv 25
Sight, Sun./Y ear, Imagonem

Turnsall the fog within 5 miles of the center of
the spell into a silvery mist too thick to see
through. Random screams, thumps, hisses and
other noises harass and confuse anyone within
thefog, perhaps even leading them into danger.
Peoplehaveextremedifficulty navigatinginthis
fog, especially through unknown terrain. Seven
people you choose can see normally through the

fog-

Heat of Hell'slmpending Doom: Lv 35
Spec., Conc./Moon, Ignem, Ritual

A huge waveof heat comes rolling over thearea

inamile radiusaround you, with the exception

of theareawithin 10 feet of you. Thisheat cals

for a Fatigue roll of 8+ every round, and body

levelsarelost oncefatiguelevelsaregone.

Infernal Smoke of Death: Lv 40
Sight, Conc., Perdo

Turnssmokeinto avile poison that ests through
soft materials (like cloth) and poisonsall within
it. Anyone in the cloud of smoke takes +35
poisondamage (onceonly), and various material
objects are damaged or destroyed. While you
concentrate, any new smoke formed becomes
poisonous, but even after you stop concentrating
the poisonous smoke coheres and remainsdeadly.
It dissipates only after several hours. If not
controlled, it rolls along the ground poisoning
everythinginits path.

Rain of Qil: Lv 50
Sight, Spec., Ritual, Ignem

Turnstherainof astormintodropletsof oil. The
rain of oil continues as long as the storm does,
drenching thelandscape with flammableliquid.
A spontaneous Creo Ignem spell of Level 30+
could ignite the storm so that the oil burnsasit
falls.

Perdo Auram Spdlls

Lv 5: Stop abreeze.

Air Clearand Pure: Lvl 10

Near, Inst.
Digpels anair phenomenon, such assmoke, haze,
or odor.

Thief of the Stolen Breath: Lv 10

Near, Inst.
Takes a creature'sbreath out of its lungs,causing
panic and an instant drop of one fatigue level
plus a second level unless a Stm roll of 7+ is
made. Casting prerequisites: Corporem for
people, Animal for animals.

Room of Stale Air: Lv 20

Near, Inst.
Makes the air in aroom stuffy and uncomfort-
able. Any creatureswhich breathe air suffer a-
3penalty onall ralls. Inaddition, foreachround
of exertion, acharacter must makeaFatigueroll
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of 6+orloseafatiguelevel. Thismay causepanic
in some creatures or people.

Quietthe RagingWinds: Lv 25

Near, Inst.
Stopsthewind near you, leavingonly calmair.
Calmsany forceof wind, magical or otherwise.

The Cloudless Sky Returned: Lv 30

10 miles, Inst.
Clearsthesky completely of any cloudsor other
meteorol ogical activitywithinonemileofyou.

Rego Auram Spdlls

Ward Against Faeriesof the Air: Gen.
Spec., Ring, Vim

As Ward Against Faeries of the Water (ReAq

Gen), but for faeries of theair.

Wind at the Back: Lv 5

Reach, Spec.
A freshbreezefollowsyouuntil youstoptravel -
ing. Itwill causefog or hazeto follow you.

Jupiter'sResounding Blow: Lv 10

Near, Inst, Aimed
Creates a thunderclap; anyone directly under-
neathmust makeaStmroll of 9+ or bedeaf ened.
If deafened, thetarget getsanother Stmroll each
minuteand recoverswitharoll of 8+.

Broom of theWinds: Lv 15
Near, Inst.

Whips up violent, swirling winds around the
target, who must make a Size roll of 10+ to
remain standing. The target can also resist by
making aStrroll of 9+ if holding onto astrong
support. Ifbothrollsfail, thetargetisknockedin
arandomdirection; roll asimpledie: 1-down; 2
or 3- left; 4 or 5- forward; 6 or 7- right; 8 or 9-
backward; 10- up twelve feet and dropped.
Damagedependsonwhat obstructionsarestruck.

Circling Windsof Protection: Lv 20
Reach, Spec.

Surrounds you with winds that circle you at
great speed. Since the wind picks up dust, you
may beobscured. Anyonestanding near enough
toyou to attack you with a hand weapon must
make a Sze roll of 9+ at the beginning of each
round or beblownaway. Meleeattacksagainst
you areat -2 Atk, and missileor thrown weapon
attacks are at -10. The winds continue for 5
rounds after you end concentration.

Gathering of the Stormy Might: Lv 20
Sight, Inst.

Callsthesurrounding cloudsinto astormwithin

one hour. The sze of the storm depends on the

amount of cloud cover available. This spell

cannot be used under aclear sky.

Wingsof the SoaringWind: Lv 25

Sdf, Conc.
Causes amassive gush of air around you which
supportsand pushesyoualongthroughtheair at
Speeds up to 40 miles per hour. It is dangerous
for extended travel, because you might easily
lose your concentration.
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Pull of the Skybound Winds: Lv 45

Sight, Conc.
Makes winds rise upward, pulling one object,
creature, or person 50 feet into the sky before

Spdlls

letting it dropto the side. Evenasmall building
can be torn from its foundation by this spell.
Suchabuilding canbe no larger than20feettoa
sideand cannot bebuilt out of amaterial heavier

Corporem Spells

Corporem spellsdeal withbodies, human or
human-like, and anything that involves those
bodies. Most faeriesarehumanoid enoughtobe
affected by Corporem spdlls.

Creo
Corporem Spdls

Many Creo Corporem spellsare most useful
as permanent spells, requiring raw vis. A spell
that binds your wounds without using raw vis
lets your wounds open again by sunrise or sun-
set, whichever comesfirst.

No spell can restore fatigue levels.

Freethe Accursed Body: Gen.

Touch, Inst.
Cancels the effects (short of death) of amalign
Corporem spell, such as Twist of the Tongue, if
you can match the Level of the gpdl on die +
Level.

Charm Against Putrefaction: Lv 5

Touch, Moon. /Perm.
Prevents decay of a human corpse. Necroman-
cers use it to preserve their revived corpses.

Bind Wound: Lv 10

Touch, Sun./Inst.
A wound is seded by magical means, stopping
any bleeding. Any subsequent recovery rollsare
madeat +1.

GentleTouch
of thePurified Body: Lv 15

Touch, Sun./Inst.
Stops the progress of any disease of typical
strength. It does not remove damage that has
already occurred nor curesuchdreadillnessesas
leprosy.

TheChirurgeon'sHealing Touch: Lv 20
Touch, Sun./Inst.

The person touched can recover a lost body level
by making a stress Stm rall of 3+, to which is
added the Chirurgy skill of anyone who has
successfully tended the wounds. Also, subtract
the wound penalty from theroll. Does not heal
damage from poison or disease.

Restoration of the Defiled Body: Lv 25
Touch, Sun./Inst.

Removes the crippling or malignant effects of

poison, disease, or premature aging. The effects

of natural aging cannot be undone by thisor any

other spell.

The Severed Limb MadeWhole: Lv 30
Touch, Sun./Inst.

A limb which has been detached from the body
can be reattached, but any decay that has oc-
curred onthe severed limb remainsafter the limb
isreattached. After a day of decomposition, a
limbisweak. After sevendaysitisnearly usdess
and infects the character on whom it is replaced
(Stm roll of 6+ or die). After two weeks it is
completely usdess.

Incantation of the
Body MadeWhole: Lv 45
Touch, Sun./Inst.

Healsall damage to a human body at the rate of
one body level per round. You must maintain
concentration for the rounds during which the
spell isbeing cast. Y oumustlay acloak, blanket,
or similar covering over the recipient to cast the

spell.

The Shadow of Life Renewed: Lv 70
Reach, Inst., Ritual, Mentem

Brings the semblance of life to a corpse. During
theritual, healing spellswill work on the corpse,
and the body must be returned to physica
wholeness, or it smply dies again once it has
been brought back to life. For each day the the
person has been dead, roll for characteristic loss
asfor aging. Whentheritual iscomplete, roll a
die to determine the success of the attempt. 1-
body dissolves, 2- body possessed by demon,
faerie, etc.; 3- mindless, usdlessliving corpse; 4
or 5- automatonwith no abilitiesover 3; 6 or 7-
automaton; 8- personwithself-direction but no
personality and somehow dangerously de-
mented; 9 or 10- person with will, but no
personality. In any case, the revived person is
not truly alive and is unable to gain experience
points. Also, the character must make an aging
roll eachyear regardlessof age. Thisisthe closest
the Order of Hermes has gotten to raising a
person from the dead.

Intellego
Corporem Spdlls

Physician'sEye: Lv5

Sight, Inst.
Determines the general health of asingle person.
Specific afflictions appear to you as areas of
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thanstout wood. Whereitdrops, nobody knows,
but perhaps a Finesse roll of 12+ would let you
choose.

yellow on the person'sbody. A Medicine + Per
roll isrequired to identify unusual diseases.

Revealed Flaws of Mortal Flesh: Lv 10
Sight, Inst.

You are able to find any medical defects in the
person or being that you see. 'Y ou must possess
something of emotional valuetotheperson.

Sight of theTrueForm: Lv 10

Sight, Inst.
You s the true, original form of any person
whose form has been changed or masked.

WhispersThroughtheBlack Gate: Lv 15
Reach, Conc., Mentem

Youcan, figuratively, talk throughthe gatethat

stands between the dead and the living, letting

youspeak withacorpsethat hasnot yet decayed

into askeleton nor been buried by Church burial.

All those around you can hear the voice of the

corpse.

Thelnexorable Search: Lv 20
100 miles, Conc.

Determines the location of a specific person. To
cast the spell, you need a map and something
intimate to the person sought, such as a lock of
hair, or afingernail. After castingthespell, you
can move your finger (or other focus) over the
map at the rate of one hour per square foot.
Whenyour finger passesover the person'sloca-
tion as represented on the map, you sense the
person'spresence. (Ifthepersonisnotinthearea
covered by the map, no sensations result.) You
can locate the person to within athumb'swidth
on the map. Thus a map with a larger scale
providesmorepreciseinformation. A mapof a
kingdom would reveal in what area the person
is. A map of acity would reveal inwhat neigh-
borhood. Eachcasting of thespell allowsfor the
searching of one map.

Tracing the Trail
of Death'sStench: Lv 25

100 miles, Conc.
Findsthecorpseof any beinginthesamemanner
asthat described for The Inexorable Search (InCo
20). Someobjectintimatetothebeingisneeded.

TheEyeof theSage: Lv 30

100 miles, Conc. (1 hour), Imagonem
Lets you see the specified person and what is
withinonepaceof that person. Theimageisclear
enoughtoallowreading. Thevisionlastsforan
houror until concentrationisbroken. Tocastthis
spell, youneed someobject intimatetothetarget.
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Muto
Corporem Spdlls

These spells transform people somehow.
There are beneficia spdls to cast on yoursdlf and
onyour compatriots and harmful spells to cast
onyour foes.

Transformations usually do not completely
eradicate the original form; something of the
original remains. If you turn a fat, one-armed
man into a wolf, the wolf will be fat, three-
legged, andmale. Likewise, transformations can
have subtle (and sometimes dramatic) perma-
nent effects. Someone who spends a long time,
say amonth, as an animal will begin to act and
think like that animal. Eventually, such indi-
viduals might lose their human identities ato-
gether. What'smore, someonetransformed back
intoahuman might temporarily or permanently
retain some features gained in the transforma-
tion. Someone turned into a rabbit and back
mightkeepafondnessfor carrotsorunnaturally
long ears. Transformations are tricky things.

Muto Corporem spells cannot alter a person's
mind, so they leave the transformed person's
intelligence and knowledge intact. Magi can cast
spellswhileinanimal form, but they suffer the
normal -15 penalty for casting without handsor
voice. Any &hilitiesthat the animal form has, the
transformed person has as well, though it takes
aday or so of experienceto get used to theform.
To change accoutrements along with the body
reguires requisites. For example, one needs a
castingrequisiteof Animal forleather,of Aquam
for any liquids carried, Terram for metal objects
(including studs in armor), etc. Accoutrements
are transformed only if they are actually being
worn, notjust carried inthe hand. Anything that
does not transform with the body, because the
casting magus chooses not to use the casting
requisitesfor it or because the Storyguide rules
that it is not sufficiently a part of the target's
worn equipment, fallsto the ground.

Evil Eye Lv5

Near, Sun./Perm.
Enlarges the | eft eye of the target, malforming
the face and producing a gridy visage.

Eyes of the Cat: Lv 10

Body, Sun./Y ear, Animal
Y ou gaintheeyesof acat, whichallow youtosee
in darkness (but not the absolute lack of light).

Disguise of the New Visage: Lv 15

Body, Sun./Y ear
Your facial features are transformed to any
approximately humanconfiguration.

Arm of the Infant: Lv 20

Near, Sun./Y ear
Turnsaperson'sarminto anarm half itsorigina
length and pudgy like an infant's.

Preternatural
Growthand Shrinking: Lv 20
Body, Sun./Year
Adds+1 toyour normal Size or decreasesit 1 or

Chapter 5

2 points. An extraSize point gives one +1 Soak,
+1 Str,anextrabody level,and-1 Def. Eachpoint
lost has thereverse effect.

Shapeof theWoodland Prowler: Lv 25
Sdf, Sun./Perm. Animal

Y ou place a wolfskin over yoursalf and turn into

awolf. You may change back at will. Casting

requisites: variousformsfor accoutrementsyou

choose to transform.

Curseof Circe: Lv 30

Eye, Sun./Perm., Animal
Turns a person into a pig. Casting requisites:
various forms for accoutrements you choose to
transform.

Gift of the Bear's Fortitude: Lv 30
Body, Sun./Y ear

Y our flesh becomes resistant to physical dam-
age. You get +10 on Soak rolls until you botch
one. If thedurationis "Year," your resistance
comesback after either sunriseor sunset, which-
ever comesfirst. Your fleshistough and insen-
sitive; anyrollsthatinvol vesensitivetouch(such
asfor picking alock) areat -2.

TheSilent Vigil: Lv30
Sdf, Spec., Terram

You can move into and become part of a rock
formationthat isat least twiceyour size. While
in the stone, you can hear what is going on
around you, but you cannot use other senses
Thegpdl lastsuntil you come out, and you must
come out whereyou came in. Whileinside the
stone, you have no need for food or drink, though
you do age. Ralls to recover from fatigue or
woundstaketwiceaslongto makewhileyou are
in the stone.  Casdting requisites: various forms
for any accoutrementsyou chooseto transform.

Mists of Change: Lv 30

Spec., Moon/Perm., Ritual, Animal,

Auram
Asthisspdl iscast, awhippingwind arisesand
patches of mist beginto roll acrossthe landscape.
Sometimes, a patch of mist suddenly stops and
envelops a person for a few seconds, during
which time the victim cannot move. When the
mist blows away and continues its course, the
person has been transformed into a random
creature. Roll a smple die to determine the
result: 1- Raven, 2- Horse, 3- Brown Bear, 4-
Large Toad, 5- Ferret, 6- Viper, 7- Boar/Sow, 8
Dog, 9- Black Cat, 0- Other (Storyguidepicks, be
cruel). The people transformed partially retain
their human minds but inherit al the passons
and instincts of their new forms.
The mist covers an areawith aone mileradius,
whose center must be within 10 miles of you
when you cast the spell; and it lasts an hour. It
affectsabout oneintenof thepeoplewhoremain
within the radius for the full half hour. (To see
whether a given character falls victim, make a
gressroll. A O indicates that the spell has af -
fected the character.) Once the transformations
begin, people will redize the nature of the mist
and flee the cursed area.
Casting requisites: various forms for any
accoutrements you choose to transform.
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Cloak of Black Feathers: Lv 35

Sdlf, Sun./Perm., Animal,Auram
Y ou hangasmall capeof ravenfeathersonyour
back and turn into a raven. You can revert to
humanformatwill. Castingrequisites: various
forms for any accoutrementsyou choose to trans-
form.

Cloak of Mist: Lv 40

Body, Sun./Perm., Auram, Aquam
Y our body becomes a thick, cohesive mist of
approximately humansize. Y ou canfloatthrough
theair at walking peed and sse and hear what is
going on around you. You can seep through
cracks but cannot move through solid objects.
Y ou can return to your normal format any time.
When returning to human form, you can grow
intoasetof clothesso that youwill not benaked.
(Magi, after dl, must retain their dignity.) As
mist, you aresubject to theforceof winds.
Casting requisites. various forms for any
accoutrements you choose to transform.

Stance of the Patient Tree: Lv 40
Sdf, Sun./Perm., Herbam

Y ou turn into an oak tree about a foot thick and
12 feet high. Y ou can sense only the most basic
things, suchasnightandday, strongwinds, and
thingsthataffectyouphysically. Castingrequi-
stes: variousformsfor any accoutrementsyou
choose to transform.

TransformtoWater: Lv45

Body, Sun./Perm., Aquam
Y outurnyourselfinto water, onepintfor every
poundyouweigh. Aswater, youcanholdyour-
f together unless someone makes an effort to
break part of you off. You can roll across the
ground dowly, butyou cannot moveuphill. Y ou
can hear sounds, feel things touching you, and
sense the temperature. If you return to your
normal formwhile occupying clothing, you can
grow into those clothes. (Once again, dignity!)

Perdo
Corporem Spells

These spdlls harm people directly and usu-
ally permanently.

Touch of the Goose Feather: Lv 5

Near, Conc.
Thetarget must make a Stmroll of 7+ or let out
aloud sneeze. Spell-casters must make Concen-
tration + Int rolls of 15+ to maintain concentra-
tion, and othersget -1 on most activities.

Invocation of Weariness: Lv 5

Near, Inst.
Thetarget must make aFatigueroll of 9+ or lose
afatigue levd.

Grip of theChoking Hand: Lv 10

Near, Conc.
Thetarget feelsan invisible, strangling hand on
thethroat. Each round thetarget losesafatigue
level (or abody level, once unconscious). Stm
roll of 6+ to break the spdll, roll each round.
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DusttoDust: Lv 15
Near, Inst.

Turnsadead (or undead) body into dust in two
rounds. This spdl is a life saver againgt some
undead, which proveparticularly resilient against
most Corporem and Mentem spdlls; but it does
not work on those undead that are possessed by
spirits. 1t works only against those undead who
are walking, mindless corpses, generally skele-
tonsandzombies. Cagtingrequisite: Animal for
animal corpses.

TheWound that Weeps: Lv 15
Near, Inst.

Opens a bleeding wound on your target. Each
round the target must make a Stm roll. If the
resultis2 or below, onefatiguelevel islost (or a
body level, if unconscious). If theresultis3to08,
no level islost. If theroll is9+, thebleeding stops.
A target fighting in melee suffersa-3 penalty.
Onethat iscompletely still receives a+1 bonus.
A Chirurgy roll of 7+ stops the bleeding.

I ncantation of theMilky Eyes: Lv 20
Near, Inst.

Blindsatarget, leaving theeyesmilky withcata-

racts.

Lv 20: Deafen atarget (causing -1 on combat
ralls).

Twist of theTongue: Lv 20

Near, Ing.
Twists the target's tongue into a spiral, com-
pletely destroying the ability to speak. A grave
offense to a magus.

Bane of the Decrepit Body: Lv 25

Near, Inst.
The target ages a number of years equal to a
simple roll + 5, determine characteristic loss
normally. Works only on adults.

Curseof theLeprousHesh: Lv 30
Near, Inst.

This curse of leprosy causes a person's flesh to
rotoffinamatter of weeks. Every week forthree
months, the personmust makeaStmroll of 6+ or
lose abody level permanently. Regardless, the
target loses a point of Stm by the time the spell
ends. The spell canbedispelled whileitisstill in
effect, but any damagedonecannotbedispelled.

Curse of the Unportended Plague: Lv 35
Near, Inst., Ritual

Starts a plague in acity. The plague reaches its
heightin 6 to 12 monthsand can spread likeany
other plague. Itisnon-magical once begun, and
healthmeasurescanlessentheeffectof theplague.
A full-blown plague kills oneinteninhabitants
of acity inthe course of afew months. Using or
even transcribing this spell isrigoroudy discour-
aged by most of the Order of Hermes Tribunals.

TheKissof Death: Lv 35

Touch, Inst.
The person you kiss dies a sudden death. The
only mark on the corpse is the black imprint of
your lips. No words or gestures are necessary.
Stm roll of 12+ to resst.

Sodls

Clenching Grasp of
theCrushedHeartLv40

Near, Inst.

You hold out one hand and make a clenching

motion; thetarget's heart iscrushed and instant

death results. Stm roll of 15+ to resist (lose 5

points of Stm regardless).

Rego
Corporem Spells

Spasmsof theUncontrolled Hands: Lv5
Near, Inst.

Target must makeaStmroll of 5+ or drop what-

ever isheld in hand.

Curseof theUnruly Tongue: Lv 10

Near, Conc.
Causes the target to stutter and slur words.
Communicationrollsareat -4; spoken spellsare
at -6 with an extra botch roll.

Despair of the
QuiveringManacles: Lv 10

Near, Conc.
Y our target shakesvigorously from sideto side
without falling. Those affected get -3 to combat
or other action rolls, and -1 to most other ralls.

Endurance of the Berserkers: Lv 15
Touch, 5 minutes/Sun.

Thetarget'sbody actsasthoughitisunwounded
and unfatigued for five minutes, aslong asthe
character is not killed but even if incapacitated.
Keep track of the actual wound and fatigue
levelsanyway because as soon as the spell wears
off, thetarget falls to actual levels. Inaddition,
vigorousaction can aggravate awounded char-
acter's condition. A character who engages in
combat whileat mediumwoundsor worsewhile
under this spell must make a stress Stm roll of
10+ or drop an additional wound level. Thus, a
character whofoughtincombat whilesuffering
from heavy woundswould need to maketheroll
to keep from falling to incapacitated when the
spell ends. Consecutive castings of thisspell on
acharacter will delay the end of the spell, when
thewoundstakeeffect, butabody canonly take
anumber of consecutivecastingsequal toits Size
+ 4. Further castings have no effect.

Giftof theFrog'sLegs: Lv 15
Touch, 10ssconds

Allows the persononwhomi it iscast to leap up
to15feetvertically or 25feet horizontally (lessif
loaded down). The person must make a Dex -
Load roll of 6+ to land without injury. A miss
indicates the loss of one body level, and a botch
indicates a broken ankle or other crippling in-
jury. The personcanonly makesuchaleap once
foreachcastingof thespell, and that |eap mustbe
made within ten ssconds.  As with a frog, a
running start does not improve the leap.

Riseof theFeathery Body: Lv 15
Body, Conc.
Allows you to to float up and down to any
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height, but you cannot move horizontaly by
means of thisspell. You can lift up to 50 pounds
with you. You move as fast as smoke rises, or
dower if you are carrying a load.

Awaken the Slumbering Corpse: Lv 20
Near, Conc.

Raisesacorpseand causesit to function at your
verbal command. Use the statisticsfor zombies
(if it ill has mogt of the flesh on it) or for
skeletons (if most of thefleshis gone) on p. 127.
The corpse cannot have been buried by Church
ceremony.

Gift of Vigor: Lv 20
Touch, Inst.

Transfers bodily energy from you to any target
whoisatalower fatiguelevel thanyou. Youare
thenat thetarget'soriginal fatiguelevel, andthe
targetisatyours. Ifyouloseafatiguelevel from
casting thisspell, the loss comesafter the trans-
fer. Magi havelooked for away to restoretheir
energy so they can cast more spdlls, and thisis
the dosest they have come.

Lifting the Dangling Puppet: Lv 20

Near, Conc.
Liftsapersonof Sze+1 or lower vertically into
theair. Generally, youcanmakethetargetriseor
descend as fast as smoke rises, but a heavier
personrisesmoreslowly andfallsmorequickly.

TheWalking Corpse: Lv 25

Reach,Inst.,Ritual,Mentem
Turnsacorpseintoanearly mindlessservant. If
the corpse till has most of itsflesh, it becomesa
zombie; if not, it becomes an animated skel eton.
(Stats are in the Undead section of the Bestiary
chapter.) Thecreature follows your ordersfaith-
fully butunimaginatively. Unlessthecorpseis
preserved with the Charm A gainst Putrefaction
or the equivaent, the body decays normally.

Stringsof the

Unwilling Marionette: Lv 30
Near, Conc.

Y oucancontrol thegrossphysical movementsof
aperson, suchaswalking, standing, turning, and
so on. If the target resists, the movements are
jerky. Thetargetcanyell, butyoucanpreventin-
telligiblegpeechby controllingthetarget'smouth.
Thetarget must be consciousto be moved about.
Str roll of 12+ to resist, roll each round.

The Leap of Homecoming: Lv 35

Sdf (150 miles), Inst.
Teleports you back to the one place you know
best (probably your laboratory), provided it is
within 150 miles.

The Seven League Stride: Lv 45
f (49 miles), Inst.

Teleportsyou to any place (within range) with
whichyou have somearcaneconnection, suchas
agpdl that letsyou see there. If you fail aFinese
+ Introll of 11+, your arrival goesdlightly awry.
For instance, you might fall whenyou appear or
justbefacing thewrongway. A botch meansyou
have appeared in the wrong place, perhapseven
inawall (ouch).
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Chapter 5

Hcrbam Spells

Herbam spells work on plants and plant
matter, both living and dead. Since wood is a
common material in weapons, vehicles, and
buildings, Herbam spells can be useful in im-
proving or destroying physica things. They can
also be used to bring the plant world to your aid.

Creo Herbam Spdlls

These spells create or heal plants. Any food
created is nutritiousonly if raw vis isused.

Gen: Cancels effects of a malign Herbam spell
ifyoucanroll itsLevel ondie+ Level of this

spell.
Lv 5: Createan apple.

Conjurethe Sturdy Vine: Lv 10

Reach, Sun./Inst.
Grows10pacesof vinefromamoderatequantity
of woodorfromfertilesail. Thevineisextremely
strong and pliable, suitable for use asarope.

Lv 15 Causeatreetobear fruitwithinthehour.
The tree cannot bear fruit again for ayear.

Trap of theEntwiningVines. Lv 15
Near, 1 hour

Causesstrong, woody vinestogrow rapidly out
of fertile earth. The vines cover acircle 2 paces
across and reach 6 feet high. Anything caught
withinthemisimmobilized. Toavoid thevines,
thetarget must make a Qik - Encroll of 9+, and
to break out requires a Str roll of 12+. Someone
not trapped can cut a trapped person freein two
rounds. The vines weaken and wither to dust
after an hour.

Wall of Thorns: Lv 20

Near, Sun./Inst.

Creates a straight wall of woody, thorny bushes
up to 20 paces across, one pace thick, and 12 feet
high. The thorns, which are unnaturally resil-
ient, have +15 Soak and four "body levels' (cut
by edged weapons only). Forcing one's way
through bodily requires a Str roll of 9+ and does
+15 damage regardless of the attempt's success.
The wall grows out of existing bushes or fertile
soil. A Climbroll of 9+ allowsacharacter toscae
the wall, but the character takes +10 damagein
the process.

Wall of Living Wood: Lv 25

Near, Sun./Inst.
A straight wall of living oak is created, growing
out quickly from nearby trees, other plant growth,
or fertile earth. The wall is 20 paces long, one
pace thick, and 15feet high. Itcanbescaded by a
Climbroll of 9+.

Bridge of Wood: Lv 30

Near, Sun./Inst.
Crestes an ornate and exquisitely carved bridge
made from living leaves, vines, and wood. The
bridge can reach up to 50 feet and is sturdy
enough to support creatures of up to Size +4.

Intellego
Herbam Spdlls

Probe Nature's Hidden Lore: Lv5

Touch, Inst.
Lets you know what kind of plant you touch.
You get an image of it in its natural habitat.
Works with plant productsas well as with plants
themselves.

Intuition of theForest: Lv 10
Body, Sun.

Givesyou anintuitive sense of how to get along
in the forest and how to get the most out of the
forest without causing it harm. Itis a type of
communionwith thewoods. Thisspell provides
a+2toall nature-oriented rolls (not spells) when
inaforest or smilar area. Causing significant
harmto theforest cancelsthisspell and givesyou
a headache.

Hunt for the Wild Herb: Lv 15
10 miles, Conc.

When you cast this spell, the vegetation of a
forest guidesyou to the nearest specimen of the
typeof plant you seek. Y ou must makea Per roll
of 6+ to follow the subtle signals, which include
pointing branches, inclined trunks, and such. A
plant of the type you seek must be within 10
miles or the spell will fail.

Converse with Plants and Trees: Lv 25
Reach, Conc.

Y ou can speak with plants for one conversation.
The level of the conversation depends on the
type of plants; longer-lived and more "noble’
plants have moreto say. A single question and
response takes ten to thirty minutes, with slower
growingplantsspeskingmoreslowly. Typically
plantscantal k about thesoil and theother plants
around them but have limited awareness of more
rapid events, such as the passing of animals or
people. Onlookers cannot understand your
conversation.

Shriek of the Impending Shafts: Lv 25
Body, Conc.

Lets you know where anything wooden will be

in the immediate future (a second) by a shriek

that sounds in the air where the wood will be.

Y ou get a+8 bonus on Def ralls against wooden

wegpons, and you can automaticaly dodge
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wooden missiles from 10 or more paces away
(unless so many are coming at you that you
cannot get out of theway). Missilesfrom nearer
archersdill require an ease factor 5 points higher
than normal to strikeyou.

Calling the Council of the Trees: Lv 45
20 miles, Moon, Ritual

All magical and potentially mobile treeswithin
20milesuprootthemselvesand travel tothespot
where theritual was performed. Trees froma
faerie forest are especially prone to responding
to the call. Once gathered, they hold meetings,
summon ancient powers, and discuss the prob-
lemsfacing their kind. Theresultsof theconfer-
encemay notbeentirely inyour favor. Thetrees
remain animated only for a month and seek to
return home before the end of that month. The
trees can be cdled only once per decade.

Muto
Herbam Spells

Transformation
of the Thorny Staff: Lv S

Touch, Sun./Perm.
Causes a length of wood to grow thick, sharp
thorns in whichever spotsyou touch (up to 6 feet
length). If cast on a staff, they provide a +4
damagebonusthe first time a hit is scored, after
which thethorns break off.

Dance of the Staves: Lv 10
Near, Inst.

Causesapole, staff, haft, orany other long, thin,
non-livingwooden objecttobend and lash about
wildly for afew secondsand then stop suddenly,
keeping its new, twisted shape. A staff that
strikes someone while whipping about does +4
damage, with a possble bonus if the weapon
head hits a person.

Twist the Living Tree: Lv 15
Near, Sun./Year

Y ou make a living tree bend into unusual posi-
tions. Depending on your needs, you can make
acage ashdter, awal, etc. Even the leavescan
be bent to form a solid roof that sheds rain so as
to formatreetent. Takesone to ten minutesto
complete (depending on the complexity of the
new shape), during which time you must main-
tain concentration.

Rope of Bronze: Lv 15

Reach, Sun. /Perm., Terram
Turns up to seven paces of rope (made from
plant materia) into refined, superior bronze,
which will not break under normal circumstances.



Ars Magica

Piercing Shaft of Wood: Lv 20
Touch, Inst, Rego, Aimed +2

Turnsapieceof wood into adeek, barbed, strong
shaft that then flies through the air at a target.
Damage depends on the size of item from which
theshaftisformed: Staff (upper sizelimit) +20,
two-foot branch +15, wand +10. If it piercesa
body, removing the shaft causesthetarget tolose
another body level unlessaStmroll of 7+ ismade
(add Chirurgy score of the one who removesthe
shaft).

Thaumaturgical

Transformation of Plantstolron: Lv 20
Reach, Sun./Y ear, Terram

Makes any plant, dead or alive, ashard asiron.

Affectsany amount of continuous plant material

upto thesize of an entiretree or asmall glade of

grass. Sharp-edged plants can become deadly

when this hard.

Stir the Slumbering Tree: Lv 25
Reach, Sun./Perm., Mentem

Raisesany treeinto aconscious stateresembling
that of a human. Such atree can see and hear
what is going on around it at norma human
speed. These trees often share some mental
attributes or personality traits with those that
woke them. The trees can move their branches
about slowly, too slowly to be detectable by
people. Most treesin magical areas are already
awake. Itistheorized by someHermeticscholars
that beforethe Dominionarose, inthedayswhen
the faeries danced across the lands with human-
ity, al the trees were awake and that some even
spoke aloud.

Curse of the Haunted Forest: Lv 30
Near, Inst., Ritual, Perdo

Turnsapreviously normal forest into a haunted
and dangerous place. The trees become con-
scious and cruel, capable of sight, hearing, and
limited movement. While they cannot uproot
themselves, they can movetheir branchesabout,
reaching theground inanhour or two. (Only the
foolish sleepin such forests.) Thetreesbecome
gnarled and hideous, and the imaginative can
see menacing faces in them. Only ill-tempered
animals, such as boars and crows, will liveinthe
woods, and nothing in them is left edible. The
only knowledge of what would happen should
this ritual be attempted on a faerie forest comes
from ancient and disputed legends of the Order
of Hermes.

Perdo
Herbam Spdlls

These spdls destroy plants and plant mate-
rial. Since many items are made of wood, these
spells can be quite destructive.

Lv 5: Cover up to abushel of vegetables, fruit,
grain, etc. with mold, making them inedible.

Spdlls

Curse of the Rotted Wood: Lv 10

Near, Inst.
Causes a non-living, wooden object to rot and
fall apart. Objectsup to thesizeof asingle door
canbeaffected, butthingsthat szetakeuptotwo
rounds to decay.

Wizard'sAutumn: Lv I5

Sight, Inst.
Causes all the deciduous leaves within a one
mileradius, first tobrown, then fall to theground.
The full process takes about one minute. The
trees will not bud again until the next spring.

Plant's Withering Bane: Lv 20

Near, Inst.
Withersand destroysonelivingtreeor all smaller
living plantsin an area 20 feet square.

TheGreat Rot: Lv 25

Near, Inst.
Rots a large amount of dead wood, up to the
amount found in awooden house or small inn.
Wooden structurescreak and groanmightily for
about a minute before collapsing.

Treading the Ashen Path: Lv 30
Spec., Inst.

As you walk through a forest after casting this
spell, al the plant material 10 pacesin front of
you and 5 paces to either side withers and dies.
Trees are reduced to bare trunks, while their
leavesand all smaller plantsturntoash. Youcan
walk for seven miles with each casting of this
spell. Useof thisspell in faeriewoodsisnot rec-
ommended.

Rego
Herbam Spdlls

Ward Against Faeries of theWood: Gen
Spec.,, Ring

LikeWard Against Faeries of the Waters (ReAq

Gen), but for faeriesof thewood. All faeriesare

faeries of the wood unlessit isobvious that they

are of the mountains, water, or air.

Whipof Thorns: Lv 5
Near, Inst, Aimed

A small branch whips itsdlf at some object dose
toit. A thorny branch can cause +0 damage, but
most branches are relatively harmless; it can be
employed to hit something out of a person's
hand. You must target the spell to hit with the
branch.

Repel the Wooden Shafts: Lv 10

Near, Conc.
Deflects the blow of any weapon made of wood,
up to the size of a two-handed club. You can
deflect a different weapon each round. The
weapons automatically miss, but attackers must
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still roll toseeif they botch (withtwo extrabotch
rolls for melee weapons).

Strike of the Angered Branch: Lv 15
Near, Inst., Aimed

Causes a tree branch to swing at atarget. You

must target the spell for the branch to hit; Dam-

age is +10.

Tangle of Wood and Thorns: Lv 15
Near, Spec,, Aimed +1

Hurls alength of wood that you hold at atarget
(targeting rall is required). The wood wraps
around and immobilizes the target, who must
makeaStrroll of 10+ to break free (one attempt
per round). If the length of wood has thorns, it
does +6 damage when it hits and each time the
target triesto break free.

Coilsof theEntangling Plants: Lv 20
Near, Spec!

Animatesall the grass and other plants smaller
thanadulttreeswithinafielddelineatedby your
outstretched arms and no more than 15 paces
away, causing them to grab and wrap them-
salves around the people nearest to them (Str
rollsof 7+ to 10+ to break free). You can free one
individual per round as long as you maintain
concentration.

TheTraitorous Spear: Lv 20
Near, Spec.

Animates a wooden or wooden-hafted melee
weapon in someones hands and makes that
weapon attack the former wielder until the
wielder is dead or the weapon is destroyed.
Immediately when the spell is cast, the weapon
triesto break freefromthewielder'shands. The
wielder must makeaQik - Encroll of 9+ to hang
on. On subsequent rounds, the wielder can only
hang on by making Str rolls of 6+, one roll per
round. Oncetheweapon hasbroken freeor been
released, it attacks the one who had held it with
same 14, Atk, and Dam totals as it had in the
wielder's hands. The weapon has a Def total
equal to 7 minus its Load score.  One-handed
weapons have +10 Soak and 3 "body levels'
(with no wound penalties). Two-handed weap-
ons have+14 Soak and 4 body levels. All thrust-
ing and missile weapons suffer -5 on Atk and
Dam rolls versus the weapon.

Lord of theTrees. Lv 25

Near, Conc.
Causes a tree to move its branches and bend its
trunk inany way whichyou mentally direct. A
largetreestrikingwithbrancheswill have 1t +5,
Atk +7, and Dam +16. Normal weapons are
practically usdess against large trees.

Freeingthe Striding Tree: Lv 30

Near, Conc.
LikeLordof theTrees(ReHe25), but thetreecan
walk half as fast asa human can. If you botcha
Concentration roll to maintain control, the tree
will probably attack you, having been awakened
and disturbed by this spell.
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Chapter 5

Ignem Spells

Asfireisvolatileanddangerous, soarethese
spells. Magi who pursuetheart of firedosowith
fine regard for the dangers and aso the powers
involved, for fireisboth dangerousand mighty,
tofriendandfoealike. Storyguidesshould make
Ignem botches particularly deadly.

Light and heat areincluded in thisform.

Various Ignem spells have limits regarding
the size of the fires they can affect. The following
S7.ecategoriesareused to describefires: candle,
torch, campfire, bonfire (large heap of burning
things), and house fire. Unless specified other-
wise, a spell that can affect one type of fire can
affectall smaller firesaswell. Firedamageisex-
plained On p. 55-56.

Creo Ignem Spells

Spellsthat create fires arc versatile weap-
ons, destructiveto living things, undead, build-
ings, and morale, Those who depend on fire
spells, however, risk thebotch. Fireisanunfor-
giving clement for those who lose control of it,
andself-incinerationisalwaysapossibility.

Moonbeam: Lv5

Causesagentle light, enoughto read by, to shine
down from above and illuminate the area de-
scribed by your encircled arms. Lastsaslongas
you hold your armsoutinacircle.

Palm of Flame: Lv 5

Touch, Conc.
A flameleapsupfromyour palm, whichmust be
upturned for the spell's duration. Wind can

blow out the flame.

Heat of the Searing Forge: Lv 10
Near, Inst.

M akes a piece of metal too hot to touch. Some-
thing the size of a breastplate or helmet will do
+10 damage if indirect contact with the skin for
one round. For each additional round, more
damage is done, the amount dropping 2 points
eachround (+8damageonround 2, then+6, etc.).
Smaller objects do less damage. Most metal
armor has leather or cloth underneath it that
givesthe victim a+2 Soak bonus vs. the heat.

Lamp Without Flame: Lv 10

Touch, Spec.
Createslight(likethat of alamp) that shinesforth

from some object as long as you hold it.

Flash of the Scarlet Flames: Lv 15
Near, Inst., Aimed -3

A brilliant red flash explodes in the air where
you designate. |If in someone's face, the target
needsaStm roll of 9+ toavoid temporary blind-
ness. If blinded, onecan try to makeanother Stm
roll of 9+ to recover each minute. The targeting
modifier isfor the flash inthe eyes.

Pilum of Fire: Lv 20

Spec., Inst, Aimed +1
A two foot thick pilum (javelin) of fire flies from
your palms, doing +25 damage (-1 for every pace
of distance from you) to whatever it strikes.
Beyond 25 paces, the flamesdissipate.

ArcofFiery Ribbons: Lv25
Spec., Inst.

A dozenribbonsof flame leap from your hands
and fly out 15 paces, covering a60 degreeangle.
All thoseinthearctake+20damage, -1 point per
pacefromyou. Theareaaffectedby thisspell is
so broad that targeting rollsarc necessary only in
exceptional circumstances. Anyone who sees
the ribbons coming can fall flat and therefore
suffer half normal damage withaQik - Encroll
of 18+, witha+1 bonusfor every pacethechar-
acter isfromyou.

Ball of Abysmal Flame: Lv 30
Near, Inst., Aimed -2

This spell creates an apple-sized ball of fire in
your hand. When you throw it, it bursts into
flames as soon as it touches some creature or
substance, doing +30 damage to the target and
blinding any within5 paceswho arelooking at it.
Blindness lasts one round, Stm roll of 12+ to
resist. You can hold theball inyour hand for up
tothreeroundsbeforethrowingit, butafterthree
rounds itflickersout.

Blade ofthe Virulent Flame: Lv 30
Reach, Spec.

Forms a fire along the length of a metal blade.
This flame doubles the Weapon Damage score
for the blade (or adds +6, whichever is greater),
and can start fires as well. Note, however, that
after half an hour, the blade will have become so
hotthatitwill havepartly melted. Oncethisoc-
curs, the spell ends. The user of the flaming blade
needs gloves to use the weapon because the hilt
getsvery hot.

Circle of Encompassing Flames: Lv 30
Near, Conc., Aimed

Createsacircle of flamessix feet high. Thecircle
starts with a one pace radius, but you can make
itshrinkto apillar or grow upto a3 paceradius.
Anyone moving through the flames takes +20
damage. You cannot move the center of the
circle. Targeting roll needed to encircle some-
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Intellego
lgnem Spells

Shadows of the Fires Past: Lv5

Near, Inst.
Allows you to see where fires have been in the
past lunar month. A light red flickering haze
appears wherever there wasa fire, andyougain
anintuitivesenseof how and when that firewas
there.

Tales of the Ashes: Lv 10

Touch, Inst.
Letsyou ssewhat theashesyou touch originally
were and how and when these objects were
burned.

Vision of Heat's Light: Lv20

Near, Sun./Moon
Allowsyou to "s2' the heat of objects that are
nearly human body temperature or higher.
Excellentfor useinthedark, butitdoesn'tgive
true vision. This spell must never be called
"infravision."

Words with the Flickering Flame: Lv25
Reach, Conc.

Allows you to converse with fires, which are
commonly very chaoticand distractible. Prom-
ising them more fuel to burn might keep their
interest. Fires are aware mostly of what they
haveburned, but they have alimited awareness
of what goeson around them as well.

Sense of the Fires Nearby: Lv 30
1 mile. Conc.

Letsyou know the location and size of every fire
largerthan candleswithin onemileandall smaller
fires within one hundred pacesaswell. Witha
Concentration+ I ntroll of 13+, you can concen-
trate on one of these fires and get some idea of
what isaround it (e.g. people, food, tents).

Mutolgnem Spells

The Many-Hued Conflagration: Lv5
Near, Inst.

Makes afireburnbrightly for aninstant. Those

|ookingatthefiremust makeStmrollsof 7+ orbe

blinded for oneround by themany-coloredlights.

Show of the Flames and Smoke: Lv 10
Near, Conc.

Causes smoke of different colors, streams of
flame, and strange popping and sizzling noises
to come from a fire. It isso spectacular that folk
will either be entranced or completely panicked,
depending on the circumstances. The pyrotech-
nics might ignite nearby flammables and cause
minor burns to thosewithin 2 paces of the fire.
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Hornet Fire: Lvl5

Near,Conc.
Turnsa fire into aswarm of fireballs, each the
sizeof alargeinsect, that fly and harass at your
command. Their burning touch givesal those
you target within 7 paces of thefirea-2 penalty
onall rollsand two extrabotchralls.

Prison of Flames: Lv 15

Near,Sun.
Turns a bonfire into a prison the shape of a
miniaturecastle. A personthrownintothemiddlie
is not burned, but will take +25 damage if they
try to escape. The prisonendsif thefiregoesout
or the spell ends.

Trapping the Fire: Lv 25
Reach, Sun./Y ear

Thisenchantment places the heat and theflames
of acampfireinto asmall, very hard object, such
as a gem or a piece of metal. If the object is
broken, the flame returns, but dies if there is
nothing to burn. The object isas hot and bright
asacoal,

Flames of Sculpted Ice: Lv30

Near, Spec., Aquam
Turns a house fire into ice. When the ice has
melted halfway, theflamesstartagai nbut proba-
bly do not spread because of the wet surround-
ings.

Perdo |gnem Spells

Quench the Rippling Flames: LvS
Near, Inst.
Putsout abonfire.

Winter's Icy Touch; Lv 10
Near, Inst
Causesthetarget to lose agroat amount of body

Sodls

heat (Stmroll of 10+or loseafatiguelevel). Also
makes one susceptible to colds and other minor,
but irritating, illnesses. Casting requisites:
Animal for animals, Corporem for people.

Soothe the Raging Flames: Lv 15

Near, Sun./Year
Eradicatesthe heat of abonfire, which continues
to burn until it burnsitself out. The remaining
flames do not spread or harm things.

Conjuration of Indubitable Cold: Lv 20
Spec, Inst.

Coals the air within 10 paces of the caster, leav-
ing it a little below freezing. All non-living
things are chilled thoroughly, not just on the
surface, and all living things (except you) lose
onefatiguelevel and must roll aStm roll of 6+ to
avoid losing a second. House fires become as
small as campfires, bonfires become smal as
torchfires, and campfires and smaller go out.

Well Without Light: Lv 25

Near, Ring/Perm.
Creates a 20 pace radius ring in which no light
canenter or exist. Only spellsgreater than Level
25 can createlight withinthering.

Wizard's Eclipse: Lv30

1 mile, 5 minutes
Thesunisedipsedby amagica interferencethat
covers the ground within a mile of you with a
darkness equal to night.

Rego Ignem Spells

Tremulant Vault
of the Torch's Flame: Lv 5
Reach (10 feet), Inst, Aimed
Causss atorch fire to quiver afew seconds and
thenlespupto tenfeet. Y ou needatargetingroll

Imagonem Spells

Imagonem is the form of sensations and
illusions. By using thelmagonem form, amagus
can alter what others perceive. Imagonem,
however, means "image," not "illuson." Thus
one creates, transforms, perceives, destroys, and
control images, not necessarily illusions. A clair-
voyancespdll, therefore, isIntellego Imagonem.
It detects real images By manipulating sensa-
tions, however, amaguscancreateeffectiveillu-
sons.

An image works on the sensss not on the
mind, so an unthinking beast is as likely to be-
lievean image asanimaginativehuman. Never-
theless, Imagonem spells are ill most effective
at fouling the communication on which human
society depends.

Fantastic beasts are likely to be fooled by
illusions, as are the smpler undead and demons.
Thefaeries, asexpected, are hardto catch at their

own game, and often see through illusions and
manipulate them to fool the caster in turn. Cer-
tain members of the Church have proven re-
markably adept at discerning truth from illu-
sion, though the talent is not dependable.

A spell for speciad attention is Eyes of the
Past (INim25). Itseesinto the past and isused by
the Order of Hermesto settledisputesand to find
out who deserves Hermetic vengeance. Those
who kill magi and magi who break the Code of
the Order of Hermes can be found out through
this and other dls.

Imagonem spells require a great variety of
requisites for the specific things they are chang-
ing or mimicking. Finesse + Per rolls are re-
quired to mimic a specific image, such as the
visage of the Duke. The higher theroll, the better
you canfool people. Y ouget abonusonyour roll
forfamiliarity withwhatyouaremimicking (-3
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tohitaspecifictarget. Theflamestaysat the spot
it hitsif it can burn there. Otherwise it simply
singes the spot and goes out (+6 damage).

Light Shaft of the Night: Lv 10
Near, Conc.

Collects moonbeams and starlight into a single,
vertical shaft of soft, silvery light that moves
underyourcontral. Itilluminatesanareafifteen
paces across with light nearly equal to starlight
(if themoon is out) or moonlight (if not). If the
sKy isovercast, the spell does not work. Can be
cast under the night sky only.

Leap of the Fire: Lv 15
Near, Inst, Aimed +2

Makes abonfire jump up to ten paces, whereit
catchesifthereisfuel or burnsoutif thereisnone.
Make targeting roll to hit a target, does +12
damage.

Ward Against Heat and Flames: Lv25
Touch, Sun./Y ear

Keeps heat and fire at bay, unable to approach
within one pace of the target, making the target
immune to damage fromflamesor heat. Any
flames that come within a pace of the target
shrink to tiny wisps, which relight as soon as
they are no longer within thewarded area. If fire
or heat damageof morethan 25 pointsisever di-
rected at the target, the ward falls and the dam-
ageisdone.

Burst of the Sweeping Flames: Lv 30
Near, Inst., Creo

Thisspell causssafireto explodeoutwardsfrom
its source along the ground as if a giant wind
blew onitfrom above. Itwill travel for nomore
than ten paces and will ferociously ignite any-
thinginits path. Theoriginal fireisleft dead, but
in all probability a number of new fires are
started. The flames cause +5 to +25 damage,
depending on the size of the original fire.

foranunfamiliarobject, +3forhighly familiaror
with the subject to be mimicked available as a
model). For mimicking people, aroll of 6+ lets
you fool acquaintances of the person, 9+ fools
friends, and 12+ fools close friends and family.
Use asimilar scde for mimicking objects.

Creo
Imagonem Spells

Restoration of the Lost Image: Gen

Near, Inst.
Cancdls the effects of a Pelm spell that masks
some sensation, such asinvisibility spdls, if you
can roll the target spell's Level on die + Level.
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Fragile Image of the Painted Statue: Lv 5
Reach, Sun./Y ear

Makes a dtill, slent image of anything up to

human size. Unlike superior images, this one

disappears when touched. Casting requisites:

appropriate to the object created.

Image of the Inanimate Thing: Lv 10
Reach, Sun./Y ear

Creates anillusionary object up to one pace in

eachdimension.

Phantasm of the Talking Head: Lv 10

Near, Spec.
Creates anillusionary face on awall or other flat
object. Thevisagecanspeak upto twenty words
before the spell expires, but cannot sing.

Phantasmal Fire: Lvl5

Near, Sun./Y ear, Ignem
Makesanimage of afirethat dances, illuminates,
crackles, and (apparently) warms. It docs not
spreaed, burn, or protect against cold.

Phantasmal Animal: Lv 20

Reach, Sun./Y ear, Animal
Createsanimage of any animal or beast uptothe
sze of a horse (Sze +2). Under your direct
mental commands, it moves about and makes
appropriatenoises.

Phantasm of the Human Form: Lv 25
Reach, Sun./Year, Corporem

Makes an image of a clothed and equipped per-

son Underyour direct, unspokencommand, the

person can move about, speak, and behave as a

humanwould.

The Shadow of Human Life: Lv 40
Reach, Sun./Y ear, Corporem, Mentem

The humanimagecreated{asin Phantasm of the

Human Form above) has limited freedom and

simulatedintellect. It functionsasanindepend-

ent human, albeit stupid, capableof interpreting

general ordersin new situations.

Intellego
Imagonem Spells

Generally, these spells have the least to do
with illusions of all the Imagonem spdls, be-
cause one detects an image without altering or
controlling it. They improve upon your senses
by bringinginimages(soundsandsights, mostly)
not normally available.

Discern the Images of

Truth and Falsehood: Gen.

Near, Conc.
Y ou can tell whether an image has been created
or altered through a spell, seeing both the origi-
nal and false images in the case of alterations.
Roll adie+ Level +5; any illusion spells higher
thanyour roll are not discerned.
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Discern Own Illusions: Lv5

Body, Sun.
Casting this spell lets you see through al your
own illusions.

Image of the Past State: Lv 15
Reach, Conc.

You can s what an object, animal, or person
looked like up to oneyear ago, evenif you have
only part of thethingtobeviewed. Foringtance,
you could tell from a bone what the original
creaturelooked like, provideditwaskilledwithin
the past year. Casting requisites. appropriate
form for the target.

The Ear for Distant Voices: Lv20

100 miles, Conc.
Y ou can hear what is happening in the placeyou
designate. Y ou must have aconnection with the
place, usually meaning a physical object asoci-
ated with the place or with a personthere.

Eyes of the Past: Lv 25

Near, Conc.
Shows what happened inyour present location
at aspecific timein the past, up to five years ago.
Y ou can see what happened in the past asif you
had been standing whereyouarewhentheevents
took place.

Summoning the Distant Images: Lv 35
100 miles. Conc.

You can see and hear what is happening in a

distant place, with which you must have some

sort of contact, such as some object from the

place.

Visions of the Wandering Eye: Lv45
10 miles. Conc.
Letsyou view any area within range from any

perspective. You can change perspectives, but
each changerequiresaConcentration+ Introll of

12+. If beingsforeign to theareahave entered,
you can sense their location.

Muto
Imagonem _Spells

These are useful and powerful illuson
spells, altering the visual image, the noises, the
smell, or taste of someobject or being. Theimage
remains altered without the caster's concentra-
tion and adapts itsdlf appropriately to the me-
dium. The accuracy of duplication depends on
the caster's knowledge of the subject. For in-
stance, a magus who wants to make a voice
sound likethat of aspecific person mustbefamil-
iar with the voice to be mimicked. Those more
familiar with the face, voice, body, or other as-
pect being mimicked might see through an illu-
sion by mundane means. (E.g. "Duke Tybol,
didn't your scar used to be on your left cheek?")

Ars Magica

Restore the Image Transformed: Gen.
Near, Inst.

Restoresto normal animagethat hasbeentrans-

formed with a Muto |magonem spell if you can

match the target spell's Level on die + Level.

Taste of the Spices and Herbs: Lv5
Reach, Sun./Perm.

Food or drink affected by thisspel | tastesexactly

asyoudesignate. Castingrequisites: Aquam for

drinks, Animal for meat, Herbamfor vegetables

and such.

Aura of Ennobled Presence: Lv 10
Near, Sun./Y ear, Corporem, Mentem

Thetarget appearsmoreforceful ,authoritative,
and bdlievable. Numerous subtle changes in
appearance effect this change, including slight
illumination of the face, a more erect posture,
and a louder and smoother voice. The target's
Prsincreasesby +1 or risesto O, whichever pro-
duces the higher result, and others are more
willingtofollow thecharacter'sordersor advice.

Illusion of the Altered Image: Lv 10
Near,Sun./Y ear

Causes an object or illuson up to the size of a
door to appear different but still normal. For
instance, a door could appear open instead of
dosad, or aperson could appear dirty instead of
clean. You change the apparent state of the
object (eg. dirty, closed, dry), but not the object
itself. Casting requisites. appropriateform for
thetarget.

Lv 10: Alter someon€e's voice.

Disguise of the
Transformed Image: Lv 15
Touch, Sun./Y ear, Corporem
Makes someone look different, though still at
least passably human.

Notes of a Delightful Sound: Lv 15

Near, Sun./Year
Causesany sounds, but especialy music, to sound
especidly clear and sonorous. The notes are
clearer, sharper, and much more distinct. Add
+2to Comrollsand +5to musicrolls.

Image Phantom: Lv 20
Near, Sun./Year

Any one thing, including living things, can be
made to look like something ese of approxi-
mately the same size and shape. Theillusion is
broken by actions that show it to be false. For
instance, a person would have to curl up to be
made to look like a rock. Standing up or being
touched would show theilluson to be false, s0
either would end the spell. Casting requisites:
appropriate formfor the target.

Lv 25: Make anobject transparent
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Visions of the Infernal Terrors: Lv30
Near, Sun., Mentem

Causes everything that the target sees to look
and sound terrifying. Theworldlooksbasically
the same, but everything is hideously trans-
formed. Thetargetmust makeaStm+ Braveroll
tosee what the effectsare: O- scared todeath; 1
to 5- incapacitated with fear, -1 Stm (perma-
nent); 6to 9- incapacitated with fear; 10to 15
flee, but fight at -5 if cornered or obstructed; 16+
carry on, butat -4 onall ralls.

Perdo
Imagonem Spells

In addition to destroying created images,
these spells mask the sensations of things, mak-
ingwinetastdess, sneaskssilent, and magi invis-
ible.

Dispel the Phantom Image: Gen.

Near, Ingt.
Destroys the image from any Crim spell whose
Level you can matchondie+ Level.

Taste of the Dulled Tongue: Lv5

Reach, Sun./Y ear
Hides the taste of any substance, liquid or solid.
Casting requisites: appropriate form for the
target.

Removal of the Conspicuous Sigil: Lv 10
Reach, Sun./Y ear

Marks, grooves, runes, writings, and other such
things can be obscured so that they are not vis-
ible, but the overall shape of the medium re-
mainscongtant. For example, runes carved onto
a sword blade could be made invisible, making
the sword appear normal. Casting requisites.
appropriate form for thetarget.

Invisibility of the
Standing Wizard: Lv 15

Sdlf, Sun./Y ear, Corporem
Y ou become invisible, but the spell isbroken if
you move (aside from breathing and shifting
dightly in place), spesk, or are touched by any
being larger than a mouse.

Illusion of Cool Flames: Lv 20

Near, Sun./Y ear, Ignem
A hot object (possibly afire), seemsto loseitsheat
and drop to the surrounding temperature. It
still, however, hasitsnormal beneficial and harm-
ful effects. A glowing coal will till burn some-
one's hand, though it does not feel hot.

Spells

Chamber of Invisibility: Lv25
Near, Sun./Y ear, Corporem

Causes a motionless group of creatures to be-
comeinvisible. { Affectedcharacterscanseeeach
other.) You designateacircularareawhich can
hold up to ten beings. Any affected character
who takes a step, makes a noisg, or is touched
makes everyone become visible. (The required
discipline may be difficult for ill-trained grogs
and free-spirited companions.)

Silence of the Smothered Sound: Lv25
Near, Sun./Y ear

Makes one being or object incapable of produc-

ing sound by any means. Magi who cannot utter

their magic words suffer -10 from their magic

rolls. Casting requisites. appropriate form for

thetarget.

Veil of Invisibility: Lv30
Sdf, Sun./Y ear, Corporem

Y ou become completely invisible, regardless of
whatyou do, but still cast areflectioninamirror.

Rego
Imagonem Spells

These spells makes things appear to be dse-
where from where they actually are. Moving
your imageto another place counts asa magical
connection to that place if you need such a con-
nection for another spdl.

Restore the Moved Image: Gen.

Near, Inst,
Cancels aRelm spdl that moves an image, put-
ting the image back whereit belongs, if you can
matchitsLevel ondie+ Level.

Lv 5: Makeyour voicecomefromanother place.

Illusion of the Shifted Image: Lv10
Near, Sun./Y ear

Makes any being or object appear to beup to a
pace away from its actual position. The image
cannot be placed in asolid object. Assoonasthe
being or object moves or is touched, the spell
ends. Casting requisites. appropriate form for
the target.
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Image from the Wizard Torn: Lvl5
50 miles. Conc, Corporem, Intellego

Y ourimageseparatesfromyour body and moves
atyour command. Itcanspeakinyourvoice, and
you can see through its eyes. Y ou can use this
spell to create adoubleand then separate from
theimage, instead of having the image separate.
Thus someone watching will be unable to tell
which isthedoubleand whichisyou. Y oumust
make a Concentration + Int roll of 12+ or lose
concentration for each solid object the image
passesthrough and for each mileit travels.

The Captive Voice: Lv 20
Near, Sun. /Perm.

Captures a person's voice and placesit in abag.
The person may not speak unless thebag isopen,
in which case the voice comes from the bag, not
thevictim's mouth. |f the person screamswhile
thebagisshut, thebag vibrates visibly. Thebag
must beleather withacopper chainfor adraw-
string. Castingrequisites: Corporem for human
voices. Animal for beasts.

Wizard's Sidestep: Lv20
Sdlf, Sun., Corporem

Y ourimage appears up to one pace from where
youactually are, soattacksaimed therearclikely
to missyou. Whenever the image issuccessfully
struck, it disappears and reappears in another
spot. Eachtimeit reappears, thereisal in 10
chanceit returns to your body, ending the spell.

Confusion of the
Insane Vibrations: Lv 25

Spec., Sun./Y ear
Everything within half a mile of you seems to
vibratebackand forthat varyinghighspeeds. In
addition, sounds and scents are displaced and
seem to come from the wrong areas. Anyone
trying to fight in these circumstances suffers -3
on Atk and -2 on Def rolls and two extrabotch
rolls. Navigatingisexceedingly difficult. People
in the area are likely to become desperate and
terribly confused. The visud effects of thisspdl
are negated by complete darkness or closing
one'seyes.

Illusion of the Misplaced Castle: Lv30
Sight, Sun./Y ear, Terram

Movestheimageof any buildingof castleszeor

lessupto amiledistant from itsactual location.

Haunt of the Living Ghost: Lv 40
300 miles Conc,, Corporem

With this spell, you can project your own image
toany designated spot. Y ou can speak, hear, and
see through theimage. The image must appear
in somemedium, suchasafireor apool, and the
spell has a casting requisite appropriate to this
medium. You aso must have some connection
with the spot to which you project your image.
Each minute requiresaConcentration roll of 9+.
Very powerful magi usethis spel toattendinter-
covenant meetings without traveling the inter-
vening distance.
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Mentem Spells

Mentem spells govern thoughts, emotions,
minds, memories, and so on. All intelligent
minds are affected by Mentem spdls whilethe
minds of beasts arc affected only by Animal
Spdlls.

Normal people can get better than normal
resistance against pels of the mind if they are
especidly dedicated, impassioned, or desperate.
For ingtance, a parent defending homeand family
might get a +3 on rolls to withstand a malign
spell or get a resistance roll where one is not
normally applicable.

Since ghosts are essentidly minds without
bodies, many Mentem spells work on them.
Emotions, however, arise from the body's hu-
mors, heart, and other organs (the medieval
paradigm, remember?) so non-corporeal crea-
tures, such as ghogs, do not have normal pas-
sionsand arethereforenot affected by Mentem
spells that influence emotions,

Since the effects of Mentem spells are not
usually visble, they can giveyou agreat deal of
power when dealing with the common folk.
Even spellsrequiring eye contact are relatively
inconspicuous when cast without voice or ges-
tures, but only the more powerful magi can cast
goelIsthisway inthe Dominion.

Creo Mentem Spells

Inadditionto healing minds, these spells can
create thoughts, emotions, and memoriesin an-
other person.

Return of Mental Lucidity: Gen.

Reach, Inst.
Cancels the effects (short of death) of a malign
Mentem spell if you can match the Level of the
spell ondie+ Level.

Words of the Unbroken Silence: Lv5
Near, Ingt.

Lets you say two words directly to the mind of

thetarget, who can tell that the words are super-

natural and who can recognize your "voice."

Lv 10 Make someone understand a concept
more easily.

Panic of the Trembling Heart: Lv 15

Eye, Sun./Moon
Createsanoverpowering fear of aspecific object,
person, or place.

Rising Ire: Lv 15

Eye, Sun./Moon
Makes the target furious at someone or some-
thing (your choice). Anappropriate persondity
roll (eg. Cam) of 9+ can hold the anger in, but
the anger is felt strongly regardiess of the roll.

Memory of the Distant Dream: Lv20
Eye, Y ear/Perm.

Inserts a full and complete memory into a per-

son'smind. Thoughtful concentrationand an Int

roll of 8+ reveals the memory to be false.

Pains of the Perpetual Worry: Lv 20
Eye, Moon/Y ear

Gives someone a recurrent sense of anxiety, a
fear of something one docs not know, fear of
everything, fear of nothing, anagging, taunting,
painful emotion. Tohavethisspell castonyouis
truly acurse. (TheWestern world's first taste of
nihilism.)

Weight of a Thousand Hells: Lv 25
Eye, Moon/Perm.

Causesthe victimto feel thedespair and sorrow
of athousand sinnersin Hell. Onefeelsdespair,
anguish, pain, etc. Thisisa truly horrible spell,
for the victim loses almost all motivation and
earthly cares. All onecan feel isone€'sown pain,
endless, inexorable, and searing, Appropriate
personality rollssuffer aharmful adjustment of
5points, andthetarget suffers-2 onany rollsthat
requirethought or concentration. Thetarget has
a strong tendency to do nothing but brood.

Gift of Reason: Lv30
Eye, Conc./Sun.

Gives the target the ability to reason clearly and
understandideaswithoutthebiasesanddistrac-
tions that normally interfere with thinking.
Strong commitment to a cause, a strong preju-
dice, or a stubborn personality nullifies the ef-
fectsof thisspell. Evenarelatively stupid person
will be able to understand difficult concepts.

Intellego
Mentem Spells

These spells are superb for cutting through
the confusion of socid interaction and the end-
less banter of the rabble.

Sense State of Consciousness: Lv5
Near, Inst.

Determines the state of consciousness of one

other intelligent being. Some states are: adeep,

awake, meditating, dead, drugged, insane, and

comatose. A Per roll is required to identify un-

usual states. Cannot detect possession.

Sight of the Transparent Motive: Lv 10
Near, Inst-

Detects the general motive most powerfully in-

fluencing the target at the moment. General

motivesaresuch thingsasfear, anger, and greed,

not specific things like the desire to look good in

front of on€e's superiors.

Ars Magica

Perception of the
Conflicting Motives: LvI5

Near, Inst.
You can detect the conflicting motives behind
one target'sactions. Thusyou could learn that a
guard isfedingaconflict between fear and duty.

Frosty Breath of the Spoken Lie: Lv 20
Eye, Conc.

For as long asyou maintain thisspell, thetarget
exhales a misty breath with each spoken lie, like
one does during the winter, and small bits of ice
form onthe person'slipsif thelieis particularly
severe. Inwinter,whenbreathisvisibleanyway,
lies produce a greater than normal amount of
mist(itliterally billowsout), A targetwho makes
aGuile+ Communication roll of 18+ can deter-
mine whether any givenstatement istakenasa
lie(i.e. will produce frosty breath).

Posing the Silent Question: Lv25
Eye, Spec.

You can ask one silent, mental question of the
target, the answer to which you then detect,
Veracity of theanswer is limited by the knowl-
edge of the target. Questions about what the
target"would doif..."areofteninaccurate. You
could ask thequestion, "Areyouafraid of me?',
to a guard and get a truthful answer, but the
question, "Would you let me passif 1 triedtoin-
timidateyou?' would get what the guard thinks
he would do, not necessarily what he really
would do. The individual does not notice the
questioning.

Thoughts Within Babble: Lv 25

Body, Conc.
You can get generd ideas as to the nature of
human speech and writing in any language,
unlessthespeechorwritingiscoded. Peror Com
rollsrequired for difficultexchanges.

Peering into the Mortal Mind: Lv30
Eye, Conc.

Y ou can thoroughly probe and understand the
mind of the target, including immediate and
long-term motives, personal strengths and weak-
nesses, etc. The entire process takes about an
hour, with half the relevant information avail-
able within ten minutes, but more subtle knowl-
edge open only to longer-lasting or higher level
probes.

Muto
Mentem Spells

Since these spells literally change people's
minds, they are quite powerful.
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Vision of the Haunting Spirit: Lv5

Near, Inst.
All spiritswithin sight and range becomevisible
(if they can do so normally). They canthenturn
invisible again, but arelikely to be interested in
whoever has cast this spell on them.

Subtle Shift of Heart: Lv 10

Eye, Sun./Moon
Subtly changes an emotion into a related but
differentemotion. For instance, loathing could
become hate, greed becomejeal ousy, and so on.

Enchantment of Detachment: Lvl5

Eye, Inst.
Cams and greatly lowers the intensity of the
target'scurrent emotions.

Recollection of

Memories Never Quite Lived: Lv 20
Eye,Inst.

Changes the target's memory of a detail into a

similar, thoughdifferent, memory. Thetargetis

no moresureof thismanufactured memory than

of theauthenticone, sostrangefabricationsmay

well be discovered to be false.

Emotion of Reversed Intentions; Lv 25
Eye, Sun./Moon

Themainemotioninfluencingacharacter at the
time of the casting is replaced by its opposite
over the nextminute. Thenew emotion isfeltas
strongly as the original one was, but it lacks
justification and can therefore be talked out of
someone. Introll of 8+toresist.

Mind of the Beast: Lv 30

Eye, Sun./Y ear, Animal
Y ou turn the mind of the target into that of an
animal of your choice. The victim actsand thinks
like that animal as much as posshble. Usually
amusing.

Perdo
Mentem Spells

Lay to Rest the Haunting Spirit: Gen
Near, Inst.

Sendsanon-corporeal spiritto theafterlifeif you

beat its Mystic Might on die+ Level.

Tip of the Tongue: Lv5
Near, 1 minute

Causes the target to forget one word of your
choosing. The harder the character tries to re-
member the word, the harder it isto remember.
Itisincredibly frustrating. Thetarget can come
up with theword by making an Int + Concentra-
tionroll of 6+.

Trust of Childlike Faith: Lv 10

Near, 1 minute
The target loses judgment and believes almost
any passable liefor the duration of the spell. Int
+ Stmroll of 7+ to resist. Truly incredible lies
allow additional resistance rolls.

Spells

Calm the Motion of the Heart: Lv 15

Eye, Inst.
Removes one emotion from the target until it
appearsagainnaturally. Anangry person stops
being angry and a curious one stops being in-
quisitive (good for keeping an apprentice's nose
out of your business).

Loss of But a Moment's Memory: Lv20
Eye, Inst., Intellego

Removes up to five continuous minutes of a
target'smemory, leavingablank. Y outargetthe
loss of memory to a specific eventor time. With
anIntrall of 8+, thetarget redizesthat memories
of a certain period are missing. This ease factor
can change, depending on how important this
missing memory was and what sort of circum-
stances surrounded the event. Careful intro-
spection restores the memory.

Passion's Lost Feeling: Lv20

Eye, Inst.
Thetarget, until taking an hour'srest or medita-
tion, isunabletofeel any sort of emotionand acts
listlessy, without motivation or cares. Int+Stm
roll of 114 to resist, and dire need allows addi-
tional resistance rolls.

Blessing of Childlike Bliss: Lv25
Eye,Inst.

Reduces an adult mind to a child's level. The
target solves problems, reasons, and expresses
emotions as would a three year old. Magi af-
fected cannot cast spells. At first, anyway, the
targetislikely to be happy at having lostaworld
of caresand troubles that are no longer imagin-
able.

Black Whisper: Lv30
Spec., Inst.

You must whisper a magic sentence in the tar-
get's ear. It takes several seconds to speak the
sentence, so an unwilling, able-bodied target can
stop you. If you speak the whole sentence, the
target must make a Stm roll of 15+ or go com-
pletely insane. Y ou need not useyour handsfor
this spell, but you must be able to speak.

Rego
Mentem Spells

Coerce the Spirits of the Night: Gen
Near, Conc.

Makes aghost obey you as long asyou can coerce
it with threats, such as defiling its grave or ban-
ishingittoHell. Themorelurid and dramaticthe
threat, the more cooperative the ghost will be.
(Little need theghost know that your threatsare
empty.) For each demand you make, the ghost
canbreak freeif it rolls the spell's Level or better
ondie+ Mystic Points.

Ring of Warding Against Spirits: Gen
Soec., Ring

Makes a circle 7 paces in diameter, with you at

the center. Whenthe spell iscast, the Storyguide

rolls a simple die + Level. Only ghosts with
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MysticPointshigher thanthistotal canenter the
ring.

Snap of Awakening; Lv5

Near, Inst.
Whenyou snap your fingers, you awaken some-
onefrom deepto alert consciousness, instantly.
Does not work on someone unconscious from
fatigue, wounds, or magic.

The Call to Slumber Lv 15

Near, Inst., Corporem
The target becomesd eepy and fallsadeep within
5 minutes unless some current need makes
wakefulnessimperative. Stmroll of 12+ toresist.

Confusion of the Numbed Will: Lv 15
Near, Moon

Confuses a person. If the character decides to
take any action, the player must make an Introll.
A roll of 13+ endsthe spell. A roll of 8+ letsthe
character take theintended action, but the spell
remains in effect. Any lower roll means the
character is confused and takes some other type
of action. While under this spell, a character
always strikes last and gets at least a -1 on all
rolls.

Aura of Rightful Authority: Lv 20
Touch, Sun./Moon

Those who listen to the target of thisspell have
their obedience and tendency to follow orders
enhanced greatly, Common peoplegenerally do
astold without question (as long as the orders
are within the realm of reason), but those who
are accustomed to giving orders are much less
likely to do s0. Bishops, dukes, and generalsare
not affected by this spell unless this spell is cast
on someone of nearly equal status.

Scent of Peaceful Slumber Lv 20
Near, Inst., Auram

A very light purple haze that smdls of lilacs
dowly risesout of theground. Thosewhobreathe
the haze and fail Stm rolls of 8+ fall asleep. Yon
must concentratefor two roundsbeforethe haze
rises to the height of a standing person's nose.
The haze has a radius of 10 paces.

Incantation of

Summoning the Dead: Lv 25

Reech, Conc.
Calls up someon€'s ghost. You must be in the
spot where the person died or have the corpse.
Alternately, you can summon any ghost that
haunts the area. Those buried by Church cere-
mony arenot availablefor summoning.

Summon the Haunting Spirit: Lv 25
n/a, Ind., Ritua

Summons someone's ghost, provided you have
something intimately connected with the per-
son, such as part of the corpse or a treasured
possession. Onceyouhave summoned theghost
by this ritual, it haunts the place and can be
contacted by the Incantation of Summoning the
Dead (ReMe 25). Most ghosts do not present
themselvesinplacesthey haunt; they lurkinvisi-
bly and impotently, just waiting to be summoned.
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Rare is the spirit that appreciates being sum-
moned to servetheliving.

Asusual, thoseburied by Churchceremony
are beyond the reach of magic and cannot be
summoned.

Exchange of the Two Minds: Lv 30
Touch,Y ear,Ritual

Thisspell switchesthemindsof twocreatures. A
new body greatly confusesthosewho areunpre-
pared for the shock, and even those who are
ready take at least aday to adjust completely.
Magi who transport their own minds into
younger, healthier bodies, usually find that a
strong body entails powerful passons, which
interferewith theclear thinking needed to pur-
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sue the magic arts. Both people involved must
make a Sm roll of 3+ to survive the transfer.
(That'sadtressroll, sucker, and it's against your
Stm beforetheswitch.)

The Shrouded Glen: Lv40

Spec., Moon/Perm., Ritual
Enchantsan areaso that anyonemoving toward
itissubtly diverted, effectively keepingtheplace
frombeing discovered accidentally. Anyonenot
actively searching for the hiddenplacewill never
find it, Those actively searching can find the
place by making a Per roll of 12+ Searchers get
a+5bonusforhavingamap. If thesurrounding
terrainismoredifficult thantheaverageforest,
the ease factor increases. Likewise, the ease
factor drops if the terrain is more open than a

Terram Spells

Terram spells, inaddition to covering earth,
stone, clay, metal, glass, etc., sometimes can af -
fectall inanimateobjectsingeneral Forinstance,
WieldingthelnvisibleSling(ReTelO)will throw
all manner of non-livingthings.

Though Terram spells affect all manner of
solid objects, itisharder to affect certain materi-
as. Here, inincreasingdifficulty, arethemate-
rials Terram spells affect: earth (sand, dirt, etc.),
clay, stone, glass, metal, gemstones. Spellsthat
affect "earth" canonly affect sand and dirt. Spdlls
only affect solid stone if so specified.

Creo Terram Spdls

Tooth of the Staff: Lv 5
Touch,Sun./Inst.

Creates a polished, flint spear head. It can
appear aready fastened on the end of a staff if
you use a Herbam requisite.

Clenching of the

Earth's Mighty Hand: Lv10

Near, Sun./Inst.
Createsdirt to fill ina pit of up to 3 paces across
and 3yardsdeep. (A good follow-upto the Pit of
the Gaping Earth [PeTe 15].)

Stone of the Hundred Shards:

Touch, Sun., Perdo
Creates a stone the dze of two fists which, if
thrown, shattersinto a hundred pieces, causing
+5damagetoall withintenfeet, and+15damage
to anyone hit by the stone itself. The stone
explodeswhenit touchesanything afteritleaves
your hands.

Lv15

Rampart of Protecting Earth: Lv 20

Near, Sun./Inst.
Creates awall of packed dirtup to 15 paces wide,
4 yards high, and 2 paces thick. One can knock
it down by striking it repeatedly.

Wall of Protecting Stone: Lv 25

Near, Sun./Inst.
Makes a wall of granite up to 10 paces wide, 4
paceshigh, and 1 pacethick. Oneneeds miner's
toolstobreakthroughit, thoughitcanbetoppled
if it is not connected to a support on itsside or
top.

Circle of the Faerie Stone: Lv 30

Near, Sun./Inst., Aimed
Createsa 12 foot high stonewall inacircleup to
10 paces across. It has amagic resistance of +20.

Opening the Earth'sPore: Lv40
Sight, Inst., Ritual, Ignem

Opensaholefrom the surface of the earth down
to the hot reaches of Hell. Molten rock spews
forth out of this hole, accompanied by noxious
gasss. Except for thoseintheimmediatevicinity
of the pore, peoplecanoutrunthelavaflow. The
lavaspill coversthe land within one mile of the
pore, doing +20 damage to anyone caught in it
each round. Nasty.

Conjuring the Mystic Tower: Lv 50

Near, Moon./Inst, Ritual
An eaborately carved tower, formed from a
singleblock of stone, risesout of theground. The
tower stands 80 feet high and 30 feet wide, with
afoundation set 20feet into the ground. Y oude-
termine the design of the chambers within.

Intellego
Terram Spdalls

Probe for Pure Silver Lv 5

Near, Conc.
You are guided by a vague hunch, which is
sometimes wrong, to silver nearby.

Eye of the Eons: Lv10
Reach, Inst.
Determines the age of any non-living object to

Ars Magica

forest, and completely openterrainisunsuitable
for thisspell. Once a searcher spotsthe hidden
place, thespell doesnot prevent approach. Hides
uptoone squaremileof area, and diverts people
up to ten milesaway. All those who participate
intheritual areunaffectedby thespell. Thisspell
mimics the properties of many faerie forests

Enslave the Mortal Mind: Lv 50
Touch, Sun./Perm., Ritual

Enables you to control completely the loyalty,
emotions, desires, interests, and long-term ac-
tivities of any person. The target gets onechance
to resis, by rolling Stm + Int of 12+. Further
resistance rolls are possible when the control
makesthevictimdo thingsstrongly against that
person's former personality.

within 10% of itsactual age. Casting requisites:
appropriateformfor thetarget.

Eye of the Treacherous Terram: LvI5
Sight, Conc.

Youcantellintuitively whenany natural terrain

you seistreacherous, suchasarock field prone

to dliding.

Tracks of the Faerie Glow: Lv 25
30 paces. Conc.

Causes any even faintly perceptible tracks of a
specific being to glow with afaint faerie light,
making them stand out, whenyou are within 30
paces of them. The fainter the tracks arc, the
fainter the glow. You need something intimate
to the target. Thisglow provides a bonus on
tracking rolls, and the bonus depends on the
relation of the being tracked to theterrain.

Magically related totheterrain +2

Nativeto theterrain +4
Neutral to theterrain +6
Inimical totheterrain +8

Inaddition, tracking at night without alight
source doublesthe bonus.

Stone Tell of the Mind that Sits: Lv 30
Reach, Conc.

Allows you to talk with living stone (but not
statues and such, which have been cut off from
the earth and are therefore "dead"). A typical
question and response takes one hour; stone
speasksdowly. Thoughastoneisusually willing
to talk, its direction sense and its awareness of
quickly-movingthings(suchaspeople) arelim-
ited. Wherever magicfunctionsat apenalty, the
stones will not speak with you.

Sense the Feet that
Tread the Earth: Lv35

1 mile. Conc.
You touch the earth and fed what is moving
aongthegroundwithin1 mileof you. Youcan
tell direction, distance, weight, number, and
manner of movement. For instance, you might
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sense "a single 50-stone creature slithering to-
ward usahundred rodsinthat direction.”

Muto Terram Spdlls

Edge of the Razor Lv5

Touch,Inst,Ritual
Sharpensany metal edge to a degree unequaled
by manual methods. An edged or pointed
weapon gains a +1 bonus to damage. Good-
natured magi reward grogsby enchantingtheir
weaponsthus.

The Forgiving Earth: Lv10

Sight, Ingt.
Weakens earth in a 15 pace by 15 pace area,
makingpackeddirtlikeplowedgroundand soft
ground into fine silt.

Supple Iron and Rigid Rope: Lv10
Touch, Sun./Inst.

Makes a flexible object stiff and a stiff object

flexible. Worksonly onitemseasily heldin two

Pangds. Casting requisites for the material af-

ected.

Unyielding Earth: Lv10

Sight, Inst.
Makesthesurfaceof thegroundinal5 paceby
15 paceareamoresolid. M udbecomessoft earth,
and soft earthbecomes packed dirt.

The Crystal Dart: LvI5

50 paces, Ing.,, Rego, Aimed +4
Createsateninch crystal dart that risesfrom the
ground beneathyour feet, floatsintotheair, and
then speedsoff likeanarrow atyour target when
you move the palm of your hand towards it.
Does+8damage.

Hands of the Grasping Earth: Lv 15
Near, Sun., Rego

Earthenhandsfrombeneaththetarget riseout of
the ground and grasp the victim'sankles. The
target canavoid thehandsonaQik - Enc roll of
11+. Aroll of 8through10indicatesthat only one
ankle has been caught. (The other hand disap-
pearsintotheearth.) Tobreak freerequiresaStr
roll of 15+ if both ankles are caught and aroll of
12+ifonly oneiscaught. (Eachattemptrequires
aFatigueroll.) Each hand can be destroyed by
beating its +25 Soak roll (hacking weapons do
doublenormal damage).

Object of Increased Size: Lv 15
Reach, Sun./Perm.

Enlarges an inanimate object up to the sze of a
large chest, doubling each dimension and in-
creasingitsweight by afactor of eight. Thesize
increase isbased on the object'soriginal, natural
size, so casting it more than once on an object
doesnot work. Noble elements, likegold, silver,
and gems, are not affected by this spell. If any-
thing resists the growth of the item, it cannot
grow. (The same goes for shrinking when the
spell ends) Casting requisites.  appropriate
form for target.

Spells

Rock of Viscid Clay: Lv 15

Reach, Sun./Y ear
Softens rock enough so that it may be dug out,
molded, and otherwise manipulated in the same
manner that good, hard, river clay would be. The
rock isdlightly sticky. Affectstheamount that
you could enclose in your arms.

Earth that Breaks No More:
Near,Sun./inst.

Turns up to 30 feet square of packed dirt into

stone. Works well on a Rampart of Protecting

Earth(CrTe20).

Lv 20

Statue to Animal: Lv 25
Reach, Sun,/Y ear, Ritual, Animal

Enchants a hand-size, earthen or stone statue of
ananimal. Later, any time someone gives the
command word (decided during theritual), the
statue turns into a life-size specimen of the ani-
mal represented. The animal followsthe orders
of the person who gave thecommand word and
revertsto statueform when killed or commanded
todoso. If killed, thestatueisnolonger magical.
One must touch the statue when giving the
command word.

Teeth of the Earth Mother: Lv 35

Sight, Sun./Y ear, Rego, Aimed (-3,0)
Y oucausetwenty pointedpillarsof whitemarble
to spring up from theearth to aheight of 12 feet,
forming acircle three pacesin diameter. These
pillarscan beused to cage people, to formawall,
or simply to skewer enemies. At their tops, the
pillars are thin and as sharp as spears. At the
base, where they touch, they are 18 inchesthick.
To skewer a target, you must make a targeting
roll with a penalty of -3, but to capture a target
you must makea standard targeting roll. Climb-
ing to the top of the pillars requires three Climb
ralls of 12+, and the tops break away when the
target resches them, causing the victim to fall.
Skewering a target does +25 damage, possibly
more on the following rounds if the victim
struggles or is exceptionally heavy. When the
spell ends, the pillars crumble into dust-

Perdo
Terram Spells

Fist of Shattering: Lv5

Near, Inst.
An object of clay, wood, glass, or weaker mate-
rial that weighsup to five pounds breaksapart.
Casting requisites: appropriateformforthetar-
get.

Pit of the Gaping Earth: Lv 15

Near, Inst.
Thedirtin acircle3 paces across recedes into the
ground, leaving a pit 9 feet deep.

Rusted Decay of Ten Score Years: Lv 15
Near, Inst.

After the pell is cad, the meta of the target

becomes so thoroughly rusted that it breaks if

usedinany demandingway (e.g.,incombat, to
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pry open adoor). It aso loses any sharpness it
might oncehavehad. Worksonup to 25 pounds
of metal.

Obliteration of the
Metallic Barrier: Lv20

Reach, Inst.
Shattersabarrier of metal or weaker material up
to one foot thick. Those within one pace of the
barrier on the opposite side from you take +10
damage. Alchemically refinedand magical met-
als may be able to withstand this spell. Casting
requisites. appropriate form for the target.

Cascade of Rocks: Lv 25

Sight, Ingt, Ritual
Makesacliff collgpse, causinganavalanche. The
effects depend on the size of the cliff and what
liesbelow it.

Stone to Falling Dust: Lv 30

Sight, Inst.
One s0lid object weighing up to 500 pounds
turnstoapileof dust. Casting requisites: appro-
priateformfor thetarget,

Rego Terram Spells

Ward Against
Faeries of the Mountains: Gen.
Spec., Ring
As Ward Against Faeries of the Waters (ReAq
Gen), but for faeries of the earth and stone,

Unseen Arm:LVv5
Near, Conc.

Moves non-living things slowly; cannot oppose
intentional resistance. Magi use this spell to
manipulate things at adistance, but it cannot be
used to pull something from someone's hand or
to movesomething that isheld. Itcanonly move
light things, likebook pages,instruments,asmall
pouchof coins,etc. Casting requisites: appropri-
ateform for the target.

Trackless Step: Lv 10

Sdf, Spec.
Y ouleavenotracksintheearthuntil youcometo
astop, such asto rest or to fight.

Wielding the Invisible Sling: Lv 10
Reach, Inst, Aimed +2

Hurlsany nearby object that isnormally throw-

ableby a person at any target within 100 paces.

Theobject mustbe unobstructed (notheld down).

Damage dependson the object thrown, upto +5

for afist-size stone.

The Earth's Carbuncle: Lv15
Near, Inst, Muto, Aimed +1

Turns the ground just under the surface into
jagged rocks, which suddenly burst through the
surfaceand intotheair. Anyonestandingonthe
circle, which is one pace across, is knocked into
the air and then hit with the falling rocks and
partially buried oncethey have landed. Damage
is+10.
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Invisible Hand of the Thief: Lv 15
Near, Inst.

Takesanitemweighing up to three poundsand
teleportsitinstantly toasack or pouch thatyou
areholding. Thespell doesnot work if theitem
is worn, held, touched, or seen by anyone but
you, ifitismadeofironor sted, orifitisaliving
thing. Y oumust know exactly what and where
the object is Casting requisites. appropriate
formfor the object stolen.

Unseen Porter Lv 20
Near,Conc.

Like Unseen Arm, but it can carry large objects,
such as crates. Roughly speaking, it has the
capabilitiesof avery strong person (Str +5) with
no hands. The heavier the object isthe slower
theunseenportermoves. If delicacy isrequired
high finesse rolls (12+ or s0) are needed. Can
only carry inanimate objects, and by no means
canyou carry yourself. Cannot lift thingsmore
than 6 feet above the ground. Casting requi-
dtes: appropriate formfor the target.

The Earth Split Asunder Lv25
Sight, Inst,, Perdo, Aimed
Createsab5footwide, 20 pace long, 10 foot deep

Vim Spells

Vim spdls are very useful They help you
useyour spells to better effect, and sinceusing
spellsefficientlyiswhatbeingamastermagusis
all about, these spellsare very important. With
imagination, you can use these spells to make
wards, alarms, one-use magic items, etc.

Vim spellsaso cover demons. Summoning
and dealing with demons is prohibited within
the Order, but fighting them isallowed.

SinceVimspelsdeal withmagicinitsmany
forms, Storyguides often have to assign Level
equivalents to their ideas when they had not
planned to do so. For instance, whenyou try to
break the effects of somemagical power that the
storyguidehasset up, thestoryguide thenhasto
give that effect a number rating to determine
whether your counter-spell is strong enough.
Storyguides, be aware of this possibility and
prepareforit.

CreoVim Spdlls

Thereareno Creo Vimspellscommontothe
Order, though you can use these arts to extract
raw vis (see the Laboratory chapter). The pow-
ersof Creo Vimmight beeffectiveat highlevels
of proficiency, or in the hands of specidists.

Intellego Vim Spells

Since magic is atricky thing to understand,
spellstodetect magicareat oncedifficultand im-
portant.

Chapter5

crack intheground. It opens during one round,
stays open for another round, and then closes
again, crushingallwithinitfor+25damage. You
must maintain concentration all three rounds to
have the spell be cast in full.

Earth Shock: Lv30

Sight, Inst.
Shakes the earth in a 15 pace radius. All those
withinthat circlemust makeQik - Encrollsof 10+
orfall. Apply these modifiers:

Standing Siill +2  On Solid Stone +2
MovingSlowly 0  On Earth 0
Running -2 InTree -6

Creeping Chasm: Lv35
Sight, Ingt., Perdo, Aimed +6

Creates a chasm that runs from the ground in
front of your feet to some target determined by
your outstretched arms. The chasm travels about
4 paces per round, growing slowly wider as it
travels, reachingamaximumwidthof 20feetata
distance of 30 paces. The chasm is 20 to 30 feet
deep and the sides are likely to collapse, so any
caughtinitareinabitof abind. Thechasmdosss
naturallyinaweek. Y oumust maintainconcen-
tration for eight rounds for the chasm to reach
maximum length.

Wizard's Subtle Touch: Lv5

Touch, Inst.
Y oucantell whether anobject youtouchismagi-
cal by holdingitinyourhandand concentrating
onit. After ashorttimethe object fedslikeitis
vibrating very quickly andsoftly if itismagical.

Sense the Nature of Vis: Lv 10
Touch,Inst.

Y ou cantell what art asupply of raw visiscon-

nected to, Inother words, you can tell whether

thevisisgood for studying Ignemand for casting

Ignem spells, or whether it is connected to Au-

ram, and so on.

The Invisible Eye Revealed: Lv15

Near, Conc.
Y ou can seea visual representation of any magi-
ca meansused to spy on you. Theimage varies
depending on the spell, but often it looks like
somekind of eyefloatingintheair. 1t workson
Intellego spellsof up to Level 30.

Scales of the Magical Weight: LvI5
Touch,Inst.

You can determine the relative "weights' of
magical thingsyou hold inyour handsasif your
arms were the arms of mundane scdes, the per-
ceived weight being proportional to the number
of pis points in each hand. Without a standard
"weight" with a known number of vis points,
you canonly getavagueideaof the number of vis
pointsin an item. Just as if you were weighing
mundane things, closing your eyes and holding
your armsstraight out improvestheaccuracy of

Ars Magica

Crest of the Earth Wave: Lv 50
Spec., Inst., Aquam

Createsawavein theearth that startsat your
feetand travels 100 pacesinadesignated direc-
tion. It starts as a narrow ripple and within 5
paces reaches its full sze of 5 feet high and 30
paceswide. It moves about 50 paces per round
(over 15 mph). Those caught inits path must
make Dex - Enc rolls of 10+ to leap over the
wave or they are caught underneath and
crushed. Damageis+30. Thewavewill over-

turn trees and damage buildings in its path.

Hermes' Portal: Lv 75
Reach, Perm., Ritual

Createsamagical portal throughwhichpeople,
animal s,andobjectscantravel instantaneously.
Theritual must beconducted simultaneously at
two different locations, after which there is a
magical connection between them. Each time
the resulting portal is used, 1 point of visper
human or human-sized traveler must be ex-
pended. Thetraveler holdsthevisinhand,and
itdisappearsintransit. Theportal isactivated
by some command wordsor ritual determined
whentheportal isenchanted. |nanimatethings
and unwilling creatures can be transported if
someonee seperformsthe necessary ritual .

your measurement. The Storyguidemay call for
a Per roll to determine your accuracy.

Perceive Magical Scent: Lv 20

5 paces. Conc.
Y ou becomesensitiveto magical thingsasif they
gaveoffascent. Generally youcansensemagical
things within 5 paces of you. You can sense
magi cal thingsfartherawayif themagicispow-
erful andif youmakeappropriate Per rolls.

Sense of the Lingering Magic: Lv30
Reach, Conc.

You candetermineif magicwasever used inan

areainthepast; andifitwasinthepasttenyears,

you can get adefiniteideaof what kind of magic

itwas, what powersit had, and any di stinguish-

ing characteristics it may have had.

Muto Vim Spedlls

These spells let you change other spells.

Shroud Magic: Gen.

Reach, Sun./Perm.
Changes the outward appearance of a spell, ei-
ther one that has already been cast or one that
another magusiscagting. The spdl to beshrouded
can beup to double the Shroud's Level. You can
cast thisspell while casting the oneto be affected
if you canroll an Int + Concentration roll of 9+.
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Wizard's Boost: Gen.
Near, Inst.

You cast this as another magus casts another
spell. Theother spell increases5 Levelsineffec-
tiveness, but not past the Level of the Wizard's
Boost. Theeffectsof theextra5levels of power
arefor theStoryguidetodetermine. Y oucanaso
cast this spell simultaneously with one of your
own if you can make an Int + Concentrationroll
of 9+.

Wizards' Communion:Gen.
Reach, Inst.

Lets magi combine their powers to cast spdls.
The Level of the spell must be less than or equal
to doublethe Level of the Communion, and only
one extra magus can be added to the group for
each 5 Levels of the Communion. All the wiz-
ardsin the gathering that know the Communion
spell can add their Levels together to get the
effective Level of the Wizards' Communion for
that gathering. One of the magi in the group
must know thespell tobecastor mustcastitfrom
a text. Each magus rolls for fatigue and success
asif casting that spell but versusa number equal
to the spell's Level divided by the number of
magi participating. |f any magusfailstocastthe
spell, thewholespell fails. Ifall succeed, the spell
iscast. Spontaneous spellscannot be cast by this
means. Mostly this spell is used to cast protec-
tionspellsforthecovenantthataretoopowerful
for asingle magusto cast, or even learn.

Gather the Essence of the Beast: Lv 15
Touch, Inst.

Concentratestheraw visinacorpseintoonepart
of that corpse, which canthen beremoved. This
spell lets you gather all the raw vis you find
without lugging around entire corpses of mon-
sters slain. Note that the vis in many magical
creaturesisalready concentratedinthismanner.

Perdo Vim Spells

Demon's Eternal Oblivion: Gen.
Near, Inst.

Weakens and possibly destroys a demon. Roll
die+ Level; forevery point by which you exceed
the target's Demon Points, it losss one Demon
Point. If its Demon Points drop to O, the demon
is banished back to Hell for an indeterminate
amount of time. If you know the demon's true
name, double your roll.

Disenchant Gen.

Touch, Inst.
You can make a magic item lose its powers
permanently if you can roll double thetotal vis
pointsused initon die + Level.

Wind of Mundane Silence: Gen.

Reach, Inst.
Metaphorically speaking, you raise a "breeze"
that blows the magic away from an area
cancelling the effects of aspdl. Y ou can cancel
theeffectof any spell if youcanmatchdoublethe

Spdlls

caster's Technique + Form (at the time the spell
wascast) onaroll of die+ Level. (If thespell was
not cast by a magus, the number to match is
double the caster's Might score. If the spell was
fromfromamagic item, itisdoublethe Level of
the spell.) It does not work on spells of instant
duration. Magical things nearby will wave
slightly in the "breeze' that this spell creates.

Rego Vim Spells

Thespell to repel demonsisRegoVim. Itis
theoretically possible to conjure and control
demons through Rego Vim spdls, but this knowl-
edge and its use are forbidden by the Hermetic
Code. Any who find and dare to use thisknowl-
edgefacedangersboth fromthebeings they deal
with and those in the Order of Hermes who
object to such practices.

Aegis of the Hearth: Gen.
Spec, Y ear, Ritual

Thisritual protectsacovenant theway aparma
magica protectsamagus. It affectsacircleupto
100feet across (or theequival entinarea), though
the diameter can be increased another 100 feet
for each extrapoint of raw pisused in theritual.
If a spell enters the circle from anyone besides
those who participated in the ritual, the aegis
resststhespdl. If thetargetof thespell normally
getsaresistanceroll, theLevel + 5 of theaegisis
added to that roll. |If the spel would not nor-
mally be resisted, the caster must overcome the
aegis resistance of die + Level +5. The aegis
blocks Intellego spells that would penetrate its
perimeter even if they cannot be blocked by a
parmamagica. Demonsand faeriescannot enter
the protected areaunlessthey havehigher Mystic
Points than the Level of the aegis. Those who
participate in the ritual must walk around the
perimeter of the protected area. When crossing
the border of an aegis, a magical person feelsa
dlight tingle in the extremities.

Circular Ward Against Demons: Gen.
Spec,, Ring

A magical ring 7 paces across forms around you
and remainsactive aslong as you do not leaveit.
When you setup thering, the storyguidesecretly
rolls a die + Level. All demons with Demon
Pointsequal toor lessthan thistotal areunableto
enter thecircleor harmthosewithinit. Ifyoucast
the spell again, the second ring dissipates the
first, regardiess of their rel ative strengths. Some
magi cast thisspdl inbedbeforegoingto sleep at
night,

Maintaining the Demanding Spell: Gen.
n/a, 1 minute

You cast this spell on a spell that you have
already cast and are maintaining through con-
centration. Thespell that requires concentration
isthenautomatically maintained for oneminute
(ten rounds), whether you concentrate or not.
Y ou cannot change the effects of the concentra-
tion spell without concentrating normally. For
instance, youcould usetheUnseen Arm (ReTeb)
to hold an objectin theair without concentrating,
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but to move the object would still require con-
centration. A Concentration+ I ntroll of 6+ must
be made in order to cast this spell while keeping
the first one going (a lower roll than normal
because thisis what the spell wasdesigned for).
Works only on spdlls of equal or lower Level.

Opening the Intangible Tunnel: Gen.
100 miles, Conc., Ritual

Y ou canopen amagical channel fromyourself to
sometarget, allowing you to cast aspell at some-
one or some place not in your presence. First,
you need some definite connection, such as an
Intellego spdll, that establishes a connection and
letsyou sensethetarget specifically. Theconnec-
tion must be strong enough that you can at | east
e the target. Then, you cast this spell, which
opens the channel betweenyou and your target.
Findly, you cancast aspdl, whoseLevel canbe
no greater than the Level of this spell, at the
targetasif you were present. Notethat you must
make standard concentration rolls to maintain
concentrationonboththeinitial connecting spell
and on this spell. In addition, a magus who
magi cally recognizestheTunnel may cast spells
back at you.

Waiting Spell: Gen.
Reach, Spec, Ritual

Yon place aspell inaspecific locuswhereit will
dischargeunder theconditionsthat you specify.
(These conditions must be immediately obvious,
requiring no exceptional modes of detection.
Thus, a trap could not be set based on some
distantevent or obscurefact). TheWaiting Spell
must be equal to or greater than the Level of the
spell placed in waiting. Several spells can be
placed in waiting together if the Waiting Spell's
Level at least equals the sum of the other spells
Levels. If one of these spells is a detection spell,
then the other spell(s) can be be based on an
event detected by the detection spell Thus, if
you put Frosty Breath of the Spoken Lieinto the
Waiting Spell, you could have a spell that fires
when someone lies (An Intellego spell in the
Waiting Spell has no effect other than to fire the
other spdl[g when the proper condition isde-
tected. Thus, one's breath would not be frosty
whencaughtinalie.) TheWaiting Spell isoften
used for traps, for emergency devices that (for
instance) teleport their users away if they are
captured, or for spells held in staffs, to be dis-
chargedatwill. TheWaiting Spell lastsuntil itis
st off. You cannot store a ritual spell with a
Waiting Spell.

Watching Ward: Gen.
Touch, Spec., Ritual

Puts another spell in suspension on a target, who
must be present for the entire ritual of this spell.
Under the conditionsyou specify, the spell will
take effect. The Level of the Watching Ward
must at least equal the Level of the spell held in
suspension. You can aso put multiple spellsin
the Ward, provided that its Level at least equals
the sum of the Levels of the spells. Only one
Watching Ward can be placed on any one per-
son. |f someone tries to dispel the Watching
Ward and fails, the spell is cast.



The |aboratory was dark and filled with shadows,
after months of preparation the time had come. Twirling rapidly on thesilver
string which suspended it from the beam overhead, the ebony amulet glistened
inthetorchlight. Under it. Lucienne tentatively held two of the mushrooms they had
garnered from the faerie ring. Carefully inscribing runes of power on the floor,
Grimgroth drew a protective circle around himself and Lucienne. Trembling with
anticipation, he turned his attention to the amulet. Solemnly he intoned the words of
power, each syllable coming from his throat in a guttural growl. A pale orange glow
began to work its way from the mushrooms to the amulet, tracing arcane patterns on
the black surface. The amulet spun ever faster. Grimgroth's words built into a
crescendo and his entire body shook with the effort. Suddenly, gray sprouts shot forth
from the mushrooms. As they grew, they twined about the amulet, each tendril
grasping it and slowing its spin. When the spinning had stopped entirely, [he vines
turned black and withered away. Slumping back, Grimgroth gazed upon his creation
with pride. He could not tell yet, but if all had gonewell, the amulet would let him see
through illusions and phantasms and would allow him to perceive the invisible world
i of ghosts and spirits. The cost had been dear, since each mushroom had contained

[ Lucienne looked to Grimgroth and said. "It worked perfectly, Master, just asyou
[ saiditwould."
i "Yes, apparently s0." said Grimgroth, smiling slightly.
Asthetwo of them slowly | eft the [aboratory, lost in their private musings, acurl of
pitch black smoke wormed its way up from the shadows of the floor and merged with
the amulet, which trembled for a moment and then was still. A deep chuckle
drifted out of the laboratory to mingle with the morning's song.
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<y Laboratory &

ost of themagicrulessofar presentedin ArsMagica
havegoverned theuse of magic during sories, such
ascasting spellsand engaging in Certamen. A magus,
however, spends much moretimeat home studying
than out adventuring in the land outside the cove-

M

nant. In between gdories, magi study their magical arts and
perform research in an effort to build their powers. Timebetween
storiesis recorded in seasons, each enough time to accomplish a
single activity. As will be seen, there are a great number of
different thingsthat magi can spend their timedoing.

Basic Laboratory Activities

Studying

Studying Knowledges

If you have a source from which to study, you can gain 3
experience pointsin a knowledge per season of study. A sourceis
usually a book or set of books, but direct experience can serve,
pending the Storyguide's approval. Y our score cannot exceed the
scoreof thesource(i.e. you can't learn morethan your sourcetells).

Recording Knowledges

Y ou canwritewhat you know about aknowledgefor othersto
study. You canrecord 1 point per season that you spend working
on atext, but you can produce atext with afinal score of no more
than one-half your own.

Y ou can copy 3 pointsof atext from an original to a new book
per season.

Exempli Gratia: Mundane Knowledge

Grimgroth hasaHermes Lore scoreof 3. He hasa
HermesLoretext withascoreof 4, sohecan study from
it. In one season he has earned three experience points,
one point away from raisinghisscoreto4. If hespends
the next season studying from the text, he getsonly 1
experience point, raising him to 4. (The text cannot
teach him past 4.) Oncehisscoreis4, hewill beableto
write hisown text with a score of 2 (not that doing so
would do much good, since he already has a text with
a score of 4).

Exempli Gratia: Studying Arts

Grimgroth wants to raise his Muto score so he can
inventagood Muto Auram spell. Currently hisscoreisO,
and Mistridge has texts describing M uto up tolevel 10, so
the study should go quickly. Inhisfirst season hegains 3
levels (because 10ismorethan 3 times his beginning score
of 0). He spends a second season studying, and since 10 is
still at least 3 times his score, he gains another 3 points,
bringing him to 6. In histhird and fourth seasonshegains
only 1 point eachtime, soafter ayear of study hehasascore

Studying Arts

If you are studying an art from a book, the book's score
must be higher than your own. If the scoreisat least three times
your score, you gain 3levelsintheartin oneseason. If itisatleast
double, you get 2 levels. Otherwiseyougain 1 level. Inany case,
you cannot raise your score above that of the book.

Youcanalsolearnanartfromrawvisof thesametype(eg., you
canlearn Herbam from Herbamvis). If you are studyingwithvis,
youfirst decide how many pawnsof vistouse (up to 3). Thenmake
adressroll and multiply theresult by the number of pawns used.
Treat the result as if it were the score in books that you were
studying from, sothat yougain 1, 2, or 3levelsif thetotal exceeds
your score.

Raisingone'sart scoreto 30isquitedifficult, andbeyond 30is
even harder. Becauseof this, booksthat describethe arts past level
15 are rare and those with scores of 20 or higher are rarer still
(though they do exist) and areincredibly valuable.

Y oucanwritewhatyou know about anartat therateof 3levels
per season, but you cannot writehigher than half your score. You
can copy what has been written about an art at therate of 9 levels
per season.
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BasicLaboratory Total

Youwill useonetotal (call it"Labtotal") frequentlyin
calculating your ability to accomplish tasksinthelabora-
tory. Thetotal variesfrom task to task becauseit uses the
technique and form appropriate to the task at hand. For
instance, if you arelearning aRego Auram spell, the Lab
total will include your Rego and Auram scores. Y our
apprentice's Int + Magic Theory also applies to your Lab
total. Depending onthe specific task, other modifiersmay
alsoapply. Remember, spell requisitescount for your Lab
total.

Basic Lab Total = Form + Technique + Int + Magic
Theory

Spells in the Laboratory

Formulaic spells are amajor measure of your power because
they determinethosethingsyou candoeasily and predictably. As
amagus, you will learnthe spellsof othersand invent your own.

Learning Spells

Ifaspell hasbeenwrittenoutfullyinnormal spell fashion, you
cantrytolearnit. (Most magi's notesareincomplete, so learning
spellsfromtheir privategrimoiresisdifficult.) Inoneseasonyou
can learn any spell if the Level isequal to or lower than your Lab
total. You can learn morethan one spell inaseasonif they areall
of the sametechniqueand form and if their Levelsadd up to less
thanyour total.

Requisites listed at the top of the spell description count for
learning and inventing spellsjust asthey do for casting them.

If you already know aspdl similar totheoneyou arelearning,
learning the second spell iseasier. If the second spell issimply a
variantof thefirst, you canadd hal f theknown spell'sL evel toyour
Labtotal. If thespellsaresimilar, but not simply variantsof each
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other, you canadd one-fifth of theknown spell'sLevel toyour Lab
total. You can get thisbonusbased on only one spell you know.

Inventing Spells

Inventing a spell is more difficult, but you of course do not
need acopy of thespell todoit. First, decidethe effects of thespell
youaregoingtoinvent. Y ou can pick aspell described intherules
if you want, or you can make up something completely on your
own. Therest of the troupeor the acting storyguide (someone who
officiates over all magic rules, if your troupe has such a position)
must agree on such things as the technique and form, the Level,
requisites, and so on.

If youwant toduplicateanexisting spell, usethe statsgivenfor
it (but includeyour wizard'ssigil; seethe SpellsChapter). If you
create a variant of an existing one, extrapolate the stats. If your
varianteliminatesaninherent restriction (such asthe need for eye
contact orfor somethingintimately connected tothetarget), your
variantis15Levelshigherthantheoriginal, If you createavariant
whoserangeis"touch” instead of "sdf" or "body," thevariantis
+10Levels. If theeffectsarelessor morepowerful,, adjusttheLevel
appropriately. Use existing spellsto guide you in all respects.

Exempli Gratia: Inventing a Spell

Grimgrothwould liketoinvent aspell to turnan odor
into a pungent, debilitating stench. On consulting the
other players, hedecidesthat it will be Level 15with no
requisites.HisLabtotal is8(Muto)+12(Auram)+3(Int)
+ 5 (Magic Theory) = 28. Each season he will gain 13
points toward completing the spell, so in two seasons he
will have invented it, having accumulated even more
than the necessary 15 points. If Grimgroth's Lab total
were30, only 2morethanitis, hewouldbeabletoinvent
the spell in one season because one season would be
enough for him to get the 15 points necessary. He
therefore considers studying M uto or Auram abit more
before tryingto invent the spell.
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Youcanonlyinventaspell if your Lab total exceedsthespell's
Level. You get modifiers on this score like those for learning a
spell. For each point by which your total exceedsthe spell'sLevd,
you accumulate 1 point per season. Whenyou haveaccumulated
points equal to the Level of the spell, you have invented it. (Thus
if your Lab total isdoublethe spell'sLevel, you caninventitinone
season.)

Transcribing Spells

All magi have grimoires containing their spells, which are
constantly updated as they learn and invent new spells. These
spells are not immediately useful to others, however, as they
includeall sortsof personal abbreviationsand writing shortcuts
that otherswould not understand. (The use of shortcutsisunder-
standabl e considering how difficult writing can beinthe Middle
Ages.) Inaddition, somemagi sprinkletheirmagictextswithfalse
directions, whichthey recognize and ignore themselves, but which
would endanger otherswho take these partsof the text asgenuine.

If you would like to translate a spell of yours so others could

read and learnit, you can spend aseasonrewritingup to60 Levels
of spelstomake them useableto others. Also, inoneseason, you
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cancopy 180 Levelsof spellsthat areal ready writtenunderstanda-
bly.

If you want to tranglate the spells of another magus, whose
secretsand abbreviations you do not know, you first mustroll to
"break thecode." For most wizard'stexts, the"code' ismerely the
author's personal style, and you need only make a Scribe Latin +
Int roll of 6+ to figure out the author's style. If the author
intentionally obscured the work, add the author's Int to the ease
factor, or moreif theinformationisactuallyinacode. Y ouget one
roll to decode a text per season.

ExtractingRawVIs

Y oucanextract raw visfromamagical environment by focus-
ingthevisthatisintheareaintoaphysical form, usually powder
or liquid. Each season that you attempt to extract raw vis, add up
your Creo +Vim + Magic Theory + threetimesthe magical aura
of thearea. For each full five pointsin the result, you get 1 point
of Vim-related vis.

Laboratory Activities Table

Knowledges
Study with Source- 3 experience points

Write Knowledge- 1 point (up to half you score)

Arts

Study with Book- 1,2, or 3 levels, depending on score of
source

Study with Vis-1,2, or 3 levelsif you roll over your score
on a stress die times number of pawns used (up to 3).

Write Art- 3levels (up to half your score)

ExtractingRaw Vis
Cr+Vi+Magic Theory + 3timesAura, 1 Vim vis point per
5 points

Spells

Learn Spdl- Lab total must at least equal Level of spell

Invent Spell- for each point by which Lab total exceeds
spell Level, you accumulate 1 point; when accumul ated
pointsequal Level, the spell isinvented

Transcribe Spells- 60 Levels put into form useable by
others

Magic Devices
Prepare Item for Enchantment- automatic, requires vis (see
Material & SizeTable)

Instill Power in Item- Labtotal must equal Level of power;
uselvisper 10Levels

Make Batch of Potions- Lab total + 3timesAuramust
exceed Level of spell copied; one extra dose per 5 points
over Level

Open a Focus to One Type of Spdl- automatic, one season

Invent Longevity Potionfor Y ourself- In+Co+Int+
Magic Theory must equal 20+

Invent Longevity Potion for Someone Else- In+ Co + Int +
Magic 'Theory must equal 30+

Investigate Magic Item- Roll stressdie+ In+ Vi +Int +

Magic Theory, must match the Leve of a power to
detect it

Apprentice
to find one- stressroll of 5+, or a story

learns1 art, 10 spell Levels, and 10 experience points with
arts per season of training

Familiar
Open Enchantment- 12 + Sizeinvis points

ThreeCords- In+ An + Me- Magic Resistance-Size;
use total to buy scores in Cords

Power- Need score of 15+ in appropriate art

Close Enchantment- Sin's

Experimenting
Y ou canexperiment wheninventing spells, instilling
powersin enchanted items, and granting powerstoa
familiar. Add asimpledietoyour Lab total, but roll on
the Extraordinary Results Chart.

Note: "Aura" isthe bonus of the covenant's magical aura.
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Magical Creations

Physical creations, aswell as mental ones, can increase your
power. Making a physical magical creation requiresraw vis, but
itcan producehighly useful devices. Inadditionto standard magic
items, which mimic the powers of spdlls, you can create potions
that af fect those who drink them, magic foci to concentrate your,
power, and longevity potions, to extend your mortal life. Since
magi c devicesareuniquecreationsof i ndividual magi, determin-
ing how to use one that someone else has created canbealengthy
and even dangerous process, as you will see.

Magic Items

Creating a magic item has two seps. Firgt you must enchant
the physical material; then you must instill a power in the item.
Y ou caninstill morethan onepowerinanitem, butany givenitem
hasalimit to what powerscan beputintoit.

Form and Material

Choose the physical form that the item will have, both the
shape of theitem and its component material. A golden ring will
allowdifferentenchantmentsthanacopper ring, and acopper ring
different enchantments from a copper wand. Consider well the
effectsyouwishtoinstill becausetheformand material of theitem
will limit youif you choose poorly and aid you if you choosewell
(seebelow).

Pay attention to mundane criteria as well as magical. For
instance, the enchantability of agold sword might appeal to you,
but it would be too heavy and soft to use in combat. And a
diamond might be perfect for your ring, but do you have a
diamond? Y ou might have to go out into the dangerousworld to
find your materials, especialy if your covenant is poor.

Preparation for Enchantment

Once you havethe physical item to enchant, you must spend
aseason preparingit. Y ou mustexpend anumber of raw vis points
equal to the number derived from the Material & Size Table.

The number of raw vis points spent isalso alimit on theeffects
that canbeenchantedintotheitem. Each effectrequiresanumber
of raw vis points, and the total number of raw vis points for the
effects cannot exceed the number derived from the Material &
Size Table.
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Material & Size Table
Material Base Points Material Base Points
cloth 1 silver 8
wood 2 gold 10
bone 3 gem 15
base metal 5
Size Example Multiplier
tiny ring, bracelet, pendant, all gems X1
small wand, dagger, belt, cap X2
medium  sword, tunic, boots X3
large staff, shield, cloak X4
huge boat, wagon, small room X5

To determine the number of vis points needed to pre-
paretheitem and themaxi mum number of vispointsthat
can be put into it, find the Base Points (determined by
material) and multiply by the Multiplier (determined by
thesize). For example, asilver dagger would take 16 visto
enchant, 8 (for silver) times2 (for thesmall size).

It is possible to enchant only part of an item. For
example, you can enchant a ruby on the end of a staff.
Because it is on a staff, the gem would gain bonuses
appropriate to staffs (see the Form & Effects Bonuses
Table.), but you wouldn't haveto enchant the whol e staff.

Designing the Effect
Y ou choose an effect and calculateits Level. The Level will
determinehow hard it isto instill that effect in theitem.

First, choosea spell to be duplicated by the effect. The spell's
Level is the effect's Base Level.

Thenlook at theitem Frequency Table and decide how many
times per day you can use the effect. The number you choose
corresponds to a bonus which is added to the effect's Level.

If youwantto restrict the item's use to some people, add + 3to
theLevel.Y oumaythenspecifyany groupthatcannotuseitorany
group that exclusively can. For instance, you could say that only
you and those to whom the item is willingly given can use this
effect.

When you use a magic effect against someone or something
with resistance, you will have to make a magic penetration roll,
butitisthepower of theeffect itsdlf that attemptsto penetrate, not
your ability. The penetration bonus equals the base Level of the
effect (the Level of the spell being duplicated, not modified by
frequency of use or other factors). Effects can be designed to
penetrate at your penetration total with that form and technique
(your total at thetimeyou maketheitem, not whenyou useit; cost
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Form & Effects Bonuses Table

Wand/Staff +4 destroy thingsat adistance
+4 control thingsat adistance
+3 project bolt or other missile

+2 repel things
44 transform self

+4 protect self
+2 move self

Jewelry/Clothing

Container +5 creatematerial within
+5 transform thingswithinit

Cloak +5 alter or suppressyour image
+3 flight

Wolfskin Cloak +7 turntowolf

Boots +5 affect walking

Iron +7 harm/repel faeries

Human Bone +4 destroy the human body

+3 destroy the human mind

Animal Bone +4 destroy animal bodies & minds

Silver +10 harmlycanthropes
Wood +3 affect living wood

+3 affect dead wood
Ruby +6 fire-related power
Pearl +5 vs. poisons
Bloodstone +4 with blood and wounds
Emerald +7 vs. snakes and dragonkind

of +4 Levels) or according to the ability of the current user (+8
Levels).

Unlessotherwisespecified, aneffect that needsconcentration
tomaintainwhenitiscast asaspell will need concentrationwhen
itisinanenchanteditemaswell. By adding+5totheeffect'sLevel,
you can do away with the need for concentration, but you would
still need to concentrate to change how you are using the effect. For
instance, alevitationbelt that doesnot require concentrationcould
hold you in theair, but to move up or down you would have to
concentrate. Also, theseeffectsgradually wear off at sunset and
sunrise, unlessyou actively concentrate to maintain them.

The duration of the effect is equal to the shorter duration (if
therearc two) of the spell being copied. For a+3bonusontheLevel
of theeffect, youcan maketheeffect opentotheapplicationof vis
to increase the duration. For instance, a healing wand only heals
damagetemporarily unlessvisisused (the sameamount aswould
berequired for the spell beingimitated), and if you did not design
the healing effect with this +3bonusonits Leve, the use of viswith
it would be impossible.

Some effects work on the item itsdlf, such as a staff that grows
thorns like the Transformation of the Thorny Staff. If the effect
works only on the item containing it, the total Level, after al
modifications, isdivided by 2.

Each effect requiresa triggering action or ritual of some kind.
The ritual can include a command word or phrase, moving the
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ItemFrequency Table
1 Useper Day 0 12/Day 44
2/Day +1 24] Day 45
3/Day +2 50/ Day +6
6/Day +3 Unlimited +10

Constant Use +5

Add the number listed to the effective Level of the
power. Only powers that function continually, such
asinvisibility, can have "constant use."

Exempli Gratiaz Creating aMagic ltem

Grimgrothgetssomeraw visand decidesto enchant
his staff with the power tolift peopleinto theair, like the
soel Lifting the Dangling Puppet (ReCo 20). Unfortu-
nately, preparing a wooden staff for enchantment re-
quires8raw vispoints, and Grimgrothonly hasaVim +
Magic Theory total of 7. Hetakessometimetoraisehis
Vim score 1 point, and then he can handl e the enchant-
ment.

He takes one season and 8 vis points (as directed by
theMaterial & Size Table) to prepare the staff. Thenhe
takes another seeson to instill the effect he wants.

The Level of the effect is 20 (the Level of the spell) +
3 (tobeused six timesper day) +5{for not requiring con-
centrationtomaintain) = 28.

A staff isagood item tousefor apower that controls
things at a distance. According to the Form & Effects
BonusesTable, astaff giveone +4on powerslikethis, so
hecanadd +4 tohisL abtotal when hetriesto enchant the
staff with thispower. Grimgroth'sLabtotal is6 (Rego)
+7(Corporem) + 3 (Int) + 5(Magic Theory) + 3 (magic
aura) + 4 (the Form & Effect Bonus) = 28, so hecaninstill
theeffect. Ittakesoneseasonand 3vispoints(1 point per
10Levels)to accomplish.

Grimgroth decides that the power will betriggered

by pointing the staff at the target and circling the tip of
the staff widdershins (counter-clockwise).

The staff now has 3 vis points worth of powersin it,
and since it was enchanted with 8 points, thereis still
"room" for 5morepoints.

item inacertain way (e.g. waving or pointing awand), a stanceto
be adopted, or anything physica that you can imagine, (Theen-
chanted item cannot read thoughts, so the trigger action must be
physical, not mental.)

Ingtilling the Effect

If your Lab total equalsor exceedsthe Level of the effect, you
caninstill itinone season. For every 10 pointsor fraction thereof
in the modified Level of the effect, you must expend 1 raw vispoint
toinstill it. But remember, a given item can only hold a limited
number of powers. If theseraw vis pointswould bring the total
rawvisusedtoinstill effectsabovethetotal originally derivedfrom
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theMaterial & SizeTable, theeffect cannotbeinstilled. Soif you
areputtingeffectsintoasilver wand (whichtook 16vistoenchant
at first), you can only put in 16 points of powers. If the wand
already has 14 points worth of powers, a power that requires 3
points (i.e., apower whose Level is 21 to 30) would not "fit"; you
could not put it in the wand.

Y ou may add your covenant's Magic Aurato your Lab total.

For each effect already in theitem that has a matching tech-
nique or form of theeffect tobeinstilled, add +1 toyour Labtotal.

Look on the Form & Effect Bonuses Table. If the form or
material of the magicitem providesbonuses for theeffect at hand,
add those bonuses to your Lab total.

The Enchanted Item in Use

You can use one effect from an item each round, using the
appropriatetrigger actionfor each. Y ou must makeany aimingor
magic penetrationrollsthat would normally be necessary, but you
do not havetoroll for fatigue. Thedurationis usually the shorter
of thetwolisted for thespdll, but someeffectscanbeboogted by vis
to the longer duration.

If the effect used duplicates aritual spell, using it takes the
normal amount of time for that spell, and you must expend the
normal amount of vis as well.

If theitem is physically broken, the enchantments arelost.

Y ou may use an enchanted item beforeit is "filled up" with
powers and then add powerslater. Thereisnofinishingritual as
thereiswithafamiliar.

Charm Against Magic

Even though thereis no spdl to do s, magi can invent
magic items to protect the user against magic. Treat this
effectas Rego Vim, and the Levd of the effect isthebonus
provided on magic resistancerolls. This charm worksjust
like aparma magica and isincompatible with a normal one.
It works continually on the bearer of the device.

Potions

Potionsarea specidized, limitedform of magicitem that affect
those who drink them. Manufacturing potionsiseasy. Doing so
requires no raw vis, and you can often make several doses of a
potion in one ssason.

Tomakeapotion, first selecttheeffect, equivalenttoany spell.
Theeffectswill only affectthedrinker of thepotion, so some spells
cannot be duplicated by potions. For instance, an "Unseen Arm"
potion is not possible. A potion never gives anyone the ability to
cast aspell.

Then you spend a season working on the potion. Tota your
Technique+ Form+ Int+ Magic Theory +threetimesAura. For
each 5 points by which you exceed the spell's Level, you get one
dose of the potion.
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Exempli Gratia; Making aPotion

Grimgroth would liketo beabletoget out of troublein
a hurry, so he decides to make a potion that mimics the
L eap of Homecoming (ReCo 35). HisLabtotal is6 (Rego)
+7(Corporem) +3(Int) +5(MagicTheory) +9(3timesthe
aura) - 30, not good enough. He uses 2 vis pointsto boost
his total to 36, and he spends a season making one dose of
the potion. With4vis pointshe could haveboosted histotal
to 42, which would have been 7 points over the potion's
Level, and he would have gotten two doses in the same
amount of time.

You may expend raw vis, each point increasing your total by
+3.

If you want the potion to have the longer of two durations
listed for a spell, you must put visinto each potionjust asif you
were casting the spell. (This option is especially important for
healing potions.)

Anyone who drinks a potion undergoes the effect of the spell
copied. Theeffect might not beobvious. For example,apotion that
letsthedrinker fly will have no noticeable effect until the person
jumpsintotheair. Drinkersget normal resistancerollsagainst the
effects of apotion.

Magic Foci

To help you concentrate your magic powers, you can develop
afocus. A focuswill give you bonuses on certain types of spells,
depending on the focus you choose and the work you put intoit.

First you choose ashapeand material, just asyou would for a
magicitem. Y ou must spend oneseasonenchantingitwithraw vis,
also likeamagicitem. Then, for every extra season you spend, you
openthefocustoonekind of spell. UsetheForm & Effect Bonuses
Table to determine what bonuses are possible. A certain type of
item might provide you with many possible bonuses, but you only
get those that you choose and spend a season obtaining. For
instance, Grimgroth could use his magical staff as a focus by
spending a season to attune it to spells that control things at a
distance. He would then get a +4 bonus on rolls with spells that
control thingsat adistance(thebonuslistedontheForm & : Effects
BonusesTable)

Digtractions from Studies

Therules for what a magus can doin a season assume
that the season is uninterrupted. Sometimes, however,
magi taketimeaway from their labsto travel and explore,
and thislost time makesitself feltin their lab performance.
For each day lost, subtract 1 from any lab totals. If the
procedure you are performing requiresa certain amount of
time, such as preparingan item for enchantment, then any
interruption ruins the procedure.
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Y oucanonly haveonefocusat atime. Onemustbecompl etely
destroyed beforeyou canmakeanother. Y ou cannot makeafocus
for someoneese. Y ou canput magic powersinafocus, asif it were
astandard magicitem, and you canuseamagic item that you have
created asyour focus. Sincetheitem hasalready had raw visput
into it and has been prepared for enchantment, you need only
spend the time to open it for the spell types you want to use.

Longevity Potions

Asamagus, youwill findthat your timeto study andincrease
your power hasan ultimatedeadline: your mortal demise. Intheir
attemptsto gainthemselvesmoretimein thisworld, the magi of
the Order of Hermes have developed longevity potions. Though
deathisstill inevitable, these potionscan staveit off for hundreds
of years. Each magushasan individual formula for longevity.and
one magus' potionis of no benefit to another magus.

The first stage in making your potion is determining what
ingredients you need. You can determine the ingredients and
gather them in one season if your Intellego + Corporem + Int +
Magic Theory adds up to 20 or more. Gathering theingredients
could be part of a story. In addition to mundane ingredients, a
longevity potion requires 1 point of raw vis for each 10 years or
fractionthereof youareinage. Thepotionrequiresthisinputofvis
every year you useit.

Every year you take your longevity potion, you receive a +5
bonusonrollsto avoid characteristic loss.

Y oucanmakelongevity potionsfor others, evenfor non-magi.
To determine the ingredients for another character's potion, you
and that character must spend one season of experimentation.
Y our Intellego+ Corporem + I nt + Magic Theory must equal 30+.
Once you succeed, you must supply the raw vis as normal. A
potion for another magus will work normally, but one for a non-
magus will be less powerful. Non-magi do not have the magic
resilience that magi have. The non-magus player getsonly a +3
bonustoresist characteristic loss.

Investigating an Item

Investigatingamagicitem invol vestaking anitem of someone
else'screationand examiningitinyour study. Each power inthe
item hasa factor whose scoreyou must match on astressdie plus
Intellego+ Vim+ Int + Magic Theory. That factor isequal tothe
Level equivalentof thepower. (Anitem'sfunctioningasafocusis
Level equivalent 20.). If you match the score of the lowest rated
power, you have discovered it and canroll againthat seasonfor the
next lowest rated power. Aslong as you succeed, you can keep
rolling. If youroll and find nothing, it either meansthat thereare
no morepowersintheitemor that youdid not roll highenoughto
findthenextone. (Only thestoryguideknows.) Ineither case, you
can keep tryingaslong asyou want, but each failureto discover a
power ends the rolls for that season. Discovering the power
includes discovering how it is used (i.e. the activating ritual,
words, etc.) and any restrictions there might be on it.

Magi sometimes use the Waiting Spell to guard their magic
items. The spell held in waiting is often released at anyone who
magically examinestheitem. Beware.
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Summary of Magic Devices

Creating a Magic Item

1) Selecttheitem'sphysical form(e.g.wool cloak,gold
ring, etc.)

2) Prepare theitem for enchantment for a season.
Expendthenumber of vispointsi ndi catedbytheM aterial s
& SzeTable

3) Chooseaneffecttoinstill, includingitsLevel. Adjust
Level for number of usesper day, restrictionson use, and
soon. TheLevel cannot exceed Technique + Form+1Int +
Magic Theory +bonusesfor thetypeofitem used (seeForm
& Effect Bonuses Table). Expend onevis point for each 10
pointsof theLevel or fractionthereof. Y oucaninstill this
effect in one season.

4) Repeat step 3asdesired, but thetotal number of vis
pointsusedtoinstil] eff ectscannotexceedthenumber of vis
points originally used to enchant it (step 2).

Potions

Sdlect aspell whoseeffect youwishtoduplicate. Total
Technique+ Form+Int + MagicTheory +threetimesthy
Aura+ threetimesthe number of vis pointsused. Y ou get
one dose of the potion for every five points by which the
total exceedsthe Level.

MagicFoci

1) Decide the form that the focus will take.

2) Spend aseasonenchantingit withthenumber of vis
pointsindicated ontheMaterial & SizeTable.

3) Spend asesason "opening” oneof thebonuseslisted
ontheForm & Effect BonusesTable.

4) Repeat step 3 asoften asdesired.

Longevity Potion

If your Intellego + Corporem + Int + Magic Theory is
20+, you can spend a season inventing alongevity potion
foryourself andgatheringthemundaneingredientsneces-
sary forit. Itrequires 1 vispoint per 10yearsof your age.

Tomakealongevity potionforanother personrequires
anlntellego + Corporem + I nt + Magic Theory total of 30+.

Investigating an Item

Roll astressdie+Intellego+Vim+Int+MagicTheory.
If the roll matches or exceeds the Level equivalent of the
weakest power, you have discovered that power and my
roll agai nfor thepower withthenext highest Level equiva-
lent. If youfail any roll, you may make no morerollsthis
season, but may keep tryingindefinitely inlater seasons.



108

Apprentices

Inyour pursuit of theart of magic, you will likely wish tofind
an apprenticetohelp youinyour work. Theapprenticewill take
sometimeaway from your studies, asyou will beabliged toteach
aswell asresearch; but theknowledge your apprentice gains will
in turn help you in your studies. An apprenticewill helpyouin
your laboratory work. Inreturnyou must devote one season per
year toteaching your ward rather than doing research. Inaddition
to service, an apprentice provides close human company and the
chancetoleavealivinglegacy after you havedied. Apprenticesare
the closest thing most magi ever haveto offspring and family.

Minimum Competence to Teach an
Apprentice

You may only have an apprentice if you are competent
enough to teach someone every magical art. Thisrequiresascore
of at least 5in each art. Without a score of at least 5, you are not
familiar enoughyoursdf withtheart toinitiatesomeonedseinits

FindingYourApprentice

If you qualify to teachan apprentice, thenext stepisto find one.
Out among the common peopl e there regularly appear those rare
individualswith the Gift, thosewho haveinnate magical inclina-
tion. Only these can become apprentices and eventually magi.
Luckily for those magi who seek them, they inevitably stand out
fromthecrowd. They arealmost invariably bright, making them
fitin poorly with theilliterate society in which most find them-
sves. Also, mostof them somehow attract supernatural ettention
tothemselves. Inmost populations, thereisayouthwhoisprone
to lone wanderings at night, who is the subject of much town
gossip, and who displays a precocious wit. Chances are, such a
person is your potential apprentice. For every season spent
searchingforapotential apprentice, makeastressroll. If theresult
if 5+, you havefound one. Searching for an apprenticecould lead
to agood story, especidly if enemy forces contrive to thwart your
efforts. It could also provide fertile role-playing possibilities.

Training Your Apprentice

Once you have the apprentice, thetrainingbegins. Each year,
according to the Peripheral Code of Hermes, an apprentice is
guaranteed at |east one season's worth of training. If you do not
providethistraining, theapprenticeisfreeto go to another magus,
and the training you have provided will no longer benefit you.

In each season of your trai ning, an apprentice gets one experi-
encepointinMagic Theory, which startsat 0. If all youwantisan
assistant, then simply keep track of your apprentice's Magic
Theory score. After fifteen years, your apprenticebecomesafull
magusand can leavethe saga, if that ishow you want toplay it. If
you want to develop the apprentice more, you will have to keep
track of other scores.

For each seasonof training, an apprenticelearnsoneart. Before
learninganart, castingany spell that usesitisimpossible. Oncethe
artislearned, even if the scoreis0, casting a spell with thatartis
possible. Choose the arts asthey are learned.
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Each year of apprenticeship, the apprentice gets 10 L evels of
spells and 10 purchase points in the magic arts that have been
learned.

The apprentice character will aso pick up abilities during the
apprenticeship. Moreessential abilities, such as ScribeLatin, arc
learned first, but other than that, it is up to you to determine how
an apprentice character increasesin abilities. Asaguide, assume
that after fifteen years of apprenticeship, the student will have
abilitieslike those of abeginning magus character. Likewise, an
apprenticecould beassigned all thetraits (characteristics, person-
ality traits, etc.) required of a complete character generated nor-
mally.

The Value of an Apprentice

Y our apprentice's Int + Magic Theory score is added to all
laboratory totals that include your Magic Theory. (Roll asimple
dietodetermine theapprentice'sInt; 1-5. +2, 6-81 +3, 9-10: +4.)

When studying from viswith the aid of an apprentice, add +1
toyour stressroll.
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The Apprenticein Play

A fully developed apprentice makes a playable character. If
you want to play an apprentice, keep in mind that you have no
natural nicheinthestory. Grogsfight, companionsprovide skilled
assistance, and magi have powerful spells. Asan apprentice, you
would probably be outclassed in all areas. Nevertheless, some
stories would be exciting with an apprentice character or charac-
ters, asthey areinteresting individuals, especialy if thereisnota
wizard around to overshadow their immature magical abilities.

Attackinganother magus' apprenticeis,according tothe Code
of Hermes, almost as serious as attacking amagus' familiar.

Familiars

Protective of their secrets and suspicious of any who might
hold power over them, magi are notoriously distant from other
people. They can find some companionship with apprentices, but
the master-apprentice bond atrophies after the apprentice has be-
come a magus, and sometimes their devotion to each other turns
to rivalry. For longer-lasting and deeper companionship, the magi
turn tobeings that they haveformed and that they can trust: their
familiars.

Finding and Befriending the Animal

The first step in getting a familiar is finding an animal with
inherent magic but no human-like intelligence. Accomplishing
thisisleft to your Storytelling. Wandering at random in search of
a magical creature is usualy profitless; magi generaly follow
rumors to the locations of the familiars they want. Some also
receivevisionsof the animal s that are somehow "meant" for them.

Once found, the animal must be befriended. Y ou must genu-
inely admireor even lovetheanimal in question, and it must trust
you fregly, under no coercion, magical or mundane. The animal
can sense something of your nature when you are in close contact,
and if your nature's clash, it will reject you. The need for mutual
admiration is why air wizards, for example, often take birds as
familiars, and why you can often tell something about magi by the
familiars they have chosen and that have chosen them.

Enchanting the Familiar

Once you and the familiar have accepted each other, you take
the animal to your laboratory and begin a year-long series of en-
chantments. Any serious distractions to these rituals will ruin
them and force you to start again from the beginning.

Opening the Enchantment

The first season is spent attuning the animal's magic to your
own. Thisritual requiresa number of vis points equal to 12 + the
creature's Size. During this season, the animal often undergoes
physical changes, such as a change in hue, shape of limbs, or
texture of skin. It may develop a physical trait to match one of
yours. It aso learns rudimentary speech that you, at least, can
understand. You need an Animal score of 10+ to perform this
ritual.
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The End of Apprenticeship

Normally an apprentice |eaves after fifteen years of service,
though one can leave any time with the master's permission or
afterlearningall fifteenmagicarts. Insometraditionsanappren-
ticemust undergotestsby atribunal of magi beforebeingofficially
recognized as a magus. The dreaded "apprentice's gauntlet” is
one such test.

An apprentice of yours that becomes a magus is likely to
remain loyal to you, to some degree. Evenif not played asa full
character, former apprenticescan aid you intimesof need. (But
then, we've also all heard stories of thankless students who turn
against their masters.)

Forging the Three Cords

In the second season, you forge the three mystic cords that
connectyou and thefamiliar. (Thecordsmay beseenby someone
with the second sight, but otherwisethey areintangible.) A golden
cord connects your magical abilities, a silver cord connects your
minds, and bronze cords connects your bodies.

The strength of each of these cords, is rated from O0to +3. To
determine the ratings, add your Animal, Mentem, and Intellego
scores, then subtract theani mal'sMagic Resistanceand Size. This
gives you a total from which to "purchase" ratingsin each of the
three cords; see the Cord Strength Table, The cost for the cords
cannot add up to morethanthetotal derived above. Theeffectsof
the cords are explained below.

Cord Strength Table
Strength Cost
0 0
+1 5
+2 15
+3 30
Granting a Power

In the third season, you grant the familiar a power chosen
from the list below. You must have ascore of 15+ in the listed art
togrant your familiar agivenpower. If your familiaralready has
major magical powers, this season is spent attuning those powers
to Hermetic magic, and you may not grant the familiar another
power. You may invent a power of your own, with troupe
approval.

Granting the familiar a power may alter its physical form.

Closingthe Enchantment

In thefourth season, you dose the enchantment and compl ete
it, which takes another 3 pawns of vis. From then on, you have a
familiar, independent but loyal. At this point determine the
remaining statsfor your familiar.



110 Chapter 6

Y ourfamiliar'slntis1 pointlowerthanyours(thoughit might
beintelligentinadifferentwayandthusbetterthanyouincertain
mental activities). Overtheyearsthefamiliar will learnwhatyou
know, provided you keep it with you when you shady and share
your knowledgewithit.

Y oucangiveyour familiar personality traits. Most familiars
alsohaveaquirkor two, suchasapenchantforrecallingirrel evant
detailsor an obsessive delight in the color blue.

Y our familiar's speech might be only intelligible to you, poor
but understandabl e, or perfectly articul ated.

Y our familiarisgoing to be with you along time, so makeit
interesting.
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The Familiar in Play

A familiar retains any of its natural abilitiesit had beforeit
becameyour familiar.

Thefamiliar agesalongwith you,generally dyingafew days
before or within several weeks after you do.

The familiar uses your forms or its own Magic Resistance,
whichever isbetter, toresist spells. It can usea parma magica.

If their familiar dies, most magi feel a profound loss and
emptinessintheirlivesthat may lastfor monthsand echo through
their soulsfor years.

A familiar isa personal, almost private thing, so only those

more concerned with status than with true companionship use
theirfamiliarsasstatussymbols.

Youcanonly haveonefamiliaratatime.

Familiar Powers

Healing (Creo)- Once per day the familiar can hed
someone it touches. The target must makeaStm roll of 4+ to
recover abody level (apply wound penalty toroll).

Special Sense(lntellego)- Thefamiliar can senseaspe-
cificthingon aroll of 6+. Thething thefamiliar can senseis
oneof thefollowing: lies, magic, imminent danger, emotions
(including thoseof animal s), or faerie power. Thething must
be nearby to be sensed.

Control of Size (Muto)- The familiar can increase its
Sizeby +1or decreaseitby 1 or 2 pointsat will. It canonly be
out of its normal size for one hour per day. The bonus or
penalty to Size(+1 to-2) aso applies to Soak and Damagerolls,
butis subtracted from Def rolls.

Deadly Gaze(Perdo)- Once per day the familiar cankill
anythinguptoSize+1 merelyby staringat it Thevictim can
resistwithaStm+ Sizeroll of 8+, butlosesafatiguelevel even
ifitmakestheroll.

Fascination (Rego)- If it catches someone'seye, it can
hold that person still. The target gets a Stm roll every round
to break free (roll 6+). The familiar can only move slowly
whilefascinating avictim. Workson animals, too.

Control Over Animals (Animal)-Once per day thefa
miliar can dominate an animal and force it to act under its
mental commands. Thefamiliar must concentrate and keep
theanimal in sight. Stm + Sizeroll of 9+ to resist.

Live Underwater (Aquam)- The familiar can swim,

breathe water, and survive underwater as comfortably asit
canonland.

Learn Secrets of the Winds (Auram)- The familiar
can smell and hear things up to half a mile upwind.

Human Shape (Corporem)- Thefamiliar hasahuman
shape that it can assumeat will. Some physical traits of the
familiar's animal form remain, so that atoad familiar in its
human shape may have bulging eyesand apaunch.

Knowledge of Plants(Herbam)- The familiar can
know all relevant information about a plant or tree (age,
whether it's poisonous, whether it's intelligent, etc.) just by
eatingatiny (and thereforeharml ess) sampleof aleaf or fruit.
It canidentify and find some plantsjust by smell.

Control of Fires (Ignem)- The familiar can start and ex-
tinguish small fireswithinfivepaces. It must concentrateon
the item to beignited, and the more flammable the material,
the sooner it startson fire (1 to 5 rounds).

Invisibility (Imagonem)- Once per day the familiar
can becomeinvisibleand remain so for up to an hour.

Communionofthe Minds (M entem)- Y ouandthef a-
miliar can speak directly to each others mindsaslongasyou
are within 100 paces of each other.

Shape of a Stone (Terram)- Onceper day, thefamiliar
can takethe shapeof arock and returntonormal shapeat will.
Whileinrock form, it can hear and fedl, but not see, smell, or
taste.

Share Spells (Vim)- The familiar can use your spells.
When it does s0, you must roll to cast the spell normally (at -
15 for lacking handsand words), but theeffect isdirected by
thefamiliar. Thefamiliar'suseof oneof your spellsendsany
concentration you are maintai ning, soonly oneof you can cast
aspell any givenround. Youmayrefusetoletthefamiliarcast
thespdll, butitsattemptisstill adistraction. Range: 100 paces.
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The Participation of Other Players

Since your familiar is not dominated by your will, you may
wishtolet other playersinfluenceitsgrowthand play. They might
have asay in how itscords and powers develop or inits personal -
ity. You may evenlet another player play your familiar.

The Cords

Each cord has a varying effect depending on how well it is
forged. The effects apply only when the familiar is within 100
pacesof you. These benefits also apply to the familiar. Ifyou and
thefamiliar are being threatened by the same event, you cannot
helpeachother. Your familiar, for example, can "breathe for you,"
giving you abonus on holding your breath while you are under-
water, but if it is underwater, too, it can't help you.

The Golden Cord
The familiar helps you avoid magical errors, letting you roll
fewer botch rolls when using magic. The bonus is the number

subtractedfromthenumber of botchrollsyouwould normallyroll
(but there is never less than one).

Laboratory

111

The Silver Cord

Y ou can apply thebonustoall personality rolls (or tooneroll
only when you roll two in opposition), to natural resistancerolls
against mental magic, and rolls to protect you from natural influ-
ences, suchasintimidationandverbal trickery. Inaddition, ifyour
mind isever overcome by another force, thefamiliar may beable
tofreeyou. It must roll 9+ withthe Silver Cord score asitsbonus
(one attempt per day).

The BronzeCord

Thebonus applies to Soek rolls, healing rolls, and to rolls to
withstand deprivation (such asholding your breath or resisting
sleepiness). It does not help you withstand fatigue.

The Powers

Each of the powershasanartlistedwithit. You must havea
scoreof 15+inthelisted art to giveyour familiar the power. When
a power is used against something with magic resistance, the
master's scores are used to derive abonusfor the Magic Penetra-
tionroll.
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Arcane Experimentation

The preceding laboratory rules assume that you are being
careful with your magical inventions, staying safely within the
bounds of what you know how to do. If you wish, however, you
can test your limits and experiment, trying new and possibly
dangerous techniques. You can experiment when inventing a
spdll, instilling a power in amagic item, or granting a power to a
familiar. Inany case, you have the chance to perform feats you
normally could not do, but you also have the chanceto fail utterly,
perhapsdangerously.

Inventing a Spell

If you experiment while inventing a spell, you may add a
simplerolltoyour Labtotal ,eachseasonrollingagain. Theseextra
points might let you finish theinvention sooner or eveninvent a
spell that would otherwise bebeyond your capability. Y ou must,
however, roll onthe Extraordinary Results Chart each seasonyou
pushyourself. Youmay decide from season to season whether to
experiment or not.

Ifyour spell isflawed ordifficult tocast, you havetwochoices:
livewithit, orre-invent thespell. If youre-inventit, usethenormal
rulesfor spell-invention, but you can useone-half the Level of the
flawed spell asa bonuson your total to accomplish the invention
(see p.102).

Instilling a Power inaMagic Item

Youmay add asimpleroll toyour total. If thetotal still does
not equal the power of theitem, you havefailed toinstillit, butyou
may try again next season. You lose theraw vis that would have
been used to instill theitem. Roll on the Extraordinary Results
Chart even if you failed to instill the power.

Exempli Gratia:
Arcane Experimentation

Remember when Grimgroth wastrying toinvent a
Level 15 spell and he could almost doit in one season?
Instead of taking up two seasons or studying hisartsto
make the task easier, he chooses to experiment, to push
hiscapabilities, and try tocompleteitinone season. His
Lab total is 28, plusa simplerall of 6 equals 34, high
enough toinvent aLevel 15 spell in one season. But
then he hasto roll on the Extraordinary Results Chart.
Herollsa3, Flaw. For thetypeof flaw herolls5, Minor.
The spell causes astench, so Grimgroth'splayer and the
Storyguideagree that the stench lingers noticeably on
Grimgroth's person for hoursafter thespell iscast. Not
ahorrible flaw; it even givesthe spell alittle character.
If the flaw wereworse he would re-invent the spell (and
the +8 bonus on the L ab total for knowing the Level 15
flawed spell would let him doit easily in one season).

If the power in your item turnsout flawed, it "takes up space”
just like a normal power. A given magic item can only hold so
many vis points worth of powers (see p. 104), and a flawed power
still "takes up thespace” that it would haveif it were perfect.

Granting a Power to a Familiar

Addasimpleroll totheart used togrant thefamiliar itspower.
If theresult if 15+, you haveanormal result (pendingaroll onthe
Extraordinary Results Chart). If theresult still fallsbelow 15, the
power is somehow limited, roughly halved in power, and you still
must roll on the Extraordinary Results Chart.

Extraordinary Results

Some of the results listed are specific, such as a penalty in
casting the spell, but others require some interpretation. When
interpreting these results, consider the magus' sigil, specidties,
and wesknesses. Also take into account thetype of spell or power
being created. The more aspects of magic that you bring together,
themoreinteresting theresult will be.
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Extraordinary Results Chart

Roll Result Complete Failure. Yougetnothingforyourefforts.

Disaster If working on amagic item or familiar, roll another die; a0
indicatesthat the familiar or item isdestroyed.

(@)

1 Complete Failure

2 Partial Success Partial Success. Spell or power of one-half the ex-

3 Flaw pected Level. Adjusteffectaccordingly

4 Shortcoming Flaw. 1-5: MinorFlaw, suchasaspeak-to-animal sspell

5 Discovery that causesyou to retai n some speech habitsof theanimal in
question for afew minutes after the spell ends; 6-8 Major

6 Exceptional Success Flaw, such asa healing power that causes intense painin the

7 Unexpected Side Effect recipient; 9-10: Fatal Flaw, such as an invisibility spell that

8 Story Event makes you glow.

9 Specid Shortcoming. The spell or power islimited in some

way. 15 Reduced Effect, the effect is limited in range,

duration, or potency, such as a mind spell that allows a

Disaster. Youcanavoidthedisasterif youmakeaPer  generousnatural resistanceroll; 6-9; Restricted Use, thespell
+MagicTheoryroll of 12+, butyourworkisstill fornaughtfor  fails to work in certain circumstances, such asafire spell that
that season. If youfail, roll on thischart: only sputtersinfogorrain; 10: Heavily Restricted Use, only
0 Roll Twice works during specia circumstances, such as a healing spell

1 Explosion: Take damageequal toadamagedieplusthe that only workson chilaren.

Level of the spell or power. Discovery. Your work has given you a new insight
2 Overwhelmed: Youreleasetoomuchmagicforyouto  intotheartof magic. 1-3 Addthree experience pointsto your
control. Roll your Stmvs. theAuraof thecovenant. If Magic Theory; 4-10: +1 to score of one of the artsused .

you fail, you are destroyed, thoughamagical shadow .

3 Deterioration: Y ouloselpointautomatically fromone power, adjust effect accordingly-

characteristic; roll on the Characteristic LossChart, p. Unexpected Benefit. The spell or power has a
33,. Thisisn'treal aging, but the effects are similar. beneficial secondary effect, such as a wind spell that has a

4 LabRuined: Youmust spend therest of the seasonand sweet scent and that makes vermin and other vile creatures
the next onerepairing your lab, salvaging your notes, uncomfortable. Try for somethinginterestingrather than
etc. If thecovenant isnot wealthy enoughtoprovide  something rational or powerful.

more |lab equipment, you will haveto work or pay to i
get it from somewhereelse. Story Event. The lab work somehow involves the

covenantinastory. Forinstance, an emergency might arises
and the other magi find out a secret about you when they come
. ) toyour aid. Thestory can involvedanger, humor, problem-
6 Mentally Enfeebled: A surgeof magical poweristoo  gyjying, and interaction among those who live in the cove-
much for your mind. You cannot work magicforthe  nant. The story can take up awhole session on its own or just
rest of the seeson. Each seeson hereafter you can 5 few minutes of casual role-playing. Have fun withit.
recover if you make a Stm roll of 6+. Magical cures
might work partially and temporarily, but they will Special. Theresult dependson thefeat attempted.

prevent natural, completerecovery. « Invent Spell- Thespell isdifficult tocast. 1-5 roll a
7 Threat to the Covenant: Your work backfires and stressdie, subtract theresult from all attempts to cast or learn

threatens the covenant, causing a fire, leaving the  the spell, 68 cannot be mastered; 9-10: roll double number
covenant open to enemy assaults, callingupadanger- of botches.

ouscreature, or whatever is appropriate. * Invent Magic Item- Requires specid care. A wand that
8 Creation Turnson You: Youarehitbythespell youre  throwsfire spells might havetobe stored in a furnace and be

developing, attacked by the familiar, or struck by the  hot beforeit will work.

magicitem. (Ifyour creation hasabsolutely noattack « Familiar- The creature acquires independence. It will

capability, you're safe.) probably likeyou and work with you, but it will not serveyou
9 Creation Turns on You: As#8, but the power or spell devotedly asanormal familiar would. It developsgoalsofits

is double strength during the attack. own, which might conflict with yours.

5 Something Valuable Destroyed: Y our familiar, ap-
prentice, magic item, stores of vis, etc. isdestroyed.
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From under the |eather hood, afaintvoice cried out.

"Release me, please. Oh. please, bind darling. Free me from this hellish
cage." Lucienneonly heldthesmall, cubical cage moretightly toher chest as
she hurried to beep up with the othersaround her, dodging the thorny branches
that always seemed to spring in her path.

"hold it tight," cautioned Grimgroth. "Thecage is made of ironandsilver, and
the sprite cannot get free."

"But can we get free ourselves?" mumbled Lucienne under her breath.

All about them the trees swayed as their silver-tinted leaves twirled in a
breeze that seemed to blow from a different direction each instant. From time
to time she heard her name being called out softly from the rustling foliage.

Out of the corner of her eye she noticed something. Turning slightly, she
could partially discernanaked human-likefigureloping casually, pacing them,
glancing over at her from time to time. Its strange bounding stride made
Lucienne certain that its unseen legswere not human.

The sun grew dark, asif a cloud were passing in front of it: and pale, ghostly
images began to race around them. They were supposed to be leaving the faerie
woods, but things kept gettingstranger asthey hurriedthrough. Luciennewasn't
sure they had made any progress at all through this haunted place.

Out of some unseen mouth behind them rolled an enormous bellow, and ev-
eryone in the party jumped a bit in mid-stride. Lucienne. looked over at
Grimgroth. He glanced over his shoulder and then over at her, peering briefly
into her eyes. "Don't look back," he said, and then yelled "Run!"
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ncoldwinter nights, asthefamily hunchesaroundthe
hearth and thewindrustlesthrough thecracksinthe
cottage, thegrandparentstell storiesof thebeaststhat
lurk inthedark forestsand terrorizeinnocent people.
They speak of huge winged serpents seen flying over
ajogged crag, of the footsteps of giants heard acrossa valley, and
of ghostsscon floating through thenight air. They speak of horror,
of terror, of a shadowy world that exists all around but cannot
alwaysbeseen. Thechildrenshiver,theparentsfeignindifference,
and the brownies up in the rafters struggle to swallow their
snickers.

Themedieval world ispopul ated by many strangecreatures.
Usually they play no partinthelives of common folk, but everyone

Designing Beasts

Y ou have aheavy responsibility, as Storyguide, in designing
monstersfor your stones. Y our goal isto use supernatural beings
tobringmoreexcitement, challenge, mystery, fear, and wonder to
the story. Thiscan bedonein many different ways. If you over-
use them, however, they will become commonplace and dull.
Monstersplay anessential roleinthenarrative, and thecharacters
encounterswith them should servethestory youaretryingto tell.

You canusetheexamplecreaturesdirectly inastory, butitis
better to invent your own, using them as aguide. Do not takethe
designof amonster lightly. Careful thought can turnwhat would
havebeen just another battleinto anencounter full of wonder and
fear. Y ourcharactersliveinaninherently magical world, full of the
weird and wonderful — without mystery and awe, however, all
thecharmislost.

The Monster's Prerogative

If you see monsters aselementsof the story, not mere combat
opponents, you are fully justified in giving them the "monster's
prerogative." That is, until the characters know what acreature
canor cannotdo, youarefreetoletitdo anything, If thestory calls
for it, give the creature a new power in the midst of the game.

Forinstance,if thecharactershavegottenastringofluckyrolls
and massacred a worm that should have been a mighty challenge,
you could say that the blood and vapor pouring from thebeast's
wounds are poisonous, evenif you had not planned it that way. |If
you arc subtle and imaginative about making up powers on the
spot — and if you doit to enhance the story, not just to smashthe
characters— theplayerswon't object. (They probably won'teven

knows of these creatures. All but the foolish fear them. These
peopledo not think, aswe do, that the world isakind and loving
place; they know of theevil and perilsthat surround them.

Thesecreatures, so feared by thecommon folk, arc sought out
by the magi. While others speak in awe of such monsters, magi
regularly confront and sometimes day them. Thischapter aidsin
the creation and use of these creatures, provides a broad selection
of examples, and details ways which they can be added to the
story.

The medieval scholar occasionally wrote a compendium of
beasts of myth and legend and called it a "bestiary." In this
tradition we present thischapter.

know.) If you want the encounter with the beast to be a straight
contest between the monster's abilities and the characters', do not
exercise the "monster's prerogative"; but do put more time and
careinto designing the creature.

Designing a Monster

Designing amonster isachallenge, asisany aspect of being a
Storyguide. With practice, though, it becomes relatively easy.
What you need to begin withisaconcept for what the story needs,
what purpose the monster serves. When you are done, you will
need all therelevant combat statsand moreto maketheencounter
with the beast run smoothly. Keep an open mind, try different
things, change what doesn't work, and you will learn to make
interesting monstersthat challengethecharactersonavariety of
levels.

Hereisamethod for conceptualizing acreature and turning it
into a set of numbers for play. Answer the following questions
step-by-step, but move back and re-think thingswhen you needto.

1. Purpose- Why are you creating this monster? For fear,
humor, role-playing, awe, combat, pity? How docs it fitin the
story and what should it do for the story?

2. Image-What doesitlook like? Sound like? Smell like? How
does it move? Does it have a distinguishing feature that sets it
apart from others of its kind?

3. Behavior- What doesit do, and why? How intelligentisit?
What areitsgoalsand motivations? What arethedifferent ways
it will respond to the characters, depending on what they do? Isit
inherently evil?
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4. Basic Stats- Statsfor Size, Might, combat, abilities, etc. Use
the SizeChart (p. 25) and the monstersdescribed in thischapter as
standardsfor stats. Be willing to changethese in the midst of a
battleif you'vemadethecreaturetoo weak or too powerful. Don't
forget personality traits.

5. Special Powers and Weaknesses- What are its special
mystical abilities, including Level equivalentsfor spell-like pow-
ers? Doesit haveaspecial weaknessor bane? Would thecharac-
ters know or be able to find out these powers and weaknesses?
Doesthe corpse haveraw visinit?

Overview- Now that you have a better idea of what the
creatureis, go back over it, change things, and add anything you
may have missed.

Might Scores

Mystical creatureshaveMysticMight scores, whichrepresent
their overall mystical power. TheMight scoreremainsconstant, or
changeonly asthecreaturematures. Thescoreisused for several
purposes:

1) Measureof Power- TheMight scoregivesyouageneral idea
of how powerful thecreatureis.

2) RegulateMystic Powers- Somecreatureshavepowersthat
drain their mystic energy, thuslimiting theamount they can use
these powers. Such acreature hasanumber of Pointsequal toits
Might, but it expends these Points through using powers. If the
creature does not have enough Points to pay for using a power, it
can't use that power. All Pointsreturn within 24 hours.

3) Magic Resistance and Penetration- Except under special
circumstances, a creature gets its Might score as a bonus on its
M agi c ResistancerollsanditsPointsasabonuson MagicPenetra-
tionrolls. Sousingup Pointswill reduceacreature'soffensivebut
not defensive ability,

4) Determine Effectiveness of Spellss Many General Level
spellswill only work if their Level isegual to or greater than the
Pointsof thecreaturetobeaffected. A weakenedghost, therefore,
iseasier to control than one with al its Points unused.

5) Indicate Source of Power- Might and Pointsarereferred to
by their type, depending onthetypeof being. Thusthereare Faerie
Might and Faerie Points, Demon Might and Demon Points, etc.
Magical creatures receive bonuses and penalties on their magic-
related rolls depending on the type of area they are in. See the
Power Interaction Chart on p. 73.

Special Powers

These are some suggestions for special powers that you can
give your monstrous creations. Specific powers will vary from
creature to creature in strength and other details.

For powers that are like spells determine a technique, form,
and Level. Even though the creature does not cast spells like a
magus, the powers' technique and form determine what arts a
magus can use to resist or counter it.

Emotions

Fear, causes fear, naturally because of its horrific visage or
magically throughaspell-likepower. Emotion aura, othersshare
the emotion felt by the monster, such as satyrs that cause those
around them to feel wild. Entrancement, holding or controlling
people by staring into their eyes.

ArsMagica

Special Attacks

Constriction, squeezing people to death, causing damage that
increases from round to round. Fiery breath. Poisonous bite or
breath, that could causedeath, paralysis, insanity, or lossof will.
Spiked tails, and other unnatural weapons.

Defenses

Immunities that compl etely protectthemonster fromcertain
types of spells or damage, such as a fire drake's immunity to fire
damage. Resistances that give the monster a bonus on magic
resistance or Soak against certain types of attacks. Metal scales
that protect against weapons and possibly against fire or other
formsof attack.

Magic Use

Specific spells that it can cast, and none other. Spontaneous
spdlls, casting any spells up toacertain Level, which can vary by
technique or form, such as "any Ignem spellsup to level 15 and
any other spellsuptoLevel 5." Decide whether either typecauses
fatiguefor the creature.

Miscellaneous

Animal Control,controllinganimals,perhapsonlyofasi mil ar
type. Shape-change, turningintohumans, beasts, rocks, trees, etc.
Special senses, for seeing in the dark or detecting lies, danger,
magic and so on. Illusions, for changing their own appearance,
but also for changing the surroundings.

Weaknesses

Weaknesscanbeasinterestingapart of your monstersastheir
powersare. They canalsolet youthrow powerful monstersatyour
playerswithout killing them aslong asyou give those monsters
weaknesses that the characters can exploit. Like powers, weak-
nessesshould make senseand arisefromthemonster'snature, not
just be something tacked on.

Finding out what weaknessamonster hascanbepart of astory,
an important part if themonster isformidable.

Wesaknesses include such things as the vampire's fear of garlic,
the unicorn's compulsion to lay its head in a virgin's lap, the
profound stupidity of an ogre, or the missing scale in a dragon's
armor.

RawVisinMonsters

Many magical beasts have visin their bodies, vis that might
make them valuable to magi. Generally, the more magical and
powerful acreatureis, the morevisit will have. Thevis can be
related toavariety of arts; use yourimagination. Many beastswill
simply haveAnimal vis, but poisonousonesmight have Perdo vis,
shape-changers might have Muto vis, creatures related to earth
might have Terramvis, and so on.

Science Fiction vs. Medieval Imagery

Science fiction has become a big part of our imagina-
tion, and it has strongly influenced our visualization of
fantasy. Therefore it's agreat temptation at first to make
weird monsters that look morelike space aliensthan like
medieval terrors. If youwanttoadd tothemedieval flavor
aready established in Ars Magica, look over the monsters
you design. If they would fitbetter in a space operathan a
bardic saga, re-design them.
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Descriptions

The following creature descriptions give you the basic back-
ground and stats to include these beings in your stories. Format
varies slightly from creature to creature, depending on what
aspects of them are most important. Most of the stats (such as
characteristicsand combat totals) are explained in other chapters.

Cunning (Cun) is the animal equivalent of Intelligence. A
creaturewith Cunningmightbevery clever and wily, butit cannot
use reason, understand speech (unless trained to specific com-
mands), or use rational thought.

Body levelsarelisted by the penaltiesassociated with them. If
acreature has more than one of agiven body level, the penalty is

listed the appropriate number of times and the numbers are
separated by dashes. (E.g., two "Light Wounds" levelsare listed
as'-l /-1.")

Abilities areal wayslistedastotals, already combined withthe
most appropriate characteristics.

PowersarelistedwiththeTechnique, Form,and Level equiva-
lents(if appropriate) and withtheMystic Point cost for usingthe
power. (SeeMystic Might above.)

The Story descri ptionisasuggestionof how tousethecreature
inastory.

Animals, Creatures Tame and Wild

These animals can serveas model sfor morefantastic creatures, but someareformidablein their ownright. Thedomestic beastsare
as we think of them; but the wild ones are more deadly, according to the medieval understanding.

Cat Horse Boar
Sze -3 Cun +1 Sze +2 Cun -5 Sze +1 Cun -2
Per +5 Stm 0 Per 0 Stm +6 Per -1 Sm +5
Curious +4 Cowardly +3 Vicious +5
Fat 0 Def +8 Soak -1 Hooves, 14t: +6 Atk +4 Dam +10 Gore: 1 +4 Atk +8 Dam +18

Body Levels: OK, -3, Incapacitated

Incapacitated
Dog Bird of Prey
Size -2 Cun -1 Size -3 Cun -2
Per +4 Stm +1 Per +8 Stm 0
Loyal +4 Fierce+5

Bite: 1¢ +3 Atk +5 Dam +0

Tackle: 1¢ +3 Atk +4 Tackle +0
Fat +3 Def +3 Soak -1

Body Levels: OK, -1, -5, Incapacitated

Fat +7 Def 0 Soak +9
Body Levels. OK, 0/0, -1/-1, -3, -5,

Fat +1 Def +9 Soak -3
Body Levels. OK, -3, Incapacitated

Fat +2 Def 0 Sosk +15
Body Levels: OK, 0/0/0/0, -3,
Incapacitated

Brown Bear

Size +2 Cun +1

Per +3 Stm +6

Ferocious +3

Maul: 1¢ +6 Atk +12 Dam +16

Tacklee 1st +6 Atk +6 Tackle +14
Fat +5 Def +6 Soak +10

Body levels: OK, 0/0, -1/-1, -3, -5,

Incapacitated
Mule Wolf Great White Stag
Size +2 Cun -4 Sze -1 Cun +3 Size +3 Cun -2
Per -1 Stm +9 Per +4 Stm +4 Per +2 Stm +8
Stubborn +6 Brave+5, Cowardly +4 Brave+5

Fa +9 Def 0 Soak +12
Body Levels. OK, 0/0, -1/-1, -3, -5,
Incapacitated

Bite: 1¢ +3 Atk +5 Dam +6
Tacklee 1¢ +3 Atk +4 Tackle +5
Fat +4 Def +5 Sosk +5
Body Levels. OK, -1, -3, -5,
Incapacitated

Antlers. 1¢ +8 Atk +7 Dam +24

Hooves. 1¢ +8% Atk +5 Dam +12

Fat +12Def O Soak +16

Body Levels: OK, 0/0, -1/-1, -3/-3, -5,
Incapacitated

* makeonerall for both
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Demons, Stealers of Souls

Demonsareangelsfallen to Hell who periodically comeup to
Earthtotorment mortal sand steal soulsfor their master, thePrince
of Darkness. They arccruel, cunning, powerful, and ancient; and
they have had an untold number of bitter, hateful yearsinwhich
to perfect the art of spreading evil and corrupting souls. Do not
dareto underestimate them.

Ultimately the most dangerous enemies of the Order of Her-
mesarc demons. Whileother magical beingscan opposeand often
match the magi's magical power, demons can corrupt the heart
and soul of any mortal, evenwizards. No parma magicacan protect
amagusfromgreed, pride, envy, or any other viceupon whichthe
forces of Darkness prey.

The primemotivation of demonsiswinningsouls, whichthey
can only do through subtle deception. Therefore demons spend
most of their time on earth invisibly haunting people, learning
their secrets, poisoning their emotions, corrupting them, and
luringthem away from theChurchinwhatever manner they can.
Demonscannot corruptasoul by forcingoneto doevil becauseas
long as the evil is forced, the person who commits it is still
innocent. When forced to do evil, however, most people are too
proudtoadmitthey havedonewrong. I nstead, they accept theevil
as their own and justify it. For instance, if a demon makes a
husband yell at his wife, the husband is not corrupted until he
thinks about what he has done and choosesto believe shedeserved
theill treatment instead of asking for her forgiveness.

Demons could cause incredible pain and destruction if they
chosetowageanovert warwith humanity, but suchadirect attack
would drive people to the protection of the Church. The demons
would have the corpses, but the Church would save the souls,
which isreally what they areafter. Demons, therefore, have to
work subtly, and the best minions of Hell are never noticed at all.

When fighting magi, demons can be more open because the
magi arc unlikely to seek protectionfrom the Church. Neverthe-
less, the ultimate goal of Hell inregard to the Order of Hermesis
to subvert it and take it over from within, not to destroy it, so

Skellius, an Imp
Demon Might 12
Size -5 Int -2
Calculating +2, Crazed +3

Fat n/a D& +12 Soak 0
Body Levels: OK, Destroyed
SpiritForm Powers:

Demon'sTouch, 1 Demon Point- Altersany dieroll by 3 points
ineitherdirection. Whenwinningsouls, Skelliusaffectspersonal -
ity rolls. Technique and form appropriateto theeffect attempted,
such as ReMetoinfluence thoughts.

PhysicalForm:

A bat withlargeears. Ithasnoeffectual attacks, butit can speak
in a squeaky voice.
Physical Form Powers:

Stench, CrAu 10, 1 Point- He can raise a horrible smell about

himself, like the Stench of the Twenty Corpses (CrAu 10), but the
smell is of bats.

ArsMagica

demons plansarelikely tobe subtle even when facing the magi.

Demonsaredeceiversfirstandforemost. Thecharactersmight
arguewith them, fight them, talk peaceably with them; but they
will never be sureof thedemons' trueintentions. No magic of the
Order can determine whether ademonislying. No matter what
short term aimsthey might have, ultimatelyitissoulsthat demons
seek.

Some magi are proud enough to believe that they have the
power to deal with the Dark Powers, learn from them, and not be
corrupted themselves. The more they learn, however, the greater
the chance that they will fall under the seductive sway of Hell.
Beware the one with the wizard's mind and the devil's heart.

Demonsoftenwork through diabolists, mortalswho have sold
their souls for infernal power. These misguided individuals arc
given knowledge and magical power by the demons they serve.
Some can summondemonsand usethem to their own ends, while
otherscanuse powersthat aresimilar todestructivespells. Since
they arestill mortals, diaboliststend not tohavepl ansassubtleor
aseffectiveasthedemons'. They are also more often moved by
personal grievances. For thesereasons, diabolistsarcoftenfound
behind plotsthataremoredestructiveof thebody thanof thesoul .
Diabolists makeinteresting enemies becausethey are powerful,
despicably evil, and universally despised.

A demon has a spirit form and a physical form. When they
assumebodies, they usual ly are misshapen toads, bats, snakes, or
other vile things. Sometake the form of humans and others of
powerful monsters. A demon'scorpseoftenhasmisappropriateto
itspowersor shape, such as Perdo, Ignem, Animal, Imagonem, or
(ifnothingelse) Vim, Killingademon'sphysical formbanishesit
toHell foranindeterminatetime, but sinceademonisaneternal
spirit, it can never becompletely destroyed.

Demons are completely immune to fire, spells that detect or
force thetruth, and spells that would make them kind, compas-
sionate, or somehow virtuous.

Description:

Skelliusisaminor fiend, similar to most of thoseinfesting the
world. Hetriestodesignintricateplans,butmostoftenhesimply
causestroubleand hopesit will resultinevil. Only when focused
onasinglevictim do hisplanshavecoherence. If confronted by a
mage he can converse, but heislargely anincoherent, muttering
lunatic bent on asingle purpose.

Hisblood isworth2 Vim vis.

Story:

A mortal friend of the covenant (alocal barkeep, orafriendly
sage) comes into Skellius' plans, turning hostile under Skellius'
emotional manipulations. Ifunchecked, Skellius' planwill cul mi-
nate within a year with the friend's sickness, death, and eternal
damnation.
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Harkerr, a Warrior-Demon
DemonMight 24*

Size +2 Int -3
Impulsive +3
Whip: 1t +9 Atk +8 Dam Spec.

Fat nfa Def +8 Soak +23**
Body Levels. 0O, -1/-1, -3/-3, -5, Incapacitated
* double normal magic resistance to any spells that would
counter hisviolent rageand urgeto destroy

** only harmed by metal weaponsand powerful attacks(such
as dragon bites)

Powers (usingwhip):

Death, PeC030, 12Demon Points- Stmroll of 10+or die. Even
if successful, losetwobody levelsand make acharacteristic loss
roll {asfor aging, p. 33).

Burn, Crlg20, 3 Demon Points- +18 firedamage

Pain, PeCol5, | Demon Point- Stm roll of 9+ or fall toground
in pain. Roll againeach round torecover.

Sainela, One of Hell's Negotiators ————
DemonMight 64
Int +4 Size -1
Dex +3 Qik +6
Patient +6
Hand: 1t +5 Atk +7 Dam +6
Fat nf/a Def +8 Soak +5
Body Levels: OK, 0, -1, -3, Incapacitated
SpiritForm Powers:

ForceWords, CrMe 20, 2 Demon Points- Sainelacan put up to
a dozen words into someone's mouth. The target might be
surprised to have uttered these words, but most people are proud
enough to defend what they say rather than take the words back.
(Haveyou ever said what you didn't intend to say, but pretended
you meant tosay it all dlong?)

Physical Form:

Sainelais a stylishly dressed young woman with aforceful
demeanor and a short, red, barbed tail. She will disappear in a
cloud of sweet-smelling, lavender hued smoke rather than stay
and fight.

Physical Form Powers:
Spells, 1 Dcmon Point- Any Mentem spellsup toLevel 10and
other spellsup to Level 5.

Create, 5 Demon Points- Createsi mpermanentitems, suchas
aweapon, rope, tent, gold, etc. Sheuses thispower to offer people
thethings they most need. Form depends on theitem created. It
disappears on the next full moon. Technique is Creo, form de-
pendsonitem created, Level 10.

Description:

Her specialty isdealingwith peoplewhowould notbehorribly
distressed to talk frankly with ademon— magi for example. She
is reasonable, patient, even-tempered and quite sophisticated
(with a passion for music, art and philosophy) but her eventual
goa can only beto corrupt those she is dealing with.

Her tail isworth 21 Mentem vis.

Story:

Sainelaacceptsthetask of corruptingthecovenant or oneof the
magi. She repeatedly offersinnocuous aid, posing at first asa
young noble lady. Later she arranges situations in which the
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Description:

A simple-minded demonwhohasnot yetlearned toreplacehis
lust for battlewith subtlety and subterfuge, Harkerrisemployed
only when brute strength is required. Thus he appears only in
physical form, ahusky manfrom thewaist up and a sinewy snake
with gray-green scalesfrom thewaistdown. Hecarriesawhipin
hisleft hand and a shield bound with human-skin leather in his
right. Withhiswhiphecanuseany of the powerslisted below. He
must expend Demon Might Points before rolling to hit with the
whip.

Hiscorpseisworth 12 Animal vis.

Story:

When the characters begin to uncover the plot of somedia-
bolists, Harkerr is summoned in a grand ceremony and sent to
destroy them.

characters need her help. Her god isto get thecharactersused to
acceptingdemonsrather thanfearingthem. Assheknowsshehas
centuriesto accomplish her mission, sheisnot hurried.
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Dragons and their Kind, Noble Wyrms

The most powerful and noble of all mortal creatures arc the
dragons. They aresopowerful andrarethat slayingoneisthestuff
of legend, atask worthy of a hero or arch-mage. They arehighly
intelligent, physically domineering, and usual ly very magically
potent. Some are so powerful that they arebeyond the statistics
providedin ArsMagica, and cannotbeharmed by normal means.

Related to thedragonsbut not as powerful aremany types of
creatures, divided into the categories of worm (most powerful),
drake, and serpent (least powerful). They share some of the
dragons' attributesbut lack others.

Worms are mighty creatures, usually lacking limbs, though
some havewings. Often they have the minds of beasts, but some
areintelligent.

Drakes havethegeneral form of thetypical dragon (four legs,
serpentine neck, bat wings), but they aremuch smaller and more
likelytobemisshapen. Theyarenottypically bright, butaremore
likelytobeintelligentthanworms. Oftendrakesaremistakenfor
dragons, and most legendsabout dragon-slaying knightsinvolve
drakes.

Serpents are glorified snakes, usually with greater size and
specid powers. They arecunningand often speak, showingmore
intelligence than the bestial worms and drakes. Somearethesize
of normal snakes.

Sigusen, the Dragon of the Tome

Magic Might 65

Size +6 Int +6

Curious+6, Cruel +2,

Bite: 1s +6 Atk +11 Dam +36
Breath: 14 +12 Atk +8 Dam +40/+80"

Fat nf/a Def 0 Soak +40
Body Levels: OK, 0/0/0, -1/-1/-1, -3/-3, -5/-5, Incapacitated
* Can be dodged but not parried
** Firedamage, se pp. 55-56.

Powers:

Fiery Breath, Crlg 50, 5 Magic Points- Causes +40 damage to
eachtargetif directedat alargearea(acircle 10 pacesacross) or +80
if directed at a single person.

DampenMagic, PeVi 95- His+65Magic Resistanceprotectsall
things within his cave. Casting any spell, even on onesdlf, is
difficult. This dampening does not affect the magic of Sigusen or
hisdrakes.

Some say that, likethe drakes, Sigusen cantake human form.
He certainly has many other smaller powers too numerous to
delineate.

R

Description:

Sigusenisathin, snakelikedragonwithshortlegsbutdextrous
forepaws. Heis forty feet tip to tail. He has wings folded on its
back, but noonehasever ssenhimusethem, since hespendsall his
timein hiscave which isatop a mountain in the Pyrenees.

Sigusen iswriting agreat tomeinan ancient language, and he
is collecting knowledge of all kinds to support his views on the
nature of the universe. To further his ends, hecollectssages as
well. Hehasseveralintelligentdrakeslivingwithhim(perhapshis
children)whocantakehumanform. Inhumanformthey seek out
scholars and kidnap them, bringing them back to Sigusen, who
interrogates them and eats them if they don't provide anything
interesting. Someof thesedrakesarequitewell knownasvibrant
poets, rakes, and scholarsin the townswhich they frequent.

Scholarscan cometohimtoget answerstotheir questions, but
they will beeatenif they don't provideinterestinginformationin
return.

Hisheartisworth 60 1gnemvis.

Story:

A scholar-characteriskidnappedby Sigusen'sdrakes, andthe
other characters must fight them to get the victim back. Perhaps
they must face the great Sigusen himself, to bargain or to fight.
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The Worm of Abbinton
Magic Might 42 Description: . o
Size +4 Cun 0 Thiswormisafifty foot, black, slimy creaturethat livesinan
Passive +3 isolated lakein the mountains, occasional ly devouring fishermen
Bite: 1€ +4 Atk 45 Dam +23 and their boats. 1t hasalong head with a cavernous mouthfilled
Breath: 1s +8 Atk spec. Dam spec. with teeth,and threerows of finsrundownitsback. It sometimes
Fa +8 D& 0  Sosk +32 lumbers ashore for unknown reasons, and would wreak havoc

Body Levels: 0/0, -1/-1/-1, -3/-3, -5, Incapacitated
Powers:

Tiny Breath, 1 Magic Point- A cloud of black smokeenveops
one person, coating the target with black residue. Each round
(includingthefirst) the character must makeaStmroll of 9+ orlose
abody leve, evenif the sticky substanceis not in contact with the
skin. Immersion in spring water can cleanse one of the poison.

Great Breath, 12 Magic Pointss The worm sprays smoke all
arounditself, coating everyonewithinfour yards with the poison.
This tactic weakenstheworm so it loses afatiguelevel and cannot
attack thefollowing round.

Ruklin, the Two-Headed Drake

Magic Might 20

Size +3 Int +1

Per 42 Stm 45

Rapacious+5

Breath: 1¢ +10¢ Atk +10** Dam +20%**

Bite: 1¢ +6* Atk +8 Dam +18

Claw: 1s¢ +6* Atk +6 Dam +15
Fat +6 Def O Soak +24t

Body Leves 0/0, -1/-1, -3/-3, -5, Incapacitated
* Canuseall attackseach round; make one 1< roll and add +10for
breath and +6 for bite and claw
** Canonly be dodged, not parried
*** Fire damage, see pp. 55-56
+ Immuneto damagefrom fire
Power:
Fiery Breath, Crlg 20, 2 Magic Points- Sec combat stats.

Invisibility, Pelm 25,4 Magic Points- Shecanturninvisibleas
long as no oneislooking at her at the time.

Shashali, the Venomous Riddler

Magic Might 12

Sze -1 Int +2

Discerning +4, Gullible +1

Sting: ¢ +7 Atk +5 Dam +5*
Fa 0 Def +8 Soak +4

Body Levels. OK, -1, -3 -5, Incapacitated
* Plus poison, Stm roll of 9+ or drop 3body levels, otherwise still
loseonebody level, botchis death; +1 onroll for each time Shashali
has already struck that day.
Description:

Shashali is a ten foot long, drab-colored serpent about as thick
as ahuman thigh. Its head has brightly colored scaesforming a
fascinating pattern. Attheend of itstail isa sharp barb filled with

should it find itsway to avillage. On land it movesvery slowly,
except when moving downhill.

Itsteethareworth 12 pointsof Perdovis, and thepoison of its
breath is valuable for certain magical experiments or projects
(Storyguide'sdiscretion).

Story:

Themagi need the thing'spoison but probably aren't powerful
enough tokill it. Their strategy isto provoke it to breathe on one
of the characters and then drive it away or flee themselves. Then
they will rinse the poison from thetarget and collect it for work in
thelab. Who volunteersto bethe spongefor the poison?

Description:

Thisdrake islong and sinuous, and she sports two lizard-like
headson theendsof serpentinenecks. Ruklinhasapair of golden
bat wings, but it takes quite some effort to fly; usually she leaps
from ahigh placetomakegetting off theground easier. Her entire
body iscovered with copper scales (worth 14 Ignem vis).

In combat, Ruklin typically bites with one head and exhales
flames from the other. In addition she can claw once per round.

Story:

Ruklin hasinformation the characters need. They can cause
her to surrender if they kill one of the heads, but if they kill the
body, both heads dieand theinformationislost— and what if they
wind up killing the head that has the knowledge?

poison. Shashali'sfavorite tactic is to speak to itsintended target
inasoft, soothing voicewhileitstail Slowly cregpsupfromtheside
or rear. Itthen stingsthedistracted target and flees. Shashali will

have to return to the target again for another sting, sinceits poison
isnot usually strongenough to kill at one sting.

If engaged inachallenging riddle contest, it forgetsitsmurder-
ous intent.
Its barb is worth 9 points of Perdo vis.

Story:

Shashdli has trapped the characters in some way, but they've
been forewarned. Can they distract it and guard themselves long
enough to find a way out?
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Faeries, Enigmas of the Wilderness

Demons, giants, dragons, and other powerful monsters can
endanger magi; but they are predictable, and wise magi can
foresee their actions and protect themselves from such threats.
What unsettleseven the knowledgeable magi istheworld that lies
beyond thelimitsof civilizationand rationality, theland of Faerie.

Most human-like faeries fall into two groups, the Sedlie Court
and the Unseelie Court. The Seelie Court is composed of noble,
regal, beautiful faeries (often elves) who, at limes, ad mortals.

They areincomparable mastersof songand music. Still, thereisin
each of them atouch of power so great and alienthat humanlifecan
be seen as irrelevant, even annoying. The Unseelie Court com-
prises thedark, malicious faeries, those who delight in tormenting
humans. Generally these faeriesare morebrutal and less refined.
The Seelie court may ruleafaeriearea during theday, and during
the night, in the same area, the Unsedlie court may rule. In
addition, many faerie creatures are independent of these two
courts.

The goals of the faeries are mostly incomprehensible to mor-
tals. They lack any real need for food and shelter, so they are
apparently motivated simply by the desire to amuse themselves,
so much of their time is spent in games of "let's pretend.” Many
faeries seem fascinated by humanity and play out elaborate games
in the roles of kings, queens, courtiers, jesters, knights, and so on.
While playing out roles, faeries are ritualistic and rigid in their
actions because they are playing games with certain rules. If
faeries pretending to be soldiers are marching down a path, they
might consider it "against the rules' to leave that path, even if
stayingon it would mean their destruction. Nor will they use their
faerie powers beyond what their roles permit. Mortalscan often
use this lack of flexibility against faerie opponents.

Just how many of a faeri€'s attributes are due to theroleit has
chosen and how many are due to its essential nature is never
certain. How aware a faerieisthat it is playingaroleis likewise
unknown. Faeries, in general, are rather inscrutable. They are
immortal, are intimately connected with nature, and have no
souls. They may sometimes look human but they arc not human
in spirit.

Faeries are intimately connected to nature, and every type of
natural areahasitsownfaeries. Indeed faeriesmay bethespiritual
manifestation of natureitself. Faeriestakeon certain aspectsof the

Onthax, Faerie Boar

FaerieMight 18
Size +2 Cun -2
Per +4
Fierce f6
Gentle+3
Gore; 1st +3 Atk +6 Dam +17

Fat nfa Def +4  Sosk +15*

Body Levels: OK, 0/0, -1/-1, -3, -5, Incapacitated

* |ron weapons do +4 damageto the boar.

Abilities: Alertness (hearing & smell only) 7, Track by smell 8
Powers:

Surge of Power, 5 Faerie Pointsper round- When someone or
something that the boar has chosen to defend is threatened, it can
push itself to feats of great strength. Add +4 to al its rollswhen it
is pushing itself like this.

area in which they are found. Thus mountain faeries are sturdy,
sullen, and strong, whilewater faeriesare mysterious, often hel p-
ful, but with a hint of danger about them. The faeries most
commonly encountered arethose that inhabit the woodlands; they
are good-natured but touched by the spirit of the beast. Many of
the faeries that have the shape of a woodland animal can also
shapechange intohuman form, but rarely do they maketheeffort.

The strength of most faeries lies in their inherent magical
nature, notin their muscle. Some have supernatural strength, but
most rely on illusion, deception, and other forms of magic to
protect themselves.

Luckily for mortas, faerieshave severa banes. Thecommon
folk know endlesstiny charmsto protect themselvesfrom faeries,
butthesevary from placeto placeand areof questionablevalue. A
few nearly universal trends emerge, however. Ironis a bane of
faeries, and even when notin weapon formitcan beoffensive. The
Church, prayers, holy symbols, church bells, and relics can also
drivethem off or at least make them uncomfortable. Evenfirehas
some protective value in threatening faeries or dispelling their
illusions or enchantments.

On specia nightsalmost al of thewilderness and even some
of the Dominion fall sunder the sway of Faeriepower, and on these
occasionsthe faeries can leavetheir forests and burrows and tread
thenaked earth. Usually only the most powerful faeriescan leave
their faeriehomes, but on these special nightsfaerieland isalmost
everywhere, At such timesitisbest that normal folk stay locked
up in their homes.

When you role-play faeries, imagine them as the wild side to
thefolk of the Middle Ages, the restless, endlessly creative, play-
ful, unfathomable, crazed, and unleashed side to an otherwise
stolid group of people. They are the dark, obscure aspect of an
honest people who realize on an intuitive level that there is much
within them that they do not understand and never will.

Some faeries you could use in your stories are bawdy satyrs,
timid fauns, eerie wills-0'-the-wisp, surprising changelings,
drunkencluricaunes, gorgeousnymphs, playful pixies, giantani-
mals, ambling giants, animated trees, ghosts & spirits, stolid
dwarfs, noble elves, and surly knockers. Look for our supplement
about faeriesfor moreinformation.

Description:

Thisis ahuge, greasy, tusked boar who can speak with a very
deep, gruntingvoice. Unlike thevicious faerieboars near which he
lives, Onthax can be gentle, loving, or ferocious, as the situation
requires. When in need, he can tear through the undergrowth of
the forest faster than a horse on a smooth road.

His rusks are worth 4 points of Animal vis each.

Story:

Onthax befriends one of the grogs and protects him, even
threateningany magi who speak harshly to him or her; aninterest-
ing exercisein group dynamics?
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Tewquille, the Shadow Knight .
FaerieMight 25 Description:

) Tewquilleisaknight of the Unseelie Court in theforest of the
Size 0 Int -1 : - . T .
H Moaning Oaks. He often ventures on hisown at night, riding his

aughty +5 . .

. dark steed searching for mortalstotorment. He bleedsthick, black
Sword: 1st +6 Atk +7 Dam +14 dudae. Heishaughty and violent. but h t stand the touch
Stone: 1< 0 Atk +6 Dam * udge. Heishaughty and violent, but hecannot stand the touc

Fat n/a Def +13 Soak +16**

* See Burning Stone description below.
** |ronweaponsdo +2 damageto Tewquille.
Body Levels: OK, 0, -1, -3 -5, Incapacitated
Crow Form (see Powers below)
Size+1
Claws: 1 +5 Atk +8 Dam +12
Fat n/a Def +11 Sosk +14*
* |ron weapons do +2 damage.
Body Levels: OK, 0/0, -1, -3, -5, Incapacitated
Powers:

Fly, 3 Faerie Points- Tewquille and hissteed canfly until they
next touch the ground. He can only do thiswhen heisastridehis
steed.

Burning Stone, PeCo 15,1 Faerie Point- He has a saddlebag
filled with small rocks that he can hurl at humans. Each stone
hurled takes 1 Faerie point. If it strikesa person, thetarget must
makea Stm roll of 12+ or suffer ahot flashthat will bringthem to
their knees and cause vomiting, incapacitating them for at least
threerounds.

Bellow of Pain, 4 Faerie Points- 1f wounded by iron and ready
to flee, he can bellow so loudly that all mortals around him must
make Stm rollsof 9+ or bestunned for around. Thispower cannot
beresisted. Tewquillecanonly usethisbellow before heretreats,
and it usually gives him time to make hisway gone.

Marlossi, Lady of Light
Faerie Might 16
Size -1 Prs +5
Int +3 Per +3
Regal +4
Fat O Def +3  Sosk O*
Body Levels: -1, -3, -5, Incapacitated
* Damage from iron weapons that exceeds her Soak is doubled
beforebody Level lossisfigured.
Abilities: Sing6, Play Lyre5

Powers:

Disappear, 1 Faerie Point- If grievously threatened, she can
suddenly disappear, to where no one knows. |If someone is
holding her, she cannot disappear, nor can she if bound by iron.

Heal, 3 Faerie Points- She can heal those shetouches, chasing
away pain and fear aswell. Each use of this power dlows for the
recovery of alost body level. Certain magical or especially griev-
ous wounds might not be healed by this power.

ofironand will fleewhen woundedby itrather than stay and fight.
Hiscorpseisworth 7 Corporem vis.
Story:

Tewquille confronts the party and after briefly testing their
martial prowess invite them to join the Unseelie Court at the
Moaning Oaks. He is insulted if al decline, and he harries the
grouprepeatedly, followingthem and hurling hisburning stones
atthemfromthesky. Anywhoagreecometoamagnificentparty
butwhen they wakeup they find they havetakenananimal shape
andbecomedark faeries. Inthat form they cannot |eavetheforest
sofindingaway out of their predicament will becomeafascinating
adventure. If they remain as Dark Faeries, eventual ly they will
learn new shapes and may learn to take human form again.

Nightcloud, Tewquille's Steed

Nightcloud isapitch-black steed that movessilently, thoughit
can makes noisesif it chooses. It corpseisworth 6 Animal vis.

MagicMight 15
Size +2 Cun -3
Per +1 Stm +8
Hooves. 1& +7 Atk +6 Dam +15
Fat n/a Def +1  Sosk +12*
* |ron does +50% damage to Nightcloud.
Body Levels. OK, 0/0, -1/-1, -3, -5, Incapacitated

Description:

Marlossi isahigh elf of the Sedlie Court. At first she seems
human, and the only thing that truly sets her off from a mortal
womanis the sense of peace and welcome onefeel swhenlooking
upon her gentlevisage. (Thoseprotected by parmae magicaedo not
notice this effect.) She wears a light green gown and simple
jewelry. Sheneverleavesthesaf ety of herhomeinthesmall faerie
section of the woods. She is most often found in the boisterous
company of animal -likefaeriesandwill relyonthemtoprotect her
from physical threats. If struck, shebleedsaliquid that lookslike
white wine. This"blood" is worth 4 Creo vis.

Story:

The characters are found trespassing on her land, but she
graciously acceptsthem asguests. It becomesapparent, however,
that she expects them to perform a dangerous task for her, as
"noble people’ should for a "regd lady.” This could beto take
back from theUnseeliecourt the Forest of Moaning Oaks where
she was once Queen.
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Hybacus, theFeral Musician
Faerie Might 20

Size +1 Int O

Str +4  Sm +6

Wild+7

Spear: 1st +7 Atk +6 Dam +14
Fa +8 Def +4 Sosk +10*

Body Levels: OK, 0/0, -1, -3, -5, Incapacitated
* iron docs +1 Damage
Powers (whileplaying panpipes):

Enrage, MuMe 20, 2 Faerie Points- Hybacus can play wild,
violent music, and thosehearingit get +2 on Atk, Dam, and Brave
rollsif they areinvolvedinabattle. Thisworksforbothsdesof a
battle, whichisfinefor the satyrs, wholovearousing fight.

Revelry,MuM e20,2 FaeriePoints- Thismusic makesthoseat
a party feel more riotous and merry (+4 to Reckless, Impulsive,
etc.).

Amour, MuMe 20,2 Faerie Points- Thismusic lets thosewho
listen seethebeauty ineach other and inwhat isaround them, and
it raises the desire to possess and to please. The target of these
emotionscan be humans, faeries, trees, food, drink, weapons, etc.

Description:

Hybacus is a satyr (human body with goat legs and horns)
whosegreatestjoyistoplay hispanpipeswhileheandhisbrothers
goontheir rareraidsinto human villages for women and other
booty. When such opportunities do not present themselves, he
enjoysplaying atdrunken parties. Heisnotasskilled awarrior as
hisfellows, but they appreciate the music he provides.

Hishornsareworth 10 Animal vis.

Story:

Thecharactersfind Hybacusand hisrowdy fellowshavinga
party inthewoods, and they areaskedtojoin. If theyrefuseor are
otherwiserude(tosatyrsensibilities), theyriskbeingattacked. But
if they participate in the drinking, wrestling, bragging, and sing-
ing, they can make themselves some good (if unpredictable)
friends.

Gizzle, a Goblin of the Mine
FaerieMight 10
Size -2 Int -2
Str +3 Stm +5
Mischievous+4
Pick: ¢ +6 Atk +4 Dam +11
Fat nfa Def +5 Soak +5*
* |ron does +1 damage; earth related attacks do half damage.
Body Levels: OK, -1, -5, Incapacitated
Abilities: Stealth8, Alertness6, Athletics4

Powers:

Extinguish Flames, 2 Faerie Pointss He can extinguish any
flame he sees, up to the size of atorch. Up to threeflamesmay be
put out at once, but Gizzle must still expend 2 Faerie Points per
flame.
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Description:

Gizzleand hisfellow goblinshaunt the mine owned by Mis-
tridge. Helookslikeafour foot tal, misshapen man with mottled
gray skin. Hewearscrudely wovenclothes (but no shoes), and he
carriesaminer'spick withabronzehead. Hisboisterouslaughter
can be heard rolling through the tunnels. Sometimes he amuses
himsel f by causingcave-insor stealingminers' equi pmentthathe
findslyingaround, andwhenheisinavilemood, hemightattack
aminer directly.

Hisbody has2 pointsof Terram vis.

Story:

Gizzleand several other goblins have taken over avaluable
sectionof theming, killingseveral minersintheprocess. Themagi
must act decisively to keep the trust of the remaining miners and
to keep the mine operating at its full potential.
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Feggimer, the Mischievous Brownie ——————

FaerieMight11 Description:

Size -2 Int -1 A clown and afool, Fcggimer likes nothing more than a good

Humorous +6
Fat nf/a Def +8 Sogk -2*
Body Levels, OK, -1, -5, Incapacitated
* |ron weapons do double damage to Feggimer.

Powers:

Laugh, MuMe 15,1 Point-When Feggimer laughs, everybody
laughsand isunabl e to do anything dse (including spdl-casting).
Laststhreerounds.

joke at someone's expense— even hisown. Helivesinsideahill
near asarfvillage. Inthisfaeriemound heand hiskinspendevery
day, but when night arrives, or some great ancient holiday that
evokesthefaeriepowerslatentinthisarea, hegoesoutsidetorevel
under the open sky.

Hisbody is worth 1 Corporem vis..

Story:

Whilethecharactersfinally havetheir enemiessurrounded on
ahill onenight (or visa-versa), Doron showsup. Grievanceswill
be forgotten amid magically inspired peals of laughter, and the
enemiescould escapeif the charactersare not careful.

Fantastic Beasts, Bane of the Wilderness

Fantasti cbeastsi ncludepowerful creatureswithlimitedmagical
ability but incredible physical prowess. Dragonkind could fall
under this category, but they warrant treatment in their own
section.

Be careful when you design fell beasts that their reliance on
physical strengthdoesnot makethem easy prey forthemagi. Give
themahealthy MagicMight or they will succumbtothefirst spell
castonthem.

When modeling monsters after those of legend, you must
consider how true you want to be to the original story. For

Griffin

Magic Might 30*
Size +4 Cun 0
Per +6 Sm +9
Brave +6
Claw: 1¢ +6 Atk +7 Dam +28
Fa n/a Def +2 Soak +26
Body Levels. OK, O/0, -1/-1, -3/-3, -5/-5, Incapacitated
* Double Magic Resistance against spells that counter strength,
bravery, hunting prowess, etc.
Description:

The griffin has a lion'sbody in the back and an eagle's in the
front. It attackswith itstalons, reserving itsbeak for tearing the
fleshoffitsprey and foremergency use. Althoughferociouswhen

Giants, the Races of Can

Cain fathered a brood of monstrous children by a demoness,
and over the years these creatures have bred and spread across the
faceof theearth, sometall astrees, some human-sized but stronger
thanbulls. A few haveexotic ahilities, such asthe power to shape-
shift, to resist normal types of damage, or to use spell-likeabilities.
They have come to be known as giants, ogres, and other various
races, but they share brute strength, often great size, and always
hate and envy held against their more beautiful, human cousins.

example, the Minotaur of Greek myth was a unique creature, a
being capable of challenging a hero's might. Do you want your
mi notaur tobesomethingsimilar,anawe-inspiringcreaturelurk-
ing somewhereinamaze, somethingworth telling stories about?
Or your minotaurs may be just another race — stronger than
humans and with a nasty appreciation for human flesh — but
nothingtrulyexceptional.

Fantasticbeastsyou mightwant toincludearebasilisks, cocka
trices, manticores, griffins, hippogriffs, unicorns, ssamonstersof
all types, and the legendary white wolf.

threatened or hungry, itisnot entirely malicious.

Thegriffinembodiesthe virtuesof might, bravery, and hunt-
ingprowess. Itgetsdoubleitsnormal MagicMightwhenresisting
spellsthat would directly counter these strengths, suchas spellsto
crippleor calmit.

Its heart isworth 18 Animal vis.
Story:

Living atop a rocky crag high in the Pyrenees is a flock of
griffins. Livingwiththemisanoldhermitwho hasforgottenhow
old heis (though he only speaks classical Latin and sayshe'sthe
emperor's messenger). He leads the griffins though he never
leaves thenest.

The races of Cain can take any of many forms, so use your
imagination. Someareeven handsomeand intelligent, but few are
kind-hearted. Some might belargeor strong enough that you will
need to alter the combat rules a bit. For instance, a shield that
stands up fine to axes and swords would not be able to stop a tree
trunk swungby agiant. A large enough giant could knock down
and injure even those who parry its blows.
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Hierbent, Giant of the Frozen Wastes ————

Magic Might 35

Size +3 Int -2

Belligerent +4

Axe: 1st +10 Atk +9 Dam +25
Fat +3 Def +2  Sosk +30*

Body Levels: OK, 0/0/0, -1/-1, -3, -5, Incapacitated

* Firedoes+25% damage, but Hierbentisimmunetodamagefrom
cold.

Powers:

Cloak of Snows, CrAu 40,0 points- Hierbent isalmost always
surrounded by swirling snow or deet driven by mighty winds,
even when he isin sultry lowland regions. That makes fighting
him difficult (-2 on rollsand one extra botch roll). Only works
where the temperature is near or below freezing.

Description:

Hierbont isasullen giant who roams the snowy, wind-swept
peaks of the Pyrenees. He has a huge, frost-covered beard and
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carriesamighty axe, which wasforged for him by dwarfs. He is
eager to exchange boasts with his opponents before engaging in
battle. Over the years he has slain seven knights. Hierbent has
several treasures hidden under massive rockson various rnoun-
taintops. Whenthewinterishard, hestridesdownintothevalleys
and farmlandstovent hisrage, heisalwaysaccompanied onthese
trips to thelow lands by a severe storm.

Hisbody contains 16 points of Corporem vis; theaxeisworth
7 Terramyvis.

Story:

An early thaw catches Hierbent farther from his mountains
than he would like to be, and he is stranded on a magical hilltop
near the covenant, unable to cross the warm valleys below. The
characterscanhunt himdowntokill him or they can hel p himback
home in exchange for some of his treasure.

Shapeshifters, Those Who Wak as Beasts

The peasantsfear wolves and other viciousbeasts of thewilds,
but even more frightening are those who walk as beasts at night
but live as normal humansduring theday. Mortalsin beast form
are more cunning, bloodthirsty and magical, and less predictable
than the beasts whose shapes they take. The most common form
adopted by shapeshiftersisthewolf, but other formsareknownas
well.

Shapeshifters have many different origins. Some are people
who have made pacts with the Prince of Darkness, selling their
souls in return for the shapeshifting gift. Some learn magical
ritual sthat can transform them. Othersarevictimsof curses, those

Suzaria, theWhiteWerewolf
Magic Might 16 (8 whilein human form)

Size 0 Int +2

Cautious+4, Daring+1

Bite: 1 +4 Atk+6 Dam +13
Fat +5 Def +8 Soak +6*

Body Levels. O, -1, -3, -5, Incapacitated

* Non-silver weapons do half damage, wooden weapons do one-
fourth damage.

Abilities: Alertness 8, Scan 5, Stealth 6

Powers:

Shinning Beauty, ReMe 15 In wolf form Suzariaiseven more
beautiful thanin humanform, and anyoneintendingtoattack her
must make aReliableroll of 12+ or hold back at the last moment.
Men suffer -3 ontheroll. Thosethat sheisactually attacking can
strike as normal. The Storyguide can call for rolls whenever
anyone intends to do something that would cause Suzaria harm,
such as sounding the alarm when sheis spotted or pointing out to
pursuers where she fled to.

Description:

Suzariaisan intelligent, strong-spirited woman who learned

from her mother how totake theform of awolf. Sherubsamagical

who hatetheir affliction and havelittleor no control overit. Such
curses arc often hereditary or passed from the shape-shifter to
those it bites. Some people are just born with the power in their
bodies and hate in their hearts.

Use the stats for normal animals as guidelines for those of
shapeshifters, but feel freeto spicethem up. A few supernatural
abilities, such as the lycanthrope'simmunity to weapons other
than those of silver, add a nice touch.

Shapeshiftersarealigned with whatever supernatural force
gave them the shapeshifting ability, infernal, magical, or even
faerie.

jelly over her naked body under the moon atop a magical rock in
the woods, and aslong asthe moonisin thenight sky shelives as
an exceptionally large and beautiful white wolf. At first she
roamed theforestand broughtdownoccasional wildgame, butas
shehasgrown older her hungershavebecomemoreravenous. She
has begun killing her enemies one by one, but soon she will have
degenerated so far as to attack anyone who crosses her path.
Legends in this area have grown about her; sheis known as the
shadowkiller.

Though she was once a normal woman, use of the shape-
changing salve has imbued her long white hair with 1 point of
Muto vis.

Story:

Suzaria-as-wolf approaches the characters when they are
camped in the woods, then flees. One of the characters becomes
obsessed with the beautiful animal, perhaps a magus who wants
itashisfamiliar. Theobsessionisemotional,butbesuretheplayer
has practical reasons for wanting to find her. Eventually that very
character hasto kill her rather than let her continue killing people,
asher thirst for death hasbecomeentirely unquenchabl e.
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Undead, Stalkers of the Night

The boundary between lifeand death is hazy, and in the gray
area between the two stalk the undead, those whose deaths have
led to ahorrid non-lifeinstead of peaceful rest. An undead being
ismissing some aspect of humanlife, such asthebody inthe case
of aghost or the mind in the case of azombie. In somewaysthis
weakens them, butinothers casesit makes them stronger. Ghosts,
for example, cannot be struck by physical weapons, and zombies
cannot be demoralised. The undead are largely driven by inhu-
man desires to kill and terrify.

Due to their magical nature, undead have many powers.
Typical onesinclude: resistance to thrusting damage (because
weapons that pierce do most of their damage to internal organs.

Animatedskel etonsarehumanskeletonsmystically animated.
The stats below are for typical skeletons animated by certain
Hermetic spells; stats for other skeletons can vary. Most combat
stats depend on the weapon being used. The skeleton's Str, Dex,
Qik, and weapon skillsared| 0, so use the basic combat statsfor the
weapon to determine 1st, Atk, and Def.

Infernal orMagicMight 5*
Size 0 Cun -4
Soak { w/out armor) +8**
Body Levels: OK, Destroyed
* Immunetomind spells.
** +5 bonus on Soak rollsvs. puncture damage.
Story:
A wizard at Windgraven has been creating skeletons in the
caves under their covenant, and he may be under demonic influ-
ence. Oneof the charactersdiscoversthisand goestoinvestigate.

Zombies are mindless, animated corpses. Combat stats de-
pend on weapons used; assume skill of O in al weapons. These
statsare for atypical zombie, to be used when a magus animates
a corpse. Superior and inferior zombies are aso possible.

Infernal or Magic Might 5*

Size 0 Cun -4

Str +5 Stm +8

Dex -3 Qik -3

Soak (w/outarmor) +12**

Body Leves. OK, -3, Immobilized

-* Immunetomind spdlls

** +5 bonus on Soak rollsvs. puncture damage
Story:

Raegleand hisfather and hisfather beforehim havebeen grave
robbers.  When he was younger Raegle was content with the
meager wealth he gained from his evil robberies, but now he has
become adiabolist and has started stealing the corpsesaswell. In
his shack in thewoods he turnsthem into Zombies and usesthem
to guard himself against intrusion. The Zombies hide up trees,
then fall out and attack when someone walks by.
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whicharesuperfluoustotheundead),immunity tomind-affecting
spells,immunity tofatigue, causing fear, and Entrancement. Some
undead can takethe shape of bats, fleas, wolves, or clouds of vapor.
Theundead can asobe vulnerabletofireand sometimestheir own
stupidity can defeat them. In game terms, the undead make
satisfying opponents because they can be hacked apart without
scruple. Properly used, they canslowly build afeelingof suspense
andterror, whichcanbebrought toagrand conclusionwithafinal
battle.

Undead aretypically digned withinfernal power; but magi are
ableto create someof the simpler undead aswell, and these would
be aligned to magic.

Ghostsarethespiritsof thedead who cannot ret, of tentied to
theworld because of someemotional event. A violent deathor lack
of proper burial can create a ghost.

Ghosts are interesting creatures not because of their combat
potential but because of their persondities and magical powers,
Anenemy ghost canfrightenor cursecharacters, and someghosts
retaintheability toaffectthematerial worldinacertainway. The
ghostsof minerskilledinacave-inmight retaintheability tomine,
even thought their picks are as insubstantial as they are, They
could use thispower to cause another cave-in. For moreruleson
ghosts, see our supplement The Broken Covenant of Calebais,

Harlin, a Fiend of the Night
Infernal Might 15

Size 0 Int -2

Impulsive+2, Cautious+1

Claws: 1¢ +3 Atk +6 Dam +12
Fat nfa Def +6  Soak +5+*

Body Levels. OK, 0, -1, -3, -5, Incapacitated
* +10vs. mind spells
** +5 bonuson Soak rolls vs. puncture weapons
Abilities: Stealth 12
Powers:
Suck Breath, PeCo 30, 2 Infernal Points- Killsayoung child.
Harlin must actually inhal e the breath of the victim.

Description:

Harlinwasanevil woman whodied in childbirth, and now she
hasreturned from thegrave to day children. By day shecantake
the form of a shrivelled hag, but at night she becomes a horrific
corpse-likecreature. Inthisform shesneaksintohousesand sucks
thebreathfrom thelipsof children, leavingthem cold and lifel ess.
Shecan only enter ahouseinto which shehasbeeninvited at least
once, so during the day she poses as a woeful traveler to gain
admittance to houses where babies live.

Her corpse has 5 points of Perdo vis.

Aqgainst strongopposition she preferstofleerather than fight,
though she fights ferociously if cornered.
Story:
Thedeath of achild knowntooneof thecharactersinvolvesthe
covenant in the mystery of why babies arc dying, but while they
arcinvestigating the magi themselves get blamed for the deaths.
The best way to stop the killing might be to find Harlin's middle-
aged son, whose birth killed her, and have him speak with her.
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A hush fell over the villagers as one by one they noticed
thewizard and his companions standing in the lane. Seated at tressel tables
beneath three oaks, they had been enjoying their evening wine and had been
engaged in spirited jocularity. But thejolly mood was gone, and inits place was
fear.

Grimgrothscannedthesilent, avertedfacesof thevillagersuntil hefoundthe
one person who looked straight at him, a heavyset woman with dark features.
With a polite nod he approached her. Lucienne following a step behind. "It's
Joaquima,thereeve.Master," saidL ucienne.

"I'm looking for the two men who were in the Forest of Moaning Oaks." he
said.

"Y ou must betal kingabout Pep. he'sover there." she said, motioningtowards
the fire, acool edgeto her voice. Grimgroth turned too see a man sitting on the
groundinfront of thefire, hisbroad back to Grimgroth. Hewasrockingback and
forth.

"I've met Pep before,” Lucienne chimed in. "He's a man-at-arms for Sir
Guifre. If any manwould havethe couragetoenter the Forest of M oaning Oaks,
Pep would.”

Grimgroth walked up behind the man and said. "I have heard that you've
explored the depths of ..." Pep continued to rock gently. "Areyou listening to
me?' Grimgrothsaidimpatiently.

Grimgroth slowly circled around the man and looked in hisface, which was
illuminatedbytheflickeringflames. Peplookedback upat Grimgroth, blankly.

Hishead hunglimp, tilted to oneside hismeaty jaw wasslack. Drool dribbled
from his mouth and fell to the earth.
"Agi- agi- agiflurn,” he said, with a twisted smile..
Startled, Grimgrothjerked back and paused reflectively. Heheardthe
reeve's voice say. "The other one wasn't so lucky."
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tiseasy to rely on clichesand stereotypes for our images

of theMiddle Ages. Someseeitromantically, withbrave,

honorableknights, beautiful maidens, and aflowering of

al the wonders of chivalry. Others see it as a time of

rampant corruptionand ruthless oppression, where most
of thefreedomsweenjoy today simply had noplace. Whileeither
view might betruein specific cases, neitherisentirely correct. We
arenot, however, attemptingto present arealistic view of medie-
val society; rather we offer amythical perspective.

First we will describe the Order of Hermes, its structure and
position in society, and second, the more traditional medieval
society. Wewill then describe in detail a campaign setting, the
Mistridge Saga. Y ou canusethisasthebasisof your own saga, or
you cantreatitasaaguideto medieval society and asan example
of an Ars Magica setting.

Y ouwillfindthatanauthentic,consi stentmedieval settingcan
add spicetoyour role-playing, by lendingamorerealisticfeel to
the game and enabling characters to make sense asreal people.

The Order Of Hermes

The roots of medieval wizardry go back millenniato the Nile
valley, totheFar East, and beyond, but thecontinuity of thistradi-
tion of magicwasbrokenwiththefall of Rome. Inthe subsequent
period of chaosand violence the practitioners of this ancient art
were separated and left livinginfear. Finally, inthe8th century,
several powerful magi decided that working together wasthe only
way theart of magic could continueto grow and survivetheperils
of the Dark Ages. Over a period of years they devel oped a theory
of magic so they could sharetheir discoveriesand knowledge, and
established rules and laws that would allow them to live in
harmony with one another. Wizards were still guaranteed their
individual freedom, but the Order provided the means by which
peacecould be kept betweenthem. Though many of thesewizards
were descended from the priesthood of the Roman cult of Mer-
cury, they knew that thiscult had been based on that of the Greek
Hermes. They took thisgod'snamefor their own to emphasizethe
deep roots of the newly formed Order. Shrouded in mystery, its
membership a secret, the Order of Hermes was born.

The Code of Conduct

Central to the Order isitsCode of Conduct, whichregulates the
activities of magi, both among their peersand in society at large.
Magi want protectionfrom their neighborsand sufficient peaceto
carry out their arcane studies. They know that their lives are
potentially hundreds of yearslong, and that those who could most
easily cut shortthislong lifeareother magi. Therefore, by living
within the Order and avoiding mortal combat with each other, the
magi assurethemselvesabroad degree of security. Additionally
thereare other powers upon this earth, some with strength equal
to or greater than a wizard's own; only with unity can these
challengesbe successfully met.

The Code of Conduct prohibitsdealing with demons, killing
magi, endangering the Order, and magically spying on fellow
wizards. Since, the Codeis theonly thing that holdstogether the
individualisticmagi of theOrder, those who step toof ar outside of
itssimpl e preceptsare seen asunpredictableand thereforehighly
dangerous. Theonly official punishment the Order hasfor those
who break the Code is the Wizards' March. When a Wizards'
Marchis called against awizard, that magus is declared outcast
and is no longer protected by the Code. Any who wish to attack,
kill, maim, or rob the offender may do so with impunity and will
havethefull support of theOrder. Croupsof magi are encouraged
to seek outcasts, put an end to them, and sharein their wealth.
Older, extremely powerful magi sometimes take it upon them-
selves to enforce the code and uphold the Order by personally
leadingaWizards March

Wizards' Marches are called on those who betray the Order,
those who slay fellow magi outside of Wizard Wars (explained
below), and all those who proveto bea consistent danger to others
in the Order. Depending on the political structure of the Order in
a particular area, a Wizards' March might be a formal matter,
including a trial and such, or it might be a general agreement
among several magi that a certain magus hasgonetoo far. Those
who call aWizards' March without due cause, however, may be
subject toonethemselves. A Wizards Marchisnotrivial matter.

Wizard War

Occasionally, aconflict between twomagi becomes sovicious
that only abattleto the death can settleit. The Code makesa pro-
vision for these feuds: Wizard War. A Wizard War isaformal
conflict in which two or more magi temporarily step outside the
bounds of the Code and are then permitted to harm and even kill
oneother without fear of a Wizards March.
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Onemagusinitiates the Wizard War by sending adeclaration
of thewar to theother. Themessage must arriveonthenight of the
full moon, the Wizard War begins on the riseof the next full moon,
anditlastsuntil thefull moonfollowing. Injury or destruction of
bystanders or other wizards property is expressy forbidden.
Some magi simply hide when a Wizard War has been declared
against them, some fortify themselvesin their labs, others come
out and fight. Wizard War is epitomized by the sabotage, traps,
and trickery often employed by thoseinvolved. Raidson labora
tories and sources of vis are common, and severe bodily injury is
often incurred. Unjust use or overuse of the Wizard War by a
magusisconsideredjust causefor aWizards March or other pun-
ishment. Alternately,enemiescanjointogetherinformallyagainst
awizardwhooveruses (heWizardWar. The palitics, natureof en-
forcement, and details of the Order of Hermesvary from placeto
placeand timetotime. Generally, magi strivediligently to avoid
or mitigateconflictswithintheOrder.

Tribunals

Thereare many lesser punishments that might beinflicted by
various Hermetic councils and tribunals. The councilsare groups
of wizards with whatever political power the surrounding wiz-
ardsgrantthem;acovenantcouncil isoneexample. Local tradition
isthe main determining factor in the amount of power a council
has. Tribunal sareinter-covenantcouncil sformedby representa-
tivesfrom each local covenant. A tribunal meetsonceevery three
to seven years at the home of the oldest magus in the region. It
settles conflictsthat inevitably have arisen between magi or even
covenants, and while its judgments are not necessarily binding,
they areusually enforced by its more powerful members. Some-
timesunited responsesto problemswith the outside world are al so
decided upon at the tribunal. Tribunalsalso elect representatives
to attend larger, less frequent tribunals at which magi from all
across Europegather. Thetribunal isthetraditional placetocall
for aWizards' March, though lesser punishments arc also com-
monly handed out. If the wizard docs not voluntarily accept a
lesser punishment, a Wizards' March iscalled. Lesser punish-
ments are in no way dictated by the Code; they are matters of
consensusand tradition.

Each rnagus in the area covered by a tribunal gets one vote,
either directly or through proxy. Magi give another magus the
power to represent them by giving the representative their "s-
gils” which are wands or other symbols given them by their
masters upon completion of their apprenticeship. A sigil isen-
chanted witha small amount of visand engraved with theowner's
name and any arcane symbols the master finds appropriate when
creatingit. It symbolizesthespiritual membershipof awizardin
the society of magi. A sigil cantakeany form, including twisted
woodenwands, statuettes, bronze spheres, coral, animal bones, or
crystals. Some magi enchant their sigils and use them as magic
items. Y ou may actually want toconstructa"sigil" touseasaprop
when playing your character.

Magi also meet less formally in councils to decide lessimpor-
tant matters. Covenantstypically havecouncil meetingstodecide
covenant actions, and sometimes magi from different covenants
meet to discuss specific issues. The authority of these councilsis
completely dependent on what the participating covenants and
magi chose to grant them.

ArsMagica

The Covenant

Some magi, concerned that rivals might steal their hard-won
secrets, livealone. The vast majority, however, live together in
small communities bonded by vows of friendship and coopera-
tion. A covenant is a self-sufficient center of magical learning
where magi gather for protection and to share resources. Usually
itislocatedinamagical area, wheremagical forcesaremoreeasily
controlled and gathered. Covenantscanbeof any size. Most have
fewer than a dozen members, but some magi live in huge cove-
nants where the centralization of power and lore make them
formidable, but where complex hierarchies limit theindividual
magi's freedoms.

Ideally, thecovenantisthefocal point of asagain ArsMagica.
It is, in some ways, a group character around which the entire
troupe can focusits ambition and concerns. It cangiveafocusto
asaga, and providearational efor many of theadventuresthechar-
actcrsundcrtakc.

Thepoliticswithinacovenant areentirely the product of the
members. Some covenantshavearigid structure, while othersarc
loose collections of individuals, cooperating only occasionally.
Somearerifewithinternal schemesandattemptsbyindividual sor
factionstogain power over the others.

Whilethisstyleof covenant caninitiateaseriesof engrossing,
if somewhat arduous, storiestorole-play—rivalry canbefun--it
iseventually, if notinevitably, destructive. Bewareof destroying
your covenant through scheming and anti pathies between the
characters.

Wizards and Society

Magi are outside the bounds of normal society, and though
they may visitand travel throughit, they arenever truly apart of
it. Among the common folk, the Order is something of alegend,
though few openly scoff at its existence, This separation of the
worldat largeand themystical world of themagi isessential if you
want tokeepthemedieval world authenticand largely untouched
by the forcesand creatures of magic described in Ars Magica.

TheOrder isathreat tothehierarchy of society sincemagi bow
to neither Baron nor Bishop, but it is powerful enough to deter
rulersfrom attackingitopenly. Similarly, theChurchrestrictsthe
freepractice of magic through theinfluenceof the Dominion. The
knight's courage and the priest's prayers have supernatural powers
of their own, so members of the Order rarely attack their mundane
foesin open warfare. Any magi whocause undueconflict between
the Order and soci ety are subject to punitiveaction, possibly even
theWizards'March.

Y oung magi often find therestraints caused by society annoy-
ing,and they sometimes skirmishwith the powers of themundane
world. Older magi, however, usually find waysto pursue theart
of magic despite the anti-magical sentiment of society, and scorn
those who do not follow their example. Most magi are very wary
of theoutside world and will go to any length to maintain the shaky
peace which hasbeen held for solong. (Longevity tends to make
aperson cautious.)
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The Order of Hermes Vs. the Church

Fanatic voices within the Order and within the Church have
called for an end to thelong-standing truce and afinal confronta-
tion between the two to settle their differences. But fortunately
more reasonabl e voices have sofar prevailed.

Whilethe Church opposes the Order asa matter of principle,
it cannot get the support of the nobility they would need for a
Crusade. Magi tend to have their covenants in out-of-the-way
locales, and the nobles have little to gain in land or wealth from
defeating the Order. (The nobles also know that they, not the
Church leaders, would suffer terribly even if they were to suc-

Medieval Society

One of the hardest thingsto do in Ars Magica isto make the
transition from the modern world totheworld of theMiddleAges.
Thisjourney requires that you forget many concepts which you
havebeenraised tobelievein. Suchvaluesasequality, peace, and
the separation between Church and State were simply not part of
thisearlier day and age.

The Middle Ages comprise the very basis of our culture, its
roots and essential beginnings, and there is much we can learn by
relivingit. Our thoughtsandinner livesaredeeply affected by the
myths, legends, and ideas of these "dark" times. The concepts of
love, honor, sworn word, honesty, battle, and war, which form an
essential part of our daily lives, have all been influenced by the
medieval viewpoint.

Feudalism isthekey to understanding medieval society. Atits
base, feudalism depends on the value of a person's word. You
swear |oyalty to your lord, and you are expected to remain loyal.
If you don't, it is "just" for your lord to punish you, severely at
times. Practically everyone, except for the magi, isavassal to
someonedse. A serfisavassa to the knight, who isavassal to the
baron, who is a vassal to the count, who isa vassal to the king.

Thisisa society of hierarchy: you are born to acertain status,
and that status does not easily change. If you are born a peasant,
a peasant you shall die. Forget any ideas you might have of
equality or liberty; these do not hold water in the medieval world.

Power isthe transcendent aim of most of the nobility— itisthe
basis of the elaborate political game they play. Those at the top
seek to consolidate and expand their power, the barons in the
middle attempt to exert control over their vassalsand avoid their
enemies machinations, and the knights at the bottom fight to
retaintheir rightsand advance themselves, However,a lord does
not have absolute power. Vassalsretain certaintraditional rights,
and if these rights are abridged, the vassals may band together to
fight the lord or appeal to the liege of their lord.

Withthefall of Romeand therise of feudalism, law becamea
thingof traditioninstead of written, formal legal codes; and it was
exerted and maintained in the rights of a lord to judge over his
vassals. Much of feudal law isbased on the concept of swornword,
though Church law and town law have their own well-established
traditions. A kingisthehighestjudgeintheland, intermsofjustice
hiswordisfinal. Inaknight'sown manor, hiswordislaw, he has
the right to judge most crimes and hand out most punishments.

If you arc not interested in role-playing in medieval Europe,
use what you find appealing from this chapter to create an inter-
esting and self-consistent world of your own.

Saga 131

ceed.) While the Order may be anathemato the Church'sdoctrine,
it does not make a point of corrupting the common people. The
Church is therefore more concerned with heresies, such as the
Believers heresy in southern Franceand Aragon, which areamore
immediatethreat.

For their part, most magi realize that, while they wield great
power, they haveno defenseagainst miracles. Aslongasthey stay
out of the Church'sway, they arelargely | eft alone, but were they
tothreaten society at large, they would no doubt suffer God'sfury.
Besides, many in the Order support the work of the Church and
agree with many of itsteachings. Misunderstanding is the basis
of any conflict between them, not moral antipathy.

Spirit of the Times

» Throughout the Middle Ages thereis a great longing for a
return to the "glory days' of Rome and Greece, when the world
was truly civilized. Some of the nobility are very well read and
many of theclergy have very liberal views concerning the pagan
culture which preceded them. Knowledgeis respected because of
its connection to the past, and young children of any parentswho
can afford itare sent to church-run schoolsand eventually to uni-
versities so that they canre-learntheknowledge of Rome.

* Thebelief that manisaninnately sinful creaturewho cannot
hope to achieve happiness, and is destined to ignorance and
suffering, is fairly widespread. These people do not share our
boundless optimism and faith that someday thingswill get better.
These are hard times; the fatalism and pessimism of the common
folk makesenseinthelight of thewars, plagues, and faminesthat
so often upset their lives.

* Not all isdoom and gloom, however. The festivals of these
lusty folk are extravagant and wild affairs (more than we might
imagine), and saint's holidays occur incessantly. Indeed, some
peasants have more days off than we do today.

e There is a certain vigor and love for life in the medieval
personality. They felt their emotionsand feelings strongly, and let
their hearts guide them more than wedo today. Remember this
as you play out your characters' personality traits.
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The Setting: Mistridge Saga

The Mistridge Saga has been provided for you to use as the
basi sof your owncovenantand saga, or asanexampl eof oneif you
wish tocreate your own. Thedetail towhichwe have goneis, of
course, not necessary when you create your own saga, but it is
desirable. Themorebackground you havethe better, so don't be
reluctant toadd innew thingstothissettingyourself.

This sagaisbased on the covenant of Mistridge, situated in the
foothills of the Pyreneesin what is now southern France. The
wizardsliveatthesouthendof afertilerivervalley,called Val du
Bosque, which has a long history of mystic happenstance and
mysteries unsolved. Itissaidthat it wasonce hometoakingdom
of faeries, andthat therewasathreeyear|ongbattl ebetweenthem
andthirteentribesof pagan Celts. A local monastery hasrecord of
aRomantemplelyingsomewhereinthehillsnear Mistridge. And
there are stories of a mighty dragon who once held the valley
ransomtoitsevil desires.

Livinginthedensely settled valley are over three thousand
serfs, invillagesdotted amongthethick patchwork of fields, pas-
tures, orchards, and woodlands. The primary crops are wheat,
oats, rye, and olives. Vineyardscanbefound onevery hillsidein
thevalley; indeed Val du Bosgue hasachieved local notoriety for
itsexcellentvintage. Tothesouthof Mistridgeisalargemountain
range, the Pyrenees, whereall kinds of strange and fell creatures
dwell. Inconstrast tothedomesticatedandcivilized valey,itisa
fierceand wild place that can get quite cold in thewinter.

To the north and east is the rest of the prosperous and exatic
|and of Languedoc, wherechival ryandromanceareinful l flower.
Itisaremarkableculture, renowned for the beauty of itspeople,
thesophistication of itsart, and theexcellenceof itstroubadours.
Hereinthesouth, thewinterismild, citiesarepowerful ,feudal ties
weak, tradeprosperous, diversitytolerated, poetry beautiful , and
heresy rife. Thecapital city of theland, Toulouse, isruled by Count
RamonV 1 of theSt. Gillesfamily (whoforall intentsand purposes
isitsKing). Toulouseishometoafamousuniversity.

The language, Provencal, is extremely close to Catalan, the
language of the Kingdom of Aragon whichisfound to the south,
across the Pyrenees. Merchants from Toulouse are easily under-

Mistridge

Some of the old magi at Mistridge havegrown tired of manag-
ingtheday-to-dayaf f ai r sof thecovenantandhavedecidedtoseek
younger magi to maintain the interests of Mistridge. Their deci-
sion to do so may have been provoked by the growing ambitions
of anoldrival —Windgravencovenant. Theplayer-character magi
will be newcomers who have come to study at an established
covenant; in exchange for this privilege, they are responsiblefor
dealingwithexternal problemsthat may arise. Player-characters
might also be former apprentices of the older magi described
below.

Mistridge is a covenant of several magi that sitsatop a hill
overlooking Val du Bosgue. At the top of the hill on the edge of a
cliff is alone tower whose base is perpetually shrouded in mist.

stood whenthey travel to Barcelona. Y ou canthink of Provencal
as half-way between Spani sh and French.

Tofake passable Provencal names, takean English nameand
changeitabit, makeit moreromantic and less harsh. (Peter —
Pere, Raymond—Ramon, Michael—Miquel, Carmen—Carrne,
Catherine—Caterina,Mary—Maria) Not necessarily authentic,
but close enough.

It is the Year of Our Lord 1197. There are still crusaders in
Pal estine, the Moors (Moslems) have been driven out of half of
Spain. France and England areinthe middle of a hundred years
war and throughout Europe trade is booming and society is
blossoming. Y et some sinister trends have emerged: in some-
placesthe Church has grown decadent, the Inquisition will soon
begin inearnest, and warsof all sizesarebeing waged across the
land. Itisan exciting and calamitous time, one of opportunity,
adventure, and great peril.

(Grimgrothiscurrentlydevel opingaspelltoturnmi sti ntopoison-
ous smoke, which will aid greatly in defending the tower.) The
magi study inthistower. Fromthetopyou canseethefarmsof the
peasantsstretching acrossthevalley, theBaron'sCastlerisinginthe
distance,and looming over itarethegray slopesof Mount Tierne.

At the foot of thecliff, in a fortified compound, the covenant's
grogslive, thirty of theminall. About ten covenfolk — servants
and drudges— and a few friendsof the magi who choose not to
livein society stay hereaswell. Tunnelsconnect the compound
to the tower, but no outsiders know the tunnels' true extent.

Since its founding by the magus Consuelia 130 years ago,
Mistridge has been a source of confusion and frustration for the
folkinVal du Bosgue; they simply do not know what to make of
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it. Mostly they havelearned toignorethe magi when they travel
nearby. Thecovenant, however, isa ceasel ess sourceof gossipand
speculation.

Consueliaknew that sheand her covenant needed somefriends
inthearea, so she courted the favorsof thelocal Church. Though
theChurchhasnever beentruly friendlywithMistridge, theclergy
atleast haveremained neutral. Themonksat themonastery of San
Blashave been particularly cooperative, and the previous Prior
even payed avisit to the covenant.

In need of suppliesfor the growing covenant, Consueliareo-
penedanold silver mineinthemountains. Itisstill thecovenant's
primary sourceof income. Thepeasantsof Val du Bosque cooper-
atewith the covenant by providing food and serviceinreturn for
the silver coins the magi forge from the mine's ore. Some grogs
come from the villages, but most are mercenaries who have
pledged life-long loyalty to the covenant.

Consuelia was old when she founded Mistridge, and adozen
years ago she took her belongingsand walked up Mount Tierne,
tooold tocontinuemortal endeavors. No oneknows what became
of her. Without her strong presence, Mistridgefell to minor chaos.
Currentlythereisnotrueleader and littleorder. Thegrogsfollow
theorders of themagi, asdo the other folk who occasionally lend
their servicestothecovenant, and themagi do respect oneanother,
but beyond that, thereare norules. Grimgroth, the senior magus,
takesmuchof theresponsi bility and makesmany of thei mportant
decisions, but he holds no formal power over the other magi.
Council meetingstend tobechaotic, rambunctiousaffairsthat | ast
deep into the night and usually end with a furious argument
between two of the magi.

Mistridge has a poor magical library because the magi are
reluctant tocooperatewitheachother. Ratingsfortheholdingsare
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given below:
Auram 15 Vim 4 Rego 2
Muto 10 Corporem 7

The magical aurais strong (+3).

The mundanelibrary isscanty aswell. It hastextson history,
politics,and such, both of the Order of Hermesand of themundane
world (Provencal Lore6, HermesHistory2). Theequi pment sup-
ply for specia purposesis superb, allowing magi to takeamule
loaded with most of the thingsthey might need on an expedition
intothe hostileworld.

V ulcrisisabent and shriveled womanwhoseratty black cloak
sheds greasy feathers when she moves it too quickly. Her ill
temper isinfamousthroughout thecovenant. Whatisnot widely
known is that she was once Grimgroth's familiar, abeit a very
independent-minded one, who somehow blackmailed him into
givingherhumanshape. Grimgroth'sspellswereonly partly suc-
cessful, asV ul cris' eyesand feetretain somememory of their past,
and she tends to squawk when sheisperturbed. When she speaks
at all in council, it isusually to oppose Grimgroth. Vulcrisisa
master of magic that relatesto birds, and she hascommandeered
theshack onthetop of thetower for her roost, where flocksof birds
nest and come to bring her secrets.

Felix Necromius is a pale, gaunt, awkward-looking magus
who spends most of histimein thedamp, stone cellars of thecove-
nant. Here he avidly explores the nature of life and death, and
further expounds his theory of the three stages of death. He has
learned how to animate bodies, speak with spirits, and so on, but
hisultimategoal istosynthesizelifeand death, producingastate
that is superior to either one aone. Felix is not normal.

Clavius hasn't spoken in the last sixteen years, though his
piercinggrey eyesletall concerned know that heisstill very much
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awareof hissurroundings. Histoad familiar, Wartzle,speaksfor
him and takescareof all themundanecovenant matters. Clavius
il pursuestheart of themind, but he nolonger shareshisstrange
hypothesesand unnervingdiscoverieswithanyone. Hemaintains
an extensivecorrespondencewith someof theleading intellectu-
asin Europe, mostly monks and priests, and has achieved wide
notoriety through his open letters concerning the recently redis-
covered philosophy of Plato and Socrates. Few know of his other
interests, and none but Ramon, Baron d'Uverre's nephew, know of
hismagical talents.

Oculo. Though the wrinkles around his eyes suggest the
wisdom of years, Oculo's body and voice are that of a large boy.
His specialty ismagic of divination, and he hasintricate maps of
many areas, locked in aroom beside hislaboratory. When neces-
sary, he partswith what he knows for the preservation of Mis-
tridge, but if he had his way he would hoard his knowledge and
shareitwithnone. Heisgood-spirited aslong ashis secretsarenot
threatened, though heisterrified of Claviusand believeshiscol-
leagueisup to no good.

Oculo's apprentice of seven years is Dalio, an obnoxious
young lad who hero-worships Felix's old apprentice Caeron, who
is soon to leave the covenant now that heisa magus. Ddiois
eagerly assimilatingall that Ocul o hastoteach, but heischaffing
under his master's methodical and plodding personality. Dalio
can be annoying because of hisuncurbed curiosity and hisinces-
santquestionsaboutthemostmundaneof detail s—heistheobject
of some derision among the grogs. He has secretly begun to
spend more and moretimeout of the covenant, at anearby faerie
mound. So far Oculo has saidnothing, butitisdifficult toimagine
that hedoesn't know every detail of hisapprentice'sactivities.

Grimgroth, atall, gaunt manwithadignified and somber dis-
position, is the nominal leader at Mistridge. Grimgroth rarely
smilesand never laughs. A consummate scholar on magical the-
ory, he has written several important texts on Auram magic.
Though heispronetofitsof melancholy, heisknowntobeagenial
hostwithadroll senseof humor. Grimgrothlikestoknow thefacts
and ismore comfortablewhen he knows wherehestands. Hehas
acat familiar, Samantha, whoishisconstantand loyal companion.
Grimgroth is known to stand at his window, gather the clouds
around him, and fly out of hislab to the peak of Mount Tierne.
Therehewill sitfor hoursinmutecontemplation of thescttingsun,
aweekly vigil of which he never speaks.

Leadingthe grogsat MistridgeisTorlen, the grog sergeant, a

Magical Areas

Faerie Mound

On certain nightsof the year onecan sec lightsdancing in the
darkaboutamilefromMistridgetower. If youlistencarefullyand
thewind isfavorable, you can hear the eerie soundsof unworldly
pipesand strings. Thesearethelightsand music of thehill faeries,
out for one of their rarerevelsinthe open air. Usually the hill is
silent, just like any other hill, with three ancient elms presiding
over it. Buton specia daysof theyear these spry faeriescomefrom
their burrows and dance. Oculo has managed to speak with Feg-
gimer, athree-foot tall fellow with animmensely broad faceand
missingteeth, but Feggimer wastoodrunk to provideany real con-
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heavy-setmanwithonly half anoseandahorribly scarredface. He
hashad decades of experience at Mistridge, and knowsfirsthand
theexperienceof beingagrog. Torlenishighly capableat defusing
any hostilitiesthat might grow between the grogsand their mas-
ters, ashe hasadeep respect for both groups. Torlendoesnot often
leave the covenant for he hatesbeing stared at,

Doronisanew recruitintheturbof grogsat Mistridge. Hehas
chosen to bea grog to escape life asa serf under Sir Guifre, and he
till has some ties to the family he left behind. Sir Cuifre has the
right toreclaim hisescaped serf, so Doron has asked that he not be
made to accompany the magi intoareas near Sir Guifre'smanor.
Doron'smaingod isto provehisbravery and earn the respect of
the older grogs.

Carlane, adour and sharp-tongued littleman, isaredcap who
regularly visitsMistridge. Redcapsaretheinval uablemessengers
of the Order who keep the disparate magi in contact. They wear
distinctivered capswithatriangular bluepatchtolet thecommon
folk know enough to leave them alone. It is the duty of magi to
avenge any attempts to hamper or harm redcaps.

Jerinesis a quaesitor,themagusresponsiblefor overseeingthe
covenantsinLangedoc. Heistall and thin, and hisnarrow faceis
like awedgethrusting beforehim. Hevisitseach covenantin turn
(visiting Mistridgeabout every third year foramonth), listensto
grievances, investigates possible wrong-doing, and attends the
tribunalsheld at Doissetep. Thequaesitorisaremagi whohavethe
authoritytointerpretandenforceHermeticlaw. Most other magi
seethem as meddlersand power-mongers, but without them the
Order would certainly havefallentointernal strifeby now. Jerines
isuncompromising on mostissues, butisknowntohaveasoft spot
inhisheart for apprentices.

TheDevil's Nostril

For its income, Mistridge depends on a silver mine in the
mountains ten miles to the south. The previous owners aban-
doned it decades ago when goblins began attacking miners, but
Mistridge has put it back in use. The magi occasionally have to
fight goblinsthat threatenthe miners, but they have closed of f the
more dangerous tunnels. A few years ago the miners broke
throughintosomemammothcavernscontainingatribeof goblins,
aswell assomeother strangecreatures, but with theextensivehel p
of Felix and Grimgroth, thisbreach hasbeen sedled of f. Thevillage
of Sharneal (population 103) lies perched on amountai nside just
beneath the cavern entrance.

versation. Whilethemagi arenotaboverai dingfaerieforests, they
have decided that it is dangerous to offend neighbors so close and
risk their mischievouswrath.

Faerie Aura: 3 on nights when the faeries dance, 1 at other
times.

Caves of the Shimmering Pool

A certaincaveonthenorthfaceof Mount Tierneburrows degp
into the earth with tunnels that twist chaotically forming a laby-
rinth. Here, in the profound dark that flamehas trouble conquer-
ing, is found a shallow black poal that smells vaguely of rotten
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eggs. A wizard would quickly recognize the smell: brimstone.
Themagi of Mistridgecomeherewhenacrisisisat hand or they
need to makeimportant decisions. The older magi treatitwithan
almost mystical reverence, and would be displeased if it were put
to petty use. Drinking thewater brings nausea and dizziness, but
those who look into it, especially in times of need, often have
strangevisions. Roll onthefollowingchart.

Roll Vision

botch  Anenchanting vision of a faerie wonderland
that makes you want to stay near the pool
forever and hinder others fromlookinginit.

0 Terrifying visions; you come close to a mental
breakdown and are visibly shaken for the rest of
the season.

2-6 Confusing, dream-like images that seem to

make no sense and leave you exhausted (drop
to Dazed for three days).

79 Dream-like imagesthat provideimportant
information, though it may be confusing or hard
tointerpret.

10+ A clear vision with poignant significance.

Magical peopleand creaturesfed at home herebecause of the
magicaura(rating6), soit may beinhabited if thecharactersvisit.

Windgraven Covenant

Atop a huge, lichenous boulder sprout several weathered
stonetowers, likefungusgrowing from atreestump. Withintheir
worn walls lurk four magi, all former apprentices of a single
master, all sharingthemaster'sskill at Rego magic, all sharing his
paranoid distrust of the outside world.

These are therivals of Mistridge, the wizards of Windgraven.
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Thedarknessisfilled by an incessant whining and low moan-
ing noises. Strange winds are constantly rushing through the
tunnel s, and sometimes one cancatch snatchesof wordscarried on
the winds: vague warnings not quite understood, tantalizing
hints at hidden knowledge, or the unmistakable sound of one's
own name. No one has found the origin of these winds, or their
meaning. Perhapsexploring the ever deeper twists of thesecav-
erns would offer some clues.

The Forest of the Moaning Oaks

Therearemany woodsinthevalley, and thehill stothewestare
covered with cork trees, but thisisa special forest where the trees
sway a little too wildly in the winds and eerie sounds follow
wanderers who happen through. Initscenter there standsacircle
of seven oaks. Herecan be heard al ow moaning sound that one can
feel penetratingthebody likeadeep winter chill. Somesay itisnot
the oaks themselves that moan, but something that lies beneath
them. Whenthewindisright, themoaningcanbeheardinall parts
of theforest. It issaid by the peasants of thevalley, thatif youcan
surviveanightinsidethecircleof sevenoaks, youwill awaketothe
mostbeautiful, perfect morningimaginable.

Thisfaerieforestisdominatedby acruel band of six elvesfrom
the Unseelie Court. They havefair skinand hair, lithebodies, and
wicked smiles. Each hasadistinct magical power, thoughthey all
havealimited control over theair. Althoughthey donothold true
power over the forest's kinder inhabitants, they and the magical
boarsthat servethem canusually enforcetheir will, whichusual ly
meansforcingotherfaeriestoservethemortoattendtheirfiendish
parties. They warnthatif any threaten their power inthe woods,
they will awaken the Devourer, the precise nature of which is
unknown.

Varioussprites, faerieanimal's, and other faeriecreaturesal so
live here, some collaborating with the dark elves, somelivingin
fear of them.

The strength of faerie influence varies from 3 at the edgesto 6
withinthecircle of oaks.

Hill of Mushrooms

Atoponeof thehillstothewest of thevalley isasmall magical
areawithagroveof gnarled cedars. Onceayear apatch of magical
mushrooms sprouts up from the thick silvery moss that grows
beneath the trees. Mistridge won the rights to this patch from
Windgraventenyearsago,and now thecovenant collects 7 pawns
of Herbam vis hereevery Midsummer's Eve.

Each has a specialty in one of the forms to complement their
expertisewith Rego. They weremuchmorepowerful when their
master lived,and have now fallenintoa period of decay and deca-
dence. Currently they areaggressively attemptingtoregaintheir
lost power. Thismeansshuttingouttheirrival, Mistridge, sothey
can have free accessto all theresources that this area offers.
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Javielle

A serfvillage sitsacrosstheriver from Mistridge. Asthecrow
fliesitisonlyamileoff, butsincethefordisthreemilesupstream,
it's a seven-mile walk. It is the largest village in the area, 300
inhabitants— and serves as a center of tradeand industry for the
surrounding communities. It has a monthly fair in the town
square, whichissponsored by Sir Guifre", thelord of thisarea, (His
manor is three miles west.) Javielle boasts a mill, a smithy, a
carpenter, acooper (barrel-maker), astonechurch, and anopen-air
tavern.

Half amilenorthof thevillageisastonecrossby the sideof the
road, dedicated to Sante Fabia, who healed the mortal wound of
thegrandfather of Sir Guifre" at that spot. Most folk stop and ask
her to pray for them when they passby.

Joaquima, alarge, stoutwoman, isthereeveof thevillage. She
oversees the place and all the serfs, making sure that the lord's
taxesarepaid and soon. Proudof her statusand responsibility, she
triestodistanceherself from her fellow peasantsby being heartless
in the pursuit of her lord'slaws. Whilea highly proficient organ-
izer, shecanbecruel tothosewho offend her. Shehasnochildren;
theresult, itisrumored, of afaerie curse.

AD of thelocd serfs must take their grain to the water-mill.
Poul, themiller, takesaportionof it for himself (hisonly payment
for hiswork) and must inturn give some of thisto Sir Guifre, as

The Peasantry

Over nine-tenths of the population tills the soil, and
yet more live in the countryside, which is crowded by
today's standards. Freeholders are fairly uncommon,
most farmersbeing serfsand to somedegree bound to the
soil they till. They are not free to leave the manor they
werebornin, and ahost of lawsrestrict hunting, clearing
new fields, and milling grain, among other things.

The government they live under is the "manor sys
tem/' by which alandedknight ownsseveral villagesof 50
to 300 people, and livesin afortified manor house. The
knight'sfieldsareall tilledby theserfsof hisvillages, and
that work composes a large fraction of their heavy tax
burden. The serfs are not free, but nor are they saves.
Strangely enoughthey oftengrant theirliegetheutmostin
loyalty and respect, evenif they are mistreated and abused.

The life of a peasant is full of festivals, often of pagan
background but now part of the Church. Some serfsare
fairly wealthy and live good, hearty lives, some are not
and liveshortones. Commonly thepeasantry isdespised,
abused, and thought of in the lowest of terms, considered
by sometobelittlebetter thananimals. However, they are
not as stupid as someof thenobility tend tothink—while
they do tend to be narrow-minded, naive, and woefully
ignorant. The peasants' hearts are indeed tied to their
land; and though their thoughts often go no further than
the nearest hill, in theworld they know, they are capable
enough, and live full lives.
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rent. Poul lovesto talk and enjoys hiswork because he gets to see
so many people. Hismill isasocia center of the village, because
peopleenjoy sitting beneath the willow trees on the bank of the
riverwhilewaitingfortheirgraintobeground. Unfortunately, the
villagersresent the cut hetakes, and Poul hasahard timemaking
any real friends. Tobesure that themill remainsprosperous, any
peasants caught with hand mills are beaten.

A small stone church, tended by the village priest. Father
Llorenc, sitsat the center of thevillage. Father Llorenc, hasrisen
from theranks of peasantry to aposition of education, status, and
power, abeitlimited in all three. Hewastrained in Foix and re-
turned to the countryside tobewiththosearound whom heis most
comfortable. Father Llorenc,isaseriousfellow,andeverywherehe
looks he sees signs of imminent Armageddon. He foresees a
bloody battl e between the Churchand the Believersthat will also
include thewizards. Thetimeis approaching, he warns, so keep
yourself safe from temptation and cleave to the Church.

Father Llorenc
Anenergetic manin priestly robeswithalargebronze
cross hanging around his neck.
Age 31
Prs +1 {standsoutinacrowd) Com +2 (articulate)
Cnf 2

Dramatic+3

Reputation
Strong-willed 2 inVal du Bosgue

Important Abilities
Preach 4 Speak Latinl  Church Lore3
Charisma2 ScribelLatin2  ChurchKnowledge 2
Folk Ken4  Subterfuge2  Occult Lore 1

Hisaltar boy, Frederic, helpshim inall the mundane tasks of
runningthechurch, and Father Llorenc, isteachinghimtheritual s
and doctrine he needstoknow to go to theseminary. Frederic has
adopted Father Llorenc'sdire view of imminent destruction and,
when allowed, outdoes the good Father himself in vehemenceand
passion.

Commonly found sitting on the steps of thechurchis Pep, the
village idiot. Eightyears ago he visited the Forest of the Moaning
Oaks,and ever since he has been unabl e to speak coherently or take
careof himself. Thevillagersand serfstreat himkindly, givinghim
thefood and clotheshe needs, and on feast daysheisalwaysgiven
a seat of honor and plenty of good food (to which herespondswith
tearsandanexclamationof " Agi-agi-agiflum!").Heisnot happy,
but the kindness of the villagers keeps him from being miserable.

Cugat is one of Sr Guifre's yeomen, serving his lord with
military service, notwith hard labor and grain. He hasthelargest
farminthetown and israther haughty about his freeman status.
(Mostof thevillagersareserfs.) Part of hisright ear wasbitten off
by oneof theBaron'smen-at-arms, Ot, inabrawl last year, and the
two of them still carry adeep grudge.
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Wayfarers

A number of individuals pay occasional visits to Javielle.
Many of them simply travel through the valley, while othersare
from outsideand are only rarely seen.

A bishop of the Believers makes regular visits to Va du
Bosque. Guerau iseasily recognized as a Good Man (one who has
accepted therestricted lifestyle advocated by thesect) by hisblack
robes and the way he avoids any sort of physical contact with
women. Heisthinfrom hisrestricted diet, sturdy from yearsof
travellingafoot, and pureof heartfromalifedevoted totranscend-
ing the endlesstroubles of theworld. Guerau isenlightened and
above mortal suffering. With him travel his "elder son" and
"younger son," aso Good Men, his assistants. (The terms are
ranks, not familial labels) Many inthe village welcome Guerau
with open arms, pleased to seein their midst a man who exempli-
fies chastity, restraint, and peacefulness, a man who treats them
withdignity, despitetheir lack of thosevirtues. Inapocket Guerau
carries abookl et containing the Sermon on the Mount transl ated
into Provencal, and he intends to leave it with the first interested
person he finds who can read.

A friar, Guiltem, also visits regularly to tend to whatever
needs he can and to provide the villagers with the "voice of
reason." ThoughnotaBeliever himsel f, heisaccepting of any who
try to follow the Golden Rule. He hopes that through the actions
of people like himself, some accord can be reached between the
Church and the Believers. Because Guillemis ajolly man who
loves to sing and dance, Father LIorenc considers him to beimpi-
ousand irrespectful of hisvowsand seeks to have him dismissed
from his order, or at least banished from the valley.

Bernat, a pardoner, visits monthly. He comes to offer the
villagers the opportunity to prove their devotion to God (thereby
compensating for sins and gaining divine pardon) by making a
donation to thechurch— someof which he secretly keeps. While
many hate him, thereare otherswho feel so guilty for their secret
thoughtsand acts that they willingly pay to be free of that guilt.
Bernat is given to bouts of melancholy and drunkenness, during
which time he drops his haughtiness and speaks freely with
anyone about his past deeds. He wasonce a servant of acrusader
who was assassinated by those whom he calls the "infidel war-
locks'; because of thisheisterrified of thewizardsat Mistridge.

Another occasional visitor is Xavier, a partially lame story-
teller. This aged bard brings news of the world and a score of
marvel ously entertai ning storiestothevillagers, andinexchange
getsfood, shelter, and news of the magi on theridge(highly exag-
gerated, youmay besure). Occasionally hehasimportant newsthe
magi themselves may wish to hear, and he trudges out to Mis-
tridge. For thisserviceheexpectsafew slvers. Someof theolder
grogs remember Xavier visiting when they were children, and
they do not recall him looking much younger thenthanheisnow.

Jon-L ucisamiddle-aged merchant whobringshismuletrain
toJavielleevery month for thefair. Heenviesthe merchants of
Foix with their five-story stone houses and fine robes. Jon-Luc
eagerly brings the fine glassware and instruments that the magi
need for their laboratories, and isforever searching for a unique
item to sdl to them for enough silver to set himself up as a spice
trader. Themagi sometimesvaluetheinformationhebringsthem
more than thewares he supplies.
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The Bdievers

This areahasgenerated ahomespun heresy, adherents
of whichcal themsdves "Bdievers' (dlsoknownasCathars
or Albigenses). They view the material world as evil and
seek to divorce themselves from it as much as possible.
They eschew theornatetrappingsof Christianity, meeting
mostly in each others' houses and relying on traveling
clergy rather than using grand cathedrals and ostenta-
tiously garbed priests. All in al, they are like orthodox
Christians,just simplerintheexpressionof their faith,abit
unworldly, and hogtile to those Catholics who view them
asheretics.

Theleaders of the heresy, called the Good Men, travel
thelandinblack robes, preachingand holding ceremonies.
They say that the physical world wascreated by L ucifer,
and one should look for no comfort in worldly things. In
some citiesthey have their own churches, and throughout
thecountrysidetherearehospicestoaid and shelter them.
The Good Men arechaste and strictin diet, and those who
follow them admiretheseideals, whil e perhapsnot them-
sves living up to them. One of the most important pur-
poses they serve is giving the consolamentum (baptism
through laying on of hands) to dying Believers who, on
their desthbeds, are finally willing to accept the rigorous
restrictions of being a Good Man and thus enter Heaven
after death.

Heresy isaserious crime, but Pope Innocent I I1'scur-
rent strategy is to send orthodox missionaries to counter
the Good Men's words. Only the Good Men, those who
have accepted heretical baptism and the "pure” life that
accompaniesit, areconsidered true heretics. Therest of the
Believers are seen as misguided Christians. The local
churchismoreinterestedinmaintainingitspolitical power
and gaining yet more wealth than it is in fighting the
Heresy. It is mostly outsiders who are fundamental in
opposing the Believersand of fering themost devout argu-
ments against them.

The Good Men claim to have performed miracles,
proving their connection to God, but these could be the
worksof devilswho havedeceived the Believersasto the
true nature of these powers. As a Storyguide you may
eventually have to make a definitive statement as to the
nature of these alleged miracles, but the less the players
know about whose side God isreally on (perhapsboth), the
better.

If history in your saga proceeds as it did in real-life
earth, the Believers will be wiped out in a bloodthirsty
Crusade in the early 13th century, which is largely an
excusefor the northern Frankstograb theland and riches
of the south. The Albigensian Heresy wasdestroyed, and
Provencal culturealongwithit. It wastheend of agolden
age of poetry, romance, and chivalry.
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The Manor of Sir Guifre

Just outside the village of Javiellestands thefortified wood and
stone manor of alanded knight, Sir Guifre. Hisfamily hasheld
thisland for generations, and heis extremely proud of this heri-
tage. Heisthevassd of the Baron and paysayearly tithe, which
istakeninturnfrom thetithethat the serfson his300acresof land
must pay. Within the wooden wall sof the manor houseitself live
ascoreof servants, Sir Guifreand family, afew men-at-arms, and
a cacophony of hunting dogs.

Sir Guifre is a stout Believer, proud to be connected with
people whose ideals are stronger than their greed. If only his re-
sponsihilities didn't hold him back, he says, he would accept the
consolamentum and the ascetic lifestyle that accompanies it.
Besides, that would mean he couldn't hunt any more.

Just outsidethe walls of hismanor isamodest houserunasa
hospicefor Believers. Itisrunby anold widow, Elissa; twoyoung
women also liveand work here. All are Good Women. Hospices
such as these are similar to convents, only they arc much more
modest and humbledwellings. Good Men ontheirtravel scan stay

The Nobility

The idea that all people are created equd is, in the
Middle Ages, too ludicrous to even be considered. The
nobility isinnately, patently superior to the common lot.
Members of the aristocracy may be both haughty and
charitable, unscrupulous and honest, valorous and cow-
ardly. Whatever they might be, however, they arealways
awarethat they have been chosen to rule, that somehow
they have an automatic, hereditary power over other
people.

After centuries of power this class of rulers has ob-
tained a high degree of culture, while still retaining its
warlike nature. This resulted in the practice of chivalry
and an advanced level of education for many nobles,
including many women. Lyric poetry, the songs of the
troubadours, theideal sof romanticlove, and thelegends
of LeMorte D'Arthur serve as examples of the depth of
culture that they crested. Yet the nobility never aban-
doned itsmartial roots, making warfare an essential part
of the culture. Wars and battles of all sizes continue
unchecked throughout the age,

As you role-play knights, as either a storyguide or a
player, always remember their pride in who they areand
in their honor and Chivary, which expresses itself as
more than just arrogance and conceit. Though the ideals
of Chivalry were never completely upheld, they are al-
wayssaenasthetrueided sof thearistocracy. Inmuchthe
same way that freedom and tolerance characterize our
ideals, honor and chivalry characterizes theirs, and these
ideals, however poorly maintained, compose the true ro-
manticism of the Middle Ages.
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here, as can other travelers who are not hostile to the Believers.
Even magi might be welcome to seek shelter for the night.

CurrentlyayoungBeliever, Mathieu, islivingtheasceticlife
there for a year before deciding if he has the faith necessary to
become aGood Manhimself. Hehasthe dangerous gift of hexing,
and hasunwittingly cursed many asoul in afit of anger.

Living among the serfs of the surrounding villages are Sir
Guifre'sseven yeomen (including Cugat) whoowehim military
servicein exchange for their land. They arc old cronies of his and
often go on huntswith him in the foothills to the west.

Sir Guifre

A broad-shouldered man; if ready for battle, he wears
full chain mail, rides a steed, and bears a bastard sword,
kiteshield, andlance.

Age 39
Prs +3 (commanding) Com +1 (regal speech)
Cnf 4

Reserved +3
Reputation
Fair 2, among his serfs
Combat Stats
lance: 1st +7 Atk +7 Dam +14
sword: 1g +7 Atk +11 Dam +18
Fat -3 Def +10 Soak +16
Important Abilities
Sword Atk 6*  Ride6 Scribe Latin 2
LanceAtk 5 Leadership5  Animal Handling4
Shidd Parry 5  Diplomacy4  Believer Doctrine 2

* +2 knack with swords

The Manor
of Sir William

They say his kindness was scoured from him by the hot winds
of the Levant, that his compassion died with his brother on the
curved bladeof a heathen's scimitar. But what the Crusade robbed
from Sir William, it paid back with gold.

Rather than return to his father's castle in England, which
would no longer seem home to him, he took his band of warriors
heretotheland of Frovengal wheretheweather was more pleasant
and the ladies, the troubadours had promised, were more beauti-
ful. Now from hisfortress— bought on questionable groundsand
held through force - thisgaunt warrior looks over the wheat fields
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and vineyardshe ruleswith aniron fist.

Theremainsof hiswarrior band, some hal f a dozen hardened
but aging warriors, share theluxury of thisholding. They throw
raucous parties with the vigor of conquering looters, and the
youngwomen of theareaknow that if they ever fall onhard times,
they can at least find wine, food, and abed (especially abed) here
at William's manor.

William'swife, Nuria, thedaughter of thepastlord, hasfound
chastity to satisfy both her faith in the words of the Believersand

The Baron's Castle

BaronLuc d'Uverreisaman of advancedyearsand great girth,
but heretainsmuch of the strengthand vigor of hisyounger years.
Hisleft eyewaslost in askirmishwith Moors when he was adven-
turing in Spain as a young man, and now he wears an ornately
embroidered patchoverit. (Healso hasajeweled onehewearsat
Mass and other important occasions.) His patch and his mane of
longwhitehair arethe hallmarksof thenoted Baron of Uverre.

Baron d'Uverre has grown in power over the years, winning
largepartsof hisfather'sinheritancefrom siblingsand someof his
grandfather'sinheritancefromhiscousins. Now horulesmuchof
Val duBosque. Hisschemes over-reached themselves, however,
whenalocal priest wasslain by someof hismeninwhat he swears
was a misunderstanding. This "misunderstanding” led to an
enormoustitheto the Church to buy hisway out of excommunica-
tion, and apublic supplicationtotheBishopinFoix, Ever since, he
has had to be extremely cautiousin hisdealingswith the Church
and has gained little land or power the past eight years. He
toleratestheBelievers heresy, thoughheisready toshift positions
inan instant should Bishop Merdici'sthreatsof "direactions’ be
realized. Barond'Uverrehasapear| whichheputsintoeverything
he drinksinorder tonullify any poison. One of the Baron's sore
point is the story of his long lost brother, with whom he had a
fallingout. Few daretobringup hisnameintheBaron'spresence.

Isabel, the Baroness, is a shy woman, a Believer at heart who
has learned, for political reasons, not to be vocal about anything.
When important guests visit, the Baron has Isabel serve as a
gracioushogtess. With her winningwaysand keen perception, she
can find out much about those who visit, and the Baron always
guestions her closely once the guests haveleft. As she gets older
she grows more and more independent of her husband, and has
developed her own list of priorities.

Their daughter Franceses, oncearebel lioustomboy, hasgrown
tobequiteabeautiful and talented | ady of thecourt, renowned for
her gentle wit and charming manner. Francesca's mother worries
that sheis too haughty ever to accept a suitor.

Imagine her surpriseif she knew Francesca was being wooed
by ayoungknight fromascandal ridden family— Sir Tarbil, the
only son of Sir William. With ahead of golden hair, crystal blue
eyes, and voiceas honeyed asany bard's. Sir Tarbil is ashonorable
andforthright ashisfatheriscruel. Butif Francescasfather were
to learn of thiscourtship, the Barony would bein an uproar for
months. Thoughheknowshisfatherisanevil man, Sir Tarbil still
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her need to distance herself from her husband. She keeps to one
tower of the castle (this is a very large manor house); the door
guarded by her enormous handmaiden, V eronica. She occupies
herself with meditation and whatever books V eronicacan obtain.

William's vain and opulent lifestyle cannot be entirely sus-
tained by thetaxeshe and hismen extract from the local peasants,
so he readily accepts the bribes of aloca group of bandits. On
occasiontheyvisithimforanight of feasting. Rumorsof thishave
begun to come to the attention of the Baron d'Uverre.

honors him and would never betray hisfamily or evenallow his
father'shonor to be questioned.

Sir Tarbil spendslittletimeat hisfather'smanor; and last year,
whilewandering in the hills, he had an encounter with a strange
hermit who told him whereto find a sword with afingerboneof
Sante Fabiain the hilt. After aharrowing adventure, Sir Tarbil
now has thisholy sword in his possession.

The Baron can, in a fortnight's time, call on fourteen knights
and their eight score men-at-arms, vassalsof hiswho owehim 60
daysof military service per year. Healso hasthe service of seven
bachel or knightswho stay at the castle, and twenty men-at-arms.
Their leader, thegrizzled Sir Pere, has seen enough blood to have
lostthefirefor chivalry andglory that many of theyounger knights
have. Relying on his status asaknight of renown, he has earned
animportant placeintheBaron'scourt, buthedetestswarfareand
violence, and frequently counselstheBaronagainst usingwarfare
asameansof settling differences. Sir Fereand the baronplay a
gameof chesstogether every evening, and they areal wayslooking
fornew opponents.

JaumeisSir Pere'ssquireandthesonof SirGuifre. Atfourteen
he still has several yearsof training before he can be knighted,
years of drudge-work, martial training, studying heraldry, and
deeping on thecold stonefloor beforehismaster'sdoor. Theglory
of knighthood seemsfar away for young Jaume, and hehaslearned
to make the best of being a squire: jesting and fighting with the
other sguires, chasing the younger chambermaids, and eaves-
dropping on important conversations within the castle.

Oneof theBaron'smost loyal soldiersisOt, apeasant by birth
who has, through exemplary and devoted service to the Baron,
risento therank of knight sergeant. Herideswith theknights, but
is not nearly aswell armed and docs not use a lance. Though
dependableand strong-willed, he sometimesunleashesa violent
temper toward the other men-at-arms (but never to theknights).
Hehasareputation for fighting dirty in brawls.

The Baron'sbarber, Eloi, sees to the lord's heal th and groom-
ing. TheBaron refuseshisingstencethat regular bleeding would
improve his health and longevity, saying that he would rather
keeptheblood andrisk thebile. ThisdisappointsEloi, whowould
liketo havethe chancetoconverse more with the Baron, asheisa
spy for Mistridge. He sends messages to the wizardsviahisdim-
witted son, Davin.
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The Monastery of San Blas

Themonastery of SanBlasisimportant tothe Churchbecause
itistheintellectual center of thevalley. Heretheeducated monks
study, copy, and write books and treatises of all kinds, isolated
fromtheoutsidelife, largely unconcerned with worldly matters.

The monastery owns a huge tract of land, and its fief includes
three villages spread throughout the barony. The monks are
careful stewards of the lands and have been involved in severd
disputeswithloca lordsover ownership. Dueto SanBlas preem-
inent position asa holy monastery (the monksin the other mon-
asteriesin theregion taking their holy vows far less seriously and
falling to thetemptationsof gluttony, greed, and lust), it hasthe
strong support of the Count of Foix and the Bishop. Themonastery
has won every court caseand violence has never been attempted
against it.

The abbot of the monastery isVicent. He takescare to make
themonastery aplaceof whichtheBishopcanbeproud; acenter
of puredevotion and study. A priority of hisiscountering the
Believers heresy through words of reason, and hehas hismonks
write carefully researched works condemning the beliefs of the
heresies. Occasionally heinvitesoutspoken Good M entodebate
their viewswiththemonks; thesehavebecomeafamoustradition
intheregionand many travel to hear them. Thoughthe Good Men
arccareful studentsof their beliefs, theorthodox monkssomehow
alwayswinthedebates. SinceVicent believesthat only rational
debatewill stoptheheresy, hediscourageshismonksfrom using
unfounded rumorsof theBelievers sinsasevidenceagainstthem
—aprecautionnot followed by someof themoreardent enemies
oftheheresy.

Alfonsisone of twenty-threemonksat San Blas. Some of his
brothers devote themselvesto prayer, while othersenjoy Epicu-
rean life-styles; but he takes full advantage of the opportunity to
study. Hehaslearned Arabicandiscurrently studyingtheArabic
texts of Aristotle, comparingthem to what he considersinferior
Arabic-to-Latintranslations. TheAristotelian concept of God as
the Unmoved Mover appeals to him greatly, though he isn't yet
sure how to reconcileit with Church doctrine. Heisadevoted fan
of afamous man of lettersknown simply asClavius.
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The Ideal Medieval Person

A good way tounderstandacultureistoascertainwhat
kind of personthefolkinthesociety most admire, thetype
of person they regard asthe most moral orin someway as
the"best." Inmedieval society, the"ided person” isthe
ascetic: the nun, the monk, or the hermit. These people
haverenounced earthly interests, cares, costs, and tempta-
tions and are above all things of sinful, earthly nature.
They arededicating themselvestothespiritual sideof life
and seek atranscendent salvation through prayer, medita-
tion, and solitude. This, in part, explainsthe success of the
Believersin obtaining convertsin the south.

The Church

Thegresat religious fai th that pervades most of society
isareal and deep and abiding faith and is not to be taken
lightly. Theideaof atheismisludicrous, held by only the
most deranged and mentally enfeebled. Faith in God's
existenceistotal. Debates asto thenature of God are still
possible, though not common among the orthodox. Since
most people cannot read and are not educated, they rely
upon the Churchto show them the Bible story and message
in paintings and sculpture, and to teach them about the
right way of life.

The Church is the principal center of learning and
knowledge, and servesanimportant unifying functionin
medieval life. It may becharacterized by itsown peculiar
canon laws and jealously guarded rights of jurisdiction.
Members of the Church cannot be tried in secular courts,
and instead are dealt with by specid ecclesiastical courts.
Perhapsevenmoreimportantisitsroleasamajorlandlord
and property owner. To ensure it retains this temporal
power, the Church is constantly engaged in strife and
intriguewiththenobility and townfolk.

The Church is not entirely hostile to the Order of
Hermes, though the magical activities of the wizards are
frownedupon(especiallyif performedwherethe common
folk might be corrupted) and transgressions of religious
laws — such as consorting with demons, blasphemy, or
injury to apriest—result in extremedisfavor.

Itisimportanttoknow of thetraditionof sanctuary. If
acriminal or anyone who is being pursued seeks refuge
insideapl ace of worship, suchasachurch oramonastery,
they are granted 60 days of safety during which no oneis
allowed to harm them as long as they do not leave. Al-
though it is not unknown for the right of sanctuary to be
violated, doing so can bring mundane as well as divine
retribution.

Ars Magica
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True Faith and Miracles

Faith Points arc a measure of a person's connection to
God. Those who have given up their own striving for self-
improvement and have selflessly dedicated themselves to
loading haly lives (as many in the Church have done) no
longer have Confidence pointsbutinstead haveFaith points.

If you have no Faith points, you may gain 1 point (and
thereby lose your Cnf) by spending at |east ayear in selfless
service to God. If your own desire for recognition, esteem,
self-respect, or power underliesyour actions, you do not get
the Faith point. Once you have 1 Faith point, you may gain
more only through extreme devotion to your faith, such as
spending years in a cave resisting the demons who come to
tempt you, putting yourself at great risk for your faith's sake,
and overcominghabitsof thought andbehavior thataremajor
stumbling blockson your spiritual path. (Ifthey arcindeed
"major stumblingblocks," then overcoming them takes grat
effort and years of work.) You may lose Faith pointsif you
turn away from your faith.

A person with 1 Faith point israre and somewhat holy,
whilesomeonewith5or moreFaith pointsisexceedingly holy
and will most likely be canonized after death. Most of those
with high Faith scores have attained them only lateinlife.
Many clergy, though certainly not most, and a few reverent
lay people have Faith points.

Truefaith protectsyou from all manner of supernatural
powers. Any time you are affected by magic, good or bad,
makeastressroll (nobotch). Iftheresultisequal to orlower
than your Faith points, themagic has no effect on you; indeed,
no magic will affect you during that entire encounter. You
may add arelic'sFaith pointstoyour ownfor thisroll evenif
you do not have true faith.

Also, Faith pointscanbe used at any timeto modify any
personality rolls, but they are not lost when so used.

Miracles are possible to those with Faith points. When
you ask for amiracle, theoutcomeisdecided by twodierolls.
Thefirstisasimpleroll, and you must roll equal to or below
your Faith points. Thenatureor circumstancesof therequest
may modify your effective Faith pointsfor thisroll; seethe
Miracles Table. If theroll is successful, the request for a
miracle is answered somehow. Then you make a stress roll
(nobotch). If youroll a0, your miracleisanswered withonly
a sign that God iswith you but that you are to persevere on
your own. If youroll 2+, multiply theroll by the number you
madeonthesimpleroll. Theresult determinesthe Level of the
miracle. The Miracles Table describes the Leve required to
perform many common miracles, using the same scale used
for magic spells. If you ask for amiracle but do not roll high
enough for the miracle requested, a smaller miracle might
result, or at least some sign that God has heard your petition.

Miraclescomefromapower abovethe Earth, sonoforce
onEarth or from Hell below can stop them. Thereisnomagic
resistanceroll againstmiracles.

If the request is strictly exploitative, the miracle will

definitely not occur, though ademon who hearsthe petition
might show up eventually to grant the desire as part of "a
deal."

Relicsareholy items, oftenthebonesof saints. Ifyouhave
ardlic, add itsFaith points (1, 2, or 3) toyour Faith pointsfor
miraclesand for protection from magic, evenif you have no
Faith pointsof your own. Theswordsof most knightsarc con-
structed withrelicsintheir hilts, but many of theserelicsare
fakes. People who are especialy unfaithful or currently
drivenby sin find that relicsdo not aid them, so it ishard to
know whether arelicisinert becauseitisafakeor becauseits
user is not worthy.

Miracles Table

Condition Faith Point Bonus
Previous request unsuccessful -1
Request in past week -1
Request in past day -2
Partly greedy or prideful request -2
Entirely greedy or prideful request n/a
Direpersona need. +1
Dire need of many faithful +2
Dire need of the Church +3
Part of holy quest +1

Possession of relic +pointsof relic

Miracle Ease Factor
ExorciseDemon  DemonMight
Dispel Magic Spell  Spell Level
BanishFagrie FaerieMight
Remove Curse CurselLeve
CamFears 5
Cure Severe Fever 15
Give SpeechtoaMute 20
StrikeBlind 20
Determine Guilt 25
Wak on Water 25
Cure Leprosy 30
DivineRescue 30
SmiteFoe 40
RaisetheDead 100
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The Convent of Sante Fabia

Mother Blanca has risen to the highest rank attainable by
women: Prioress. Inthisrole, shewatchesover her convent with
great care. Her goa is to separate the convent from worldly
concerns. Each nun who comes to theconvent is given anew name
and stripped of personal possessions so that she will no longer
havetiesto theoutsideworld. Mother Blancaand her convent will
have nothing to do with those who come to her with impure
motives, whether they bewizards or nobles. However, the Believ-
ers heresy and all the political machinations associated with it
have touched the convent and the naive nuns have become terri-
fied of the Believers—not tomention thewizards. Mother Blanca
is above this, but even she is deeply suspicious of anything of
unorthodox nature.

Sister Eleanor, one of the nuns, uses the separation that the
convent provides to deepen her devotion to God. She has had
mysticvisionsfromtimetotime, and expressestheminbeautiful
poetry thatisread by many in the Provencal region. Grimgrothis
said to admire her work, though he has never met her, and it is
rumored he has a complete collection of her poems.

Foix

The most outstanding feature of thiscity is the half completed
cathedral, whichloomsover therest of thecommunity. It isabeau-
tiful, Gothic structurewhichisbeing used for serviceswhileitis
still being completed; thearchitect estimatesit will befinished in
about another seventy years. Foix ("fwah") isalarge walled city,
withover tenthousand inhabitants, and it isthisregion'scenter of
trade.

Foix isknown for theskill of itsmetal workers, whose proxim-
ity to mines in the mountains has generated a whole industry
based around iron ore. The jongleurs of the city have dso devel-
oped quiteareputation, mostly fortheirbawdy lyricsand sarcastic
loveballads; awholeplazaisdevoted to their songs. Ingeneral the
people here are easy and happy-go-lucky, clearly possessing a
southern temperament.

Throughout thecity one finds thetall houses of guildmasters,
merchants and nobility who have moved to the city from else-
where. Many of thehomesarefortified and afew sport towers—
thereismuchrival ry betweenfamilies, andviolenceisnotuncom-
mon.

TheCount of Foix, Sebastia of theSt. Gillesfamily, isnot often
at hiscastlejust outside of thecity, for he spends much of histime
at his castle near Toulouse, to thenorth, wherehealso holds much
land. Heis adecadent and slothful man, much given to feasting
and poetry, Sebagtia considers himself something of a troubadour
and is renowned for the ballads about chivalry he has composed
and frequently performs. TheCountisnotanentirely untalented
performer. He is unconcerned with religion, but has allowed the
Bishop to take control of Foix, so as to keep on the good side of the
Church.

Once per year, during the week of October 23, the convent
comesin contact with the outside world. October 23 isthe Day of
Sante Fabia, who was born in the village near this convent, and
performed great miraclesinthevalley. Herremainsliewithin the
reliquary of the convent. Miraclesof healing havebeengranted to
those who ask her to intercede for them, so the celebration of her
day isquitepopular. Ithas, infact, turned intoacarnival of sorts
with sword swallowers, vendors, and souvenir hawkers setting up
shop in front of the gates. People come from as far as Toulouse,
Barcelona, and even Paris to ask Sante Fabia to intercede in their
lives. The nuns have mixed feelings about opening their gates to
throngs of pilgrims, many of whom are simply tourists, but they
fed itistheir duty to provide the people with what blessings Sante
Fabia can grant them.

In the hills to the cast of the convent arc a large number of
hermitswholiveasceticlivesof sacrificeand prayer, dwellingin
scattered cavesand hollow oaks. Amongthem areboth Believers
and those of more orthodox faith. Quiteafew of them haveTrue
Faith. The Dominion hereis5, because Sante Fabia met her end
near here.

Ever since Bishop Merdici was sent from Rometo this place,
hehas methodically garnered political power, and now, ten years
later, he has become quiteinfluential. Heisthetrueruler of the
city; the town council, made up of influential burghers, islittle
more than a student council (for Foix does not yet havea charter,
theCountisitsnominal ruler). Asanoutsider, the Bishopfindsthe
Believers heresy revolting and has warned again and again that
Romewill not long stand for itscontinuation. Heisalso dismayed
at the state of the loca clergy, many of whom have given up
spiritual concernsto seetotheir temporal wealth. Bishop Merdici
wasanoblessoninltaly,and theurgetorulestill runsthrough his
veins. AsBishop, he has many chances to exercise that urge.

Among the Bishop's canons, who advise him on political and
religious matters and help govern the diocese, is Ramon, Baron
D'Uverre'snephew. Ramon sympathizes with the Believers, hav-
ingalmost considered himsel f onebeforeenteringthehierarchy of
theChurch, but hisattemptsto soften the Bishop's stance must be
extremely subtle. When the Bishop and theBaron wishto address
one another, they use Ramon as a messenger.  Though the two of
themhavetherdifferences, theBishopstill sendsRamonto inves-
tigatemattersfor the Church, for Merdici knowshim tobean hon-
est and devout man. Heis afriend of the wizard Clavius, and
maintains an extensive correspondence with him. Indeed, when
hewas younger he spent two years at Mistridge as a guest scholar.

Balinger, a prominent guildmaster and member of the city
council, has givenin to the Bishop, eventhough heisadevout Be-
liever at heart. Heabstainsfrom sex withhiswife, and eatsnoeggs
and no meat but fish, but hisbeliefs have not hindered him from
competently managing his wealth. The activities of the Bishop
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worry himlittle, for heseeshow littlehaschangedinthepeople's
livesand their beliefssincethe prelatearrived.

Dominic isa short, squat man, the leader of thirty Frankish
mercenaries who have come to Foix in hopes that their services
will soon be needed dueto the growingreligiousconflict. Heand
his men have hired out as town guards, and they are brutal in
carryingoutjusticeagai nstoutspokenBedlievers, partiallyinhopes
that this will quicken the outbreak of war. Though they are
something of a scourge on the city, carousing and taking advan-
tage of their power, the Bishop supports them because of their
tough stance on the heresy.

Louis,a Town Guard

A young man with rough features, wears a heavy
leather hauberk and carries asword and aclub.

Age 24
Prs -2 (rough features) Com 0
Cnf 1
Belligerent +2
Combat Stats
Club: 1 +3 Atk +5 Dam +5
Sword:  1st +7 Atk +8 Dam +11
Fa -3 Def O Soak +5
Important Abilities
Broadsword Atk 4 Subterfuge3 Speak Provencal 3
Club Atk 2 Intimidates FolkKen2
Dodge 3 Charm -1 Athletics1

Inoneof theplazas, avisitorislikely tofind awideassortment
of people. Balnalio, ajongleur, isofteninaplazawithhisrowdy
troupe of entertainers, trying to milk somesilver from the crowd
with hisbawdy slapstick and ballads. He occasionally attempts
more dramatic roles, working out the kinksin hopes of a perform-
ance before the Count's court. He holds common folk and even
artisansin contempt, seeing himself as above therabble, but hasan
intenseinterest in meetinganyone unusual or exotic. He wouldbe
fascinated by magi. His easy-going, well-practiced manner can
gain him a conversation with just about anyone he chooses.
Balnalio'shilariousmockery of thebrutal guardsmenhaswon him
much applause, thrown silver, and more than a few sound beat-
ings.

Marcelli, a mountebank, also plies his trade here, selling
slivers of the True Cross ("It's real! | pledge on my mothers
honor!") by day and lovecharms (" Guaranteed, if you haveapure
heart.") by night. Histravels havealso given him the wisdom to
advisepeopleonmattersof medicineand herblore(foraprice). In
amoment of hubrishe may even try to pawn something off onthe
wizards. One of these days ho may just come across something
valuable.

Easily noticed due to their brightly dyed clothing and loud
voices, a small gang of rakes often patronize the various plazas.
They areled by Berenguer &. Gilles, of theextended &. Gilles
family thatincludesthe Count of Foix. Berenguer and hisfriends
frequent crowded areaswherethereare pl enty of women towatch,
beggarstoinsult, merchantsto hassle, and finefoodsand winesto
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buy. The onething they enjoy most is goading someone into a
fight; they know full well howtousetheswordsat their sides. The
townguard often hastointerveneto prevent them frommaiming
yet another honest citizen, but therakesarebeyond legal reproach
aslong as they don't go too far. The town guardsmen, for their
part, wouldgladly wring their smooth, clean necksif they thought
they couldgetaway withit (and if thepolitical situationworsens,
the guardsmen just may get their chance.)

Berenguer's gang is often followed by a streetwise gang of
urchins, street waifs for whom adventure means getting at the
rakeshoweverthey can. Theyfilchtherakes' money pouches, hurl
filthat them from the roofsof buildings, and call them names from
theanonymity of acrowd. Berenguer knowsthey areafter him,
but he's too ashamed to admit that aband of unwashed children
could causehim unease. However, heknowsthat they know the
city and its ways better than he ever will.

Servants of the wealthy (merchants and nobility who livein
town) spend alot of their time shopping hereand socializing. Y ou
can tell the houses that servants belong to by the colors of their

Towns and Cities

The cities are the centers of trade and commerce, of
religiousandintellectual thought,and of dissent and grad-
ual change. Though not as large as we would imagine
today, cities are crowded and bustling places where the
technol ogy of anincreasingly complicatedsocietyiscrafted
and sold.

Squalor and opulenceliveside by side, asbeggars sleep
ingarbage-riddenalleyswhilewealthy guildmastersown
fortified townhouses. Because a city's growth is con-
stricted by its terribly expensive town walls, the homes
withintendtobesmall, buttall, and oftenthey leanoverthe
City strests.

Firesand disease plague the densely built urban areas,
and occasionally one of the two sweeps through a city,
killing off alarge number of the poorer inhabitants. But
they are soon replaced by otherswhoareconstantly flock-
ing to the city from the countryside. Serfs who livein a
chartered city for ayear and aday become free.

Many cities have been granted charters by the king or
alocal lord, and are thus effectively outside of the feudal
system. Such cities are ruled by a council of burghers
sdlected from thevariousguilds. Sometimesacity isruled
by abishop,and othersare still under thecontrol of abaron
or count.

Gainingafreecharter and escaping from thebonds of
theclergy and nobility isacommondesireof theurbanfol k
of the Middle Ages, and is a constant source of strife
between the different groups, sometimes even leading to
warfare. Theawakening commercialism and thegrowing
education of the burghers in thecities is a force oftenin
direct societal conflict with the older feudal, |and-based
society around it. It is only the interdependence of the
feudal and theguild systems, and the unity provided by the
Church, that prevents morefrequent conflictsthan those
that already occur.
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clothes. Theservantsoftenmi mi ctherival riesof theirmasters,and
fightsarenotentirely uncommon.

Countless beggars a so congregate here, hoping for scraps of
fallenfood, if nothingelse. A watchful observer might noticethat
someof the "crippled” beggarsare healthy peopleindisguise. An
even more astute observer might (but probably won't) notice a
single baby inthearmsof different mothersat different times. A
baby can bring in double the normal take, and those who have
them rent them out to those who do not. These beggars have
developed a community of sort, and some even have traditional
spots where only they can beg, a privilege passed down from
parent to child.

Moredaringthanthebeggarsarethecutpurseswhoprowl the
squares, relievingtravel ersof their heavy sacksof silver. They're
good, but they're not professionals. The most flamboyant among
them is Roland, an arrogant and crude fellow who has earned
himself afortune. He hasin hispossession alarge number of fern
seedswhich givehiminvisibility whenheeatsone, for aslongas
he holds his breath. The fern seeds of course, are invisible
themselves. Roland wastold whereto find them by ademonwho
hasbeen interested inhim as of late.

Near one square is the Eagle's Egg Tavern (The sign has no
words, just asilver egg). Wineisin great supply here, butif you
want food you'll have to buy it out on the squareand bring it in.
TheBlueBarrel isaninn for travelersthat providesfood as well
asdrink. A room for four with supper and breakfast for all costs
8 deniers, but you can sleep on the common floor for a farthing.
(Justdon'thaveanythingworthstealing.)

Down one lane are the glassworkers. Isidre, known for his
intricateglasswork, hasathriving shoponthislane. Itishiswares
thatJon-L uc buysandthen sellstothemagi. Isidre'sguild controls
suchcraftsinthetown, seeingtoitthat themembersenjoy heal thy
profits for their skill and labor. Isidre's youthful apprentice,
Miquel, seems to have an innate talent for the craft, and already
Isidre's fellows jokingly refer to the shop as "Miqud's Glass-
wares." Recently themagi havebeen provided with someexqui-
site laboratory equipment, all of it made by Miqucl. Isidre is
jealousof Miquel'sskill andismakinghisapprenticeshipdifficult
and his life miserable.

IntheJewish Quarter one can find moneylenderswho are the
center of finance. Since the Church hasdeclared charging interest
onloanstobeusury and thussinful, thetask of lending money falls
upontheJews. Aaronisaprominent moneylender, and asaresult
hehasgainedasizablefortune. Hehas provided investorswiththe
capital needed to construct several profitable mills on the river.
The Count and the Bishop, however, tax him very heavily, mostly
because they know that the Jews do not have the power to object.

Montsegur

A large, sturdily built castle highin the mountai nsabove Foix,
held by the Baron DuSeguer, a strong supporter of the Believers.
Hiscastlehas become something of a stronghold for the Believers;
indeed they use the castle itself as a meeting place. Perhaps a
thousand or more of them livein caves duginto thecliffsaround
thecastle. Thereisnofarmland or villages near the castle, just
barren mountainwilderness, a few shepherds, and some isolated
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Money

Thisisalist of common prices for goodsbeing sold in
Foix. Itisprovidedtohelpyou visualizethetransactions
that might take placein the sagaand give you a sense of the
relative value of things in the Middle Ages. Of course
actual pricesmay vary fromtimetotime; thislistisonly a
general guide. These prices in noway imply that anyone
with the money can purchase these items. Y ou cannot
simply buy acastle, or even a suit of chain mail. Wealth
ismeasured through statusand breeding, not by hoardes
of coins. If your playerswanttokeeptrack of pricesinthe
saga, it shouldn't be hard to create a full money system
from the prices and guidelines given here.

Thebasiccoinisasilver penny, whichiscalledadenier
(d). Twenty deniers make a golden sou (s), and twelve
sousmakealivre (L, a"pound"). A silver penny is some-
timescut into fourths, with each part called afarthing.

Price List (in silver deniers)

Joint of meat 1/2
Pint of wine 1/4
10'of rope
Privateroom inan Inn, for two
Pint of vintagewine

Dagger
Bribe for atown guard
Banguet meal for one
Qil lamp
Large book, 50 pages 1.
Carpenters st of tools 4
Holy relicof local saint 370
Real relic of local saint 7
Gold cross
Tunicof silk
Bastard sword
Riding horse 214
Peasants cottage
Full set of chain mail
Material for amagus' lab
Merchantsship 3
Fortified manor house 5,
Largecastle 125,
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ironmines. Itwasbuilttodefend France from Moorish invaders,
and it overlooks one of the major trails to Aragon. The tolls the
travelers pay support the upkeep of the castle and provide the
Baron with a substantial income — his castle is a place of some
luxury. The Baron has a strong antipathy towards the Baron
d'Uverre, duetoa"differenceof opinion" whenthey werefighting
the Moorsin Spain twenty years ago.
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Creating Your Own Covenant

Y ou may cresgte your owncovenant rather than using Mis-
tridge. Following arc some guidelines for designing your
covenant; they describe a young covenant, one in which
perhapsonly the player-charactersaremembers. Follow your
own inspiration if you have a covenant concept that goes
beyond these rules.

Arcane Library

For 7 of the 15 arts, roll a stress di e to determine the score
(maximum: 20).

MundaneLibrary

Roll a simple die and divide the result up among at least
3 knowledges to get their scores (maximum of 6 in any one
knowledge).

Grogs

The covenant hasasimpledie + 15 grogs. They canhave
standard or inexpensivearmamentsonly. Thecovenantlacks
the resources to hire or maintain more grogs or to give them
better armaments.

Magic Aura

Thisdetermineshow strongamagical areayour covenant
isin. Itwill play avital roleintheresearchand enchantments
thewizardswill be making.

Roll Magic Aura
botch 0
0 +1
25 +2
68 +3
9 +4
10+ +5

Raw Vis

Throughout the land are places where recurrent supplies
of raw viscanbegathered, such asfrom magictreesor poaols.
Roll a simple die to determine the pawns of vis that are
availabletoyour covenantannually fromsuchasource. Itcan
beany kind of visyouchoose. Magi from other covenantsare
likely tobeinterested in what you consider to be your vis, so
you may have to fight for it.

Fortress

Design your fortress with the tone of the saga in mind.
You could inhabit dank cavesthat riddle abarren cliff, the
ruinsof anancient castle, alone tower, a sprawling collection
of small buildings, or asmal fortress. Asayoungcovenant,
you do not have the resources to own or maintain a castle.

Equipment

Y our covenant hastheequi pment most commonly usedin
day-to-day life and on wilderness expeditions, including
torches, tents, rope, possibly a mule, and so on.

Money

Decide what source of income supports your needs, such
astaxesonaroador river, amine, or mills. You haveenough
spare silver to fund occasiona adventures, but not to invest
massive amountsof money.

Older Magi

Older magi might live in your covenant. If so, they
probably play an important role, perhapsthey even send the
player-characters out on dangerous expeditions.

Covenfolk

Y our covenant hiresservantsand workersto takecareof
mundane tasks, such ascleaning, cooking, repairing armor,
and so on. Detail afew and give them interesting personali-
ties.

Status in the Order

Other magi know little of your covenant. To win their
respect, you must perform deeds of value to the Order and
make a good showing at Tribunals.

Mundane Relations

Determinehow well you get along with various segments
of society. Y ou might be sworn enemies of the noblesinyour
area, ongood termswith the guildmastersof anearby town,
feared but respected by the peasants,and barely tolerated by
theChurch. Inventrelationsthat will makethesagainterest-
ingforyou. Besuretoincludeindividual enemies, alies, and
friendsintheoutsideworld.

History
Invent adetailed history for your covenant. Who founded
it, and when? Why have the player-characters come here?
What major events have occurred in the covenant's past?
are your current goals?
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/.- Lucienne looked out into the night without

seeing the stars or the lights of Javielle down the hill. A cool breeze

licked at her long black hair, flicking it at the high collar which thrust up
from her robes. It was a peaceful night, and she was thinking.

"Sothisiswhat | have become, risen fromasimplewaif to a magusfilled
with knowledge and power. A mighty wizard am |, with a new name, and | am
lost, adrift in a sea of shadows. What shall |1 do now? | must find a new a home,
a covenant to join. | could settle my feuds here before | leave, using the
knowledge Grimgroth has given meto sate my appetite for petty vengeance, but
would that betray all that | have been taught?

"So what can | pursue, what can | do with my life? Go to the faerie woods
and explore it more? Or perhaps 1 could become involved in the politics of the
Order, building my fame. Should | travel todistant lands? If 1 desiredit, 1 could
visit each of the Seven Wonders of the World.

"Even moreimportantly, will 1 continueto grow in my understanding of the
arts, or will | fall into the seductive trap of power as Grimgroth haswarned me,
abusing what | know and losing myself in the process? Letting magic use me,
instead of meusingit. No, thatisonethingthat | must besureof. | cannotbecome
another Lupus."

"Astellena?' The voice was Grimgroth's, and he was using her new name.
Astellena turned to see her former master looking upon her with sad eyes. For
thefirst time she realized that he had not aged in the years since he had brought
her to Mistridge. "What areyou thinking about?' he asked gently.

"l am very confused. Master | mean, 'brother." she replied. "Theworld is
- wide; there are so many possibilities, it was easier when you would guide me
each day."

"You are a magus now, Astellena, apeer to me. Asamagus, you have powers
beyond those of thisworld, and thewill to use them asyou deem best. It is now
your task to usewhat little | havetaught you to continueonyour path. | haveled

you afew steps, but now you are freeto stride ahead. Y ou have strength of heart
andaclarity of mind. Astellena, and 1 will missyou. but | envyyou, Astellena.
foryourjourney hasonly just begun.”
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= Storytelling =

n much the same way asL ucienne, you have reached the
end of your education; your basic understanding of theArt
of Magic is complete. This chapter contains rules and
advice for creating and playing your own stories and for
inventing and sustaining asaga. Thisisinsomewaysavery

Being a Player

As a player in Ars Magica, you have the responsibility of
decidingtheactionsandwordsof your character(s)andparticipat-
ing productively in the story. Do not underestimate the influence,
good or bad, you can have on the story simply through your
playingstyle. If someonerole-playswell itisanexcellentimpetus
for otherstogetinto character,

Remember that each character plays an equal rolein an Ars
Magica story, evenif they arenot equal in power. Imagineeach
story asbeing an episode in a soap opera, inwhich thecentral plot
revolves around the same group of people, but with about four or
five ongoing sub-plotsat any onetime. The story (or sub-plot) of
each character isequal inimportanceand interest, grogor magus,
but the sum of these stories makes up the plot of the adventure.
When you role-play, attempt to appreciate the storiesbeing told
about the other charactersas much asyou appreciatethestory of
your own character. Often, different conflicts are important to
different characters. Doesthe wizard manage to retrieve the staff
of Askatangasey? Does the companion manage to overcome her
fear of heights? Doesthe young grog manageto prove hisbravery
and win therespect of the other grogs? These sub-plotscan make
your entire role-playing experience a great deal more satisfying,
andifall theother playerswatchclosely whenyourole-play, itwill
provideyouwithan appreciative audiencewhenimportant things
occur inyour characters lives.

Deciding Which Character to Play

In a story, your first task as a player is to determine what
character(s) youwill play. Eachofthethreetypesof charactershas
differentdemands,andoffersdifferentrewards. Thetroupe's goa
in every story is to have a balanced group of characters whose
abilitiesand personalitiesmatch thechallengesthey will faceand
whose players can handle the roles they are playing.

Theroleswithinthegrouparcpartially determined by charac-
ter type, thus allowing players to find their niches in the group
quickly. Magi arethe leaders, grogs are the fierce warriors who
risk their lives at the magi's commands, and the companions are
the loyal but free-spirited experts who aid the magi in various
ways.

difficult task, full of complications and problems. However, it
provides the reward of an outlet for your imagination and the
pridethat accompaniesexercisingit. Inthischapter wo give you
advice on how to get the most out of Ars Magica.

Thisisavery hierarchical system, and it may bedifficult to
adjusttoat first. Themagi havethefinal voiceonmost decisions
andthecompanionsarethepractical leaders, whilethegrogs must
generally do as they are told. Have fun playing out your role
within the hierarchy, and use your limitations to explore new
situationsforrole-playing. Itmaybefuntoplay acynical veteran
grog who makesfun of thewizards' foiblesbehind their backs—
and has so much bravado that he doesn't care much if he gets
caught.

Inour troupewehold acouncil meeting of themagi at thestart
of each story. This has resulted in some truly remarkable role-
playingand hasprovided astrong sense of continuity throughout
thesaga. Italsogivesall the playersthechancetorole-play their
magusevery story, atleast for awhile, allowingfor consistentand
uninterrupted character development.

Playing a Magus

Themagusisthe most demanding character typetoplay. For
onething, you must be familiar enough with the magic rulesto
make fast decisions about using spells. Thedifference between
well-used and poorly-used spellsisenormous, soif youtry to play
a magus when you arc not familiar with your capabilities, you
mightjeopardizethemissionandlivesof every party member. As
a magus, you are also the focus of the story. The goals of the
mission are primarily yours, and the others are along to aid you.
Y ou have authority over thegrogs, and you command respect (at
least) among thecompanions. Whilethethrill of |eadership canbe
enticing, itisalargeresponsibility, and it can bemorerelaxingto
play a character without that power.

Do not forceyourleadership on other charactersifit will spoil
thefun for the playersinvolved. Flauntingyour power by punish-
ing other characters might begoing too far, even if it makes sense
inthestory. Rememberthatevenif anactionis"incharacter," you,
theplayer, bear full responsibility for the effectsit hason theother
players because you created that character in the first place.

Besurenot tomakeany other charactersfeel left out or useless.

Avoid leaving the rest of the party sitting around with nothing to
do, such as by turning into abird to scout the surroundings or by
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conversing with atreefor an afternoon. (On the other hand, the
other characters should feel free to take such timesto play out
rivalries, friendships,and other character interactionsamongthem-
selvesand thereby stay intheaction. There'salwaysaway torole-
play even when the story doesn't present "something to do.")

Remember that you will play your wizard for along period of
time so you should try to make the character aswell rounded as
you can. Wizards tend to have peculiar idiosyncrasies which
make them especially intriguing characterstoplay. They arc not
like normal people, and often magic has warped them somehow,
both physically and mentally.

Playing a Grog

Grogs demand something completely different of a player:
obedience and loyalty. Covenantsdo not hire or retain grogswho
are insubordinate to the magi, so to play your character right,
generally you must follow orders. Role-playing an interesting
character without being extraordinarily powerful can bedifficult,
especially forlessexperienced role-players, butitisalsoreward-
ing. Think of grogsastheMarinegruntsof thesaga, thecharacters
whodig thetrenchesand rush theenemy line. Inmoviestheseare
especially vivid characters, inrole-playing they can beaswell.

Oneway tohavefunwithgrogsisto play uptheir quirks. 1f you
made your companion insufferably stubborn, or really hammed
up your low intelligence, role-playing that character would get
boring after several stories. But you can play out agrog's stubborn-
nessor spiteful temper with boundlessenthusiasm, knowing that
you won't haveto act the same way nexttimeyou play. Y ou will
find some of the most well-defined and enjoyable charactersin
your saga to be grogs.

Since grogs are less demanding to play than companions or
magi, it iscommon to play more than one grog, or to play a grog
while playing a companion or magus aswell. The companion or
magus would be the character you role-play fully, while thegrog
is used mostly during combat when you probably need an extra
sword anyway. A grogisagood secondary character if your
primary character isamagus or anoncombatant companion. In
the grog-magus combination, the grog can be assumed to always
be by the magus, bodyguarding.

People playing grogs almost inevitably make up for their
character's lack of power by playing the grog obnoxiously and
thusattractingattention tothemselves. Try toresist thistempta-
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Beginnings and Endings

Thetimeimmediatelybeforeandimmediatelyaftera
story isimportant for keepingtrack of the progress of the
characters and of the covenant. Hereare our suggestions
for how to usethistime.

Before: determine experiencefor time that has passed,
and role-play amagi's council meeting to shareideasand
introduce the story; in winter, roll for aging.

After assign experience and reputation, divide treas-
ure, recover from wounds, makeplansfor thefutureof the
covenant, record relevant notes from the adventure for
the"covenantlibrary."

tionforthesakeof yourfellow players. Attention-grabbing seems
to be the bane of most role-players, and we should all try to keep
ittoaminimum.

Playing a Companion

Companions are perhaps the easiest characters for most gamers
to play because they are so much like characters from other role-
playing games. They do not hold the legendary powers of the
magi, nor are they hired and under direct orders from superiors
likethegrogs. Companionsalsohaveenough virtuesand abilities
to make them extremely interesting characterstorole-play.

Asacompanion you must decide what your relationshipisto
thecovenant and to the magi who are leading the group. Arcyou
obedientlikeagrog, or free-spirited? We know that thetemptation
isalways to be free-spirited; role-players cringe at the thought of
obeying orders. But seif you can play out the role. Having a
superior does not mean losing al your free will, it merely means
playing a different role from what you have normally played.
Don't let your egotism get in the way of the story.

Companionshavetheimportant role of mediating betweenthe
magi and "normal folk," even the grogs. A wizard's magical
naturedisturbs most mortal s, and themagi intheparty will often
call uponyour resourcesfor dealingwith peopleand therest of the
real world.
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Relations Within the Troupe

With the power differencesthat separate charactersin Ars
Magica, thetemptati ontoabusepower (and peopl€) isstrong. You
mustovercomeit. Therulesfor personality sometimesencourage
conflictshetweenthecharacters(and players). If theseconflictsare
part of the story, play them out, but don't let them gotoofar. The
storyguide should be ready to step in and focus everyone's atten-
tion on the story to prevent any problems.

Make Sense of the Story

The playersmust alsorespectthestoryguide. If thestoryguide
says something happens, it isup to you, the player, to make sense
of it. Y ou should make theway you imaginetheworld or picture
the scenefitinwithwhat thestoryguidesays; you should never try
tocorrectthestoryguide. In"real life" thingsoften happen that we
do not understand, but we accept them asa matter of course. Do
sointhegameworld aswell. Inthetask of tellingatruly good story
itisvital for al the playersto trust the storyguide. Without that
trust the world never becomes real and complete, but remains a
fragileextension of the player'spreconceptions.
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Using Whimsy Cards

If you choose touse Whimsy Cards,arole-playingaid sold by
Lion Rampant and designed for use with Ars Magica, here are
some way's to do so with these rules and setting in mind:

« At the start of the game, you get one card if you are playing
amagus, two if you are playingacompanion, and threeif you are
playing only grogs. This evens character imbalance abit.

» Use Whimsy Cards to describe the unpredi ctabl e effects of
magic. Unpredictable events, aimost by definition, cannot be
covered inthe rules, but Whimsy Cards can add abit of color and
vari ety toamagic system that thewizardsthink they understand.

 Take into account reputation and personality traits when

using your cards. The structure of the personality rules and the
freedom of the Whimsy Cards make adynamic combination.

* UssWhimsiesto hint at a story that you intend to run next
timeyou play.

« Players may overuse Whimsy Cards until they get used to
them, sothestoryguideshould beready tovetomany cardsat first.

e The Number One rule with Whimsies is. Make the story
better. Asastoryguide, bestrictand vetoany useof Whimsy Cards
which makesthe story lessenjoyable.

Being a Storyguide

Being a storyguide for ArsMagicaisasmuch achallenge and
adelight asbeing a gamemaster in most other role-playing games.
There are some specific thingsto keep in mind, however, when you
runArsMagica

» Be aware of the characters' special ahilities. Some ability or
flaw that you arenot awareof canruin astory or makeitinconsis-
tent, or at | east spoil ascene. Forinstance, you might springatrap
on the characters, roll the damage dice, and start describing
wounds, only to have one of the players say, "My hunter has
Premonitions, | gettoroll to seeif he sensed danger." Evenif he
misses the roll, it ruins the momentum you had. Look over the
characters before the game and make notes of things you should
keepinmind.

* Go beyond the rules. Therules arefor keeping charactersin
line. If yourimaginationissuperior to therules, useit. Especialy
for non-Hermetic magic, you should let your imagination roam
free.

» Keep all the characters in mind. Provide something for
everyoneto do. If only the magi get to go talk tothe duke in his
private chambers, set the scene for the grogs to trade boasts and
insultswith theduke's mendown in the courtyard.

» Use personality traits. Evenif you don't call for rolls, set up
situationsinwhich one'sinterests, traits, virtues, flaws, and repu-
tation makeadifference.

Multiple Story guides

Sinceplayersswitch characters, itiseasy to switch storyguides
from story to story as well. Doing so keeps the world large and

unpredictable, rather than being entirely contained in one person's
mind.

To keep another storyguide from ruining your plans, reserve
areas of the world for your solecontrol. If you say, "I get Duke Pere
and hislands," thenyou can create that background without other
storyguidesinterfering. And you can concentrate on the type of
play youenjoy, suchas palitickingwithnobility, andleaveittothe
other storyguides to run faerie forests, dark caverns, and intra-
Order plots.

Ifastoryguideisout of control and docs something that upsets
the progress of the saga, the other storyguides can repair the
damage when they arerunning their stories.

The World

Y ou need aworld that the characters can believein, to havea
good saga. With each story you run, define the world a bit better.
Add detailsof geography, custom, language, and soon. Build it bit
by hit, at whatever pace you choose.

As a general setting we suggest northern Spain or southern
France in the 13th century. The Christians have beaten back the
Moors, Barcelona is growing, the troubadours are inventing the
modern ideals of love, heresy is widespread, and the forbidding
Pyrenees provide refuge for those people, beasts, and wizardsthat
want to distance themselves from civilization. Itisaninteresting
time and place that we will detail in our published supplements,
but these supplementswill be easy to adapt toother locdesaswell,
S0 use whatever setting you prefer.
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Stories

Designing the story isthe storyguide'smain task. A story gen-
erally hasconflictsor problemsthat thecharacterscan, witheffort,
overcome within thetimeavailablein thetypical playing session.
If your sagaisdetailed and rich enough, the characterswill be able
to find something interesting to do without your planning ahead
of timefor them. They may indeed insist upon pursuingtheir own
obscure aims. Until that point, however, you will need to devise
storiesfor their amusement.

Stories can often be conducted with just a few notes and some
good ideas, but players can tell when you have put extra prepara-
tionintoastory, and they appreciateit. Markisfamed for hisoff-
the-cuff stories that can lead anywhere inside his detailed back-
ground, whileJonathan planshisstories out carefully. Mark'sarc
more free-flowing, while Jonathan's seem morereal. If you are
desperate for astory to conduct, encourage the playersto let loose
withtheir Whimsy Cardsand slow thecharactersdownwithinter-
esting distractions, lengthy role-playing, and side detours. If the
characters do not achieve their god, then you will have a story
ready for the next playing session, when the characterstry again.
In the meantime, you can add whatever detail you like to the
probably excellent ideasyou and the players concocted the previ-
0uUs Session.

Encourage players to set their own goals and create stories to
fit them, especialy if they are from a Spring covenant. Just ask
them what they want to do ahead of time, and then prepare the
way. Wizards pursue magic, knowledge, and power; they don't
justwaitfor ittoshow up. Let them guide their owndevel opment.

Thebest storiesin Ars Magicado not follow the "you pay it, we
slay it" school of adventuring. Here arc guidelinesfor how to use
the ArsMagicasettingintendifferent typesof stories, from simple
straightforward stories to more challenging and intense adven-
tures.

|
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e VisHunt. Magi need raw visfor their spells, magic items,
studies, and (ever increasingly) for their longevity potions. A
good basic ArsMagicaadventureisasearchfor vis. First, thechar-
actersmust learn of a potential vissource. Then they must gather
membersof thecovenant toinvestigatethe source. Intheir travels,
theymayovercomedifficulti esandencounterdanger,butmostof
thedanger islikely tobein themagical place wherethevisisto be
gathered. Indeed, the vis might be in the body of a dangerous
monster. A simplesearchandloot story, ideal for beginning sagas.

Sory; Afire drake is roaming the countryside eating horses
andterrorizing the peasants. If themagi candriveitback toitslair
and follow it there, they can loot the magical caveswhereitlives.
Thecavescontain several small fireswith coalsthat burn perpetu-
allywithinthem. Thecoalsareworth12lgnemvistotal. (Buthow
will themagi transportthem?)

 Traveling. The characters travel long distances to gather
information, trademagical goods, or attend atribunal. Most of the
fun is in the journey itself. A major decision will be how the
characterspresent themselves. Dothemagi travel incognito, or do
they show off their wizardly status? Unlessthetravel isthrough
dangerous areas, most of the encounters will be mundane: pick-
pockets, bandits, townguards, innfolk —role-playingisempha-
sized. Besuretoincludedetailson how weather, customs, plant
lifeand soonaredifferent fromareatoareatogiveplayersasense
that they really have travelled. Companions with abilitiesin
guiding and dealing with peoplearevital. Thisisasimple, linear
story that letstheplayersget afeel for theworld they liveinand
for the society around the covenant.

Story:The charactersmust travel far to consult awise hermit
ontroublesthey archavingwithdemons. A demoninspiritform
followsthem, causes people and beasts to turn against them, and
finally posesasaguideand then leadsthem into a trap.

* War. Sometimes in the course of human events the most
extreme and destructive measures must be taken to protect one's
interests. Though it is rare, wizards sometimes become embroiled
insuch conflict. They will muster all thegrogs that canbe spared,
cal forththeir alliesand go forth to do battle. It'sabloody, dirty
business, but it'll leave the grogs who are left telling grandiose
stories of bravery and cunning. Be sure to give some specia
powers to the opposition to keep the wizards' spells from imbal-
ancingthebattle. Thisisastoryfor thetactically minded, sobesure
to let planning help win theday.

Story.-Thecharactersdiscoveranon-Hermeticwizard whohas
been buildingasmall army of living dead in amagical canyonin
the Pyrenees. They must movequickly anddecisively toobliterate
thethreat before thewizard gainsmore power or escapestorenew
hisevil plot onceagain.

* Exploration. Therearealwaysdark ruinsand damp caverns
that hold rewards for thebraveand lucky. Wizardsventure there
out of curiosity, and the potential for gain that any exploration
entails. Besuretogivetheplaceafed all itsown, notjustaslew
of random beastiesguarding random treasuresin apit. Istheplace
haunted? Used by diabolists? Cursed because of the terrible uses
to which it was put years ago?
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Story Timing

How much time passesin between stories? Thisisno
idlequestion. Every seasonthat passesisanother season of
study for the magi, and every year that passes isanother
year closer to death for al the characters, soyou will need
to determinehow much timeisslippingby. If storiescome
quickly, magi will not progressfar in their artsand spells,
and age might never strike those who begin the saga
young. The more time that passes, the faster magi will
progress, and the faster companions and grogs will dete-
riorate. Y ou can vary thetimeover the course of the saga
asyou seefit.

One way to determine the time is simply to set a
standard, such as one story per year. Y ou could also have
astandard dieroll to determine the number of seasons that
pass. A morecomplex system would be to resolveastring
of connected storiesquickly, oneafteranother, afterwhich
would follow afew seasonsto several yearsof lull. If you
have no standard, each storyguide can decide how much
time has passed before the story that is to be played.
Remember that noneof thecharactersmaketheirlivingsby
adventuring; adventuresaretheexceptional activitiesthat,
thankfully, happenonly onceinalong while.

Sory: Exploretheruinsof adiabolists fortressthat appearsin
themist on certainnights. They find skeletal guardians, miserable
ghosts, and demonsinspiritformwhoaredismantlingthefortress
stone by stone. Possible loot includes raw vis, gold and jewels,
magic items (which might be unholy and cursed), occult lore, and
secrets of diabolist schemes.

* Faerie Forests. Want awild and exoticadventure? Venture
intoafaerieforest, whichissomagical that thenormal rulesof the
universe can be bent and nearly anything can happen. Give each
forest adifferent feel, some dark and gloomy, others bright and
lively, others eerie— but always make them interesting. Empha-
size color and imagination over combat and logic, faeries tend to
befrivolous. Everyonecanhavefuninafaerieforest, activitiescan
include: bizarrecombat, rambunctiousrole-playing, exotic magic,
puzzle solving, or just partying.

Story: The characters search a faerie forest for a rare plant
needed for arcane purposes (such as enchanting a staff with a
special power). They're attacked by faerie beasts, berated by
talking trees, befriended by sprites, and invited to dinner by the
elves.

* Troubleshooting. Somethingthreatensthe covenant and the
charactersgoofftodeal withit. Thisinvolvesfindingtheproblem,
figuring out how to overcome it, and eventually defeating the
menace. The threat canbe social, economic, military, or magical.
This type of story isalittle more involved, but it still has abasic
format.

Story. Rescuea redcap messenger and teach her captorsabitter
lesson. The captorsareroguesinthehire of aloca knight, who, in
turn, isin league with a powerful dark faerie.

« City Adventures. Magi sometimes ventureinto the heart of
the Dominion, the city. Here, where magic is especialy botch-
prone and the magi are outnumbered by potentially hostile people,
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the characters will have to get their way through role-playing
instead of head-bashing. L earningwho totrust and whoto avoid
isafun task for the players. Its also a great place to introduce
enemies and /or annoyances to the saga. Characters can become
pretty weird living in an isolated covenant, and city stories are
opportunitiesto show just how different they have gotten. They
are on the home ground of the mundane peopleand havetolearn
togetalongwiththem (forachange). Therearemany possibilities
for conflictand role-playinginacity.

Story: Amagical animal (apotential familiar)issecretlyforsale
in the city. The wizard must find it and beat another magus in
certamenin order to get it. Meanwhile, the grogsand companions
have time to carouse.

* Trouble on the Home Front. Sometimes the story comes
home to the characters. Having the characters movethrough the
covenant trying to solve a problem or capture an intruder gives
them abetter sense of the placethey live. It aso keepsthem from
sleeping so easily in their beds at night.

Story: Dark faeries have cursed the food brought to the cove-
nant, and those who eat it start racing around the covenant
obsessed with obscure aims (give every character atemporary +5
to any one personality trait). Have the players actually role-play
out these ohsessions.  Some are breaking things, othersattacking
people, whileothersjust screaming and carrying on. Characters
who recover to sanity must use a combination of brawn, magic,
and sweet-talking to restore order.

» Mystery. A rewarding plotinvolvesamystery that devel ops
from story to story. Dark secrets among the older magi or magi
from other covenants are excellent devices for these plots, as of
course isa murder. Perhaps one of the wizards in the areaisa
diabolist, or maybe one of them has gone insane and is craftinga
fiendish plot. Besurethat Intellego spellsdon't give everything
away and that the mystery threatens or otherwise involves the
covenant. The charactersmust alsobegivenachancetodefeatthe
menace, not just to figure out what's going on. This is a very
challenging and intricate type of story.

Stats to Remember

Inorder tokeep track of all the variablesand possibili-
ties inherent in magic and in other aspects of the game,
these rules have many numbers for storyguides to keep
track of. Hereisalist of somestatsyou might wanttohave
prepared ahead of time in your stories:

For Opponents:
14, Atk, Dam, Fatigue, Def, Soak, Cnf, Size (and body
levels), Ability Totals, Magic Resistance, Brawling Totals

For Magical Effects:

Technique, Form, Level (or equivalent). Magic Pene-
tration total
For Role-playing Encounters:

Reputation, Personality Traits, Prs, Com, Cnf, per-
hapsaquirk or attitude

For the Area;

Type and Strength of Supernatural Influence, Penal-
ties and ExtraBotches (due to darkness, etc.)
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Sory: A magusin the covenant (or one nearby) isadiabolist
and is secretly trying to eliminate those who have nearly found
him out. He frames another magus as a diabolist and sends
demonstoattack thismagus enemy to throw investigatorsoff his
trail- Heturns his powers on the characters as they uncover the
plot,

* Tribunal. Magi from the covenant, usually not more than
three, must travel to a tribunal to represent themselves and the
other magi. Giveeveryone whoisnot playing a player-character
magus some other character whoisat thetribunal and et them all
talk, conspire, befriend, and double-cross each other to their
hearts' content. Have room for people to walk around and talk in
private. Emphasizerol e-playinganddiplomacy overdice-rolling
and physical violence. Besureto present someconflictssothey'll
have something to fight and scheme over. A perfect story for a
large group; you may even want to invite people who don't
normally play with you to makethestory really complicated.

Sory: In addition to normal squabbles over land and alleged
wrongs perpetrated by various magi, the tribunal addresses the
problem of a baron hostile to the Order who is gathering power
and is "secretly” planning to attack nearby covenants. Thetribu-
nal is divided on what to do, so the characters words, actions and
votes count. The covenant most likely to be attacked firstisan
unpopular one, perhaps even that of the player-characters.

Travel

Travel time between important scenes is generally played
throughquickly. Minimum rulesarcgivenherefor quickly resolv-
ing travel: determining how long it takes the characters to get
somewhere and how tired they are afterwards.

First,youmustratethedifficulty of thetravel, based primarily
on the terrain and the weather. Travel time is gauged by the
slowest member of the group.

The difficulty category is your subjective evaluation of the
difficulty of theday'stravel. Here are some examples:
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Difficulty Foot Horse Wagon

Easy 25/1 30/1 15

Light 20/2 251 10

Medium 152 20/1 8

Hard 10/3 12/2 3

Very Hard 5/3 3/2

Terrible 2/3 1/2

Thefirstnumberismilestraveledinaday. Thesecond
isthe number of long-term fatigue levelslost. A Fatigue
roll of 6+ lets the character lose one level less.

Y ou might requireother rolls for the charactersto ac-
complish the day's journey, such asa Survival roll from
the navigator when moving through wild terrain.

Easy- Thebest circumstances, suchastravel onastraight, level
Roman road with a cool, gentle breeze. A rarecondition.

Light- Thebest that most travellershopefor. Travel alonga
good road (by medieval standards) with pleasant weather.

Medium- Thetypical conditionsfor road travel. On astan-
dard road, with holes, rocks, and ruts caused by rain and wagons.
Could also be for travel on a better road, but against hostile
weather, such as heat or snow. Could be for travel through the
wilderness, if the terrain is free of obstacles and the guide is
competent.

Hard- Travel on atypical road with disagreeable weather, or
travel through the wilderness.

Very Hard- Wicked weather, such asablizzard, or horrible
terrain, such as sloping rock fields.

Terrible- As "very hard,” but the weather and the terrain
problems combined.

Settings

Y ou must determinethe locationswhere the story takes place.
Maps can help st the scene, especially for encounters that involve
combat. Scenescan take placeinagreat variety of places: taverns,
heaths, swamps, castles, bogs, ruins, mountains, faerie woods,
villages, mines, covenants, cathedrals, and town squares, to name
afew. The better you describe the environment, the better the
characters will be able to interact with it and the more real it will
seem. Besureto usethe sensesof touch, taste, and smell to make
your descriptions seem more real.

Y ou must decide which supernatural force(if any) holds sway
over each area and how powerful the force is there. See the
Supernatural Powers section of the Magic chapter. Also, you
should determinewhat effectstheenvironment has oncombat and
other actions. For instance, in a noisy marketplace, characters
might suffer -2 on hearing rolls, allowing assassins to sneak up on
them. See the Specid Combat Considerations section in the
Combat chapter for idess of how the environment can affect
combat.
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Enemies, Friends,
and Bystanders

While charactershavealot of fun interacting with each other,
they get most of their excitement by interacting with other people
and with various non-human things. Remember, the playerswill
not always be killing things. Spend some time to detail other
charactersaswell. The moredetail acharacter has, the better. A
great deal of funcanbehad simply talkingwithinteresting people,
andalittle politicsandintriguedon't hurt either. Usethe Charac-
ter, Saga, and Bestiary chapters for guidelines in creating the
various entitiesthat populate the world and can interact with the
characters. If youintend enemies to pose a serious threat to the
magi, give them some way to withstand some of the effects of
magic; most people simply cannot stand up to it.

Treasures
and Other Rewards

Whether the object of aquest or thesidebenefit of adangerous
encounter, treasureisatangibleway to show theplayersand their
characters that they have succeeded. Some treasures, such as
books of spells, are valuable only to magi; while others, such as
jewelry or magic devices, canmakecompanionsand grogsfeel like
they, aswell asthemagi, are benefitting from puttingtheir liveson
theline. Give charactersenoughtreasure to keep the ssgamoving
and characters progressing, but hold back enough that they keep
wanting more. Findingtherightbalancefor your sagais essential
to the players' satisfaction.

Raw Vis

Raw visis universally valuable: Wizards useit for many
purposes and it often has magical properties of value to other
charactersaswell. Todesignraw vis, decideonitsphysical form,
thearttowhichitislinked, the number of vispointsit has, and any
magical properties the material has. (See the examples below.)
Raw M Sisoftenfound in the bodies of supernatural creatures, the
fruits of magical trees, and the natural objectsin a magical area.
Some vis, such as that obtained from magical plants, replenishes
itself each year, but if too much is harvested at one time, the

Example Sources of Vis

Applesfrom a Magic Tree, 2 Herbam vis per apple. If
half of the applesare not allowed to fall and rot at the base
of thetree, it will bear lessand lessfruiteach fall until it dies
(3years).

QuartzCrydgals, 1to4Intellegovisper crystal, depend-
ingonsize. Grants+1 onrollsinvolving sightif wornasan
amulet.

Healing Berries, 4 Creo viseach. Healsthe eater 1 body
Leve (must make Stmroll of 6+).

Examples of vis from the bodies of various magical
creatures are given in the Bestiary, Chapter 8.
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magical plants my die or lose their power. Doom-sayers predict
that someday (soon?) thesuppliesof viswill runout or beseverely
curtailed, and then, they say, bloody dayswill come to the Order.

Since raw vislargely determines how quickly magi grow in
power, letting characters find too much or too little will cause
problemsin the ssga. Thecovenant should haveenoughraw vis
to progress, but not enough to satisfy the magi's cravings. Inthe
beginning, 5 points per magus per adventure (as an average) is
about right. Build up from there as you seefit, but remember that
balanceisessentid. Toomuchvisortoolittleviscandestroy asaga
If some of your storyguides are too chaotic in how they reward
characters, assign one player to check all rewards given to make
sure they don't unbalance the saga.

Gold, Silver, Jewelry,

Precious Stones, and Other Valuables
Sometimes covenants or characters need cash to surviveor to
fund specid projects, in which case mundane treasure cansimply
providethat cash. More often, however, getting money is secon-
dary to the mission. Concentrate, therefore, on the esthetic quali-
tiesof thetreasure, let charactersfindinteresting things: hoardsof
gleaming gold and silver covered with cobwebs, jewelry boxes
inlaid with gems (polished but never faceted), scintillating neck-
laces, thick bracelets of precious metals, and maybe even a royal
crown. Impress the charactersvisually and they will keep their
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treasuresto glory over rather thanhurrying them off to the nearest
jeweler for quick cash. Mundanerewardslikethesecan makethe
companions and grogs fed likethey , as well as the magi, have
gained something tangible for their troubles.

And don't forget that valuablejewel ry or even wholetreasure
troves can be cursed, blessed, or haunted.

Tomes

Tomescan help aliterate character earn knowledges, spells,
magic arts, or the techniques of fashioning magic devices. (They
also look impressive on abookshelf.) Playerswill beableto add
new tomes to the covenant library, thereby raising the library's
scoreto a higher amount.

Toread atome, onemust haveaminimum scoreof 3in Scribe,
and Speak theappropriatelanguage (almostalwaysL atin, except
for tomesfrom past agesor far lands). Additionally, sometomes,
especially magical ones, are in a code which must be deciphered
beforethetomecanberead, or at least theinformationissofilled
with personal shortcutsthat an outsider cannot makeimmediate
useofit. Tobreak thecode, roll Int + ScribeL anguage (easefactor
between 6and 20), oneroll alowed per season. Sometimeswritten
spellshave "traps,” such as extra formulae that do not belongin
them. The author knew which sentences or sectionsto ignore, but
thereader will have to make a Magic Theory + Int roll of 15+ to
notice the problem. The spell, with the extra, useless sections,
mightbeimpossibletolearn, or it might produceaspell withdire
conseguences. Otherinformation besidesspellsmightbesimilarly
guarded.

A tomethat teeachesamundaneknowledgehasaratinginthat
knowledge, generally from 1 (introductory) to 6 (encyclopedic).
These tomes can become part of the covenant library. When
addingatometothelibrary, comparethescoreof thelibrarytothat
of thetomebeingadded. The new scorefor thelibrary isthehigher
of the two.

A grimoire contains spells from the Spells chapter or (better
yet) madeupbyyou. Amagusstudyingfromthetomecouldlearn
the spells according to the rulesin the Laboratory chapter. Since
learning a spell iseasier than making up your own, thiscan bea
great boon to magi. Some spells are meticulously described by
theirauthors, whileothersaredescribed only by atitle. Inany case,
keep stats, suchastheLevel, toyourself and let thecharactersfind
outdetailsthroughtrial and error. Somespell descriptionsarenot
accurate, suffering from the author's egotism, humility, or poor
choice of words.

Information on the magic artsis treated like information on
mundaneknowledges, except that thenumbersareusual ly higher
and study isquicker. Informationratingsusually are 10to 20.

If thetome hashintsfor makingamagicdevice, itwill takethe
form of a bonus on Lab totals when making this specific item
(usualylimitedto+2to+7).

Magical Artifacts

Often magi find magic devices in their expeditions, some
constructed by other magi, others created by dwarfs, gnomes,
elves, demons, or even more mysterious beings. Give non-Her-
metic devices whatever powers you wish; leave the rules for
making magic itemstotheplayer-characters.

Keep in mind that many magic devicesdo not go away. They
can accumul ateover the course of the sagaand eventual ly unbal -
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Example Tomes

Quaelarius Treatiseon theArtsofHealing- Medicine
5. A large, leather-bound book written in Latin by an 8th
century physician. It details hisknowledge of medicine,
including treatment of those afflicted by magical curses.

The Grimoire of Halosk of Milsogne- Intellego 16,
Corporem 12, Tracing theTrail of Death'sStench(InCo30),
Trail (InCo 30). This Latin book is part of a departed
magussmagical library. Inadditiontoexpoundingon the
theory behind detection and the magical mani pul ation of
thehumanbody, it hastwo of Hal osk'sspells. One of them,
Tracing the Trail of Death's Stench, hasbecome generally
known in the Order of Hermes, but the other, Trail, is
unique. Trail allows the caster to unerringly follow a
certain subject, whose hair the caster must possess. The
spell lastsuntil thecasteractual ly touchesthesubject. The
descriptionof the spell omitstheneed for thesubject'shair,
as Halosk took this necessity for granted. When the new
owner of the spell finds out that it does not work, aMagic
Theory roll of 13+ will let the magus figure out what is
missing. Thegrimoireiswrittenincode, whichhasan ease
factor of 15 to break (rolling Int + Speak Latin once per
Season).

A Scroll of Thoth- This papyrus scroll comes from
ancient Egyptandiswritteninhieroglyphics, soonewoul d
need magic or secret knowledge to read it. Though the
magicisnot Hermetic, itdetailsapowerful ritual spell that
amagus could learn. The spell, RasMighty Gaze, causes
thesun to beat mercilessly on atown for ayear sothat the
ground driesupand cracks. A Hermetic spell that docsthis
would be Level 60, but thisisonly Level 30 because the
magic used is especialy suited to this use. Casting the
spell, however, is always stress with twice the normal
botch rolls because it uses non-Hermetic concepts.

ancethecharacters. (Haveyou ever playedinagameinwhichyou
own so many magicitemsthat youforget about someof them?) In
legends, magic items are awe-inspiring, powerful things, not
gadgets. Having a saga heavily peppered with them will remove
the mystery that should rightfully surround magic of all types.

One way to keep magic items from accumulating is to give
characters one-use items, such as potions or powders, and to
strictlylimitthenumber of unlimited magicitemsfoundastreas-
ures. Generally, fewer and moreimpressive items are better than
more and less powerful ones. A well-designed magic item makes
acharacter (especially acompanion) moreinteresting; abad magic
item overshadowsitsuser. Don't betoo tight-fisted, however; try
to put artifactsin your stories for grogsand companions. It gives
them something to work for and it givestheir character acertain
interest.

Once charactersget amagicitem, they havetolearnhow to use
it. Somepowersareobvious, suchasacapethat makesthewearer
invisible. Others are hidden, requiring intense research in the
laboratories. A good trick isto giveanitem several powers, some
obvious and some hidden. The characters might use a humble
wooden ring or copper pendant for years without discovering the
deeper powers hidden within.
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Example Magic Items

Each of theitemsbel ow hasanumber in parentheses that
indicateswhatamagusmustroll whileinvestigatingtheitem
to understand its power. The Ring of the Dark Soul has two
powers, each with aseparateroll tobemade. (Seep. 107)

Salve of the Stone's Strength

When rubbed over one's naked body (you canwear clothes
onceit'son), it grantsstrength and resistanceto damage. Add
+3 to effective Str and +6 to Soak till the next full moon. (In
water, the wearer also sinkslikea stone, but the dwarfswho
made it don't know this. Thecharacterswill haveto find out
someday by accident.) After the salve wears off, theuser is
extremely hungry and dropstwo fatigue levels. Created by
thedwarfsfor occasiona tradewith magi and other mortals.
A great item togiveagrog or companion. (20)

Cape of the Roguish Brethren

Trappedin thiswornwool cloak are the soulsof several
of its former wearers; anyone who dies while wearing the
cloak is trapped in it as well. The last three people to be
trapped can speak to the mind of the wearer and use the
wearer's eyes and ears as their own. A magus originally
designed it to hold the soul of a valuable companion, an
accomplished thief and scout, so that his knowledge would
not belost with hisdeath; but when that companion died and
wastrappedinthecloak, heconvinced thenext wearer tosay
the magus. The cloak has changed hands many times and
captured many more souls since then. If a thief or other
criminal wearsthe cloak, the soulsinside give hintson how to
be abetter thief or thug. If anyone elsewears the cloak, they
speak sinister thingsinthe wearer's mind, convincing himto
get rid of the haunted thing. Thusit isalways criminals that
useit and criminals that are trapped init.

The trapped souls can give hints that help a character
doing thiefly things. +2 onrollsinvolving stealthy criminal
activity. Other associated powers of the cloak may present
themselves during the course of the saga.

(35; amagus who rolls thiswhileinvestigating in the lab
can al so speak with the spiritsinthecloak.)

Arrows of the Icy Grip

Thesethree arrows of yew wood have heads of iron and
fletching of eagle feathers. The head is always cold to the
touch. Whenfired, anarrow of theicy grip causesmagical ice
to form almostinstantly on what it strikes, creatingacrackling
sound. If thearrow hitsacreatureof humansizeor smaller,
the creature is encased in ice and immobilized. The arrows
can alsobeused to seal doorsshut, extinguish fires,and freeze
astream soit can becrossed. Theicemeltsnormally, leaving
thosewho may betrappedinit chilled but, amazingly enough,
unhurt. (That's magicfor you.) (20)

Ring of the Dark Soul

This copper ring was forged in Hell and given to adia-
bolist centuries ago, but it has passed through many hands
since. After wearing thering for aday, onegainsvisions of
others' sins. Thecharacter must look intently at thetargetand
then makeaFolk Ken + Per roll of 6+ togainavision, which
shows some sin or dark secret of the target. This power is
useable once per day. Furthermore, acharacter wearing the
ringisunableto seevirtuesin others. If thecharacter triesto
useasocid ability tolearn something about someone, theroll
automaticallyfailsif thethingtobelearnedispositive.

(Vision of the Dark Soul: 25, Blindnessto Virtue: 45)

Shield of the Red Lion

Thiswoodenshieldwithared lion'sfacepainted onit was
crafted by faeries. Thelion isalive, but only interacts with
thosewhoimpressit. If acharacter actsbravely whileusing
theshield, thelion speaksto thecharacter later during atime
of quiet, preferably when othersare not around. It says, in
wordsonly thechosencharacter canhear, " Greetings, valiant
warrior, | am Andriste, and | amyour loyal companion. Call
on me, and | will put forth aroar to bring fear to the hearts of
others. Call onme, and | will watch over youwhileyousleep.
Call on meonetime, and onetimeonly, and | will stepout of
thisshield, and we will fight your enemiessideby side. | am
Andriste. Call on meinyour need." From that point on, the
character (only) canseethelion'seyesmove, but Andristewil|
not talk anymore. No one ese can befriend the lion until it
givesup onthischaracter (seebelow). The character usingthe
shield gets +3 on all Brave rolls. Once per day the chosen
warriorcancall onAndristetoroar,andall whohearitand are
not the chosen warrior or the warrior's friends must make
Braverollsof 6+or becomeafraid. Atnight, thecharacter can
ask Andristeto keegp watch. It thenroarsif it seesenemiesof
thecharacter (Alertness10). Thisroarisseparatefromtheroar
that causesfear. Thecharacter may dso call Andriste out of
theshield, inwhich caseit will fight tothedeath withits com-
panion, and thenbidthecharacter farewell andleaveforever,
|eavinghiscompanionwithonlyablank shieldby whichtore-
member hisformer comrade. (Combat stats: FaerieMight 22,
1 +7, Atk +9, Dam +18, Fat n/a, Def +5, Soak +15. Body
Levels: OK, 0/0/0, -1, -3, -5.) Thecharacter must call on
Andristeby name. If the character ever actscowardly while
using the shield, the eyes no longer appear to move and the
lion will never again respond to the character. At thispoint
some other character has the opportunity to befriend An-
drigte.

(A maguswhorolls 25+, whileinvestigating theshield in
thelab, contactsAndriste, whowill explainsomething of him-
sdf, but not necessarily all.)

-Horace
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Last Words

When we look back at the time and
effort we have poured into Ars Magica,
wewonder why we have doneit. Why,
for that matter, have you picked up this
book? Why do werole-play at al?

We each have our own answers,
though few of uswould agree- What is
sureis that, for somereason, weall love
this pastime, and somehow, through our
passion, role-playingbecomesmorethan
"just a game."

For those of us who takeit serioudly,
role-playing gives us access to great
moments: hard-wonconquests, unearthly
perils, journeysfraught with terror, friend-
shipsforged in danger and glory, grief at
theloss of what welove, and asensethat
our choices and efforts really make adif-
ference. Though we seem to escape to
another world, we are reenacting stories
that arc lodged deep within us, stories
about our own livesand whowe are. This
potential makes role-playing more than
justahobby—itiswhat makesitars. We
hope that, with thisgame, you have one

Appendices

moretool to helpyoutell thestoriesyou most
need to hear.

Enjoy gaming, savor the adventure, and
becomeastoryteller in your ownright. You
havethecreativepotential; useit. Role-play
your heart out. PAX!

Mark Rein-Hagen& Jonathan Tweet
Lion Rampant

P.O. Box 621

Northfield,MM, 55057

Let Us Hear From You...

Send usyour interesting spells, including
descriptionsof themagi whoinvented them.
WEell put the best into an upcoming spell
supplement, Your magi and the spells they
invent could beimmortalizedin the pagesof
aLionRampant product.

Also, if you have any ideas about magic
items, beasts, combat options, botches, inter-
esting charts, or if you've got any comments,
advice, or even (horrors) criticism, drop us a
line. Yourinputismost valuable.
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Other Products

The Broken Covenant of Calebais

The characters explore the ruins of a once-powerful
covenant. Itincludesanintricateriddle, uniquerole-play-
ing possihilities, a literate plot, and new rules for ghosts.
$7.95

Whimsy Cards

Players use Whimsy Cards to influence the plot of an
adventure, allowing them to add their creativity and ideas

to the story. Usable with any game. $3.95

Jump-Start Kit: The Stormrider

A colorful story, pre-generated characters (including
Lucienne and Caeron), and rules briefings. If you'veread
therules, you can get agroup of novicesrole-playingwithin

half an hour. Due out summer of '89.

Covenant

Comprehensive rules for designing and developing
your covenant, four sample covenants (including Dois-

setep), and several story sketches. Due out fall of '89.

Houses of Hermes

Detail sthe schoolsof magic (Houses) within the Order.
Also, new spells(includingthoseexclusivetocertain Houses)
and rules for Wizard's Twilight. Due out fall of '89.
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NAME

PLAYER

COVENANT

SAGA _ 4TH EDITION
Y CHARACTER RECORD SHEET

Magus O CompaNION O GroGg O

Gender Age Year Born Current Year

CHARACTERISTICS ABILITIES

SPECIALTY SCORE ABILITY SPECIALTY ~ SCORE  EXP.

Intelligence
Perception

Strength
Stamina

Presence
Communication

Dexterity
Quickness

VIRTUES AND FLAWS

SCORE VIRTUE OR FLAW AND DESCRIPTION

PERSONALITY TRAITS

TRAIT SCORE TRAIT SCORE

Confidence Current Score
Size Decrepitude




WEAPON

INITIATIVE: Qik + Weapon Skill +

Brawling

Weapon Initiative Bonus — Enc
ATTACK: (Dex or Per) + Weapon Skill +

Weapon Attack Bonus
Derense: Qik + Weapon Skill + Weapon

Defense Bonus — Size

DAMAGE: (Str + Size) or (Nothing) +
Weapon Damage Bonus

RANGE: Effective range of weapon
SpACE: Open paces around you required to

properly wield weapon.
STRENGTH: Minimum Str to use.

BoDy LEVELS

SoAak ToTAL
Protection + Stm + Size

EQUIPMENT

LoAD ITEM AND NOTES LoAD ITEM AND NOTES

Unhurt

Hurt

Light Wounds
Medium Wounds
Heavy Wounds
Incapacitated

FATIGUE LEVELS

FATIGUE TOTAL

Stm - Enc

Fresh
Winded
Weary

Tired

Dazed
Unconscious

ARMOR

Type

Protection Load

REPUTATIONS

SCORE TYPE/TARGET

ToTAL LoAD ENCUMBRANCE

ENC = STR + TOTAL LoAD. NOTE THAT LOAD
VALUES ARE NEGATIVE. ENC CANNOT BE GREATER THAN 0.

NOTES

Special items and abilities, hinderances, contacts, friends, enemies, places
of interest, clues, rumors, troupe members, ailments from aging, etc.




HERMETIC TRAITS

MAGIC ARTS IMPORTANT TOTALS

TECHNIQUE SCORE Exp Form ScoRrRe Exp ]
Creo Animal Casting Spontaneous Spells

Intell A Int + Technique + Form + Enc
ntéllego quam Divide by 2 if spending Fatigue level

Muto Auram Divide by 5 if not

Perdo Corpus _ _

Rego Herbam Casting Formulaic Spells
Ignem Stm + Technique + Form + Enc

Imaginem Casting Ritual Spells
Mentem Formulaic Total + Concentration
Terram

Vim Magic Resistance
Parma Magic x 5 (+ Form and bonuses)

WIzZARD’S SIGIL

Targeting Roll

Per + Finesse

Concentration Roll
Int + Concentration

WI1zARD’S TWILIGHT

POINTS  EFFECTS OF TWILIGHT Fast-Cast Speed
Qik + Finesse + Enc

Certamen
Int + Certamen + Technique + Form

Basic Lab Total

Int + Magic Theory + Technique + Form

Total Twilight Points ____ Maximum Vis Per Season

Magic Theory + Vim

FAMILIAR

CHARACTERISTICS CORD SCORES BoND QUALITIES

Int__ Str_ Com___ Dex_ Gold Cord _ | score QUALITY
Per  Stm___ Pre_ Qik____ Silver Cord
Copper Cord ___

ABILITIES AND POWERS

OTHER SCORES
Size
Magic Might




MAGUS GRIMOIRE FOR PAGE

Spell Spell
Form/Tech/Level __ Casting Total Form/Tech/Level _ Casting Total
R__ [ D __ [ T _ R__ [ D __ [ T _
(] Targeted (Bonus ) ArMPage (] Targeted (Bonus ) ArMPage
Notes Notes

Spell Spell
Form/Tech/Level Casting Total Form/Tech/Level Casting Total
R/ D __ [ T _ R__ /[ D __ [ T _

[] Targeted (Bonus ) ArM Page [ Targeted (Bonus ) ArM Page
Notes Notes

Spell Spell
Form/Tech/Level Casting Total Form/Tech/Level Casting Total

R / D / T R / D / T

(] Targeted (Bonus ) ArM Page (] Targeted (Bonus ) ArM Page

Notes Notes

Spell Spell
Form/Tech/Level Casting Total Form/Tech/Level Casting Total
R /[ D _ [ T _ R__ [ D __ [ T

(] Targeted (Bonus ) ArM Page [ Targeted (Bonus ) ArM Page
Notes Notes

Spell Spell
Form/Tech/Level Casting Total Form/Tech/Level Casting Total
R/ D __ [ T _ R__ /[ D __ [ T _

(] Targeted (Bonus ) ArM Page [ Targeted (Bonus ) ArM Page
Notes Notes






