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Thewispsof mist swirled around Lucienneas

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

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

the tower of Mistridge Covenant thrusting heavenward through the gray

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

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

plunged earthward—inamadflurry of feathers, sheturnedintoalargeraven, then

flew off across the valley.

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

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

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

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

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

with asomber, inscrutable gaze.

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

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

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

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

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

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

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

¢ Introduction &

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

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

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

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

TheMedieval World

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

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

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

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

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

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

Magical Setting

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

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

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



Chapter 0

What's New

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

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

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

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

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

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

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

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

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

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

The Basic System

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

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

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

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




Chapter 0

The Die Rolls

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

SimpleRoll

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

Stress Roll

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

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

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

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

Ease Factors

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

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

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

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

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

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

Ease Factor Chart

Very easy
Not too hard

Difficult
Very tough
Extremely difficult

Roll Modifiers

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

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

Botches

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

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

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

Starting Out

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

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

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

Our Best Advice

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

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

I ntroduction

Botch Results Table

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

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

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

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

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

o awAVERRES




10 Chapter0

Characters' Glossary
WordsA ctually used by Characters

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

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

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

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

the Church- the hierarchical religiousinstitution central to
medieval society.

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

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

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

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

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

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

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

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

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

Hermetic- of or relating to the Order of Hermes.

infernal- coming from or related to Hell or devils.

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

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

pace- ayard, more or less.

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

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

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

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

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

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

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

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

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

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

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

bined with other scores to produce a total.

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

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

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

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

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

Recovering swiftly from her surprise, Lucienne smiled.

These grogs could prove to be quite useful.
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Character

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

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

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

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

Types of Characters

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

Grogs

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

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

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

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

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

Companions

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

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

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

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

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

See p. 34 for ideas about designing acompanion.

Magi

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

Ars Magica

Exempli Gratia (For Example)

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

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

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

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

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

Creating the Character

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

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

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

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

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

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

Beginning Age

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

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

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

Characteristics

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

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

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

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

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

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

3. Roll characteristics.

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

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

C. ChooseVirtues & Flawsthat affect your character-
istics.

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

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

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

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

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

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

9. Sdect Equipment
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Exempli Gratia: Characteristics

Grimgrothrollsthedicefour timesfor hischaracteris-
ticsand gets the following:

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

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

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

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

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

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

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

Virtues & Flaws

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

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

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

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

Exempli Gratia: Virtues & Flaws

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

Virtues

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

Clear Thinker +1
Flaws

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

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

Virtues
Superior Characteristic: Intelligence +2
Affinity withWinds +2

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

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

winds & keening whistle -1

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

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

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

if he expectstheir loyalty selfishly -1

Ars Magica
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Characteristics

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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



Virtues: +1

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

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

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

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

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

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

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

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

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

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

Educated. Y oumay choose Formal Knowledges
as beginning abilities.

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

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

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

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

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

KeenVision. Geta+3bonustoall rollsinvolv-
ingsight.

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

Light Sleeper. You can wake up almost imme-
diately when disturbed, and take no penal-
tiesthefirst few roundsof activity. The Sto-
ryguide may aso allow you to make gener-
ous Per rolls while you are asleep to see if
noises wake you up.

Ars Magica

Lithe. Youaredightly built but agile. Y our Sze
is-1, but you add +1 to both Dex and Qik.
Cross off the "Hurt" body level and the
"Winded" fatiguelevel fromyour sheet.

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

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

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

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

Self-Confident. Y ou beginthe gamewith4 Cnf
points.

Sharp Ears. Geta+3bonustoall rollsinvolving
hearing.

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

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

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

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

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

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

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

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

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

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

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

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

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

Example-1 Curses:

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

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

» Can only est living things

A toad appears in your mouth when you
speak adirect lie

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

* Music causesyou pain, themorebeautiful,
the more painful.

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

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

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

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

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

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

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

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

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

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

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

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

Virtues: +2

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

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

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

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

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

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

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

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

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

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

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

Self-Confident. Y oubeginthegamewith 5 Cnf
points.

Superior Armaments. Y ou can have expensive
armsand armor.

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

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

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

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

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

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

Virtues; +4

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

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

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

Destiny. Your lifeisheading toward adefinite
culmination. Prophecies and dreams may
giveyoucluesastotheculmination'snature,
but you are not yet sure what it will be. This
sense of direction gives you the surety to
overcome fear, depression, and discourage-
ment caused by anything not relevant to
your destination (and therefore not, in the
end, relevant to you); 42 on appropriate
rolls. If it ever seems your destiny will falil
because of your untimely demise, something,
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Oath of Fealty. Y ou owe service to someoneor
some organi zation outside the covenant. It
could bealord, the Church, political leaders
in acity, or your family. You must justify
your actions to those to whom you owe
fealty, and sometimes there isa conflict be-
tween your activitieswith the covenant and
your oath.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

)

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

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

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

« Stutter uncontrollably whenyoutry tosay
something important.

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

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

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

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

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

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

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

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

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

Failed Apprentice. Y oubegan apprenticeship to

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

Ghostly Warder. A ghost watches over you. It

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

Magic Resistance. Y ou haveaninnate+20 Magic

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

Redcap. You are a redcap, a messenger of the

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

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

points.

Ways of the Woods. You have a deep under-

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

Wealth. Y ouownland and other valuable things

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

Werewolf. When the full moon shines in the

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

Virtue: +5

Guardian Angel. You have learned to hear the

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

Instant Grogs

If youwant togenerateagrog quickly, usethefollowing system.

Age: 20 yearsold.

Characteristics: Determine normally.

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

Flaw: Chooseoneof thesee Criminal Brand, Compulsion, Disfigured,

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

Personality Traits: Choose normally.

Abilities: Choose the following ability scores.

Oneability withascoreof 4

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

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

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

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

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

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

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

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

Flaws: -3

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

Character

Flaws

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

Fury. A violent temper sometimes overwhelms

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

Noncombatant. You cannot learn any combat

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

Sense of Doom. You have gained knowledge

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

Flaws: -4

Cursed. You havebeenterribly cursed by oneof

the great supernatural powers.

Examples of -4 Curses:

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

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

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

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

Demon Plagued. You have come to the special

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

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

Feral Upbringing. You grew up inthewilder-

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

Midget/Dwarf. You arethesize of achild, and

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

Flaws: -5

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

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

Enfeebled. Y ou cannot exert yourself for longer

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

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

Virtues: +1

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

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

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

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

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

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

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

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

Virtues: +2

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

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

+3

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

Virtue:

Virtue: —+4

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

Flaws: -1

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

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

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

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

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

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

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

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

appropriately.

Size

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

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

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

Flaws: -2

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

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

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

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

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

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

spell.

Flaws: -3

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

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

Unimaginative Learner. Y ou havetroublefig-

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

Flaws: -4

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

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

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

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

Flaws: -5

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

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

Confidence(Cnf) isameasureof your ability to surpassyour

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

Size Table
Sz Example Confidence

5 mouse

-4 crow

-3 infant, cat

2 child, dog

-1 adol escent

0 adult

+1 hugehuman

+2 horse, bear, stag

+3 ox, heavy horse

+4 ak

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

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

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

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

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

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

Personality

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

Choosing Your Traits

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

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

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

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

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

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

Personality Traits Table

Altruistic Cruel tolInferiors

Honest Curious about People

Leader Brave in Combat

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

Kind Respectful of Authority
Gregarious KindtoAnimals
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Exempli Gratia: Personality Traits

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

Brave0. Shedoesn't havetheexperience necessary
tobetruly brave.

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

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

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

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

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

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

Making Personality Rolls

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

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

ing.
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Exempli Gratia: Personality Rolls

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

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

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

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

Personality, Abilities, and Magic

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

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

Changing Your Personality

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

Personality Explanations

Brave- Ableto take action despite the risks.

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

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

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

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

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

Gaining a Reputation

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

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

Increasing Your Reputation

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

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

Losing a Reputation

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

Applying Reputation

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

Exempli Gratia: Reputation

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

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

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

Types of Abilities

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

Beginning Abilities

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

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

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

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

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

Reduced Abilities

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

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

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

Score Cost Score Cost

gain3 7 28

gain 2 8 36

gain 1 9 45

0 0 10 55

1 1 11 66

2 3 12 78

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

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

Beginning Experience

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

Specialties

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

Choosing Abilities

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

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

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

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

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

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

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

Exempli Gratia: Choosing Abilities

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

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

Score  Cost

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

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

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

Magical Arts

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

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

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

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

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

Exempli Gratia: Choosing Spells

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

Equipment

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

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

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

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

Encumbrance (Enc)

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

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

Further Characterization

Appearance

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

Quirks

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

Personal History

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

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

Experience

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

Raising Abilities

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

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

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

Gaining Experience Points

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

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

Exempli Gratia: Experience

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

Aging

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

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

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

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

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

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

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

Death

If, onany roll toavoid droppinginacharacteristic, youroll a
Oor lower, roll again for botch. Roll onedie, plusanother botchdie
for every negative point of Stamina you have, plus another for
every pointof Decrepitude. Forinstance, if youhavea-2 Stmand
1 Decrepitude point, you will havetoroll atotal of four botchdice.
If any of your botch dice roll 0, you have died of old age (the
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ultimatebotch). Diseasesarequick and lethal intheMiddle Ages,
and they can quickly kill even those who are apparently in good
health.

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

Longevity Potions

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

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

Characteristic

© 0 N0 OB~ WN P

Looking Ahead

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

The process of character creation has not ended with the
starting of the saga, for acharacter never stops growing, changing,
developing, and maturing. As the saga progresses, make up new
personality traitsand details of history, use your experience points
wisely to develop your abilities, seek tobuild your character's self-
confidence, and add more details. Most importantly, think of
ways in which the personality of your characters might change
through the things that occur in their lives. Have anidea of how
your charactersmightchangeandthenguidethemintheirgrowth
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in that direction. Let them determine their own fates, however;
don't "force" characters to fall into your earlier conceptions of
what they should be.

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

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

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

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

Scholar

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

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

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

Latin (and possibly Arabic), Humanities,

knowledges related to area of study, Con-

centration, negative Folk Ken, negative Sub-
terfuge

Sheak

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

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

Contortions, Perfect Balance, Poor Equip-

ment, Criminal Brand, Enemies, Hatred,

Commonor Uncommon Fear, Weak-Willed,

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

Dagger Attack, Dodge, Legerdemain, Pick

Locks, Climb, Pretend

Chivalric Knight

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

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

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

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

Twisted Witch or HedgeWizard

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

Entrancement or Alchemy, Second Sight,

Premonitions, Ghostly Warder, Magical

Animal Companion, Offensiveto Animals,

Evil Eye, Hunchback, Cursed, Enemies,

Social Handicap, Compulsion, Sense of

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

ory, Scribe & Spesk Latin, Medicine, Guile,

negative Charm

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

Rake

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

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

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

fuge, Intimidation, Sword Attack, Dodge (no

armor), Speak & ScribeL atin, Humanities

Forester

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

Important Characteristics: Per, Stm, Str

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

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

Hermit Healer

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

Important Characteristics: Prs, Int, Com, Per

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

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

Weirdling

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

Important Characteristics: Prs, Qik, Per, Stm

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

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

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

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

House Bonisagus

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

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

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

Note: Takethe+1 virtue "Hermetic Prestige."

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

House Jerbiton

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

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

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

Character

Wizards' Houses

House Criamon
Thisvery secretive house isknown for their

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

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

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

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

HouseVerditius

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

Philosophy: Make all things tools for your use.

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

House Flambeau

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

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

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

HouseMerinita

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

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

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

House of Quaesitoris

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

Order will collapsethroughinternal conflict.

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

House Ex Miscellanea

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

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

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

House Mercere

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

serve the unity among magi. Protect the

House from outsiders.

Magic: Most in Mercere are non-magical red

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



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

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

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

ber lips.
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Abilities

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

Using Abilities

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

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

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

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

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

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

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

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

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

Specialties

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

Complications

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

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

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

Accumulated points represent your progress over a series of
rolls. When using accumulated points, you get 1 point for every
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point by which you exceed the ease factor onagiven roll, and you
succeed by accumul ating enough points. Suppose, for instance,
that you have been captured by diabolists, whointend to sacrifice
you at the Black Mass in three days. You decide to use your
Pretend talent to convince them to s&t you free so you can join
them, when actually you want to escape. You roll adie and add
your Com + Pretend scores. Y ou can makeoneroll per day against
an ease factor of 8. If you accumulate 10 points, you have con-
vinced your captors to free you. Note that you can succeed with
just oneroll if you roll 18+.

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

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

Abilities Lig

Skills

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

Craft (Specify)
Evaluate (Specific Items)
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Knowledges

Arcane Knowledges
Hermes History
Hermes Lore

Magic Theory

Casual Knowledges
(Area) Lore

Church Lore

Fagerie Lore

Fantastic Beast Lore
Legend Lore

Occult Lore

Speak (Specific Alphabet)

Formal Knowledges
Church Knowledge
Humanities

Medicine

Scribe (Specific Alphabet)
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Ability Descriptions

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

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

Talents

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

Arcane Talents
Only magi can have these talents.

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

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

Awareness Talents

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

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

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

Exceptional Talents

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

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

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

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

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

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

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

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

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

10 Rouse people in anger

11 Raise the morale of warriors

12 Winsomeoneslove

15 Inciteariot

17  Camawild animal

18 Touch awizard's heart

24 Winback asoul from
the Prince of Darkness

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

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

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

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

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

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

Mimicry- Mimicking others' voices as well as animal sounds.
Mimicry isfar from perfect, and you will have to make good

Abilities 41

rolls (usually 9+) to mimic a specific person's voice convinc-
ingly. Specialties: wolf howl, specific persons, soundsof pain.
(Com)

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

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

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

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

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

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

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

Physical Talents

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

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

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

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

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

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

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

Skills

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

Arcane SKkills

Only magi may have these skills.

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

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

Forester Skills

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

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

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

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

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

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

Mental Skills

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

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

Performance SKkills

Acting- Playingarolebefore anaudience. Acting incorporates the
ability to mimic gesturesand accents, and allows you tochange
your apparent personality to create a believable character.
Often as useful off stage as on. Specidties. improvisation,
tragedy, soaring passions, a specific role. (Com, Prs)



Ars Magica

Storytelling- Choosing an appropriate story from your repertoire
(which grows with your score) and telling it well. Masters of
theart cantell storiesfor weekswithout repeating themselves.
Specialties: poems, romances, tributes, improvisation. (Com)

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

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

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

Physical Skills

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

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

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

RogueSKkills

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

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

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

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

Social Skills

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

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

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

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

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

Weapon Skills

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

The use of weapon skillsis explained in the Combat chapter.

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

Work SKkills

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

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

Knowledges

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

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

Arcane Knowledges

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

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

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

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

Casual Knowledges

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

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

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

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

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

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

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

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

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

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

o O~ WDN

Impressive, worth listening to
7+ Perfectclarity & understanding

Formal Knowledges

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

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

Humanities- Familiarity with all the branches of higher learning,

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

Medicine- Theart of healing at alevel not commonly found in

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

Scribe(SpecificAlphabet)- Readingandwritingaspecifical pha-

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

Ability Activities Table

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

characterinvolved.

Task

Break open a wooden door

Track a person through woods for one day
Identify amajor demon

Know lore about major demon

Stand guard all night

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

Sneak up within two feet of someone
Hidein thick covering

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

Identify distant covenant by insignia

Identify general effect of spell that a
wizard iscasting

Runningleap of 10feet

Modifiers Ease Factor
Str + Size 9+

Per + Track 9+

Int + Occult Lore 12+

Int + Occult Lore 18+

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

Per + Sword Atk 6+

Int + Hermes Lore o+

Per + Magic Theory 6+

Str + Atheltics- Size- Load 6+



Thestorm cloudsroiled on the horizon. Peering

intently down thetrail, Torlen shifted hisweight uneasily. Lucienne

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

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

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

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

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

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

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

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

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

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

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

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

Battles

Combat Sequence

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

I. Between Time

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

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

II.Movement

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

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

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

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

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

II1. Missiles

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

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

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

1. BetweenTime

2. Movement

3. Missiles

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

5. Magic and 2nd Missiles

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

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

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

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

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

MissleRateTable

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

Medium Shot-12+

Hard Shot -15+

Very Hard Shot-21+
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IV. Melee

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

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

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

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

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

MissleFireTable

Example Conditions

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

point -blank range, target moving

standing person, 20 to 50 paces

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

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

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

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

Two Major Head: knocked unconscious 1115  Drop three body levels

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

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

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

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

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

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

The Six Basic Combat Rolls

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

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

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

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

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

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

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

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

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

V.Magic

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

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

Botches

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

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

Thefollowing are Torlen'scombat statistics:

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

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

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

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

Brawling

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

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

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

Throwing is unbalancing and toppling your opponent while
remai ningstandingyourself.

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

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

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

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

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

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

First Strike Botches

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

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

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

Fall.

Attack Botches

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

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

Fall or Knocked Down.

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

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

Break Weapon.
Drop Weapon.

Defense Botches

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

Fall or Knocked Down.

Parrying Weapon Broken, Dropped, or Thrown.

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

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

Soak Botches

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

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

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

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

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

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

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

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

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

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

Movement Hampered.

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

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

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

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

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

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

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

Brawling Maneuvers Table

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

Effects of Combat
Wounds

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

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

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

Def

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

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

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

HanginginThere

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

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

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

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

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

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

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

Wound Recovery Chart

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

Roll

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

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

Catastrophe Sub-Chart

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

0 Death.

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

2 Permanently enfeebled; see the flaw "Enfeebled.”

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

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

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

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

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

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

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

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

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

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

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

Other Considerations

Combat Maneuvers

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

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

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

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

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

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

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

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

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

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

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

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

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

Combat Modifiers

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

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

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

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

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

StrikingDefensel essOpponent, Surely: Automatickill
(barring unusual circumstances)

Combat Environment

The physical environment can hamper combatants
abilities.

Heat: -1 to-4 on Fatiguerolls

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

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

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

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

Other Ways to Get Hurt

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

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

The precise effects of a disease are up to the Storyguide who
puts them in a story. Just hope that none of the Storyguides are
familiar with diseases, and you probably will not suffer through
any of the more malignant ones.

Fire- Each firehasits hesat rated with a Dam total, the number
added to damagerollswhen you are burned by the fire. Thefirst
round you are exposed to the fire, your Soak roll will include
armor, but on subsequent rounds the armor is assumed to have
heated up, and it no longer protectsyou. Furthermore, after the
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last round you arein the fire, you will take damage from your
armor, whichisstill hot. Damageisasimpledieplustheprotection
valuefor your armor. If youareinafirefor an extended period of
time, the Storyguide can rule that the armor has burned away.
Other bad things can happen in afire, such as disfiguring burns
and theloss of val uablebut flammabl eitems, but thisisbest | eft to
thedeviousimagination of the Storyguide.

Falling- If youfall, you takedamage, which you can soak nor-
mally using your Soak total (with armor counting half value on
Soak). Foreachtwofeetyoufall, damageis+1 on the damagedie.
If you are falling on a hard surface, such as rock, damage is
doubled. If youfall onanexceptionally soft surface, suchas snow,
you take half damage. If you fall into water, you take one-fourth
damage. Youcantry toroll with afall and thus protect yourself.
If you make an Athletics roll of 6+, the first 5 feet of the fall do not
count for damage.

Fire Damage Falling Damage
Fire Size Damage  +1 per 2 feet.
Candle none X2 for hard surface
Torch +6 one-half for soft surface
Campfire +9 one-fourth for water
Bonfire +12

House Fire +15
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Poison- Asthereareagreat many different poisons, thereare
a great many different effects. Each poison has two relevant
factors: the amount of time it takes to work, and the possible
effects. Typically, the possibleeffectsdepend onaStmroll by the
victimattempting to match an easefactor representing the strength
of the poison. A simple poison hastwo effects: a powerful effect
that happens when the Stm roll fails, and a weak effect that
happenswhen the Stm roll succeeds. The Storyguide may wish to
craft a more complex poison with a greater variety of results
depending on how many points by which you fail your Stm roll
and whether you botch.

Poison can also be handl ed as damage, against which the Soak
roll is based solely on Stm + Size.

Deprivation- Inability to get the necessitiesof life, suchasair,
water, warmth, and food, can cause weakness and death. Depri-
vationissimulated by reducing fatiguelevelsuntil you areuncon-
scious. Thisisdoneusually by making Stm rollsto seeif you drop
alevel. Then, slowly or quickly, depending on the type of depri-
vation, you die. Stm rolls can delay the end, but not even the
toughest can go without basic necessities for long. Ale does not
count as abasic necessity.

For instance, if you arc drowning in churning water, the Sto-
ryguide might say you must makea Str + Swim + Stmroll of 9+ or
drop afatiguelevel. If you can succeed twice, you have swum to
safety, but if you fall unconscious from loss of fatigue, then you
drown.

Combat Hints

Combat can be very demanding on the Storyguide and
risky for the characters, so here are some tips for better and
more interesting battles.

For the Storyguide:

1) Asageneral rule, themoreyou prepare for acombat the
more interesting it will be and the more smoothly it will run.
Having tactical maps of the battlefield and a chart listing
important statsfor thecombatantscertainly helps.

2) For simplicity, youcanmakemost or all of your monsters
inagroup haveidentical stats. Unlessthe statsvary widely, the
playersprobably wouldn't noticethedifferenceanyway. You
can distinguish monsters in a group by specific physical fea-
tures such as "dark skin,” "warty face," or "misshapen arm”
instead of using numbers. As long as you can still keep the
different opponents straight, you have added detail with no
lossof playability. Plusthe playerscan help you keep track of
who's who ("I'm on Wart Face.").

3) RollingAttack & Damageand then Defense& Soak dice
simultaneously vastly speeds up combat. (Use two different
colored dice)

4) Include actions in the situation other than combat.
Ability and characteristicrollscanbeastenseand important as
combat rolls, and in the end perhaps more satisfying.

For the Players:

1) Magi must alwaysbe protected from physical threats,
and shield grogs should never leave their sides.

2) Thoseinvolved in a battle should know their priori-
tics: who should protect whom, what the object of the battle
is(suchastocapture, kill, or driveoff), and what to do should
the battle turn against you, forcing a retreat. Perhaps a
tactical leader, an expert besides the magi, could lead the
grogs.

3) Carefully planned tactics can often swing the most
disastrousdilemmain your favor. Useyour brainsand you
just might succed — don't underestimate the val ue of cun-
ning.

4) Keep in mind that combat is very risky because you
can always botch. No one is invulnerable; luck can turn
against the mightiest of warriors and heroes (enemies t0o).

5) Inlargebattles, makeyour relevantrollsafter the Sto-
ryguide hasOK'd your statement of intent but before you are
called on for the results. Then other players don't have to
wait while you make a bunch of rolls.

6) Besuretoadd up your combat totals when designing
your character, not during a battle.
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Combat

Exempli Gratia: Combat

Torlen has been sent into the abandoned town of
Mercilletoseewhat hecanfind. WhileTorlenisex-
ploring the smithy, a man who was hiding in the
back room attacks him with aclub. The attacker's
Sneak+Dex roll is7, and Torlen's Alertness+Per roll
isonly 5, so the ambusher can attack from advantage
(+3 Atk, asruled by the Storyguide). On the first
round Torlencanonly spin to counter the attack and
call out for help whiletheattacker swings hisclub.

Round 1- Theattacker'sAtk total is+3for the
club,+| forhisskill,+0for hisDex. Total:+4. Hisroll
isa3(dieroll) +4 (Atktotal) +3 (bonusfor surprise)=
10. Torlen's Def rall is 4 (roll) +7 (Def total)= 11.
Torlen parriesthe club with his shield.

Between Time- The attacker decides to swing
his club and by to dodge Torlen. Torlen tries a Per
roll to redize that heisbeing attacked by a poorly
armedcivilian. TheStoryguidesetstheeasefactor at
6, and Torlen rolls a 5, so in his confusion he re-
sponds instinctively as he would to a better armed
attacker, striking back with his mace with a Cnf
pointinall appropriaterollsuntil helosesit.

Round 2- Theyroll 1st. Theattackerrolls7 +4
=11 Torlenrolls5+3+1 (Cnf) = 9, so hegoes second.
He loses his Cnf point for the rest of the story.

The attacker rollsa 1 on hisdie, rollsagain and
getsa 6, which doublesto 12. Total with Atk bonus:
16. Torlen's parry isonly 6+7 = 13 so heishit. The
atttacker rolls10 (simpleroll) +2 (Weapon Damage)
+1 (Str) +1 (Skill) = 14 points for the Damageroll.
Torlen's Soak is5 (roll) +8 (Soak) = 13. Torlen drops
to Hurt with astrong blow to hisright arm (asruled
by the Storyguide).

Torlen replies with an Atk roll of 5+6= 11 and a
Damroll of 8+10= 18. Theattacker'sDef roll isamere
7, withnomodifiers, and hisSoak dependssolely on
his+IStm. Theroll is4+1=5. Sincedamageexceeds
Soak by 12 points, the target loses three body levels.
The attacker is now at Medium Wounds, with a -3
penalty on his actions.

Between Time- The Storyguide makes a
Cowardly roll to seeif theattacker will flee. Theroll
is 4 -2 (Cowardly score) +3 (wound penalty)= 5,
below the ease factor of 6, so the attacker keeps
fighting. The StoryguidealsotellsTorlenthat hehas
hadtimetorealizethat heisfightinganinhabitant of
Mercille, not an enemy. Torlen decidesto drop his
mace and shield and to wrest the clubfrom theman's

hand. The Storyguiderul esthat taking timeto drop
weapons gives him a-5 penalty on his 1st roll.

Round 3- They must roll 1¢ again because the
combat tacticshavechanged. Theattacker rolls8 +4
-3 (wounds) =9. Torlenrolls8+3 (Brawl) +0 (Qik) -
2(Enc) -5 (penalty) =4. Theattacker strikesfirst.

The attacker's Atk roll beats Torlen's Def roll,
whichiseasy todowhen hedoesnot have hisshield,
but Torlen's Soak roll protects him.

Torlenrolls9 on hisBrawl +Dex roll to grab the
club, but the Storyguide rules that the club is short
enough to give him a -2 penalty on theroll. The
modified roll of 7 is still good enough to beat the
attacker's Def roll of 4. Now that Torlen grips the
club, hetriestopull itaway. HisStr +Brawl roll is7
(stressdie)+1 (Str)+3(Brawl) =11. Theattacker'sroll
isonly 8+1 +1 -3 (wounds)= 7, but Torlen needs to
winby at least 5 points to get the club.

Between Time- Both combatants decide to
strugglefor control of theclub.

Round 4- Torlen rollsa 9 compared to the at-
tacker'sroll of 4. Torlenpullstheclubfreeand hurls
it acrosstheroom, trying to get across the point that
he is not an enemy.

Between Time- Torlen thinkshisjobisdone,
so hedecidestoaddress thefellow he hasjust bested,
but the Storyguide makes a successful Daring per-
sonality roll for the other man, and he jumps for
Torlen's dropped mace. Torlen changes his action
and brings down his doubled fists on the man's ex-
posed back. The Storyguide rules that Torlen will
havetobeat theattacker by at least 5 pointsin a Qik-
Encvs. Qik-Enccontest.

Round 5- Torlenrollsa7+0(Qik) -2 (Enc) =50n
hisattempt to strike hisattacker. It'sabad roll, but
theStoryguiderollsaOfor theattacker'sattempt. He
thenrollstwiceforabotch (twicebecausethesmith's
shop is cluttered with overturned furniture and
toals), and rolls a 5 and another 0. The second 0
indicatesabotch, so the Storyguiderulesthat Torlen
lands ablow that sends the attacker sprawling onto
the spiked mace, dropping him another body level,
to Heavy Wounds.

The Storyguide rules that the wounded man sur-
rendersnow, and when theaid that Torlencalled for
at the beginning of the fight finally arrives, they find
their friend tending to the man's wounds.
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‘Weapon

Dagger (1h)
Shortsword (1h)
Broadsword(1h)
Bastard Sword (1h
Bastard Sword (2h;
Greatsword (2h)

Short Spear (1h)
Short Spear (2h)

Long Spear (2h)
Lance(mtd)(Ih)

Hand Axe (1h)
Battle Axe (2h)
Pole Axe (2h)
Halberd (2h)

Club (Ih)
Club(2h)
Quarterstaff(2h)
Mace(1h)
Mace(2h)

War Maul (2h)
Morning Star (1h)
Morning Star (2h)
MilitaryFlail (2h)

Throwing Knife
Javelin
Throwing Axe

Target Shied
Round Shield
Knight Shield
KiteShield

Tower Shied

Chapter 3

Melee Weapon Chart

inex
stan
expn
expn
expn
expn

inex
inex
inex
stan

inex
stan
stan
expn

inex
inex
inex
stan
stan
stan
stan
stan
expn

inex
stan
stan

inex
inex
stan
expn
expn

+1 44 +2 +1
+ 2 + 4 + 4 + 2
+ 3 + 4 + 6 + 3
+ 4 + 3 + 8 + 3
+4 +3 +10 +4
+5 +3 +11 +5
+5 +2 +3 +1
+ 6 + 3 +5 +2
+ 8 + 2 + 6 + 3
+7 +2 +8* +
+2 +2 +7 +1
+4 +2 +12 +
+5 +1 +13 +3
+5 +1 +15 +3
+2 +3 +2 +1
+2 +3 + 3+ 2
+ 5+ 2 + 4 + 6
+2 +3 + 5+ 1
+2 +3 +7 +2
+3 +2 +10 +2
+3 +2 +8 +1
+3 +2 +10 +1
+4 +3 +10 +2
-2 -1 +0 N/A
-5 -1 +5  N/A
-4 - 2 + 6 N/A
+1 +3 -2+ 2
+2 +2 -1 +3
+ 2 + 1 0o +
+1 +1 0 +5
00 -1 + 6 + 2 2

Expense Speed AtkB WpnDam ParB

Str  Load
n 0
-2 05
(0] 05
+2 05
0 05
+1 1
-1 0
n 0
-2 05
1 0 1
0 05
2 0 1
+1 15
+1 2
-2 0
n 0
- 30
00
-2 0
+1 15
+2 05
0 05
-1 1
n 0
-2 0
-1 05
n 0
-2 05
0 1
+1 15

Space

N/A
N/A
N/A

1"

Ars Magica

Expense- There are three types of weapons, classified by the cost of making and maintaining them: Inexpensive (marked
"inex"), standard (stan), and expensive (expn). Weaponsavail abl e to you depend on your background or your covenant.

Speed- The bonusto the First Strike roll when using this weapon, based on thelength, weight, and styleof use. A long, light

weapon held in front of the user has the edge over a short, heavy weapon swung from over the shoulder.

AtkB, Attack Bonus- Attack Bonus + Dex + Skill = Attack Total.

WpnDmg, Weapon Damage- Weapon Damage + Str + Skill = Damage Total.

ParB, Parry Bonus- Parry Bonus + Skill - Size= Defense Total.

Str, Strength- The minimum Str required to use the weapon effectively. An "n" means no minimum Str score is required.

L oad- Represents the weight and awkwardness of the weapon, used to figure Encumbrance.

Space- Feet needed around the wielder for effective use; think of it asazone, and if thezones of two peopleoverlap therecould

betrouble.

* See the combat section on Charging.
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Missile Weapon Chart

Weapon Expense Rate AtkB  WpnDam Str Load Range
sling inex +2 0 44 n 0 100
self bow inex +3 0 +8 0 0 120
longbow stan +6 0 +14 +2 5 250
compositebow  expn +4 +1 +9 -1 5 225
light crossbow  expn -8 +1 +10 0 5 200
heavy crossbow expn -15 +1 +15 -3 1 300
arbalist expn -23 +1 +19 0 15 400

Expense- inex=inexpensive, stan=standard, expn=expensive.

Rate- Thebonus to Rate total, which determines how often you can fire the weapon.

AtkB, Attack Bonus- Thebonusto your Attack roll.

WpnDam, Weapon Damage- The bonus to your Damage roll.

Str, Strength- The minimum Strength needed to use the weapon.

Load- Representstheweight and awkwardness of the weapon, used to figure Encumbrance.
Range- Maximum range in paces.

Armor Chart

Armor Expense Protection Load

[P—— Cuirass Armor
Leather/Fur/Quilted inex 1 05
Type of Armor \ Heavy/Hard Leather inex 2 1
Cuirass armor covers only the chest, abdomen, and RingMail stan 4 15
back. Thearmsand legs are |l eft completely unprotected. Scale Mail stan 5 2
This very basic armor does not include a helm (which Chain Mail expn 8 35
makes aimed blows especially effective against people Plate expn 10 4
wearingit).
Hauberk a