(«’7 3

/R yopv 4 %‘fﬁﬂ Ry
i P I l;fﬂJ
:.EJI )‘9 L.

v ‘,\'\.(/:

i

) Y-;\V AR,
-

)

|
4
S
<
]
>
A
<<
>

N

SN NSNS SIENSTEN

S SR

\‘::N’N ANYANYANIANY

VAV

A

/NI

N

bu Ferguson, (Gronosku,
Lawford, Louo,
_ McFarland & Shirl

- l=_:’.._.;’:_’--'-'-'--

i



/
:

AutHORS: Timothy Ferguson (Demonically Inspired Cult, The
Queen of Gold and Glass), Andrew Gronosky (Baron Giraud,
Galerius), Mark Lawford (Baron Geoffroi), Richard Love
(Father Joseph), Ben McFarland (The Divine Abbot), Mark
Shirley (Bishop Orris, Hannelore, The Waimie)

DEVELOPMENT, EDITING, & PROJECT MANAGEMENT: David Chart

Lavout, ART DIRECTION, & ADDITIONAL PROOFREADING:

Michelle Nephew

PROOFREADING & ART DIRECTION ASSISTANCE: Jessica Banks

PuBLISHER: John Nephew

CovVer ILLusTrRATION: Christian St. Pierre

INTERIOR ART: Jason Cole, Alan Dyson, Kelley Hensing, Jeff
Menges, Christian St. Pierre

Ars Macica FIFTH EpITioN TRADE DRESS: J. Scott Reeves

PUBLISHER'S SPECIAL THANKS: Jerry Corrick & the gang at the Source.

FirsT ROUND PLAYTESTERS: Jason Brennan, Justin Brennan, Elisha
Campbell, Robert Major; Leon Bullock, Peter Ryan, Chris
Barrett; Barry Cowden, Anders Hakon Gaut, Ivan Hartley,
Christian Jensen Romer, Karl Trygve Kalleberg, Laura
Knighton, Andrew Oakley, Leif Olav Josang, Nick Meredith,
Luke Price, Thomas Nowell, Andrew Sceats, Kirstie Sceats,
Kevin Sides, Becky Smith, Neil Taylor, Daniel Vandenburg;
Donna Giltrap, Malcolm Harbrow, Aaron Hicks; Pelle
Kofod, Christian Rosenkjaer Andersen; Christoph Safferling,
Jan Sprenger

SECOND ROUND PLAYTESTERS: Pelle Kofod, Christian Rosenkjaer
Andersen, Rasmus Strandgaard Soerensen; Eirik Bull, Helge
Rager Furuseth, Karl Trygve Kalleberg; Donna Giltrap,
Malcolm Harbrow, Aaron Hicks; Nick Brown, Bob Harrison,
Guillaume Lacalmontie, Dwight Marsh, Patrick M. Murphy,
Valerie Nix; Alexis Kristan Heinz, Daniel Ilut, Robert W.B.
Llwyd, Matt Ryan, Roland Ryan

5

Credits

AUTHOR BIOGRAPHIES

Timothy Ferguson is a librarian from the Gold Coast in Australia,
who dedicates his writing to his wife Linda. He'd like to
mention Final Boss, by MC Frontalot, as being important in
the writing of “The Queen of Gold and Glass.”

Andrew Gronosky is a software engineer by day; in his secret
double life he is an Ars Magica storyguide, sometime author,
and the maintainer of Project: Redcap. He lives in Cambridge,
Massachusetts with his wife Vesna and two magical cats.

Mark Lawford lives in Eastbourne on England’s sunshine coast,
from where he thinks up ways to expand the Ars Magica
canon while helping others make use of it in their own sagas,
something made all the more important now that his old gang
of nine years has disbanded. For one final time, he would like
to dedicated this book to Simon, Mark, Alex, and Dave.

Richard Love thanks his grooving partner, Paula, and wishes that
everybody would just get along without so much antagonism.
What would be the harm in that?

Ben McFarland lives in the wilds of Upstate New York, where
he continues to venture into mysterious regios in search of
adventure with the priceless support of his wonderful wife,
Mandy, his family, and the excellent advice of his steadfast
friend, James.

Mark Shirley is a computational biologist who lives and works in
the North East of England. He first played Ars Magica in 1991,
and Bishop Orris was the first antagonist he introduced to the
Malinbois saga. Since then, the Vidua Vasta saga has suffered
the depredations of the Waimie and the schemes of Hannelore.
Mark would like to thank those who have had to put up with
these antagonists for doing so, and for making them more
interesting individuals than they were originally intended.

Ars Magica players participate in a thriving fan community by subscribing to email discussion lists (like the Berke-
ley list), compiling archives of game material (such as Project Redcap), maintaining fan-created web sites, and running
demos through Atlas Games' Special Ops program. To learn more, visit www.atlas-games.com/ArM5. You can also
participate in discussions of Ars Magica at the official Atlas Games forums located at forum atlas-games.com.

Copyright © 2013-2014 Trident, Inc. d/b/a Atlas Games. All rights reserved. Reproduction of this work by any means

without written permission from the publisher, except short excerpts for the purpose of reviews, is expressly

prohibited.

Ars Magica, Mythic Europe, and Charting New Realms of Imagination are trademarks of Trident, Inc. Order of

www.atlas-games.com

Hermes, Tremere, and Doissetep are trademarks of White Wolf, Inc. and are used with permission.

Digital Version 1.0

Y . F F_
PSS IS IS SIS TSNS SIS SIS IS IS,
N - - - - -

L OSSN IS ISINIS IS YNNI SN,



Cam



Introduction

BarRON GEOFFROI D'ARQUES................ 6
BarRON GIRAUD LE CORNU ................. 6
FATHER JOSEPH OF NAPOLI .................. 6
BISHOP ORRIS ......ccooeiiiiiiiiiiieeeeeeee, 7
GALERIUS OF HOUSE GUERNICUS............ 7
THE INFATUATED DIABOLIST................. 7
A DEMONICALLY INSPIRED CULT ........... 7
THE DIVINE ABBOT ........coeeenninnnnnnnns 7
THE QUEEN OF GOLD AND GLASS ....... 7
THE WAIMIE ..., 7
Baron Geoffrol 1’ Arques
BACKGROUND.........ccooiiiiiiiiiieeeeece 8
Relocating Geoffroi d'Arques..... 8
GEOFFROI'S FAMILY ....ovvvvviiiiiiiienen, 10
GEOFFROI'S COURT ..., 10
The Magical Court.................. 11
Sample Hedge Wizards............ 11
Learned Magician ... L1
Goetic Sorcerer ... A1
The Diabolist ... 12
Itinerant Sabir... 12
Disguised Faerie ... 12
Failed Apprentice.. .12
The Elementalist ........................ 12
Additional Concepts ................... 12
AIMS AND MOTIVATIONS............ouvunn. 13
FIRST ENCOUNTER ...........covvviinnnnn... 13
Sample First Encounters............ 13
METHODS........coeeiiiiieiiieciiii, 14
Geoffroi's Magical Research..... 14
The Library ..o,
The Hunt............. .
The Tournament
The Council of Wizards............. 16
Stolen Resources ......................... 17
The Theft of Parma................ 17
Neglect of Geoffroi's Manors... 17
Fines and Taxes............ccccc........ 17
A Poor Ruler................. 7
The Expulsion of Claude.. 18
The Peasants’ Revolt ................ 18
INVESTIGATION .......ovveeeeeeeeiiiiiiiiinn, 18
Infiltrate the Council................ 18
Scrying and Spying ................. 18
The Lady of the Manor............ 19
RESOLUTION .....oovveeiiiiiiiiiiiiii 19
Let Sleeping Dogs Lie.............. 19
Persuading Geoffroi............... 20

8

Eliminate Geoffroi.................. 20
Persuade Geoffroi's
Wizards to Move On ............... 20
Eliminate Geoffroi's Wizards.... 20
Induct the Wizards.................. 21
A Tribunal for All .................... 21
SAMPLE SPELLS, DEVICES, & FORMULAE.. 21
Experimental Philosophy ......... 21
Astrological Inceptions................ 21
Alchemical Reagents................. 24
Pharmaceutical Theriacs ............ 22
Magical Craftsmen..................
A Most Noble Ring....
A Blade of Virtue......................

Learned Magicians ..................
Amulets and Chartae ...

Baron Girand e Corno 24

BACKGROUND........ccoiiiiiiiiiiiii
The Baron's Resources........
The Baron's Household.....

Lady Eloise Le Cornu......
Brother Henri Raoullin ...
Artur Le Cornu...............
Bertrand Gallain ......................
The Baron's Patron ..................

AIMS AND MOTIVATIONS

FIRST ENCOUNTER .......ovvvviviiiiininnnn.

METHODS........coeeiiiieiiiiiiiiis
Expecting Favors and Gifts ...... 27
Property Rights
Legal Action.........
Agents ...
Alienating the
Covenant’s Friends ..................
Sowing Discord......................
Assisting Rivals..................
Defenses Against Magic

Burglary ...
Ransom....
Warfare.................

INVESTIGATION .....coovvieiiiiiiiiice
Investigating the Baron ............ 31
Uncovering Agents ................. 31
Researching Hermetic Law ...... 32

RESOLUTION ........ooooiiiiiiiiii, 32
Resolving Court Cases ...... .32

Questions of Jurisdiction ............ 32
Arguing the Case....................... 33
The Value of Vis ........cco.cocoo..... 34

Settling Out of Court ................. 34
Verdicts Regarding the
Covenant’s Land Ownership ....... 34
Resolving Military Conflicts .... 34
Capitulation ... 34
Relocation...........ccccccocooevnii. 34
Negotiated Settlement............. 35
Repercussions of the Settlement ..35
Vis Ownership ..o, 35
Court Wizards> ...................... 36
Mundane Courts and Magi ........ 36

TRather oseph of Tapoli

AIMS AND MOTIVATIONS.........cccuennn. 37
Father Joseph is
Not a Holy Man...................... 39
BACKGROUND..........oooiiiiiiiiiiiinin, 39
Father Joseph's Insights ............ 39
Moving Father Joseph............. 40
Why is He not Dead? .............. 40

INVESTIGATING FATHER JOSEPH............ 42
The Past ....ccoooooveiieiiiie, 42
Supernatural Powers................. 42
Worldly Power....................... 42

Letters of Authority.................... 42
Authentication of
Papal Documents
Loss of Letters ........

METHODS.......ccooviiiniieinee. .

Discussion and Travel............... 44
Story Seed: Miracle of the Magi ... 44
Story Seed: Host of the Church ... 44

Story Seed: Pilgrimage................ 14
Story Seed: The Address ........... 44
The Societas of
the Mystical Christ .................. 44

Story Seed: Christ Underground... 45
Story Seed: The Good News ....... 45

Hermetic Benefices.................. 45

Story Seed: First Rigbhis.............. 46

Story Seed: Care of Souls........... 16

Story Seed: The Tithe ................ 46
Synods and Tribunals ............... 46

Story Seed:

Slanderous Accusations ............ 46

A
A A A AY A /AN A AN A A AT
- - -

Vi



="

A%

(4%

R

cnompeEmathans Antagonists
Story Seed: Heretics................. 16 RESOLUTION ......ooovviiiiiiiiiiiiic, 65 Confronting Hannelore ........... 89
Story Seed: Magic is Not Evil, Truly ........... 65 Resolution and Consequences ...90
Opulent Council Chambers......... 16 Full Disclosure.............c....c....... 65 HANNELORE'S REVENGE..........c..cc..... 91
The Bishop's Court.................. 46 Disappearance.......................... 65 The Confinement.................. 91
Story Seed: Authentic Miracles ... 47 Killing the Bishop .................... 66 The Escape ... 91
Story Seed: Possession ...... The Showdown ........................ 91
ConsyterSi(Smdarﬁ Bﬁptisr}q p @alerius of hnugz Guerncus 07 ]i:-s'call)‘ing j[ tl}%aurl?.mg Building ......02
ory Seed: The River Jordan ... 47 imeline of the Fire................. 93
BACKGROUND...........ccooooviiiii. ’ .
Thesgralgieyaster ................... 47 AIMS AND MOTIVATIONS HANl;lsan;el’;)rFel ; P(Err:;i.l} ............... z;
O and O ..an PUENCONI e SR
Wi MIGHT e MAGI DO ... 43 Plovs B A 'Daonically Tnspired Cule
""""""""""""""""""" Mistaken and BACKGROUND..........ccviviiiiiiieniinan,
Eiﬁ%ﬂ:lﬂem """""""""""""" ig Fabricated Accusations............... 70 AIMS AND MOTIVATIONS....................
In the Fast.. o 48 Meeting Galerius..................... 70 FIRST ENCOUNTER .....ovvvvvviviiiiininann,
Sy METHODS. .....cooviiiniiieiiiceiicc 71 METHODS
Dominion ... 49 o L e
My Enemy’s Enemies................ 49 Dls%;;?;bility . Cellgtof Fsla%ielia?ts‘t
Martyrdom oo 49 nisibility ... ory Seed: A Traitor, an
Familiar...........cccoooiii 72 Ambush, and an Easy Win ........ 29
ADAPTING FATHER JOSEPH......covvr.... 49 THE INVESTIGATION BEGINS................... 72 Story Seed: Demonic Attack ....... 99
] . Questioning Mundanes............ 72 Shock to the Community......... 99
]Blﬁhﬂl] Orrig Investigation Immunity ............ 73 Crop Failure...........c.c....cccc..... 99
The Bishop's Cathedral ............ 50 Broadening the Investigation ....... 73 Story Seed: Protecting Crops..... 100
Archdeacon Geoffrey ................. 51 Bodyguard ... 74 Plague..........c.ccocoovovieriviiiin, 100
Deacon Adam ................... 51 Requesting Cooperation .......... 74 Ruining Reputations................ 100
Father Peter............c.cc.ccc..c....... 51 COUNTER-INTELLIGENCE ........c..c...... Story Seed: Plague And Rumor .. 101
Brother Theodoric...................... 52 Discovering Galerius Processions Begin................ 101
What the Bishop Galerius' Record Story Seed:
Knows About the Order .......... 52 and Reputation...................... 75 Counter-Demonstrations ........... 101
Variations on a Theme Preparing the Defense.............. 76 Spread of the Cult................. 102
Nolia Bishop................. Solving the Real Crime............ 76 Fabrico and Abaissier Clash ..... 102
Other Motives.................c......... RESOLUTION ........ooooiiiiiiiiiiicn, 77 Uniforms..............ccccocovevennn... 102
A More Powerful Bishop Orris .. 53 Pleading Innocence.................. 77 Story Seed: Attacking
A Weaker Bishop Orris.............. 54 Finding the Real Culprit........... 77 the Local Leaders ....................
FIRST ENCOUNTER ........ccovvieennnn. Trial oo Larger Processions....
The Visitation Choosing the Principals Flagellant Songs......................
The Arrival.............ccocoooov.e... Private Hearing...............ccocco..... Story Seed: Silencing Songs ...... 102
The Bishop's Court ..................... 55 Counter-Claim and Settlement ..... 79 The Problem of
Compurgation ........... Arguments and Penalty .............. 79 Superabundant Suffering .......... 102
Orris’ Dilemma Future Charges ..o 79 Story Seed:
THE BISHOP'S ARSENAL .........ccenveeenn. 57 Preventing Sins by Nobles ....... 102
ExerAtiII;g ,]1_1(11% lnflluence ........... 57 Th[ Infatuated Diabolist 80 lnac};/lertené Sm:{Bp ........ 103
Bur;?n;%ridc;pezt ace.......... Variations on a Theme Stj}q;eseejfme 'y Processions.. 103
Gathering Information gﬁﬁm Motwlattons """" Plague-bearing Processions....... 103
Blocking the Bishop’s ale Hannelore...................... Open Heres 103
) Hanunelore Pursties P PP
Sources of Information................ 58 2 Companion Character o1 Replacement of Sacraments ....... 103
TheBl;;‘;:er?bl:r‘iZfC};er A Weaker Hannelore ................ 84 %or.y ‘Seei\:fxm(;ny """"""""" fo3
Atracting Unwaried Ation o A More Powefl Halre....s Sory Sl
Invoking St. John the Apostle....60 A One-Time Threat......... 54 Attacking False Propbets .......... 104
Extreme Measures .................... 61 A CHATN.CE ENCOUN.TER """""""""" 84 Blood—Soaked Rags ............... 104
Excommunication 61 Initial Infatuation................ 85 Story Seed: Manufactor
The Church ngbts """""""""" 61 ﬁ%zgugfri:rl{esponse """"" :j of Bl)(,)odied Rags .......... J’ ......... 104
sy Aainstthe Cooenanl ... 02 RO ... 56 wetir Frot e Angel....... 1ot
o . L The Course of the Affair.......... 86 el
Investigating Bishop Orris........ 63 Ending the Affai Forging Notes From God........... 104
The Bishop's Mistaken Identity ... 63 nding the Ajjair Back From the Dead................. 105
Di ) o Forced Apart............ccccocoo....... .
iscovering the Bishop's Curse.... 63 OBSESSION AND CORRUPTION 87 Story Seed: Removing
Besmirching the TN T R the Saints of Flagellation........... 105
Bishob ) Hannelore Woos Her Love...... 88 e
ishops Reputation .................... 63 The Madus Reiects Hannel Flagellant Civil War.............. 105
Against the Black Friars.......... 64 ¢ vagus Sgects Hannelore..... 88 Story Seed: Discrediti
gainst the Black Friars The Madus Plavs Al tory Seed: Discrediting
Submitting to the Bishop ......... 64 ¢ Mags E1ays Along............ 89 Loyal Flagellant Groups............ 105
) Help from the Baron ............... 89 4 9
Prosecution by the Order............ 64 Resurrecting the Cult............. 105
W YA A A A A AN A A A A A A AT YA AYNAYA Al W B AV AV A AY A YA A YA A A A A AN/ g
Ve - - - s 7 o X - - = -

i’%‘

9




%‘

Story Seed: Cult Revival .......... 105
General Story Ideas

Attacking the Pious
Angering Rival Demons.......... 106
INVESTIGATION ......oovviiieiiiiiieeene 106
Ancient Records..................... 106
Evangelism .................. ... 106

Following the Money .....
Internal Strife .........................
Redcap Network

RESOLUTION ......ccceeeee.
Combat ...
Damaging the Cult................ 107
The Divine Albbot 108
BACKGROUND...........oooviiiiiin . 108
AIMS AND MOTIVATIONS ................. 109
FIRST ENCOUNTER ..........oovvvinnnnnn... 109
Conflict Over Vis................... 109
The Friars Approach ...... L1
A Spiritual Encounter 112
Failing Resources.................. 112
METHODS ..o
INVESTIGATION .........
RESOLUTION .............
The Soft Way .......
The Hard Way

The Enemy of My Enemy ...... 119

The Queen of Gold and Glass 120

BACKGROUND........ccocvviiiiiiiiiiic, 120

AIMS AND MOTIVATIONS.................. 120

METHODS. ....cooiiiiiiiiiniiicc, 121
Preliminary Encounters

and Necessary Symbols............. 121

Example First Encounters........ 123

Careful Selection of Minions ..... 124

The Eight Challenges............. 124

The Frame of Gold ................ 124

Awnimal: The Plague of Animals.. 125
Aquam: Unprecedented Flood ... 125

Auram: Sickening Vapors ......... 125
Corpus: People are Corpus, Too.. 126
Herbam: Stolen Child ............... 127
Ignem: The Ice Wyrm............... 127

Mentem: The Obvious Liar....... 127
Terram: We Did This Already! .. 128

INVESTIGATION ......ccooeeviiiiiiiiianns 128
Noticing Story Connections...... 128
Noticing That Stories
Match Their Skills ................... 128

Detecting the Queen’s Agents..... 128
Searching for Previous Victims ... 129

RESOLUTION ........oooviiiiiiiiiie 129
Combat .......ccoooooiiiiiin 129

The Distinguished................... 129

The Undistinguished................. 130

The Hazy Servants ................ 130

The Shadowy Minions............ 131
Negotiations......................... 131

Too Boring to Manipulate......... 131

Too Clever to Manipulate ......... 131

Too Dangerous to Manipulate .. 131

Elmtagunists

Baron Geoffroi d'Arques...................... 9
Ability Block (Supernatural)...................
Useful Resources ......................

The Lady Ysabeau
Claude de Fécamp
Story Seed: The Ambitious Medicus.....13
Where and When is

the Tournament Held?>..................... 15
Story Seed: The Magical Swordsmith...15
Edwin Locke, the Elementalist.............. 16
What Counts as Interfering

with Mundanes?....................... 19

Story Seed: The Stolen Ring....
Baron Giraud Le Cornu............

Hannelore's Demonic Patron
Baron Hugo's Books.................
RECTPUON sl M5 00
A Little Bundle of ... Joy? ....
The Nunnery.....
Contingencies .......................
Hannelore, Vengeful Ghost ...
Abaissier ...
Bufonia ........................
Why Do They Care?...
Fabrico...........c..cc....

Small Demons of Rot ......

A Note on Plague............

Malicia........cocoovoiiiiiiiiie

- - - - -
N A A AN A Y Y A AN A A N AN A Y Y Y AN Y Y
- - = - -

Names and Titles................................... New Virtue: Font of Knowledge ......... 109
Contested Vis Sources Naming the Dragon Abbot................. 109
and Covenant Boons ...................... 28  Rasa the Dragon Abbot .............. 110-111
Succession Planning How to Incorporate the Dragon ......... 113
Benefit of Clergy ... 33 What Sort of Items? ......................... 113
New Virtue: Commanding Aura ........... 38  Friar or Monk of the Abbey ................ 114
Father Joseph................ccocoii The Prior of the Abbey
Holy Magic...................... Penitent Knight................................
Father Joseph's Books ........ Notes for Troupes Not Using
Relic Powers ...........c.......... Realms of Power: Faerie............... 121
Other Hermetic Allies New Virtues and Flaws....................... 122
A Christian Mystery.......... The Queen of Gold and Glass ....122—123
Saint Joseph....................... Brief Note on the History of Mirrors... 123
Bishop Orris ........ccooviiiioiii Story Seed: Breaking the Story ........... 124
The Cathedral of St. John the Apostle... 52 What if the Magi Don't Play Along?...125
The Cathedral Chapter of St. John....... The Smoothfaces ........cccooovvvvivei. 126
The Legal Status of Magic .................... 55 lece Wyrm.....ooooooiiiiiii 127
The Bishop's Magic Sensitivity.............. 56  Ghosts of Miners................................ 129
The Nature of the Bishop's Malediction..57  Distinguished Knight...................... 130
The Three Friars............c.ccocooii. 59  Undistinguished Warriors................... 131
Biblical Injunctions Against Magic........ 60  Undistinguished Magi....................... 132
St. John the Apostle ............................. A Faerie Magus? ............................. 132
The Bishop's Frame of Mind A Waimie By Any Other Name .......... 134
Anathema ... The Waimie.............cocoooiiiin. 134-135
Galerius the Quaesitor .......................... Size and Magical
Familiar: Nightwing, the Raven of Virtue .. 69 Qualities and Inferiorities.............. 135
The Powers of a Quaesitor.................. 72 Story Seed: The Queen's Vis............. 136
Interrogating Mundanes with Magic.....73  The Rebellious Daughter .................... 136
Testimony of Mundanes....................... 73 The White Stuff ... 138
Ingrid of House Tremere ... Story Seed: Wrong Side of the Fence.. 139
A Friend in Need....................... Story Seed: Not Alone ........................ 139
Staging Tips for the Private Hearing.....79  Story Seed: The Serpent's Husband....140
Hannelore the Diabolist........................ 81  Story Seed: Have We
Hannelore's Maleficia ........ ....82-83 Made Things Worse?...................... 141
Hannelore's Lover ............................... 85  Alternative: A Non-Violent Ending ....141
Hannelore, Spoiled Daughter............... 86  Story Seed: Unwelcome Visitors......... 141
Hannelore's Family .............................. 86  The Waimie's Brood .................. 142—144
Too Involved in Other INITIAL ENCOUNTER .....cvveovviennnnne. 136
Realms to Manipulate............... 131 The Theft Spreads 136
Too Interesting to Manipulate ... 132 INVESTIGATIONS ......oovviieeiiiiiecene 137
Too Powerful to Manipulate ..... 132 Local Lore ..o, 137
Too Useful To Manipulate....... 132 Following a Serpent to Her Lair.. 138
TheLair ..o
Thz mmmlg 133 Besieged..................
FINAL SHOWDOWN
THE WAIMIE AND IHER Broop......... 133 The Waimie's Cave. ... 139
Th? Walmles Brood.............. 133 The Cave in the Magic Realm.. 139
Variations on a Theme ........... 134 , )
o Inbabitants of the Lair .............. 140
A Weaker Waimie ..........
AS Waimi The Serpent Map.................... 140
tronger Wamie................ 136 Exits to Other Insulae............... 141




Welcome to Antagonists. This supple-
ment for Ars Magica Fifth Edition con-
tains ten characters who can take the role
of antagonist in your saga.

The antagonist characters provoke
conflict to which the magi of your saga
must respond. Antagonists draw the magi
of your saga into stories. Some of the an-
tagonists might directly attack your cov-
enant. Other antagonists create political
turmoil that threaten your magi, your cov-
enant, or even the entire Order of Hermes.

Each antagonist character is a recur-
ring opponent whose influence will take
several stories to resolve. Some antago-
nists will be active for a number of years or
decades, so you might like to intersperse
the antagonist's stories with other stories
(or even the stories of another antagonist).
However, you probably will not want to
use all the antagonist characters from this
book in a single saga. You could consider
each antagonist to be a comprehensive
example of a Covenant Hook, although
the stories of some antagonists could in-
volve many covenants. Of course, it is not
a problem if your troupe does manage to
satisfactorily resolve an antagonist's con-
flict with a single story.

Most of the details of the antagonist
characters are intended to be initially ob-
scure to the player characters. Thus, it is
recommended — once you have chosen
to introduce an antagonist character to
your saga — that the troupe allocates a
single player to be the story-guide for that
antagonist’s stories, with the other players
refraining from reading the details. This
strategy will also help to keep the moti-
vations and actions of the antagonist con-
sistent among stories. On the other hand,
the antagonists are still usable even if the
players are well-versed in the details. For
example, if the player characters are over-
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whelmed by an antagonist, the saga could
continue with a new set of player charac-
ters responding to the devastation of the
original covenant. You might also like to
re-use an antagonist in an unconnected
second saga; how might another group of
characters respond?

The antagonists themselves have a va-
riety of motivations. Some are supernatu-
ral creatures, other are mundane nobles
and churchmen. Some antagonists are
not really aware of the Order of Hermes,
and their actions only incidentally impact
upon the magi. Other antagonists are all
too aware of the Order, and deliberately
provoke the magi. The following summa-
ries describe the basic idea of each antago-
nist and can be safely read by the whole
troupe when discussing how the antago-
nists might be used in your saga.

Baron Geoffrol
D’ Arques

Baron Geoffroi D'Arques is a wealthy
noble, initially concerned with little more
than the success of his lands and provid-
ing for his family. But his interest in the
supernatural is suddenly piqued, and he
starts upon a journey that makes him by
turns ally and enemy to the covenant. He
starts to attract conjurers, charlatans, and
all manner of hedge wizards to his court,
eager to learn about magic and turn it to
the betterment of his lands. Geoffroi's
activities are rarely directed toward the
covenant, but as he opens his court to oth-
ers practiced in magic, the complications
make themselves felt upon the covenant
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and its resources. The gathering of hedge
wizards and the baron's continued quest
for more magic will make it impossible for
the covenant to ignore him forever.

Baron Giraud
e CJornu

Baron Giraud Le Cornu holds a manor
adjacent to the covenant's land. He looks
on the magi with deep suspicion: they
have men-at-arms and perhaps a castle,
but they refuse to swear fealty to any
noble. Their strange powers make them
an object of fear. He sees their self-pro-
claimed autonomy as a rebellion against
proper authority and a threat to the social
order of Mythic Europe.

As an antagonist, the baron shows
how the Order of Hermes doesn't really
fit well into medieval society. He can steer
the covenant toward a more stable rela-
tionship with mundane nobles, but at the
cost of upsetting the Order’s entrenched
attitudes about mundane relations. He
also shows how much trouble mundane
intrigue can cause for a covenant.

IFather (oseph
of T)apoli

Father Joseph is a papal legate sent on
a mission to the Order of Hermes. He pro-
poses that the Order of Hermes reinvent

- -_ - - -_
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