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Welcome to this very special
issue of Sub Rosa. It was just

too tempting an association;
having reached issue 13, why not
tackle that elusive thirteenth
House, House Diedne?

Before looking at what we are
doing this issue, let’s look at why.

The published line has a policy
of keeping House Diedne as one
of those areas that each troupe
and each saga gets to define
anew, ensuring that the what and
why of the Schism War and the
motives of the antagonists are
entirely under the control of each
troupe. The published line has
very rarely wavered on this point,
but as we’ll see in this issue’s
Storygnide’s Handbook there is a lot
of information available.

For our part here at Sub Rosa
Towers, we actually support that
stance. Ars Magica, unlike other
game systems, does not point the
troupe in a given direction.
Granted, each Tribunal book
offers quite a different play style
but the troupe is not told what to
do with a given storyline or how
to play it. The line is rich with
story seeds scattered throughout
cach published book and that
typifies a game that promotes
starting points over defined
paths.

However, as fans of the game,
we love to soak up every last
detail. We enjoy knowing stuff
and we want to immerse
ourselves in new content that
expands upon our favored game
world.

Just look at the reception that

the Years of Conquest
KickStarter project received from
the Ars Magica community.
While we were all intrigued at the
prospect of a video game based
upon the setting, rules, and
mechanics of Ars Magica,
including spontaneous magic and
the ability to develop a covenant,
the big-ticket items
undoubtedly the game’s intention
to detail the Schism War and
House Diedne in canonical
additions to the Fifth Edition;
House Diedne was to have been
fully detailed at last and by
experienced line authors too.

The disappointment at the
KickStarter not achieving its
funding target serves double
purpose as it unfortunately
removed any possibility for a
canonical take on House Diedne.

But that’s where Sub Rosa
comes in. We are able to do what
the published line is not in a
position to do, which is why this
issue is unashamedly dominated
by House Diedne.

There has always been this
idea that wouldn’t it be cool to
get a bunch of line authors
together and see what they can
each do with House Diedne, and
that is exactly what we have done.

From Ben McFarland and
James Parks, Matt Ryan and
Tobias Wheeler, C] Romer, Erik
Dahl, and Christian Rosenkjaer
Andersen we have five distinct,
fully-playable approaches to
House Diedne. They each take
the base information that we
know from the books and send

were

the House into a distinct
direction. These are each really
exciting projects in their own
right and to see them side-by-side
is a real thrill, both as fans of
their work and of the game.

Quite by chance, first-time
contributor Mark Baker
submitted a six#h take on House
Diedne in the form of the Cult of
Belenos; a cult of diverse hedge
wizards, and we’re really pleased
to be able to present it this issue.

Elsewhere, Gerald Wylie again
delves into the Ars Magica
canon in the new Storyguide’s
Handbook to unearth what has
really been printed about the
House and finds a surprising
amount, including clear evidence
on some of the most contentious
parts of Diedne lore.

That process also brought to
light the detailed House we might
once have had. Naomi Rivkis was
offered the chance to write a
House Diedne book around the
time of the 1994 Howuses of Hermes
book. That project never
happened, but she brings us her
story of the House we never had.

But this issue is a beast, so
there’s more. Timothy Ferguson
gives us the Divisible Men, a
hedge tradition culled from the
development of Against the Dark:
The Transylvanian Tribunal. Lachie
Hayes presents a detailed set of
Training Packages for Redcaps.
And lastly, Chad Bowser, another
first-time contributor to Sub
Rosa, describes the sunken city
of Kitezh in the eastern expanses
of Rus.
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FroMm THE LiNE EDpIT

This issue of Sub Rosa is largely
about the Diedne, providing several
different takes on the House. This is
possible because Fifth Edition, in
particular, has been careful to avoid
saying too much directly about the
Diedne. The House is, of coutrse, a
the
background of the game, so why

very important part of
have we chosen to leave the issue
vague? The editors of Sub Rosa were
kind enough to say that they agree
with the policy, but I'd like to delve a
little into the reasoning behind it.
Setting material exists to make it
easier to run certain sorts of story,
without actually defining the plot of
the

characters involved. Further, setting

stories or the nature of the
material should avoid making certain
sorts of story impossible. This is the
of the published Diedne

material, and makes it important that

purpose

we do not say too much about them.

Why are the Diedne important?
There are no obvious Diedne present
in 1220. Even their covenants are
nothing but ruins, and very little is
known of their magic. On the other
hand, the Schism War is a major
event, arguably the major event, in
the history of the Order. In 1220, it
has just passed out of living memory,
the World War
today. The stories told by the victors,

rather like First
including the records of their fights
over the spoils, are recorded, but the
stories of the vanquished have been
erased. Rumouts

largely persist,

however, of survivors seeking

revenge.

This background is the perfect
setting for telling stories in which
the player characters uncover the
terrible truth about terrible events.
The

suggestions as to what those truths

published background makes

might be, without fixing the answers.
Were the Tremere right about the
Diedne practising human sacrifice?
Did the Guernicus human sacrifice
actually ensure the House's defeat?
How much incidental score-settling

happened under the cover of the

Schism War? Were the Diedne
sacrificed to save the Order?
The official background also

contains details that can be included
in these stories. For example, there
are fallen Diedne covenants, with
names and a bit of history, in most
published Tribunals, and these are a
good place to start investigating. The
questions raised suggest what the
player characters might find.

One

defining the Diedne is to let troupes

reason, then, for not
create their own interpretation of the
hints. This can often lead to great
stories.

the

after all,

this cannot be
We did,
produce a book describing House
the

Tribunal, rather than letting troupes

However,
whole answert.

Flambeau, and Normandy
design their own versions based on
vague and incomplete hints. Why the
difference?

House Flambeau is inevitably a

part of any saga in the official
setting. Its magi are everywhere,
blowing stuff up (honourably,

&
3 ~ i
<3 W P
N
- - )

By Davip Cuart

Fifth Edition

Flambeau). Even if the troupe is not

because these are

that interested in the Flambeau, they

have to deal with them, and

providing a source book makes that B

job much easier. This is why we
would have needed to produce an
official take on the Diedne if the
computer game, set at the time of the
Schism War, had gone ahead: they
would have been an unavoidable part
of the setting.

This is not true for 1220. The
Schism War was two centuries ago.
There Diedne

around. This means that a sensible

are no obvious
possible saga is one that completely
ignores the Diedne.

Suppose that we did produce an
official Diedne book. It would either
make the truth about the Diedne
world-shaking, or it would not. If it
did, it would make it very hard to
ignore the Diedne in a saga. Indeed,
it would be hard not to make them
the central element. If it did not, it
would feel anti-climactic -- is this
what all the fuss was about? And if
we tried to be world-shaking and
failed,

embarrassing.

that would just be

Better to leave open questions.
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"THE STorYGUIDE’s HANDROOK:

UNEARTHING THE THIRTEENTH HOUSE

House Diedne is an enigma.
For some, House Diedne
provides the ultimate nemesis for
the Order, for others its fall
represents the dangers of
unchecked political power. For
others still, the remnants of this
- lost House represent novel
magical secrets yet to be
unlocked.

There is a strong principle,
certainly in Ars Magica Fifth
Edition, that each troupe should
be able to determine the truths

and lies of House Diedne for
themselves, that each saga should
have its own unique House
Diedne. But actually, possibly
without meaning to, across
multiple editions the line has
published quite a lot of
information on the House,
enough to really build out a

convincing and consistent House

B Dicdne. We’re going to unearth

that information in order to give
storyguides the ingredients they
need to build their own House

i} Diedne.

INTRODUCTION

Elsewhere in this special issue
you can read a number of unique
descriptions of House Diedne.
The intent of those chapters is to
provide a fully-playable approach
to House Diedne that you can
pick up and insert into your saga.

Whichever you choose, that
version becomes your House
Diedne.

The intention behind this

article is very different. While Ars
Magica Fifth Edition has been

careful not to describe too much
about House Diedne, we can
learn a lot about the House by
piecing together information
published across all supplements
for all editions. So consider this
article an archaeological dig of
sorts. We’re going to be turning
over long-forgotten pages in
search of the foundations of
House Diedne. We’re going to
look at where it first arose within
the broader canon, how it was
initially characterized and
utilized, and how it developed
through the hands of the line’s
many contributors.

Wauat ArRe WE Using?

We can only look through
what we have available.
Fortunately, that covers pretty
much everything officially

published for Ars Magica across
the five editions. We atre not
considering any unofficial
sources, such as blogs, wiki sites,
or fan magazines, however
popular or prestigious they might
be. So if it is a published book,
then its part of our canon.

Wuat WE’RE NoT
Doixc

We’re not going to provide an
index to every mention of House
Diedne found in each book. The
value of that approach would be
pretty limited. Instead, we’re
building an understanding based
on the evidence that we find.
Book and page references will be
provided as we go, but they may
not be exhaustive. That said, if

By GerarLp WyLIE

you find a reference that you
suspect has passed us by and has
a bearing on the information
presen tedshetesssthent wed
appreciate hearing about it.

We are also not providing a
take on the House. This article
makes no a priori assertions as to
whether members of the House
were pagan, conducted human

sacrifice, or the state of their
relationships with the other
Houses. We also refrain from

inventing characters, events, and
Virtues & Flaws to describe the
House, its organization, or its
magic. Anything that we do assert
is going to be based on the
evidence presented in the canon.

WaaT 1s House

Di1eEDNE?

the old
Second

First mentioned in
1990 Ars Magica
Edition scenario, The Tempest,
House Diedne was once a
member of the Order of Hermes
before antipathy and violence,
culminating in the Schism War,
saw its destruction.

The Tempest is also the first
time that we hear about this
Schism War and there has never
been a House Diedne without a
Schism War. Various
interpretations as to the cause
and purpose, conclusion and
effects, of the war, have been
seen across the editions. In its
first outing, the War is

VSO €0g
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characterised as being a conflict
between House Diedne’s druidic
tradition and the Mercurian
tradition prevalent in other
Houses, although House Tremere
has been front and center as the
prime aggressors since the Schism
War was introduced.

The House has always been of
druidic origin and its magi are
specialists in spontaneous magic.
They have also been typified as

using “nature-oriented” magic,
including a focus on the
elemental forms, Animal,

Herbam, and even Mentem.

Each edition agrees that at the
start of play of a typical Ars
Magica saga that House Diedne

has been destroyed and no
members of that House are
considered to be alive. This
means that the threat of their

return, usually seeking vengeance
as in their first appearance in The
Tempest, 1s one of the staple plot
lines of any saga.

A Pusrisaep History

I can find no mention of
House Diedne before the
scenario, The Tempest, written by
Stewart Wieck and published in
1990. This is unsurprising as Ars
Magica First Edition had no
mention of Hermetic Houses and
while the Ars Magica Second
Edition rulebook had introduced
Houses the idea was at an early
stage. Tantalisingly, House
Diedne seems to have been the
result not of a definite decision
by the line but possibly a
something more ephemeral. The
inside cover to The Tempest
contains a box-out where the
author thanks both Kelly Golden
and Stephen Wieck. Of interest to
us is the following:

Kelly’s idea of a covenant built on
the ground of a past great battle was the
springing  point for the entire

supplement...

It isn’t clear whether that
applies just to the scenario itself
or also includes the start of
House Diedne within Ars
Magica but the influence is
attributed in black and white.

Whatever the origins, this

supplement also sets out a strong
direction for the House that
subsequent editions and
numerous supplements have built
on. The House is described as
coming from Druidic origins and
marks the founder out as female.
It casts the magic used by the
House quite strongly, given the
development of the game at the
time, and it introduces the Schism
War and the opponents and
political struggles on all sides in a
way that is consistently developed
across subsequent editions.

Regardless of Kelly Golden’s
involvement in creating House
Diedne, the Order of Hermes
supplement, written by Jonathan
Tweet and also published in 1990
takes the story up a notch. We get
a shortened treatment of the
House in the same style as all the
others, which omits any guidance
on common Virtues/Flaws or the
type of magic use. But it does
something interesting that has
stayed with the House. It starts to
introduce some tangible lore.

This is the first time that we

see Llewellyn’s written
down. This is the brief passage of
text attributed to Diedne’s last
primus, Llewellyn, carved into a
stone at the last place that the
remnants of the House were seen:

curse

“We shall last as long as the wind
blows hot on the backs of your necks, as
long as the storms pound your tower
walls, as long as the waves smash the
sides of your ships, as long as the
merciless sun looks down upon your
abominations, sees your sins, and calls
out for vengeance. We will return to
haunt yon.”

This curse, this statement of [
intent, is influential in setting the
tone for any magi associated with
House Diedne introduced into [§
the average saga. '

Ars Magica Third Edition is
the first core rulebook to include
mention of House Diedne. The
treatment is brief however and
says nothing about the House
itself. The Schism War is
mentioned but is not named. It
does state that before the House
was disbanded, that all members
were either killed or driven into
hiding. So again, we have the
basis for the threat hiding in the
shadows; the wronged magi of
House Diedne waiting to return.

The -2 Discredited Lineage



Flaw does mention association
with House Diedne as being an
appropriate reason for taking the
Flaw, but there is no Diedne or
Druid Magic Virtue to model that

style of magic.

Hounses of Hermes built upon the
work done in The Order of Hermes
for Ars Magica Second Edition,
including Llewellyn’s famous
curse, carrying the House motto
forward, and restating that the
House symbol has been stricken
from the records. The important
thing is that the section does talk
in a little more detail, without

and provides a description of the

\Schism War, but again there is

nothing to help players model a
Diedne magus, falling short even

" of the original treatment in The

Tempest. 1t seems that the core
rulebooks find. little reason to
discuss this part of the Order.
This is rectified by the time we

¢ get to the Wigards Grimoire: Revised

Edition, which reintroduces the
Diedne Druidic Magic Virtue at a
cost of +4. The effects, however,
are the same as those originally
presented in The Tempest.

Ars Magica Fifth Edition
finally introduces the Diedne
Magic Major Hermetic Virtue. We
finally have at least the start of
modelling House Diedne’s magic

" in the modern game. We also

learn that House Diedne came to
dominate their ancestral pagan
religion, a religion that Diedne
herself was cast from,
something that we can read as an
antagonistic bent, especially as

out

'# we’re told that they actively
'w sought converts.
Unsurprisingly, the Fifth

providing mechanics, of the kind
of magic that Diedne magi would
be likely to use. And the whole
piece is given a little more space
to breathe, which the
profile of the House from just a
footnote in the Order’s history.

raises

Ars Magica Fourth Edition
retains the Discredited Lineage
(still a -2 Flaw) link with Diedne

Line DevelTk
Art h‘rD"f““

e Revision: B0

Edition supplements Howuses of
Hermes: True Lineages and Houses of
Hermes: Societates provide a lot of
information on the Schism War
and as a result on House Diedne.
We will look at a lot of that later
in this article.

DiepNE THE DRrRUID

The section title here may be
prefiguring things a little, but the
very earliest mentions of Diedne
are as a druid or at least a wizard
coming from a druidic
background. In The Tempest, we
are led to believe that Diedne was

omi RivKis
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the leader of a druidic sect that
Bonisagus and Trianoma

approached.

However, by - the time of
Hounses: of Hermes, we learn that the
actual leader of this druidic
tradition  turned down the
opportunity to join the Order of
Hermes and that Diedne herself
was just a young follower. As
written, it seems that Bonisagus
had to give Diedne assurances as
to her protection before she
would agree to join his growing
Ozder.

This is an interesting departure
from the regular characterization
of Diedne as strong and
forthright. There is a vulnerability
present in those few words and it
is maybe worth asking whether
this is a particularly female take
on Diedne. Regardless, it is a
characterization that survives into
Ars Magica Fifth Edition:

[From] the traditions of the druids,
brought by Diedne, a woman cast out
from that religion, he learned to create
magical effects spontaneonsly.

ArMS5, page 9

That’s an interesting nuance;
Diedne having been cast out from
her previous sect. It places her
outside of the druids, seemingly
at odds with them. While never
fully explored in the published
line, Naomi Rivkis, who revised
House Diedne for the Houses of
Hermes supplement provides the
full story elsewhere in this issue.

HisToRrY OF THE

House

The Tempest tells us that the
original druidic lineage that
became House Diedne considered
the Kymryc magicians of Wales

to -be their ancestors. We have
evidence, which we’ll discuss
later, that they carried their pagan
religion forward into the Order,
but this made them enemies both
among their new colleagues and

in the various hedge traditions
that they left behind.

Though apparently not leader
of her pagan sect, Diedne
brought her own followers with
her and House Diedne actually
became one of the largest of
those early Houses. Bonisagus
integrated the ability to cast
spontanecous magic from Diedne
and her followers.

We are told that the antipathy
that eventually sealed the end of
the House started early and even
Trianoma held her suspicions
about the House. Others disliked
the overtly pagan activities and

House Diedne never enjoyed
much trust within the Order.
Beyond the Otrder, House

Diedne sought out hedge wizards
and brought them into the
House, apparently relying on the
“join or die” mantra familiar to

the Otrder’s ecarly days. When
House Ex Miscellanea was
created, these activities caused

further conflict. The old rivalries
with traditions like the
Gruagachan of Scotland also
cartied forward into the House.
This meant that when political
pressure turned to violence ahead
of the Schism War, House Diedne
faced no shortage of enemies.

The end of House Diedne
starts with the diabolic
corruption of House Tytalus. In
the aftermath of that crisis,
House Guernicus investigated
each House for further
corruption. House Diedne was far
from cooperative and the distrust
fostered in the early days of the
House came to a head. After
years of conflict and violence that

threatened  to ~pallLlEhe O
apart, House Treme&@
open war on House Die d
the Otder ehose its sided No
House openly supported House

Diedne, presenting unassailable

odds.

With Diedne sutrvivors either
fleeing to distant lands or into
the supernatural realms, the
House was tenounced. No
survivors are currently known to
exist and while the Otrder has
many legends and theories as to
where the survivors did end up,
there has been no official
confirmation. To all intents and
purposes, House Diedne is no
more.

Tue HErMETIC
Housk

We don’t know a great deal
about the House as a Hermetic
organization. It seems similar
enough to the other Houses in
terms of structure, i.e. it was
presided over by a Primus and
there was both a motto and
House symbol associated with it.
Beyond that, the House is hard to
define.

STRUCTURE

Motto: Beata Terra beata
omnia eam servant (Blessed be
Earth and all who serve her)

Symbol: This has been
stricken from the records and so
is unknown.

Primus: The last known
primus was Llewellyn. He
apparently escaped capture at the
end of the Schism War and his
current status is unknown. We
also know that in 851,the primus
was a magus called Obregon.

Domus Magna: Branugurix
(791 = 1012). This was located




Do’Ly Brittany, in the

o
@;}};gdyqﬂﬁ;unal
gév}'ﬁ’agica describes the
t twelve Houses as being
either True Lineages, Societates,
or Mystery Cults. These describe
how the magi within the House
are mystically related. For
instance, House Bonisagus is a
True Lineage, with each member
typically able to chart their
magical lineage back to either
Bonisagus or Trianoma. House

cu

W Ex Miscellanea consists of
M multiple magical traditions or
societies, each with their own

originating lineage and their own
style of magic. House Verditius
accepts magi from other Houses,
but only after they under rituals
that bind their magic to the
mysteries of the House.

House Diedne seems not to fit
casily into that classification. The
House was inherently secretive
and guarded 1its magical
knowledge closely. In those
terms, it sounds like a Mystery
Cult. But we have evidence that
beyond the core druidic lineage,
the House absorbed, sometimes
through force, other magical
lineages that might one day have
joined House Ex Miscellanea, and
so in those terms the House
seems to be one of the Societates.

COVENANTS

We are going to look at a list
of Diedne covenants and sites
later on, but it’s worth stating
that seemingly most, if not all,
Diedne covenants single-
House covenants. This fits with
the secrecy that we know of the
House.

We are also told that in 851
the House in the as-then
Britannian Tribunal officially
withdrew from Tribunal dealings.
We learn, in Ancient Magic, page
135, that while this state of

were

affairs lasted around 20 years, the
situation never improved across

what was to become the
Hibernian Tribunal.
Kyxown Macr

Other than Llewellyn and

Obregon, we do have references
to a number of Diedne magi.

Obregon: Primus during the
withdrawal of 851

Nuala: Slain by Hermanus of
House Tremere

Caithlinn (Covenant of
Oakdell): Engaged in Wizard War
with Severus Maximus of House
Flambeau in 1004

Pietro (Covenant of Oakdell):

Engaged in Wizard War with
Cirion of Tremere in 1004
Herrick: Survivor of the
battle known as The Tempest.
Principle antagonist of The
Tempest scenario
ALLIES
From various soutrces we know
that House Diedne had the

following allies:

Giants: We are told in The
Lion & The Lilly that, at least in
Normandy, House Diedne had
alliances with the giants of the
Tribunal and even had a covenant
where many of the covenfolk
seemingly had giant blood.

Faeries: The faerie White
Lady as presented in Realms of
Power:  Faerie, page 83, is an

important Diedne ally. We are
told:

The White Ladies are of particular
interest to magi because they are steeped
in Druid lore, [and some] supported
Hounse Diedne in the Schism.

It appears that that shared
druidic interest made brought
Diedne and the White ILadies

together, but given the character

of these often powerful faeries,
the House must have worked
hard to maintain their support.

Magical Beasts: Controlled
or otherwise, multiple sources tell
us that House Diedne could call
upon and/or command magical
and enchanted beasts. There is a
temptation to put this down to
the druidic lineage, and that is
how this was originally
characterized in The Tempest.

House Merinita:
Interestingly, we are told in
Houses of Hermes, page 139 that
Diedne and Merinita were friends
before the founding of the Order.
And we learn in Houses of Hermes:
Mystery Cults, page 78 that some

Merinitae fought alongside
Diedne magi against their
Oppressors.
ENEMIES

The House has four great
enemies:

Cult of Mercury: As per their
origin presented in The Tempest,
the druids of House Diedne
clashed with the Mercurian
tradition prevalent in the other
Houses. While the game no
longer characterizes all Houses so
broadly, there are magi who
identify strongly with that
Mercurian heritage. However, the
Neo-Mercurian cult within the
Order (The Mpysteries: Revised
Edition, page 114) may carry also
adopt the historical antipathy for
House Diedne along with the
trappings of the earlier cult.

Gruagachan: This rivalry goes
back beyond the foundation of
the Order of Hermes and these
hedge wizards fought against the
House during the Schism War.

House Ex Miscellanea:
Joining the Schism War against
House Diedne, Ex Miscellanea
appeared to be paying their
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enemy back for what must have
been centuries of conflict,
resentment, and antipathy,
although this seems to have been
driven by the individual lineages
within Ex Miscellanea than by the
House’s leadership.

House Tremere: The last and
greatest enemy, House Tremere
saw something dangerous within
House Diedne and decided to do
something about it. It was an
unrelenting persecution that was
essentially unilateral until House
Guernicus felt forced to renounce
House Diedne and put the
aggression on an official footing.

ACTIVITIES

We are not told much directly
about the House’s activities, but
we can piece together a view.

House Diedne was apparently
expansionist. We are told that
Diedne was a common recipient
for hedge wizards joining the
Order. We have further evidence
of this in the faerie-blooded
Melusine tradition that actually
left the House before the Schism
War. They had not come from a
druidic background, showing that
the House was expanding outside
of their core lineage.

We learn in The Lion of the
North that the House was not
afraid of wusing their political
domination, enjoying a century of
control across Scotland before
the Schism War. However, while
the House actively controlled
Loch Leglean, the Diedne in
other Tribunals, notably
Hibernia, abandoned Tribunal

politics and looked to their own N
business. This does imply that the |

House within each Tribunal
might have been left to determine

its own policies in this regard, &g

perhaps further implying a
decentralized leadership.

[
The House actively promoted ""..

their pagan religion. We are not
told whether this involved forced
conversion of some kind or
whether their paganism was
inherently tied to their magic,
perhaps through initiations or
binding oaths.

Di1sTRIBUTION OF THE

House

We are told pretty consistently
that the House was strongest
mainly in France, Spain, and the
British Isles but had covenants as
far away as Greece and Denmark.

:o\

A list of knowhn icovenantS s

provided below.

ImporTANT DIEDNE
SITES

Macicar S1TES

Bryn Celli Ddu: is a magical
site in Stonehenge and the last
place that Llewellyn was seen.
The site is a passage grave and
barrow in south-east Anglesey in

Wales that aligns with the
Summer Solstice, perhaps

II




' this

ling’ iﬁfgyas to how any
m;_e;sffg“ may be present
c ﬁg}@véntered. A standing
st outside the barrow bears a
serpentine engraving.

COVENANTS

Ol those interested in
unearthing Diedne secrets, or
even investigating whether magi
of House Diedne are still alive,
the published line does provide a
number of fallen covenants to
investigate.

IBERIA

We are told that some of
House Diedne’s most powerful
covenants were in the Galicia
region of north-west Iberia,
though we do not have specific
names ot locations.

LocH LEGLEAN

Three covenants are
specifically mentioned as being in
the Scottish lowlands:

Holy Oak (founded 817)

The Well of the
(founded 834)

Druids’ Dale (founded 956)

Head

We are also told that House
] Diedne was very dominant in the
Tribunal for the century leading
up to the Schism War and that
dominance caused violent
resentment within House Ex
Miscellanea.

NORMANDY

Four covenants are known in
Normandy, including the Domus
Magna:

Branugurix (791 - 1012):
Domus Magna of House Diedne
situated near Mount Dol in
Brittany

Baiocassium (851 — 1011):

Located in the forest near Bayeux

Kerguntuil (920 — 1007):
Located on the Brittany Rose
Coast

Caput Capra (981 — 1005):
Located on the banks of the
Loire near Fleury
Tue Ruixe

There is only one known

Diedne covenant in the Rhine,
but we are told that the Rowan
Gild was formed by all the
members of House Diedne within
that Tribunal.

Oakdell (931-1008): Located
in the Westerwald, near the Rhine
Gorge

Waldherz (990-1010): Situated
in the Black Forest. Had a
number of Diedne members

STONEHENGE

We have a firm reference to a
single Diedne covenant in
Stonehenge, although there were
very likely others.

The Nameless Covenant
(817 - 1011): Before being
incorporated as a covenant, this
was an ancient druidic shrine on
the island of Anglesey in Wales.
No information is provided as to
whether this was willingly ceded
by the druids of the time,
whether they had ceased to be a
concern, or whether House
Diedne took it by force. After the
Schism War, its name, location,
and history has been stricken
from the Tribunal records.

Tue MAGIC OF THE
Dzruibs

While successive editions have
fallen short of providing detailed
explanations of the old druidic
magic and how that translated

forward to House Diedne, we are
given some clear guidance on
where their gifts lay.

SPONTANEOUS MAGIC

Starting with' The Tempest, we
are told repeatedly that the druids
of House Diedne excelled at
spontanecous magic. The original
Druidic Magic Virtue modelled it
as follows:

When casting a spontaneous spell,
all totals are divided by two whether the
caster expends a fatigue level or not,

reflecting  the  immediate  nature of
Druidic magic.

Not a huge bonus for a
tradition so reliant on

spontaneous magic. But by the
Fifth Edition Diedne Magic
Virtue, this has been improved.

When yon expend fatigne on casting
a spontaneous spell, the lowest
applicable Art is donbled before the
whole total is divided by two. You still
roll a stress die, and may botch.

This seems to make
spontaneous magic more able to
cover a wider range of effects,
but while spontaneous magic is
highly flexible it is ultimately very
weak when confronted with
Parma Magica. If we take the Ars
Magica Fifth Edition Fast
Casting rules, then we can see
how spontaneous magic can
provide a very effective defense,
but it just doesn’t have the punch
to breach magical defenses such
as Parma Magica. We are told that
Houses Flambeau and Tremere
lost half their members each
during the Schism War. Given
their respective power, it is hard
to see how that happened with
spontaneous magic alone.

There are two possibilities of
course. The first is that beyond
the simple base Virtue that we are
told about there are others that
provide a deeper understanding
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of spontaneous magic that help to
increase the casting total. In the
same way that the Fifth Edition
Diedne Magic Virtue acts as a
Magical Focus when expending
fatigue during spontaneous
casting, so there may be other
routes to- this. The Bone-Biting
Certamen technique that allows
the magus to resist fatigue or
increase the power of their attack
was reputed to have been brought
to the Order by House Diedne
(Houses of Hermes: True Lineages,
page 136) so this may be an
indication of their powers. The
other possibility is that they
invested heavily, either in training
ot through Virtues/devices/spells
in Penetration. Of the two
however, we only have evidence
that they knew techniques for
increasing their casting totals.

DirricuLTY WITH

ForMmuraic Magic

The Druidic Magic Virtue in
The Tempest actually provides a
limiting factor to formulaic
casting:

Formulaic spells can only be cast
after the player has allocated enongh
excperiences points to equal at least one-

[ifth the level of the desired spell.

This makes sense for the early
members of House Diedne, those
to whom Bonisagus’ magic theory
is still novel, but not so much for
the House at the time of the
Schism War. The Fifth Edition
Diedne Magic Virtue does away
with this restriction.

Favorep ArTs

In addition to enhancing
spontaneous casting, The Tempest
(and The Wizards Grimoire: Revised
Edition that came after) presented
the Druidic Magic Virtue as
providing:

+4 bonuses on Creo, Muto,
and Rego Techniques

+2 bonuses on Animal and

Herbam Forms

We have nothing else from a
mechanics perspective although
we have descriptions of storms
summoned up by the Diedne,
rains of fire, and of upheavals of
the earth. A +4 bonus secems
hardly likely to accommodate all
those effects, so the favored Arts
alone are not sufficient.

AGI ofF House DIEDNE HAD THE
POWER TO CALL UPON AND/OR
COMMAND MAGICAL AND ENCHANTED

BEASTS

attacked by t@
accompanied by “séveral m
beasts”. That’s subtlysdiffe
from magically-controlled.

While the favored Arts listed
above provide some bonus to
controlling animals, The Tempest
gives us another clue:

they imprisoned a portion of the
beast’s essence in a physical object

That’s interesting as we would
normally judge such an effect to

NATURE MAGIC

We are told that House Diedne
made use of magically-controlled
forests and elemental magic. They
may have had access to mystery
Virtues that supported these
effects but the Ways of the
Woods Virtue, available certainly
since Ars Magica Second
Edition (and possessed by
Herrick, the druid antagonist in
The Tempest) may be an
appropriate way of modelling
some of these specializations and
the various flavors of Elemental
Magic may work for the others.

Macicar Beasts
The Order of Hermes, page 78,

characterises the Diedne as using
“hoards of magically-controlled
animals”, something repeated in
Hounses of Hermes. We also learn
from ILegends of Hermes, page 96
that the magus Hermanus was

either rely upon an enchanted
device or on ritual magic, neither
of which we associate with
Diedne magic. So we have a hint
of something more at play,
something not catered for in any }
of the Virtues typically associated y
with the Diedne. However, this is
explained:

The druids’ ancestors [were able] to
capture the essence of the animals and
beasts they painted. This natural talent
was developed into the basis of a beast
control magic, but with the sinking of
Cimbrinsula, the druids lost this innate
ability to trap the essence of a creature.
However, they are still able to use the
beasts whose spirits have already [been]
captured.

So the ability seems to have
been lost before the druids joined
the Order, which asks some
tantalising questions:



. “Whefe é,re these paintings

now.?
. Do any still live who know

how to use them?

° What is needed in order to
use them?

o What would it take to
create new paintings

capturing the essences of
new beasts?

Group CASTING AND
RituaLs

This is where things aren’t so

clear. The Tempest, for story-led
reasons, sets Druidic practice and
Mercurian practice against each
other in stark relief. Mercurian
wizards excelled at communal
casting and rituals, while the
druids were more individualistic
and relied upon spontaneous
magic. This makes a lot of sense
given the context as it heightens
the sense of otherness with which
we assume each tradition viewed
the other.

We are told:

Druidic magi are unable to perform
any sort of group ritual spell or combine
their powers by means such as the
MulVi Wizards’® Communion spell.

This is taken from the Druidic
Magic Virtue in The Tempest, page
14. As such, it is designed for
magi schooled in Hermetic magic.
But there’s a potential problem.
The same supplement describes
one of the decisive acts of the
battle that came to be known as
The Tempest:

By calling forth all of the magical
resources of their own bodies, they
managed to create a tremendons storm
and a thousand bolts of lightning
crashed down simultaneonsly over the
battlefield while a great wind swept
everything away.

The Tempest, page 8

As written, it does seem that
the Diedne working
together, that they coordinated
their magic in order to create that
storm. If the Wizards’
Communion was denied to them
then was there another way that
the spell was coordinated? Could
ecach subsequent magus build
upon the spell cast by the
previous? We’re not told.

The Lion of
supplement details
standing rivalry between
Scotland’s druids and their
enemies the Gruagachan,
describing how that rivalry
persisted into the days of the
Hermetic House Diedne and how
that House then cast spells that
reputedly stripped the
Gruagachan of their magically-
potent Pictish language.

were

the North
the long-

members  of House Diedne cast
subtle spells that somehow made the
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Picts forget their langnage
The Lion of the North, page 52

The wording is subtle enough
that this could simply be another
coordinated assault; members of
the House having learned the
same. spell or having the same
capability. But we are told that:

Magi of House Diedne held their
ritual sites sacred to their religion.

Houwuses of Hermes: True Lineages,
page 38

This could of course be the
loose sense of the word ritual to
connote their religious workings,
but it suggests that they were able
to work together in some fashion.
Is this an indication that certain
them certain

places

gave

enhanced abilities not normally
possessed elsewhere?

The point seems to be moot.
The Diedne Magic Virtue in Ars
Magica Fifth Edition does away
completely with the restriction on
communal magic and Diedne
magi are as able with Wizard’s
Communion as those in the next
House. This is most likely for
playability reasons - the Diedne
Magic Virtue is designed for
player characters and restricting
key abilities like joining Wizards’
Communion is a little harsh. But
it could also be considered the
watered-down remnants of
Diedne practise rather than an
accurate reflection.

VULNERABILITY TO THE

DomMiNioN
If we look back at The Tempest,

page 9, we are told that:

Christianity was a force which the
druids conld not overcome and it pushed
them completely out of their homelands.

And:

[They joined the] Order to gain both
equal status with and protection from
their Latin counterparts, as well as
some aid in resisting the Dominion.

There are two possibilities as
to why the Druidic ancestors had
particular trouble coping with the
Dominion; either their magic was
aligned to a Realm that suffered
more than Magic, or their cult
possessed common Flaw
that reduced the power of their
magic in the presence of the

some
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@&é_"fbo at the various realm
i ti tables across all
editigns, they agree that both
Faerie power and the Infernal
suffer a greater penalty from the
presence of the Dominion.
Having power aligned with one of
those realms would mean that
druids and House Diedne would
suffer more than other magi.

Ars Magica Second Edition
did contain a Susceptibility to
Divine Power Flaw (at -4 points,
' no less), so applying this to a
Diedne character would double
any penalty imposed from
working magic in the Dominion,
which would be in keeping with
the broader description.
However, Herrick, the returned
Diedne magus central to The
Tempest, does not have this.

Unfortunately, the game flavor
is not borne out either by the
game mechanics or the character
statistics so the source of this
difficulty must remain conjecture.

CLUES FROM THE
GRUAGACHAN

There is one more clue that we
can draw upon. Hedge Magic:
Revised Edition described, on page
72, how

“some Picti priests practiced a form
of magic similar to the magic practiced
by the druids who would form House
Diedne”

This is especially interesting as
Gruagachan characters can take
the Major Supernatural Virtue
Cailleach Magic, which allows the
caster of spontaneous magic to
double their lowest applicable
Art.

Could early Diedne magic have

How Lo~ Dip THE War Last?

Different editions represent the
Schism War differently. If we look to
The Tempest, we are told that the war
lasted just two years and that the final
engagement of the war lasted a month.

Houses of Hermes, for the Fourth
Edition, has the conflict lasting six
years, with a further month upon the
renunciation of House Diedne.

The exiling of the Diedne Rowan
Gild in the Rhine in 1004 is linked with
the start of the hostilities and Houses of
Hermes: True Lineages tells us that House
Tremere declared war on the Diedne in

1010 and the Diedne were officially
renounced in 1011. Branugurix did not
fall until 1012 although Hezrs to Merlin
cites the destruction of the Nameless
Covenant in 1011 as the last major
engagement of the war.

The most definite dates seem to be in
Houses of Hermes: True Lineages, which
lists the Schism War as having lasted
from 1003 to 1017, lasting several years
after the fall of the Nameless Covenant
and of Branugurix.

been similar to that of the
Gruagachan? It seems plausible.

Tue GrReaAT MYTHS

There are several matters that
are typically considered true of
the House, but actually seem a
little more nuanced when viewed
in light of the published material.

Pacanism
Even as far back as The
Tempest, we are told that the

“druids resented the Romans, because
their Empire had banned their religion
and  forbidden the practice of their
traditions”. 'This does not sound
like a magical society that has
accepted and adapted to Christian
practice.

The Ovrder of Hermes
supplement, which expands on
the House, does not make the
House’s paganism explicit, but it
is the first time that we get the
House motto: Beata Terra beata
omnia eam servant (Blessed be
Earth and all who serve her),
which sounds awfully pagan. We
also have Diedne’s magical
tradition called “a sect”, which
implies religion.

The Third/Fourth Edition

supplement Houses of Hermes takes
these ideas forward again and we
have “the last members of the Druidic
tradition” referred to as “a sect”

once more, and references to
their “odd ways” and “odd
traditions”. We also have
references to their covenants

frequently being single-House.

By the time we get to Ars
Magica Fifth Edition, We are
told explicitly in Houses of Hermes:
True Lineages, page 9, that Diedne

herself was pagan, and that
Trianoma resented the
clandestine meetings she held
with Bonisagus. Was this a

personal jealousy or misgivings
over Diedne’s background and
motives? Impossible to say, but
this paganism clearly persisted
and thrived within her House. We
are told (Houses of Hermes:
Societates, page 10) that House
Diedne “actively promoted a non-
Christian religion”.

Looking at Hedge Magic: Revised
Edition again, we also see a listing
of some of the Pictish gods,
which includes Gruagach and his
female counterpart Cailleach, and
this in the same section as the
combined heritage of the druids
and the gruagachan is explained.

So there appears to be no
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myth here and, as far as multiple
published editions are concerned,
House Diedne was institutionally

pagan.

HumaN SACRIFICE

There is a single, but very
important, reference to the
wicker man pagan ritual:

The Tremere say that this was a
simple matter of principle... but there
was a deeper reason for their loathing of
the Diedne wicker men.

Houses of Hermes: True Lineages,
page 113

Why is this important? The
wicker man is not part of
Christian practice in any way,
shape, or form. Instead, it is most
commonly associated with
Taranis, a thunder god.

That section in Houses of
Hermes: True Lineages, page 113 has

significant implications. The
wicker man ritual historically
involved human sacrifice. Most

often, criminals or prisoners of
some kind would be bound up
inside a large wicker construction
in the shape of a man. It would
then be set alight, with fatal
consequences to those inside.

Unless the druids of House
Diedne had cleansed the ritual of
its sacrificial component, then it
it is safe to assume, based on that
published statement, that House
Diedne was still involved in
sacrificial rites that we can
assume it carried forward from its
druidic lineage.

Stepping outside the published
line, the 10th century Commenta
Bernensia refers to druidic
human sacrifice to the gods
Teutates, Esus, and Taranis. The
gods received their sacrifices in
different ways. Victims dedicated

to Teutates were apparently
drowned, those dedicated to Esus
were hanged, and those dedicated
to Taranis were burned, which is
consistent with the wicker man.
Did the druids, or House Diedne
after joining the Order, sacrifice
in these manners? We’re not told
so anything beyond this is
conjecture, but only one of those
needs to be true to confirm this
particular myth.

The same section in Hedge
Magic:  Revised Edition discussed
above that lists Gruagach and
Cailleach also lists Toranos the
thunder god, so the link that joins
Diedne with the druids, pagan
practice, the Gruagachan, and
sacrifice is now pretty tangible.

Given the reference and given
that it was not couched in terms
of the Tremere suspecting the
House of using the wicker man,

but instead presented as a
statement of fact, there is no
myth here; House Diedne

practised human sacrifice.

DiaBorism

Interestingly, the wicker man,
in itself, does not make the ritual
diabolic, which 1is another
accusation levelled at the House.
The Howuses of Hermes supplement
does not accuse House Diedne of
diabolism. It does say that when
the Quaesitores starting
investigating all the Houses to
uncover the extent of diabolic
corruption that House Diedne
refused to cooperate. That is not
conclusive evidence.

Ars Magica Fourth Edition
makes scant reference to House
Diedne and when it does in
discussing the Schism War, the
wotrst crime that the House is
accused of is being somewhat
distant and “generally distrusted”.

Into the Fifth Edition, we are
told:

‘
W: £ >
Some magi suspected Honse:
of atrocities such as diabo
sacrifice.

Houses of Hermes: Societates, page
10

Well, we know that House
Diedne practiced human sacrifice,
but we’re no further forward in
determining whether those rites
were infernal or not. In the
absence of any defining evidence,
this myth must remain open.

Tue Escare To Ex
MISCELLANEA

It is a common trope within
numerous Ars Magica sagas; the
secret lineage of Diedne magi
hiding away in House Ex
Miscellanea. But is there any
evidence for this?

There is some evidence that
casts doubt on this escape.

In The Lion of the North, page
119, we are told that:

Many Ex Miscellanea covenants
Joined in their destruction, paying them
back for the Diedne dominance since the
consolidation of Scotland.

There’s little said before or
after this across the published

line wuntil Howuses of Hermes:
Societates:
In  fact, many of the founding

traditions of [House ex Miscellanea]
harbored a great deal of resentment for
House Diedne due to antipathies which
reached back to before the Founding of
the Order.

Houses of Hermes: Societates, page
102
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doni t explained, but the

S éé%géélso tells us that:

v

Hounse Diedne was a
recipient of hedge wizards

common

There is common ground then
between the two Houses and it is
possible that the two Houses vied
for that ground.

However, there is another
aspect. We are told (Howuses of
- Hermes: Societates, page 109) that a
lineage within House Diedne left
the House and joined House Ex
Miscellanea about twenty vyears
before the Schism War. These
magi all bore the blood of a water
faerie called the Melusine. It is
likely that this lineage was
actually absorbed through
Diedne’s expansionist agenda and
was not part of the initial druidic
tradition.

So it seems, given that House
Ex Miscellanea had members
from a Gruagachan background
(Lion of the North, page 88) and
that there were long-standing
rivalries with House Diedne, it
was highly unlikely that members
of House Diedne escaped the
Schism War by secretly being
shielded by House Ex
Miscellanea. The example of the
Melusine however demonstrates
acceptance of those who turned
their back on House Diedne.

So, given the evidence, the
escape to Ex Miscellanea does
indeed seem to be a myth.

But, according to Houses of
Hermes:  Mpystery Cults, page 78,
there are rumors that Primus
Rhiannon of House Merinita
invited a number of Diedne magi
to join her House in order to
escape destruction. So perhaps
this myth has a kernel of truth,
only we’ve been looking at the

wrong House.

CAUSE OF THE SCHISM

War

There is no doubting that the
war was the result of an
unchecked escalation of
hostilities, but unlike the
Sundering or the scandal within
House Tytalus, there is no
definitive answer as to the rights
and wrongs of the war.

However, if we accept The
Tempest, we see that relations
between the druids of Diedne and
the Mercurian traditions of the
other Houses were always
difficult. Later books put House
Tremere as the main political
opposition but at least some of
the reasons remained the same;
the overtly pagan ways within
House Diedne. That the House
refused to cooperate with the
widespread investigations
following the corruption of
House Tytalus only served to
provide an excuse for House
Tremere to persecute old
disagreements and rivalries.

We are told that a senior
figure in House Diedne openly
insulted the Tremere Primus at a
council of Primi, possibly even a
Grand Tribunal, but while this
may have increased tensions, it
seems an unlikely cause for war.

House Guernicus played its
part too. It was too weak to put a
stop to the welling violence and
so it capitulated to the aggressive
Houses Tremere and Flambeau by
renouncing House Diedne. While
the violence had lasted many
years before, this is truly the start
of the Schism; a failute on behalf
of House Guernicus to negotiate
a peace.

CoxpucTt oF THE WAR

Houses of Hermes, page 138
describes the war as six years or
so of violence back and forth
with House Diedne hampering
attempts by the Quaesitoris to
formally investigate their
activities. Only once House
Tremere declared Wizard Ward
against the entire House did the

Quaesitores renounce House
Diedne. Houses of Hermes then
characterizes the resulting

conflict as lasting just a month, at
the end of which House Diedne
was destroyed.

The extended conflict was
typified by direct attacks on
opposing covenants, on at least
one occasion using a Hermes
Portal to gain access to a Diedne
stronghold. Clearly, the power of
the Aegis of the Hearth was
important in providing some
protection against assault, but the
danger of attack was still present.

The battles caused significant
destruction to the local area and
The Tempest tells us that “vast
forests were burned, cities were
completely razed, mountains were
flattened and tremendous battles
were waged across the country
side”. This is a war then that was
not confined to covenants and
the destruction to the adjoining
lands is something that is often
overlooked. In areas that used to
support Diedne covenants, or
those that were targeted by the
Diedne, we can expect stories still
to be told about the days when
the wizards went to wat.

Both sides called upon
significant allies. The Diedne
found allies in the faerie White
Ladies, the magical Men of the
Lake, giants, and any number of
magical and magically controlled
wild beasts. They also had the
support of some Merinitae,
though the House itself did not
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side with the Diedne. Even
before House Tremere prompted
the Order -to fall behind its
persecution of the war, Houses
Flambeau and Ex Miscellanea
certainly joined the fight against
the Diedne and they were able to
draw upon the gruagachan hedge
wizards at least in Loch Leglean.

The description of the damage
caused by the war also implies
that the forces had armies of a
certain size that they could call
upon. What these armies
consisted of or how they were
commanded is clear, but
House Diedne was noted for its
interference in mundane Scottish
affairs. It is possible that they
reaped the benefits through
support from mundane forces
fighting at their side.

not

Exp oF THE WaRr

The )
Hermes both agree that there was
a final confrontation over the
course of a month that resulted in
the fall of House Diedne. Other
supplements describe further
actions after this point, but this
seems to been the last
significant engagement.

have

There was a wall, at the place
where Llewellyn was last seen,
which we assume to be the place
where the final
took place. Upon that wall, the
following is carved:

confrontation

“We shall last as long as the wind
blows hot on the backs of your necks, as
long as the storms pound your fower
walls, as long as the waves smash the
sides of your ships, as long as the
merciless sun looks down upon your
abominations, sees your sins, and calls
out for vengeance. We will return to
haunt you.”

Tempest and  Houses  of

But the turn of the war is an
interesting thing. House Diedne
was seemingly strong enough to
resist the combined attentions of
Houses Tremere and Flambeau
along with sundry other allies
from across the Order. Those
two Houses, we are told, lost
roughly half their number each.
How desperate then were they to
agree to human sacrifice?

The Cure of Thoth ritual known
to House Guernicus
target group with misfortune. As
part of the ritual, a blood
sacrifice must be made. A Diedne

curses a

diplomat was already imprisoned
within Magvillus from’ the eatlies™
failed peace talks and-iso this
became the victim. The spilling of
his blood cursed House Diedne
and the war turned against them.

We are told that the ritual was
cast in 1010, which seems to be
mid-way through the war (and at
least two years before various
sources have the final major
engagement). Given that the war
is not considered to have ended

until 1017, this does not seem to
have been a particularly swift or
decisive effect, if the ritual even
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@ﬁ:i@’q_".’fﬁ%ten made of the
ogfent act of human sacrifice

in this context, but this may be a
little overplayed. House Diedne
had, to Tremere disgust
admittedly, been conducting the
wicker man ritual for centuries
and that was intrinsically linked
to human sacrifice. And given the
bloodshed and destruction the
war had caused to that point, and
the renunciation of House
Diedne, there was little difference

M to be found between execution

and sacrifice. The vow of secrecy
amongst the perpetrators that
followed sounds more like a
measure to save blushes than any
fundamental moral shame.

House DIEDNE AFTER

THE FaLL

We have already briefly
discussed the Melusine magi
within House Ex Miscellanea.
They arguably have the most

claim to be remnants of House
Diedne, although they abandoned
the House many years before the
Schism War. In terms of true
Diedne magi, we generally have
little more than rumor to go on.
However, The Tempest does tell us,
explicitly and not through rumor,
that some members of House
) Diedne chose to flee.

After two years of war, only the
nucleus of House Diedne was left, the
rest of its members either killed or fled
1o far distant lands.

The Tempest, page 8

The idea of the survivors
fleeing is one that crops up again
in The Order of Hermes, although
these are couched in terms of
legend and apply to the leaders of

the House at the final battle;
either disappearing into the faerie
lands or sailing the seas on ships
crewed by skeletons. The later
Houses of Hermes supplement again
repeats those legends, building
upon them and raising the idea of
their ships visible among the
stars.

There is agreement that the
leaders of the House were never
found. At least in those terms,
there at least three types of
Diedne still around; the Melusine
lineage in Ex Miscellanea, those

who fled the war, and the
survivors of the final
confrontation.

Tue HoUSE IN 1220

It is a safe assumption that
there is no House Diedne in
1220. It is over 200 years since
the end of the Schism War and
no magus known to be living
remembers those days first-hand.
By all known Hermetic magic, the
same must be true of any Diedne
survivors that either escaped the
final confrontation or fled the
war while it was in progress.

However, there may be some
hedge wizards out in the wild
perhaps who use an interpretation
of druidic magic possibly even
based on Hermetic principles. If
those Diedne who fled the war
did go into hiding, then they may
still have passed their magical
knowledge on to apprentices.
Importantly for the Order, these
pockets of Diedne heritage would
most likely have retained
knowledge of the Parma Magica.

Within the Otrder, there are
magi who have the Diedne Magic

Virtue, something that might
mark them out as having a
Diedne heritage or something

similar to Diedne’s early druidic
gifts. Where are these most likely

to be? House Merinita is the
obvious place to look, but if any
Diedne were absorbed into House
Merinita, they could potentially
have left that House to join
another. It is hard to see the
advantage in that, when weighed
against the risk of detection, but
it is possible that any of the
Societates now contain magi of a
Diedne lineage.

The example of Herrick in The
Tempest shows that some Diedne
survivors may have found a way
to sustain themselves for the last
200 years. They might have found
some way to suspend their lives,
or to wait the time in
Arcadia, or even step forward in
time through the magic realm.
However it happened, Herrick
found a way and returned to the
thirteenth century and so might
others.

If they do, or if a Diedne
lineage is discovered somewhere
in the Order, then the Burning
Acorn Vexilation of House
Tremere will surely find them.
This organization within the
House is devoted to finding signs
of a Diedne return and defeating
it. Given that House Tremere is a
House that likes to be prepared,
there is little chance of them ever
disbanding this group, but their
duties tend now to consist of
exploration rather than
combating any threat posed by
the Diedne.

out

WauAaT 15 ST1LL LEFT
OPEN?

Given that there is much more
information about House Diedne
available than might otherwise
have been suspected, there is still
much open to interpretation by
individual sagas, even assuming
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that troupes do embrace all the
published information

InrFErRNAL CORRUPTION

Pagan they may have been, but it
is far from confirmed that they fell to
Infernal cotruption before, duting, or
even after the Schism War. Indeed,
even those three phases in their
existence make for very different
reasons for trafficking with demons if
that is a direction you want to take
them.

The notion of vengeful survivors
turning to diabolism and embracing
the crimes they were wrongfully
accused of is a very different story to
a House that had turned against God
while still within the Order.

JUSTIFICATION FOR WaR

Becoming Infernally corrupt
before the Schism War certainly
would be one justification for
hostilities, but perhaps not the
complete destruction of the House.

The specific drives and
motivations of those involved in the
declaration of war have not been fully
explored. It would be true to say that
beyond some key individuals, the cast
of characters involved is far from
defined and there is much play to be
had in telling the story of the start of
the war

SurvivaL

It is a common trope within Ars
Magica sagas to have the survival of
at least some members of the House
remain a distinct possibility. If you
choose to confirm that possibility,
there are many ways in which
individuals from the Schism era may
have survived.

Or survival could take on a less
literal meaning. What happened to
their books and devices? Are there
still stories told of the brave Diedne
amongst the descendants of their

supporters? Could their influence live
on where the magi themselves do
not?

Tue NATURE OF ANY

DESCENDANTS

Assuming that none lived far
beyond the Schism War, they may still
have descendants who have to live
with the knowledge of what was
taken from them and the threat to
their own lives if the nature of their
lineage is discovered.

Descendants of the allies of House
Diedne too might have cause for fear.
We know that giants, faeries, and all
manner of beasts assisted the House.
What became of them? What if these
long-lived creatures are identified by
someone within the Order?

There may be hedge wizards and
even members of other traditions
who come from a lineage of House
Diedne magi. Should it matter to a
member of a minor tradition that his
magic has been shaped by one
hounded out of the Otrder of
Hermes?

And of course, there may be those
originally unconnected with the
House who seek a revival of their
magic and even their practices. There
may well be those within Houses
Merinita and Bjornaer who seek
magic with a greater connection to
the old ways and to the land
untouched by mankind. Could they
revive the knowledge lost when
House Diedne was destroyed?

It is even possible that magi from
other Houses of Mystery Cults might
see some hint of breakthrough or
something of cultural importance that
should be preserved before it is lost
forever. These magi might seck a new
House Diedne, or at least try to
soften the enmity of the ages.

REMAINS A THREATE &

Perhaps the most conteg}ous
question is whether the House
remains a threat to the Order.
Threat, however, is a subjective
thing. While some might claim
that amy recognition of House
Diedne in the modern Otrder is a
danger to the fabric of the House,

others might take a more
pragmatic view. Such scholars
might want to explore more

about Diedne ways and magic to |
ensure that such events are never W
repeated or to discover what
parts of the Diedne heritage can
be salvaged and reappraised.

CoxNcLusioN

There is a lot of information
about the House in one form or
another scattered across
twenty years worth of books. We
have a good idea of the origins of
the House and a view on the type
of magic used and potential
weaknesses. We also have an
understanding of the House as a
cohesive force, something
holding itself separate from the
Order.

We do not have definitive #
answers on what realm their §§
power was aligned with, although
as Hermetic magi it must in part
at least be magic. We also do not
have a full understanding of their
pagan practices, although there is
certainly evidence that they clung
to a pagan religion and carried
out a form of the wicker man
ritual. And if the wicker man
ritual was conducted, there is an
even chance that human sacrifice
was part of that practice.

over

What is clear is that the House
provides as fertile ground for Ars
Magica stories as it ever has.
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House Diedne is alive; it was
impossible to stand against the
combined might of Tremere,
Flambeau, and Guernicus, but it was
also impossible for those houses to
completely eliminate them.
Pragmatists, the Diedne adopted their
' longevity rituals to outlast their foes.
Even before the Schism War broke
out, the Diedne were preparing to go
into hiding; or rather, into hibernation
from which the the House is now
emerging.

History

Beginning in Antiquity and
extending beyond the fall of the
Western Empire, the history of
House Diedne is embodied by a
single word: “steadfast.”” No matter
the challenges placed before them,
the Diedne sought to endure anything
or anyone who might threaten their

il ways.

Tue TrapiTiON BEFORE

Di1epNE
The druids in the British Isles
f ncver possessed the formal

organization of the Gallic druids
largely exterminated by Gaius Julius
Caesar. Different centres of learning
and study, such as the Isle of Mona
(now called Anglesey) existed in
Brittany, Normandy and Provence.
Like the order, these schools and
cities were dedicated to different
functions or were famed for their
schools for warriors, or song and
poetry.

The Diedne, as they were known
to the Hermetic Order, were an
extended family of druids from Mur
| Ollavan, the city of Ilearning.

However, after they took the
Hermetic Oath, the Ingheaw
Adangha, a group 