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elcome to 2014. It

doesn’t seem that long
ago that we were looking back on
2012 but we’re already now
bidding farewell to 2013 and
looking ahead to a new year.

Last year was a great year for
supplements. First we had
Antagonists, then Tales of Power,
tollowed by The Contested Isle: The
Hibernian Tribunal, and  finally
Transforming Mythic Europe. Four

very different supplements
offering four very different
propositions.

Antagonists provided a number
of well-conceived and fully
detailed adversaries that you can
drop into your new and existing
sagas to provide instant story
content.

Again, Tales of Power presented
instant story opportunities
through a number of self-
contained scenarios that explored
various corners of Mythic Europe
and the supernatural realms.

The Hibernian Tribunal book,
described by some as “Ars
) Magica turned up to eleven”
gave a Fifth Edition twist to a
Tribunal that we know a lot of
Ars Magica fans have wanted to
see for a very long time. This one
gave those looking to start a new
saga a great starting point and the
Tribunal and its culture was built
from the ground up with conflict
and story in mind. This is not one
to be missed.

Finally, we had Transforming
Mythic  Europe, just creeping in
before the end of the year. This is
| one for any saga at any stage of
its life and it is a phenomenal

resource of new effects but more
importantly of grand ideas. Just
like the Hermetic Projects book of a
couple of years back, Transforming
looks at what magi could do if
they put their minds to it. While
Projects focused on the work of a
tew or the individual, Transforming
looks at what the Otrder could

achieve, how they could
transform the world in which
they live.

Looking at the book
production itself, Cam Banks
seems to have made a very

positive impact by bringing new
artists on board. While we hope
that we haven’t seen the last of
Grey Thornberry’s work in the
Ars Magica line, Christian St.
Pierre has been a great find and it
has been a privilege to work on
some of the books he’s
contributed to and to have seen
the art develop
(christiannstpierre.com). And
Gabriel Verdon’s interior art
makes for a very bold injection of
quality (www.gabrielverdon.com).

Outside of the published line
we had a number of fan
enterprises.

cover

CJ Romer started up the first
(as far as we know) podcast for
Ars Magica in the _Arcane
Connection series, and you can find
the complete series
arcaneconnection.podomatic.com.

over at

Once again, we had very
successful Grand Tribunal events
in both the UK and the USA
attended by authors and players
alike. The UK event saw the usual
and very welcome Scandinavian
contingent trekking all the way

from Norway and Denmark to
their second home in the
increasingly charming Gas Green
church hall in Cheltenham.

Sub Rosa pushed the boat out
a little in 2013 and our monster
thirteenth issue took countless
views at the thirteenth House;
House Diedne. It was a project
long in the planning and we had
no fewer than seven published
line authors contributing content
directly concerning House
Diedne. It was certainly our
largest issue to date and we’re not
sure we’re fully recovered yet.

We also saw a great project
kick off over in the Atlas Forum.
Identifying a desire for a set of
vanilla covenants, the forum
regulars have started to build out
their own supplement (with some
impressive layout on display). If
you haven’t looked in on the
thread yet, you can find it here:
http://forum.atlas-games.com/
viewtopic.phprf=4&t=21778. It’s
looking very good already and we
hope it continues.

So what about 2014? Well, we
know that the first book out this
year is Hooks, and it sounds great;
a book dedicated to leveraging
the story potential in other
published materials? A way to
make the books you’ve invested
in pay for themselves? Count me
in.

Other than that, who can say?
Will we get another Tribunal this
year? Will we see distant areas of
Mythic Europe and beyond
explored? We don’t know, but it
should be another great year for
Ars Magica.

VSO 1ng
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L I { he most recent book for
Ars

Transforming Mythic

Magica
Europe.

was
It
includes details on three ways in

which magi can completely

' change Mythic Europe, from the

Cisland is a

simple (add a new island nation)
to the complex (start a magical
industrial revolution). This book
makes no changes to the official

nevertheless
of the

important problems in the game's

background, but

addresses one most
setting.

Fundamentally, Mythic Europe
makes no sense. Hermetic magi
have enough power at their
fingertips to do almost anything,
and so there is surely no way that
a recognisably medieval society
should have survived having the
Order

almost

of Hermes for

500
everything changed?

pI’CSCl’lt

years. Why hasn't

Transforming Mythic Europe

recognises that creating a new
the
reach of freshly-Gauntleted magi,
if a

troupe's players want to changed

project within

and provides support

In other words,
Ewnrope

that

everything.
Transforming Mythic
explicitly recognises
the

provides help and support if you

magi
could change world, and
want them to do it in your saga.
It provides the official answer to
the question "What stops magi
The

answer is: nothing. They can if

changing everything?"

they want to. Since the player

magi are the main characters in

your saga, however, they should
be the ones doing it, just as the
projects in Hermetic Projects were
designed on the assumption that

the player magi would undertake

them.
That raises the question of
why no magi changed FEurope

before 1220. The real answer, of
course, is that a large part of the
point of Ars Magica is to enable
play
something that looks a lot like

you to games set in

medieval Europe, only with
supernatural elements. However,
that is a meta-game answer, and
does not address the issue of why
it hasn't happened in the game
world.  Now that Transforming
Mythic Europe has been published,
we know that there is nothing
inherent to the setting preventing
it. So, why?

My that,
1220, no magi had done so. The

Order is small and thinly spread,

answer is before

so a big change to society is
likely to require concerted effort
by several magi. Small things
could have changed history
through the butterfly effect,
but it is perfectly
legitimate to decide that
they didn't. A few magi
may have tried to
make
but

reason, they
failed. Most

concentrated

big

changes, £

for whatever

on © (0 @ i

projects, such as

By Davip Cuart
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Mystery Initiations, uncovering
Ancient Magic, or building the
ideal Most
people radically

change the world, and most who

covenant library.

do not try to
do, fail. People with the power of
Hermetic magic are much more
likely to both try and succeed,
but it would still be a fairly small
minority. I doubt that even most
player magi will follow the paths
laid
Europe,

out in  Transforming Mythic

all. The Otrder is

small enough that we can

after
say,
without stretching plausibility
too far, that no magi did enough
to change the world before 1220.

The

completely different issue.

future, however, is a
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THE STORYGUIDE’Ss HANDBOOK:
THE Pata LESs TRAVELLED

‘X [ riting stories for
roleplaying games is a
difficult thing. It doesn’t matter
whether your story is intended
for your regular troupe, a one-off

session, a convention setting, a
fanzine, or even for the published

: line; it’s just plain difficult. There

are a lot of factors to juggle, from
setting, to plot, to background, to
enemies, and that’s before we
introduce the ultimate variables —
the players.

This issue, the Storyguide’s
Handbook looks at one particular
technique for planning vyour
stories that should help you to
provide your players with options
in even the most linear of plots.

Ease FACTOR 21

Why are RPG scenarios so
difficult? There are two principal
factors:

1) The need to
players engaged

keep the

2)  The unpredictability of the
players

Aside from the logic of the
story itself, the credibility of your
antagonists, judging the correct
level of threat, and injecting
sufficient peril, you need to cater
for and account for the players.
You may think you have a great
plot lined up, but how do you
really know that you have enough
content to keep the players

By GeraLp WYLIE

engaged until you play through it?
One of the great pitfalls is
misjudging the level of content .
that you need to provide. It is
easy, as the one designing the
story, to get swept up in the
minutiae of the background,
expecting the players to naturally
want to discover all the detail you
have written down in your
gaming folder. It is equally easy
to over-write things. Remember,
action tends to stretch in play and
there is a danger of writing in a |
run of necessary actions before
the players progress past the first
couple of scenes.

VSO Eng



Sus Rosa

Within those scenes, it is
important to provide actions
and/or opportunities for the
assembled players and their
characters. This is where knowing
your troupe and their characters
is important, but as you write up
your notes for what’s going to

‘happen over here in the ruined

{ priory or over there in the
flooded region, what are you
doing to make sure you are

providing points of interest for
each player?

For all your planning, it is
quite possible for the players to
decide upon what might seem to
you in the moment to be an
arbitrary of action
unrelated to the set of notes you
have lovingly prepared. Seceing
those branch points, points in the
story where you haven’t given
sufficient guidance or too few
obvious options is not always
casy to see from a linear set of
notes.

Wuat WE WaNT

From OUR STORIES

course

Ars Magica, more than some

RPGs, inclines towards a
generally free and open
storytelling style. The broad
freedoms we enjoy with the

characters we play and the paths
they follow wants to influence the
way design and run our
stories. Partly as a result of that
freedom, the characters each
player brings to the troupe are
often quite different, with
differing power levels, abilities,
and personal goals. Ars Magica
also has a very rich and complex
game world, which we’d all like to
explore and get the most from.
Finally, we also like to be
surprised; we like new things, so
anything we can do there helps to

we

. enhance the game.

So, we want a story that is as

open-ended as possible with
regard to paths through it and
ways to resolve the central
challenges. We also want stories
that play to the strengths and
weaknesses of the characters we
bring, giving us moments to
heroically succeed or tragically
fail; either way, we want those
little spotlight moments. We want
our stories to reflect the game
world at least as far as our part of
that wider setting is concerned.
Finally, we want the next story to
differ from the last, to pose new
challenges and perhaps provide
different spotlights for different
characters.

That’s quite a lot to keep in
mind.

A SoLuTtionN: MIND

MaPPING
A mind-map is a diagram
consisting, typically, of words

representing ideas, people, places,
events, or other concepts joined
together by lines to form islands
of logically-related groups of
information. You typically start
with your central idea and put
that somewhere central on the
page. Then you start to add the

next set of subordinate or
secondary ideas and connect
them to your starting point.

These might represent aspects of
that central idea, or ways of using
that idea that you’re going to
explore. Then, for each of those
secondary ideas, add in a further
set of ideas, pecople, places,
events, etc. that you want to
explore or keep track of. You can
keep doing that at any point
within the diagram, exploring
specific islands and removing
others as you see fit.

As a technique, it is widely
used across business and
academia for its ability to
springboard ideas, allowing them

to be recorded and explored in a
very visual way. It’s hardly a new
concept in the storytelling or
RPG worlds either, but we’re
going to look specifically at how
we can use it to develop our
stories in an Ars Magica context.

At a high level, you start with
something you’re comfortable
with, perhaps the entry point to
your story, the main protagonist,
an event you want to happen, or a
goal you want your players to
reach. From there, you start
adding the story events and/or
locations that you want to include
or at least you anticipate your
players heading to. From there,
you can add further events and
locations, moving further away
from your starting point.

For each of those nodes, as
we’ll call them, you can add in
smaller offshoots that define
what you expect your players to
learn, find, or do at each point.

That’s all a little abstract, so
let’s look at a worked example; a
story outline built from scratch.
We’ll assume that you’re using
plain old paper and pencil, but
we’ll look at the options a little
later.

StART PoINT

Turn your paper so that it is
landscape and then draw in your
starting point somewhere in the
middle. Let’s assume that we have
a coastal covenant and we want
to tell the story of a flood. All we
do is start by writing down “The
Flood!” in the middle of the
paper.

We might come back to that a
little later, but for now that’s a
pretty stark statement of intent
and certainly enough to get us

going.




¢‘ Prot PoiNnTs aND

\

LocaTioxNs

Once you know what your
start point is, start to add the
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file Edit Yiew Notes Format Wdow Help
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The Flood!
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1 note Zoom: Reset

principal locations or events into
your diagram. However, just
looking at our paper, we don’t
even know what the cause is yet,

so let’s add a marker for that.

All we have in mind right now
is that we want a story of a flood.
We can either tell the story of
trying to prevent it or in dealing
with the aftermath, so let’s add
those options to the diagram.
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We now have two solid paths
for the story to take. To be fair to
the covenant and the players, we
will probably favour the story of
how they prevented the flood and
saved the wvillage... Save the
village! Actually, we should add
that as another node. So, we’ve
added a new path for Save the

\ ' Village, as the players may just

consider the flood unstoppable

land take the defensive route.

o — —— —
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They might build a wall or

excavate a dyke to divert the
waters. We also need to know
how we’re going to prevent the
flood, so for that they will need
to know what caused it, so we’ll
develop that path with a suitable
node.

As storyguide, I don’t even
know the cause myself yet, so
let’s work that out. It could be
something gone awry with Seline,
the spirit of the moon, which is
causing a powerful tide. Sounds
interesting, but also hard to
interact with in any meaningful
way. So how about a war beneath
the waves? It’s an old idea, but
still an interesting one; we’ll pit
the faerie realm against the magic
realm.

Let’s take a look at where we
are.

that we still need to develop the
“dealing with the aftermath” side
it is also obvious that we haven’t
really added any detail to the
prevention side — we have a view
on what the players need to do,
but nothing specific as yet.

One other thing. We’re
probably done with that “What

Caused It?” bubble now; we’re ’

working on that elsewhere, so we
can scrub that.

Provipe PLaver OprTIONS

By marking them on the story-
map, you can see what you’re
asking the player characters to do
at each node and make sure that
you have included areas of
interest for each of your main
characters. For instance, if your
story is likely to include a magus
specialised in Vim, with an

interest in spirits, an enchanted |

staff that lights up a room, and a
susceptibility to the Infernal, then
you have at least four things there
you might hang an or
option on.

event

Developing that idea, if the
story takes you to the ruins of an
early church, you might make the
crypt particularly dark, calling for
the magus to light the room, or
you might provide a suggestion of

) : 0 a a regio to be discovered, or
di We ve cho OEre 1’n tle WO stories of ghosts that haunt the
isunct paths that were planning  ,,ins Another magus may be
to develop and while we can sece
I8 The Flood - Scapple [B=or X
file Edit View Notes Format Window Help
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fluent in multiple languages, have
spells to calm the enraged or
distraught, or have a fear of dogs.
You can build one or more of
those elements into the story
somewhere along the way.

. Provipe CrLear DEcision

PoiNTs

The players will decide how
they want to tackle each event
and option that you provide. You

' can try to guide them, of course,

but rather than simply open the
door they might choose to blow a

or more clear options before
them. The difficult tangent is
only really drawn either when the
players are being expected to do
all the work or they don’t like the
single road opening out before
them.

If you do have a single road
that you want your players to
willingly go down then you’ll
need to provide an incentive.
Want the players to go back to
the village they were at
previously? Then you might give
them something to chase back in
that direction, or find something

Firstly, it allows you to see the
shape of your story (motre on that
later), but it also lets you see
what areas of the story are a little
thin, which areas need more
options for player agency or lack
points of interest.

It’s easier to see than just plain
text. A traditional write-up works
well to record lots of procedural
detail, such as background
information, character stats, ot
more complex instructions that
you need to refer to during play,
but a diagram on a piece of paper
allows you to keep a very clear

hole in the wall. Ultimately, each that they feel duty-bound to track on where you are in the
node in the diagram is a stepping return, or receive new story and where you’re going.
stone to the next part of the information that casts their That’s harder to do with a few
story. Provide one or more previous interactions in a pages of typed notes.

logical exit points onto one or different light. This kind of You can modify it on the fly.

more story nodes. Your players
should not be left looking for the
part of the story; they
should be able to see the options
you’ve laid out for them.
Accepting that it is difficult to
account for things you don’t
anticipate, the diagram should
help you to at least understand
where you want to send your
players and ensure that the routes
are open and easy to see.

next

In my experience, players tend
not to take the unexpected route
if you put a choice between two

incentive to move from one node
to another is a key part of this
process, and should be applied to
all exit points, but is made all the
more important when trying to
guide the players down a single
path.

Is Tais A REaL Diagram

OR JusT IN YOUR HEAD?

You could keep this all in your
head if you have experience with
the memory palace technique, but
it is probably best to draw it out.

Looking at our latest map, it
doesn’t make sense for the
“protect the covenant” and “save
the village” nodes to hang off the
“Discover the cause” branch, so
let’s move those out. They now
form perfectly valid responses to

the warning signs heralding the
flood.

But what if we are in play?
What if the players decide to do
something that you haven’t
accounted for? Perhaps they
decide that the threat is larger
than they can handle, perhaps

- Sue Rosa
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even to the wider Tribunal. As a help, perhaps he 1is old, plotted out, you can go ahead and
result, they go looking for a imprisoned, a drunkard, or any write out any notes you need to

specialist. As the process of mind
-mapping promotes rapid
plotting, you can simply draw a
new line from “The Flood” to a
new node called “Get Help”. You
can assume they go to a
“Covenant”, perhaps one they
already know, but you might
think that’s a little safe, so how
about redirecting them to a hedge
wizard, an “Elementalist”. The
Elementalist may feel unable to

other challenge that the players
need to overcome in order to get
him on side. Of course, all that
can just come naturally; you don’t
need a diagram to do that, but by
writing it down there and then,
along with the connections, you
let the paper do the remembering.

Apping DeTAIL
With the flow of the story

cover the specifics. For instance,
you might need some stats for the
faerie tritons or the magical
merfolk. You may be inclined to
write your own, or you could just
add a note to the sketch pointing
at the relevant pages in Realms of
Power: Faerie and Magic.

How detailed you go is down
to you. You might add Ease
Factotrs, combat stats, reminders
of appropriate spell guidelines,
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even Damage Levels of doors or
other obstacles that you might be
asking the players to get past. It
is quite possible to add all the
detail you need to run a story into
the one sketch; it’s your sketch
and you’re going to be using it, so
give yourself whatever you need.

If you are going to use the

' sketch as your main source of

notes, you may consider defining
the more detailed encounters in
their own sketches. Once a sketch
becomes quite large, you’re
fichting against the confines of
space and/or usability and there’s
nothing wrong with flipping to
the appropriate sketch on
entering a new scene or branch of
the story.

GIVING YOUR STORIES
SHAPE

Putting the diagram on paper
allows you to see the shape of
your story. By shape we mean how
the journey through the story is
made up by the points of interest
in your diagram. Shape is
important to visualise as it tells
you, as the storyguide, what
you’re in for. If you have a fairly
linear structure, with one node
leading to the next, then you
know you need to make those
transitions clear and obvious. If
on the other hand you have a
more distributed shape, then you
know you need to ensure you

have a good level of detail
planned across the various
options.
LiNEAR

A linear story starts at one
point and travels through a set of
expected story nodes with few
opportunities to branch out.
There is nothing wrong with a

' linear story; it’s all about how it

is executed. Challenges may be
posed in succession and the fun

of such stories is in trying to
overcome each challenge as it is
presented. Quite often in linear
stories, the aim is to make the
players work towards the ultimate
goal, to present them with a
series of tasks and have them
work through each task in order
to reach the next.

In planning events in a linear
story you should consider making
the route to the next stage fairly
obvious, even foreshadowing
later stages so that the players
understand where they are
supposed to go. Linear stories
tend to work best when each
node presents an interesting
challenge, different to those
already encountered. That’s
where all the preparation is in
stories with this structure.

BraNcHING

A branching story is pretty
typical and we’ve all run and
played them. From a starting
point, the players are presented
with choices of what they might
do and where they might go. At
cach node, the path splits into
one, two, or more new branches,
each of which provides an option
for progressing the story. For
instance, let’s say that the players
need to take 40 pounds of silver
to a magus in a distant covenant
in settlement of a debt and
prevent a Wizard War.

The king’s tax collectors have
just arrived at the nearby castle,
but then there atre rumours that
the bishop’s palace is richly
adorned with gold, silver, and
gems bought from his own
scourging taxes. Or there was a
casting tablet for a ritual to create
enough silver to settle the debt, if
only the magi can find it.

From those quick ideas, it is
clear that there are three different
routes to take and once the
players start down one route they

are unlikely to backtrack. Bearing
that in mind, try not to create
dead-ends. If you do create a
dead-end, don’t make the journey
down that branch too long before
the players hit it.

A branching story can be quite
difficult to write effectively as
you have to anticipate the major
routes through the story that the
players might take, so provide

strong clues as to what the
options are.
BussLE

The bubble story is an

interesting and rewarding gaming
experience. Early on, you present
your players with a set of
objectives, a checklist of sorts,
each of which can be achieved in
any order without dependency on
the others. Each of these
objectives can have their own
structure, but they provide
discrete islands of incident. Let’s
another example. The
covenant needs to cleanse the old
catacombs of an evil that has
been there for generations. They
need to find the divinely
enchanted knife, learn the secret
of the old ritual, identify the
living embodiment of the
pestilence from among the
catacomb rats, and clear out and
re-consecrate the ritual site.
Should be simple enough.

use

Each of those acts can be
pursued in any order. The players
may even decide to run them
concurrently if they are given to
splitting the party. Each of those
acts provides their own set of
challenges and possibly different
tonal elements.

In some respects, the bubble
approach is quite easy to write
for; you have a set of story
islands, each of which you defines
some particular challenges for,
and then you have a wrap up
where it all comes back together




again. It is also quite suited to
one-off games as the structure
implies a defined set of paths to
follow and a defined end-point.
The challenge with these stories
is that there may be less agency
for antagonists and other NPCs;
the world tends to wait for the
players to complete their actions.
You can overcome this by having
actions in one area influence the
activities of those concerned with
another area. For instance, using
the example above, choosing to

learn the secrets of the old ritual
| first might alert the spirits
inhabiting the old holy ritual site
and thereby increase their
preparedness. Alternatively,
gaining the knife before
attempting to re-consecrate the
site might prove to be beneficial.

RaiLroADING

Railroading is the removal or
limiting of player choice and that
is a danger no matter the shape of
the story you’re telling.

However, there is a difference
between presenting a linear story
and railroading. Parts of the
Calebais scenario are really quite
linear, but the players enjoy a
degree of agency in how they
confront the challenges placed in
their way. And that’s the key. You
can guide your players from place
to place as long as you don’t take
their options away. You might
guide them to a hall of nervous
and aggressive Hrools, but the
players should have the option as
to whether to attack outright or
try to gain their trust and benefit
from their knowledge of the old
fallen covenant.

IMmPorRTANT NODES

Once you start joining the
story nodes together, you’ll start
to see which nodes are most
. important. You are almost certain
to have points in your story that

you expect the players to move
through regardless of decisions
made ecarlier in the story. Pay
attention to these nodes and
ensure that you plan enough
detail into those encounters.

Not ALL Roaps Leap Tto

RoME
A word to the wise; it may
make structural and thematic

sense to start a story during the
journey through France,
expecting the players to play out
the natural conclusion on the way
back through after they have
gained world experience and had
time to take on board the events
of the first part, but you can be
almost guaranteed that the return
journey will actually occur by sea,
or through the Rhine, or a faerie
trod; anywhere except following
the reverse route back through
France.

Don’t expect the route
between nodes to be pre-
determined unless you, as the

storyguide, take that element of
control away from the players and
cut from one place to another.
That is a fair approach to take;
treat the journey as a narrative
under the storyguide control. But
given that the players are within
their rights to assert their own
narrative, you are best-served by
ensuring that there is an incentive
of some kind to justify the route
you have chosen for the players
to follow.

GRANULARITY

As we know, stories can play
out in a matter of hours, across
multiple sessions, across game
and real-world years, and even
entire sagas. So what is the
appropriate level of granularity
for this approach? There really is
no upper limit to how broad a
sweep you give your diagram, but

the chances are that you are going
to be best served by creating
different story maps for different
levels. For instance, if you start a
saga wanting to tell the story of
House Ex Miscellanea planning a
new Schism War, then you’re
going to need quite a high level

view on what major events you -

foresee your troupe engaging in.
If you’re telling the story of the
rise and fall of a covenant from
foundation, through the seasons
to winter and its fall or rebirth,
then at the very least you will
want to map out the foundation
years, the passing seasons and the
events that describe them, and
the key challenges that decide
whether the covenant falls or
survives.

So you can create very high
level story maps with some very
high level branches in there (for
instance, does the covenant side
with Ex Miscellanea or House
Tremere?) and these provide the
points to aim at as you develop
your saga.

However, you can take a step
down from that to plan out
significant plots, perhaps plots
relating to individual magi, or the
development of the saga across
each season of its life. Doing this
at a magus level also has a very
distinct use; it keeps things
distinct. Assume you have four
player magi to deal with. You can
assume that at some point, each
magus is going to look for a
familiar. Even at the early stage
of the saga, you can put an event
on the story map for each magus
for that familiar. You might not
have a story in mind relating to
each or to any, but you have a
marker. As you learn more about
each magus, you can revisit that
story map and that familiar node
and keep making notes around it.
You can start to see the story

elements that you might include |

for one magus and ensure that

VSO 1ng
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the familiar nodes for the other
three magi look different.

The lowest level you probably
need to go to is at the individual
story level, which is principally
what we’ve been looking at across
this article.

Praying rFor TIME

How long should you spend
defining each scene or node in
the path? There’s no right answer
to that other than as long as you
need. The mind-map that you
create is unlikely to be the end of
the process as you will want to
source stats for adversaries,
design things such as books, vis
sources, supernatural effects, etc.,
and provide guidance for yourself
for when your players make their
way through the paths that you’ve
defined. The intention is that the
mind-mapping up front should be
light and fluid; a good way to get
to the crux of the story you want
to tell and to make sure that
you’ve accommodated all the
elements you wanted to.

How long should each node or
branch in the mind-map take to
play through? Again, that all
depends. The branches in your
mind-map sketches are unlikely to
be correctly proportioned against
time, although they might well be
proportioned against importance.
One branch may play out over
seasons, while a longer and more
involved branch may play out

more quickly while involving
more incident.
MiIND-MAPPING
TooLs

You could use paper and pens
to work out your structure but
there are a number of dedicated
options beyond the
basics such as MS Word or other
word processor packages or even

MS Visio. Of course, many
applications are also available for
mobile platforms, such as 108,
Android, and Windows 8 and we
recommend you to search
through the relevant app stores.
To get you started, we’re picking
out just three solid applications
below, but there is much more
information available at the Mind
Mapping Software Blog
(mindmappingsoftwareblog.com).

ScAPPLE

Scapple (available at
www.literatureandlatte.com/
scapple.php) is a light-weight
mind-mapping application from
Literature and Latte, the same
company behind the well-received
Scrivener authoring tool. Scapple
is clean and simple and available
for both Windows and Mac. The
application doesn’t try to impose
any kind of structure or
hierarchy, which just allows you
to get on with the business of

mapping out your saga oOf
scenario.

Currently desktop-only, the
maps are exportable to PDF,

image, plain text, rich text, and a
couple of others.

FrREEMIND

Freemind (available at
freemind.sourceforge.net) is a
free Java application, with
arguably more features than
Scapple at this stage. It does tend
to impose a little more structure
than Scapple, which increases the
learning curve slightly, but the
price can’t be beaten.

MinD MEISTER

For the and mobile
amongst you, there is Mind
Meister (available at
www.mindmeister.com), a cloud-

based mind-mapping web
application that is equally at

online

B

home on a desktop browser, on
an iPad, or an Android tablet (or
phone, come to that).

It is not a free service,
however, but it is well supported.
Ultimately though, the level of
visual polish achievable through
Mind Meister may be wasted on
plain old story plotting.

Giving 1T A Go

Mind-mapping your way
through a story design allows you
to quickly see your story’s shape '
with greater clarity than pages of
text. It helps you to see which
need more detail and
because it is a freeform method,
you can add any detail you like to

arcas

the diagram, including ability
checks, ease factors, rewards,
page references, etc.; anything

you need to run that part of an
encounter you can conceivably

add.

The diagram makes a great
reference while actually running
the story as you can mark it up as
you go, keep track of where
things are, see what’s left, and
even change things on the fly
including adding or removing
content as the story dictates.

You can also use it to describe
the various levels of your saga.
You might define the large sweep
of where you want to take the
covenant, the Tribunal, the
Order, or even the cosmos in one
high-level diagram, and then use
others to map out the lives of
individual characters, and then to
individual scenarios and
encounters themselves.

As a technique, give it a go for
your next scenario and see how it
works out for you.



mindmappingsoftwareblog.com
http://www.literatureandlatte.com/scapple.php
http://www.literatureandlatte.com/scapple.php
http://freemind.sourceforge.net/wiki/index.php/Main_Page
http://www.mindmeister.com

: l_\ fl agi of House Verditius are
\ seasoned craftsmen with a

magical heritage steeped the
enchantment of powerful devices
often beyond the capability of their
' colleagues in other Houses. Their
' Minor Mysteries allow them to create
tools far superior to mundane
craftsmen, to enchant magical casting
tools that enhance their own magic,
and to bind the power of spirits and
beasts into magical devices. Their
deeper Mysteries malign
magics, the reforging of broken
devices, and the creation of

cover

automatons; beings of matter and
magic that sit at the very edge of
sentience. They are not, however,
noted for any particular affinity with

magics designed to extend their
lifespans. The Verditius Mysteries
described below seek to redress this.

This article introduces two new
Verditius Mysteries designed to give a
particularly Verditius feel to the
commonly-known Hermetic process
of extending a character’s natural
lifespan. The intention is to make
these new Mysteries immediately
useful to characters who will not have
been designed in advance of these
rules seeing the light of day but for
whom they are thematically
appropriate. For this reason, there are
practitioners of the first of these new
Mysteries currently operating out of
the Roman covenant of Verdi on the

By Marx LawFOrD

island of Sardinia. They can be
approached either for their services in
creating a longevity focus or to act as
mystagogues in initiating a magus into
this Mystery.

The other is perhaps more

difficult to find, but for reasons that
we’ll explore below, significant power

Py

may be opened up relatively quickly -

once the magus gains access to the

hidden knowledge.

Finally, we present some story
material to help players and

storyguides wanting to introduce |

these new Mysteries to their sagas.
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AN OVERVIEW OF
LoNGEvVITY

The aging rules are detailed from
ArM5, page 168 onwards and
Longevity Rituals in the same book
from page 101 onwards.

In short, once a character reaches
35, they start making Aging Rolls
each winter.

AGING TOTAL:

Stress die (no botch) + age/10
(round up)

— Living Conditions modifier
— Longevity Ritual modifier

This roll is compared against the
table on ArM5, page 170. In essence,
a total of 3 or more results in the
character’s apparent age increasing by
one, while a roll of 10 or more results
in the rigors of aging applied to the
character’s characteristics as Aging
Points, which also build a
Decrepitude Score, just like
experience points towards an Ability.

Once a Decrepitude Score reaches
5, mortal death is not far off and
cannot be forestalled further by any
known means.

Hermetic Longevity Rituals act as
a negative modifier to the Aging Roll,
as per the formula above, serving to
reduce the possibility of looking and
feeling older.

There are two factors involved in
creating a Longevity Ritual:

1) A Creo Corpus Lab Total,
providing a +1 bonus for each
five levels of the Total

2) The expenditure of one pawn
of vis for each five years of the
character’s age

These are clearly limited by a
number of scores (Arts, aura, Magic
Theory, Stamina, help in the
laboratory, etc.) for the Lab Total and
the character’s Magic Theory Ability

- score specifically for the second item.

We are told that there is a great

deal of flexibility in the form a
Longevity Ritual takes, from a
traditional potion to a brief rite, to a
device that might be carried. This
item or practice is termed a focus.

The Longevity Ritual remains
effective, providing its bonus to
Aging rolls, until the character
experiences a Crisis as described in
ArM5, page 168. At this point, it is no
longer effective and must be recreated
and the number of pawns of wvis
expended increased in line with the
character’s new age.

SoME TERMINOLOGY

Throughout this article will use the
term /longevity focus to mean any item,
rite, or practice that provides a
longevity bonus. Typically, this is the
longevity ritual itself, but in the case
of the Verditius practices described
below, this may be a little more
diverse.

THE MYSTERY OF THE
PHYLACTERY:
ExcuanTED DEVICES
As LoNGeviTY R1TUALS

The Minor Hermetic Virtue of the
Hermetic Phylactery is a mystery not
widely known in House Verditius, but
books that describe its
available and any with a House
Verditius Lotre Score of 3 or more can
likely recall if not the details of the
phylactery then certainly where those
details were written down.

use are

In short, a Verditius magus
initiated into this Mystery replaces the
standard rules for Longevity Rituals
with a single requirement: A device
may be created and opened for
enchantment as normal in a single
season, and the crafter’s Dexterity +
Craft Ability Score becomes the
bonus applied to the -character’s
Aging Rolls in direct replacement for
the Longevity Ritual bonus.

ExaMPLE:

Alfter being initiated into the Mystery of |
the Hermetic Phylactery on the island of
Sardinia, the magus V'ico Murino sets about
creating a belt. While the belt has a leather
base, it is adorned with numerous silver
panels. This gives it a capacity of (base 6 x 2
size) 12 pawns of vis. He bas a Dexterity of
+2 and Craft: Silversmith of 5, and so must
expend a minimum of 7 pawns of vis to open
the device for enchantment. At the end of the
season, he bas a silver belt that has both a
capacity to receive 120 levels of enchantments
and  provides bim with a +7 Longevity
Ritual bonus.

In the next season, he enchants the belt
with an effect designed to allow him to fly;
ideal for reaching the top of the tower in
which his laboratory is housed.

Longevity Bonus:

Crafter’s Dexterity + Craft
Ability Score

As an additional option, you can
allow additional bonuses to this based
on the crafter’s workshop and any
assistants that they employ in crafting
the device. City & Guild, page 67
provides details on what other factors
you can consider including,.

The device must be opened for
enchantment with at least one pawn
for every five years of the character’s
life, so a character who constructs a
Hermetic Phylactery at the age of 40,
must open the device for
enchantment with at least 8 pawns of
vis, while a magus of 150 years of age
must have a device opened with 30
pawns of vis.

Minimum Vis Capacity of the
Opened Device:

Character’s Age/5

All the wusual rules apply for
opening the device for enchantment,
including the maximum number of
pawns that can be used in a given
season and its Magic Theory
limitation. The discount that Verditius
gain due to their score in the craft
Ability used to create the device is




&

s

applied normally. In addition, if the
magus has been initiated into the
Mystery of the Elder Runes, as
described in Houses of Hermes: Mystery
Cults, they can take advantage of the
increased vis wusage that Mystery
allows.

At the end of the season, the
device is a permanent Arcane
Connection to its intended recipient
and begins to operate as a Longevity
Ritual with a bonus equal to the
crafter’s Dexterity + Craft Ability
Score as described above.

While a phylactery is typically a
small wooden box containing
devotions scribed on parchment and
worn strapped to the arm, this
Hermetic Phylactery may be as small
or large as required, made of any
materials determined by its creator,
and of any shape. It may even be a
compound device consisting of

multiple individual parts designed to
increase its vis capacity or utility.

There is no requirement that the
device’s target remain in contact with
the device or even have any regular
contact with it. Once the initial
season is past, the device and its
recipient may remain at an arbitrary
distance with no detriment to its
Longevity bonus.

ENCHANTING THE
PHYLACTERY

As a device opened for
enchantment, the Phylactery may be
enchanted with any standard device
effect, including those dependent on
any Mysteries known to the
enchanter. Filling a device with
enchantments has no detrimental
effect on its use as a longevity focus.

A failure of the longevity focus
also has no harmful effects upon any
enchantments it carries. The only
exception is that any effects that rely
on the Arcane Connection to target
its recipient start to fail unless that

Story Seep: A Poriticar

STATEMENT

A Verditius magus known to the
player Verditius enquires after books
or other materials as touch upon the
House Mystery of the Hermetic
Phylactery. The player Verditius finds
reference to it in some
correspondence but it says nothing
concerning the nature of the Mystery,
only that some believe it is being used
as a symbol of defiance against the
House.

Is this Verditius magus wandering
blindly into a political struggle? Or is
the magus trying to find out where the
player Verditius stands on the growing
animosity between Verdi and Domus
Magna.

Arcane Connection is subsequently
fixed through spending a season and
pawn of vis as usual.

LiMIiTaTIONS

The device acts as a constant
enchantment, in the same way that a
regular Longevity Ritual does. This
means that the recipient gains one
Warping Point each year that he gains
the benefit of such a device.

The opening for enchantment of
such a device causes the failure of any
pre-existing Longevity Ritual affecting
the target recipient — the two effects
cannot stack.

Any attempt to create a normal
Hermetic Longevity Ritual for the
recipient of one of these devices fails
all the while the recipient continues to
benefit from an Aging Bonus
bestowed by the device.

If the device is investigated in the
laboratory, an Intellego Vim Lab
Total equal to or greater than the
longevity bonus x 5 is needed to
determine that it currently provides or
has provided a longevity bonus.

A device that has already been |
opened for enchantment cannot then
be made to provide a longevity |

- - —— -
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bonus. Similarly, a device that has
been opened to provide a longevity
bonus cannot subsequently be
attuned as a talisman or otherwise
have its vis capacity altered in any
way.

A device loses its ability to provide
a longevity bonus when it is broken,

" as described in City & Guild, page 79.

HerMETIC PHYLACTERY

(Minor House Mystery)

A magus initiated into this Mystery
may make for himself or for another a
longevity focus by simply opening a
prepared device for enchantment.
Until the magus suffers an Aging
Crisis or the focus becomes broken,
the recipient enjoys a longevity bonus
equal to the vis capacity of the
opened longevity focus. The focus
operates as an Arcane Connection to
the recipient and may be enchanted
through any Hermetic
available to the magus.

means

INtTIATION SCRIPT: MYSTERY
OF THE PHYLACTERY

Ease Factor: 15
Script Bonus: +10

Script Details: The initiate first
serves the mystagogue as a laboratory
assistant for a full season (+1), after
which the initiate must swear
allegiance to the cause of Verdi over
Ingasia, gaining the Vow Flaw in the
process (+3). At the end of the
season, the initiate must travel to
Ingasia and there proclaim their
allegiance at the wusurper Domus
Magna (+3), before returning for a
season’s tuition under the mystagogue
(+3). Those undertaking the quest to
Ingasia gain a reputation; Supporter
of Verdi (House Verditius) 4.

The initiate must have a score of 3
or more in Verditius Cult Lore before
undertaking the initiation.

This is not the original initiation
script for this House Mystery. It was
revised in the years following the

B

Primus’ decision to snub the
covenant of Verdi and instead make p
the covenant of Ingasia in the Thebes
Tribunal the new Domus Magna of
House Verditius. The new initiation
script represents the growing
animosity between those loyal to
Verdi and the supporters of Ingasia.

TueE MYSTAGOGUES

Like so much now in Verdi, the
control of access to this Mystery lays
in the hands of resentful and hubristic
magi, angered at the continuing insult
perpetrated upon them by the magi of
Ingasia and the Primus.

It may be possible to find another
mystagogue who knows the Mystery
of the Hermetic Phylactery away from
Verdi with access to the original
initiation script. It is thought that one
such individual took up residence in
the Greater Alps over a century ago
and if she no longer lives then
perhaps her library may still contain
the script.

TuE MYSTERY OF
CrepNE: PHYSICAL

AUGMENTATION

While the Mystery of the Hermetic
Phylactery is a House Mystery known
to a few in House Verditius, The
Mystery of Credne (pronounced
CREY-nya) is peculiar to Hibernia
and may in fact now be lost. While
the Hermetic Phylactery acts as a
longevity focus external to the body,
this Mystery provides the power to
replace parts of the magus’ body with
enchanted devices in order to act as
longevity foci.

Some of this may sound familiar
to those who have read the
Inscription on the Soul Mystery, as |
described in The Mysteries: Revised
Edition, page 69. That particular path
has a very different aim, however, and
the two forms of magic are unrelated.
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ORIGINS OF THE MYSTERY

Nearly two centuries ago, the
magus Colla mac Morna, already
advanced in years, suffered an aging
crisis from which even Hermetic
Magic seemed unable to protect him.
Fearing the end, he called for
members of the Coill Ttl (The
Contested Isle: The Hibernian Tribunal,
page 112), who conferred with the
Tuatha Dé Danann (The Contested Iste:
The Hibernian Tribunal, page 124). One

New Fraw: MoNsTROUS
APPEARANCE
Major General Flaw

This Flaw repackages the Monstrous
Appearance Major Magical Inferiority,
as described in Realms of Power: Mage,
page 42, as a Flaw that characters
unable to take Inferiorities can take.

Having become simultaneously both
morte and less than human, the
charactet’s appearance is considered

monstrous to others, resulting in a —6
penalty in all social situations, or to any
rolls involving the trust or loyalty of
others. This stacks with any penalty
imposed by the Gift and the character
is treated as having the Blatant Gift for
the purposes of calculating prevailing
covenant loyalty.

night, the ancient healer of the
Tuatha, Dian Cécht, arrived to seek
| audience with mac Morna. While
there, he discovered that mac Morna’s
arm, withered and infected through
age, was the source of the crisis. He
proposed the Fate of Nuada; the arm
would be removed and replaced with
one crafted by his own hands from
silver. Colla mac Morna agreed.

Dian Cécht summoned the smith
Credne, who called for as much silver
as the covenant could muster and he
worked until dawn in the forges of
the Verditius magi. Finally, as the
cock crowed, the arm was completed.

With much ceremony, Colla mac
Morna’s arm was severed and the
silver arm created by Credne was
magically attached. Within moments,
Colla mac Morna’s strength returned
to him and he could use his new arm
with as much dexterity as he had ever
possessed.

In return for his trust in the old
ways, Dian Cécht granted Colla mac
Morna the knowledge to perform the
same service to others. For his part,

mac Morna counted himself an ally to
the Tuatha Dé Danann from that day
on.

CREATING AIRGETLAMHA

The devices created through this
Mystery are called Airgetlamha (areyd
-LAHW-ah), literally meaning Silver
Hands after the silver hands crafted
both for King Nuada of the Tuatha
De Danann and for mac Morna. The
Verditius spends a season crafting the
Airgetlam (areyd-LAHW) and opening
it for enchantment, just as with the
Mystery of the Hermetic Phylactery.
The Airgetlam can be of any material,
but it must act to directly replace a
part of the human body and so must
be of broadly appropriate shape and
construction.

The restriction on the number of
pawns with which the device also
remains; i.e. it must be opened with a
minimum of charactet’s age/5 pawns
of vis.

Similarly, the longevity bonus is
also calculated in the same way as for
the Hermetic Phylactery, ie. the

SHAPE-CHANGERS AND
AIRGETLAMHA

Shapechanging magic is common
across the Otder, and in Hibernia in
particular. Those bearing airgetlimha
may still utilize shape-changing spells
as normal, including the heartbeast
power possessed by those of House
| Bjornaer, but while the airgetlimha
| change shape to accommodate the new
form, they remain obviously objects of

artifice.

For instance, a magus bearing an
airgetlam in the shape of a mechanical
bronze leg turns himself into a stag to
better explore the woodland. The
resulting stag also has an obviously
bronze mechanical leg, which gives it a
Monstrous Appearance.
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creatot’s Dexterity + Craft Ability
Score.

In practice, there are only four
parts of the individual that cannot be
replaced. These are the liver, the
gallbladder, the spleen, and the brain,
as these correspond to the natural
humors, as described in A &
Academe, page 38.

The restrictions on the number of
pawns that need to be used are
exactly as for the Hermetic
Phylactery.

The airgetldim is attached to the
recipient through a Hermetic ritual,
described below, during which the
original body part is removed and the
airgetlam joined with its host. It is
then a natural extension of its bearer,
enjoying all faculties of motion and
sensation as did its predecessor.

ATTACHING THE

AIRGETLAM

Once the work of Credne has
been done and the airgetldm created,
the Rite of Dian Cécht can begin and
the airgetlim can be attached. In
Hermetic terms, this is a ritual spell
reliant on knowledge of the Mystery
to design.

The ritual itself is designed as a
general level spell and is fully
described in the nearby box.

In the event of a Casting Tablet
detailing this ritual being found,
confident magi may attempt to follow |
its instructions without knowing the
underlying Mystery.

N
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EFFECTS OF THE
AIRGETLAM

A bonded airgetlam functions in
every way just like a natural extension
of the recipient’s body; a direct
replacement for the natural organ or
limb that it replaces.

The recipient of the airgetlam
suffers from the effects of the
Monstrous Appearance Major
Magical Inferiority, as described in
Realms of Power: Magic, page 42.

Hach airgetlam provides a +1

Form Bonus against Corpus effects.

The Rite of Dian Cécht
MuCo General, ritual, Mystery
R: Touch, D: Special, T: Group

This ritual, cast with casting
requisites as appropriate for the target
airgetlam, binds the airgetlim to the
host. During the rite, the limb or organ
to be replaced is excised or severed
and the replacement attached. The
removed organ is burned, destroying
its essence entirely, and the body and
the new airgetlam become one.

The ritual’s level must equal or
exceed five times the longevity bonus

granted by the airgetlam, so a level 50
Rite is required to attach an airgetlam
granting a longevity bonus of 10 to a
recipient.

The new base effect for this is
essentially:

Base Bind an airgetldim to a
host where the level of the spell equals
(five time the longevity bonus) + 30
levels.

It is not necessary to design a
unique ritual per airgetlam or recipient.

(Base, +1 Touch, +4 Special
Duration, +1 Part)

A recipient of an airgetldim can no
longer gain longevity bonuses from
cither the common longevity ritual
practiced by the Order or from the
Hermetic Phylactery known to House
Verditius. Once an airgetlam has been
bonded with the bearer, no other
longevity magics will work for him.

Beyond this, the airgetlam has a
number of effects over and above the
Hermetic Phylactery described above.

AIRGETLAMHA AND THE
LoxGeviTy BoNus

A magus gains a longevity bonus
equal to the number of pawns used to
open the airgetlim for enchantment.
However, the magus may have more
than one active airgetlam at any one

time, in which case the bonus is equal
to the highest value focus, plus one
for each other active airgetlam
possessed by the magus. An active
airgetlam is one that has not yet failed
through Crisis, as described below.

AIRGETLAMHA AND AGING

PoinTs

While the magus may still gain
Aging Points, while bonded with an
airgetlam functioning as a longevity
focus, any Aging Points gained are
not applied to the character’s
characteristics. They still contribute to
the Decrepitude Score as normal,
however. This results in further

protection against the ravages of time.

AIRGETLAMHA AND CRrisis

An airgetlam cancels the effects of
a Crisis incurtred as a result of the
next failed Aging Roll. The Aging
Crisis still causes the longevity focus
to fail, leaving the magus potentially
unprotected against further aging, but
any other deleterious effects of the
Crisis are avoided.

As described above, a magus may
benefit from multiple embedded and
bonded airgetlimha. When subject to
Crisis, the highest wvalue active
longevity focus is cancelled. This may
not leave the magus unprotected,
however. If there are more than one

FAERIE AIRGETLAMHA

This article looks at the Mystery of
Cedne as practiced by House
Verditius, but the same setvice can be
secured from the Tuatha Dé Danann.
There are physicians and craftsmen
still within that Tuath who can both
craft and attach these airgetlimha, if
they can be found and bargained with.
The following powers represent these
ancient gifts.

The Craft of Cedne

The faerie crafter creates an

| airgetdldm for a specific recipient. The

longevity bonus is based on the faerie’s

Dexterity + Craft Pretence Score and
it costs the faerie 1 Might Point per
point of bonus. So, a silver arm
providing a longevity bonus of 10
costs 10 Might Points (which is the
maximum possible using this power).

Points spent in this way can only be
regained by consuming faerie vis
associated with the form of Vim, or in
taking back and destroying the
airgetlam.

This Ritual Power costs the faerie
two Ritual Power Virtues to buy.

Costs 50 levels. Special, (R: Touch,
D: Momentary, T: Individual, Ritual)

The Faerie Rite of Dian Cécht

At the cost of 10 Might Points, the
faerie with this power can attach a
specially crafted airgetlam to a
recipient. The maximum longevity
bonus that the airgetlam can provide is
10. Anything beyond this is too potent
for this power and the ritual fails.
Points spent on this power can only be
regained by consuming faerie vis
associated with the form of Corpus.

This Ritual Power costs the faerie
two Ritual Power Virtues to buy.

Costs 50 levels. Special, (R: Touch,
D: Special, T: Group, Ritual)
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active longevity foci, then the next
lowest is then used to determine any
longevity bonus for future years.

AIRGETLAMHA AND
WARPING

A magus may have multiple
Airgetlamha, and while they act as an
active longevity focus, they each act
as a constant magical effect upon the
host, each in turn providing 1
Warping Point per year. In the event
of an Aging Crisis or damage causing
| an airgetlam to cease functioning as a
longevity focus, the airgetlim no
longer causes warping.

When a character bearing
airgetlamha gains the scars of twilight
or other warping effects, the
airgetlimha are also directly affected.
They may become enlarged, or
discoloured, or even grow new detail
that was not present before.

AIRGETLAMHA AND

Damace

Airgetlamha have Damage Levels,
as described in City & Guild, page 77.

APPROPRIATE AIRGETLAMHA

There may be a temptation to create
a multitude of airgetlamha as each
active longevity focus at least provides
a bonus of +1 to the final resulting
longevity bonus. Eager players may
seek to replace individual digits with
airgetlamha, or even individual joints
within those fingers, or perhaps
individual teeth. However, these are
not appropriate.

The magic of airgetlimha works on
the principle of significance; a tooth is
not significant, but a jaw is. A finger is
not significant, but a hand or an arm is.
Hair is not significant, but a skull is.

The troupe should be a sensible arbiter
on these, but a decent rule of thumb is
whether the loss of that body part
might be the cause of a Flaw, such as
Missing Hand, Missing Eye, Afflicted
Tongue, or Lame, for instance.

But remember also that the more
airgetliamha a character has operating
as active longevity foci, the more
warping that character gains each year.
There is a definite balance to be had
and characters could consider adding
further airgetlimha only when the
beneficial effects of a previous
airgetlam cease.

They do nothing to alter the number
of body levels their bearer possesses,
but they are themselves subject to
damage in stressful situations.

Whenever the bearer of an
airgetlam suffers a Medium Wound or
greater, a Damage Check must be
made to the airgetlam. If the roll fails,
the airgetlam loses a Damage Level.
As a rule of thumb, most airgetlamha
have two Damage Levels (Standard
Quality construction and size -1, as

described in City & Guild, page 77). 1f

you don’t have City & Guild available,
the nearby box gives you a quick
guide on judging Damage Levels.

Where more than one airgetlimha
are carried, then the Storyguide
should decide which device is
affected.

Once an airgetlam loses all its
Damage Levels, it is broken. Any
enchantments in the device cease
working immediately and it no longer
contributes a longevity bonus. It also
ceases to function as a limb or organ.

TuE MysTERY OF CEDNE
(Major House Mystery)

While the magical knowledge
behind this Mystery ultimately stems
from the Tuatha Dé Danann, it is
considered a Verditius House Mystery
as none outside of that House have
ever learned it.

A magus initiated into this Mystery
gains the power to create airgetlamha
and bind them to their recipients
through the Rite of Dian Cécht using
the rules above. They have knowledge
enough to create their own versions of
the Rite, allowing for different levels
of effect. They may also act as
mystagogue to others secking this
| power.

INiTIATION SCRIPT: MYSTERY OF
CEDNE

Initiation into this mystery always
involves the initiate becoming bonded
with their first airgetlam.

Ease Factor: 21
Script Bonus: 21

Script Details: The initiate must
first gain the blessing of the Tuatha Dé
Danann by undertaking a quest at their
behest (+3). Once the Tuatha Dé
Danann grant their blessing, the
mystagogue can proceed and he
spends a season crafting and opening
for enchantment an airgetlam for the
initiate (+3), forged in the ashes of the
initiate’s talisman (+6). At the
culmination of the season, the Rite of
Dian Cécht is performed and the

initiate bonded with the airgetlam,
going through the ordeal of gaining the
new Monstrous Appearance Flaw

(+9).

The initiate must have a score of 3
or more in Verditius Cult Lore before
undertaking the initiation.

This initiation is unusual in that the
mystagogue may be either a magus of
House Verditius who knows the
Mystery, or it could be one of the
Tuatha Dé Danann who possess the
requisite powers. If a member of the
Tuatha Dé Danann acts as the
mystagogue, the initiate must have a
score of 3 or more in Area Lore:
Hibernia before undertaking the
initiation.

20
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A shattered airgetlim eye no longer
sees and a broken airgetliam becomes
lame. The bearer gains an appropriate
Flaw to model this damage.

REPAIRING AIRGETLAMHA
Damaged airgetlimha may be

AssessiNG DamaGe

An airgetlam loses a Damage Level
if the bearer fails a Dexterity +
Finesse Stress roll against Fase
Factor 15. The roll gains a bonus
equal to the magnitude of effects
enchanted into the device.

On a botch, the airgetlam is struck
from the bearer’s body instead of
losing a Damage Level.

repaired. A dedicated season spent by
a craftsman repairing an airgetlam
automatically restores any Damage
Levels that have been lost. The
season may be treated as a season of
Practice, for book-keeping purposes.

A broken airgetlim may be
repaired, but this requires a magus of
House Verditius initiated into the
Mystery of Reforging Enchanted
Items (Houses of Hermes: Mystery Cults,
page 125). Reforging the device
restores its intended function (a

repaired eye can see; a repaired hand
can grasp) and the associated Flaw is
removed. Its function as a longevity
focus is not restored, however.

ExcHANTING
AIRGETLAMHA

As with any other opened device,
airgetlimha may be enchanted using
any standard or Mystery magics know
to the enchanter.

They have one advantage over
other devices, one shared by
talismans; the enchantments may use
the Personal range to affect the bearer
to which the airgetlim has been

bonded.

Constant effects, whether they are
designed to affect the bearer or the
airgetlam itself, are a source of
warping as described in ArM5, page
168.

RESTRICTIONS

Airgetlamha may be created only
for those with the Gift or with some
form of Supernatural Might.

Once the airgetlam is bonded to
the host, it becomes part of their
essential nature and cannot be
removed without injury or
consequence. Any wound left through

CastiNnGg TasLeTr: RiTE oF Diax
CEcHT

It is possible that a casting tablet
detailing the Dian Cécht may be
found. If it is, it may be written down
in vernacular Gaelic instead of Latin
to disguise its true purpose.

One way to introduce the Mystery
of Cedne into your saga quickly is to
have a pre-existing airgetlim found
along with a casting tablet of the Rite
at a level suitable to use. This gives
players and characters the opportunity
to explore this magic based on the
deeds of ancient Tuatha Dé Danann | |
heroes.

The tablet may purport to be an
accurate description of the Rite
actually carried out by the physician
Dian Cécht himself. If true, that
would make a potent trophy for any
Hibernian covenant.

removing an airgetlam may be healed,
but the removed limb or organ
cannot be replaced through Creo
Corpus magic; the essential nature is
now such that it may only be replaced
cither by re-bonding the removed
airgetlam or through some other
magic to replace the missing limb
with another of the same material as
the removed airgetlam.

ExaMPLE: AIRGETLAMHA  AND
AcGiNGg
Finn, a 35 year old magus,

undergoes initiation into the Mystery
of Cedne, gaining a mechanical bronze
arm in the process. Created by a
master craftsman, the bronze arm
gives him a longevity bonus of 12
(Dexterity +3 and Craft: Smith +9).
He also gains one point of Hubris.

At the end of his 35th year (which
we’ll call Year One), he makes an
Aging Roll. His bronze arm provides
such a longevity bonus that he suffers

| no ill effects from aging, but he does

have the Monstrous Appearance Flaw

and he does begin to suffer a constant
one warping point per year. He
continues untouched by the ravages of
years until the age of 58, at which
point he has an apparent age of 38, but
during a freak winter experiences a
Crisis. He suffers no ill-effects from
the crisis thanks to his airgetlam but it
no longer provides a longevity bonus.

Now reliant on his
craftsmanship, he creates
airgetlam, an iron leg. He opens it for
enchantment with a capacity of 15
pawns of vis, which exceeds the
requited minimum of 12, and, with
help, conducts the Rite of Dian Cécht.
He now has an airgetlam providing a

own
a new

longevity bonus of +8 (Dexterity +2
and Craft: Carpenter +0).

In order to provide a further
longevity bonus, he sacrifices his other
leg, creating a second iron airgetlam.
After going through the ritual, he now
has a total longevity bonus of +9 (8
for the first active airgetlam, +1 for the
second).

By the time he reaches 100 years of
age, he has suffered no further aging
crises and has an apparent age of 71.
He has gained fewer than 10 Aging
Points, giving him a Decrepitude Score
of 1.
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BONDED AIRGETLAM FUNCTIONS IN EVERY WAY

JUST LIKE A NATURAL EXTENSION OF THE

RECIPIENT’S BODY; A DIRECT REPLACEMENT FOR

THE NATURAL ORGAN OR LIMB THAT IT REPLACES

AIRGETLAMHA AND

Husris

Replacing natural body parts with
devices of artifice is a hubristic act.
Unsurprisingly, Verditius magi who
undertake this path gain Hubris, as
described in Houses of Hermes: Mystery
Cults, page 118. The nearby table
shows the number of experience
points gained for various airgetlam-
related activities. In addition, he can
also add his Hubris score when
enchanting an airgetlam.

INncrEasING HUBRIS

These additional behaviours
should be considered alongside the
table on Houses of Hermes: My