The Crescent & The Cradle: (Playtest)

Chapter 1: Introduction and Saga

Mysteries of the East

Ahlan wa sahlan! Welcome to The Crescent and the Cradle, the guide to the Middle East for Ars
Magica Fifth Edition. This book explores a part of the Mythic world beyond the control of the Order
of Hermes, including the lands known in the modern day as the "cradle of civilization," from which our
earliest records of human civilization stem, but also looking beyond the Crusader States, Egypt and
Turkey — the lands to the east of the Hermetic tribunal of the Levant, lands known in Europe only
through occasional accounts of pilgrims and other travelers, supplemented by a multitude of (at times
wild) rumors and speculations.

In this book we present this region as a setting for Ars Magica sagas. We describe the geography and
history of the area, including in particular many of its mystical sites and supernatural denizens. We also
give particular attention to Middle Eastern magic, the jinn, mythic Zoroastrianism and the Order of
Suleiman.

On the Setting

In the minds of the people of Mythic Europe, the Middle East is a distant and strange place, home to all
manner of monsters, spirits, sorcerers, and kings - full of great wonders for those who are brave enough
to seek them out. This book reflects this perception by heightening the level of supernatural activity in the
region. Most people of the Mythic Middle East have no less respect for the supernatural than do their
counterparts in the west, but they are also much more used to encountering such elements. By adopting
this vision of the region we will frequently be doing violence to the historical realities of the period,
though many of the supernatural elements that we will be mentioning are based on beliefs and ideas
expressed in historical sources from the time. However, it is important to remember that this is not a
book on Middle Eastern history; it is instead a supplement for the Ars Magica role-playing game that
merely draws inspiration from the historical texts.

How to Use this Book



This book is intended as a full-blown setting for sagas and adventures, with the expectation being that it
will be a source for stories set within the region. The text assumes that there is no existing Hermetic
presence in the area but throughout the book you will find story seeds, which are intended to draw
Hermetic magi and their followers away from their covenants and lead them to the lands of the east.
These are just some of the possibilities that this book offers to players of Ars Magica sagas:

Firstly, you may simply use the rules here to develop exotic characters to supplement your covenant's
membership, be they spirit-summoning sahirs, Zoroastrian mobeds or impetuous Jinn (see Chapters 8, 9 and
10 respectively).

Secondly, this book provides tools for you to build an exotic story arc or exciting adventures set in the
region or the supernatural realms it contacts as a diversion froma conventional Europe based Saga. You may
also choose to use the information on Middle Eastern magic and the Order of Suleiman to develop powerful
non-Hermetic antagonists or allies for your saga.

Alternatively, you may wish to set your entire saga in the region in the formof a new covenant of Hermetic
magi striking out into lands previously unexplored by the Order, encountering the various challenges and
magical traditions of the area.

Finally and most adventurously, you can cast Hermetic magi aside entirely, playing a group of Middle
Eastern mages and their companions seeking to make a name for themselves immersing your troupe entirely
in the region.

We have not given full details of every place, creature, or supernatural item found within this book. We
have given suggested statistics for some of these, but in many cases the precise statistics that should be
used with any given thing will depend on the power level of your saga. Thus our main emphasis has been
on providing the legends and stories that may be used as inspiration.

Strangers 1in Foreign Lands

Non-Muslim Characters in Muslim Lands

Broadly speaking, characters who are members of other faiths living under Islam follow the usual
guidelines for character creation, although very few are members of the nobility, and none may be
members of the religious classes. Many Christians living under Islam are involved in the civil
administration, while many Jews are merchants.

The Jews are for the most part orthodox Rabbinites, though some Karaites do still live in the region. The
Exilarch, the spiritual head of the Jewish community, lives in Baghdad, making it an important city for the
Jews, at least in theory.

The situation with regard to the Christians is rather more complex, as there are a large number of
different Christian groups living in the region covered by this book. Melkites (Greek Orthodox) are most
often found in Byzantine territory and the Levant, but there are some scattered communities further east,
left over from the days when the Byzantines controlled territories in the northern Jazira, Armenia and
Georgia. Jacobites (Syrian Orthodox): most often found in Syria and the Holy Land, but some Jacobites
may be found n Arabia. Ethiopian Christianity has made some mroads mnto southwestern Arabia. The
Church of the East (Nestorians) is most significantly represented in Iraq and Persia, the church of the
east was outside the Roman and Byzantine empires.

Tensions between these various branches of Christianity and Judaism, and indeed between different
groups of Muslim and Zoroastrian believers as well, could lead to stories as members of different



factions attempt to employ the characters in order to gain an advantage over therr rivals. Divides over
points of doctrine can easily flare up into violence, especially if supernatural forces become mvolved.

Almost all non-Muslim characters living under Muslim rule must also take the Minor General Flaw
Dhimmi, described below, which reflects their status as dhimmis. Exceptions tend to be those outside
the social order, and hence beyond or beneath the notice of the Muslim authorities. Hermetic magi are
the most obvious examples of such exceptions.

Muslim Views of Europeans

Muslim relations with the Europeans (whom they call ifranj [-FRANIJ], Franks) are best described as
mixed. Some are openly hostile towards them, particularly during periods of conflict, but others have
established more friendly relations. Some rulers find they benefit from diplomatic and mercantile contact
with the European states, and one even occasionally finds Muslim and European rulers allying with one
another against other Muslim or European rulers. Those Muslims who have had closer contact with
Europeans tell tales of strange and unfathomable customs and practices, which make little sense to the
Muslim mind.

The Unholy Trinity

Medieval European Christians had many misconceptions about Islam, perhaps the most common of which was that
Muslims worshipped an unholy trinity composed of three deities known as Mahound, Termagant and Apollyon. In
Ars Magica these three figures are demons, of the Order of False Gods (see Realms of Power: The Infernal, page 37),
who seek to foment hostility between Christians and Muslims. They may be found operating anywhere within Europe
or the Middle East, whispering their vicious lies into the ears of any who might listen. Like most False Gods, the
demons usually take forms that will appeal to their listeners. In their original forms, though, they appear as follows:

The demon Mahound takes the form of a grotesque parody of a monotheistic prophet, clothing itself in fine
robes of green silk and gold, and leering at those around it. It has immense ears, intended to mock the fact
that such prophets heard the divine revelation.

Termagant takes the form of a hag with an incredibly wrinkled face and bulging eyes, literally spitting venom
at any who opposes it. It has sharp, jagged fingernails with which it claws at its opponents' eyes.

Apollyon appears on first glance to be a twisted parody of the Graeco-Roman Apollo, a hunchbacked,
hideously ugly blond man with a lyre, dressed only in an oversized, ill-fitting golden cloak. The cloak drips
with acid and the lyre produces jangling discords that set teeth on edge and paralyze the senses.

This unholy trinity might form a suitable arch-enemy in a saga, particularly one that draws characters from westem
Mythic Europe into the lands of the Mythic Middle East and involves characters with both Christian and Muslim
friends and allies. Characters are likely to spend much of their time promoting friendly relations between these groups
while seeking to track down and combat those who are nurturing discord.

Social Structure in Muslim States

The nominal head of the Muslim world, at least for Sunnis, is the caliph in Baghdad. Serving him (at least
theoretically) are the governors of various territories known as sultans (su- TAWNZ). Both the caliph
and these rulers are served by viziers, who run their civil and military administration for them. Beneath
the caliph, sultans and viziers are three main classes nvolved in running society: the military elite, the civil



elite and the religious elite (also called the ‘ulama’ [‘v-la-MEH’, the erudite, smg. ‘alim [‘EH-lim]),
each of which are arranged in approximate hierarchies, though not in such a rigid fashion as in Europe.
There are several other groups in Islamic society. The peasants (fallahun [fal-leh-HOON]) work the
land, much like European peasants. They are fiee subjects of the ruler, not bound to the land in the way
that some European peasants are. Merchants ply their trade in cities.

The Muslim world is home to many who follow a number of other faiths, including Christians and Jews.
These people are designated in Islamic law as ahl al-kitab (AHL-ul-ki-TEHB, the people of the book)
and are permitted to live in Muslim lands as long as they accept the status of dhimmis (DHIM-meez).
The subject peoples are required to pay a special poll tax (jizya [JIZ-ya]) and to abide by a number of
restrictions in society, including reframing from bearing arms, riding animals with saddles, building new
places of worship or attempting to convert others to their faith. Their ability to testify in court is
restricted, and the value of their testimony is less than that of Muslim men. Sometimes they are also
required to wear distinctive dress. How far these restrictions are actually enforced varies.

Islamic Law

Islamis both a religion and a social contract, and so the law humans should use to regulate their lives is contained in
its teachings. There are a number of sources the Muslimuse for this law, which is called in Arabic al-shari‘a (ash-
sha-REE-‘a).

Crime and Punishment

The shari ‘a divides crimes into categories:

a) Deliberate killing or wounding, giving the victim or their family the right to exact vengeance, under the control of
the authorities. In some cases vengeance can be replaced by a ransom.

b) Accidental killing or wounding, dealt with by financial settlement.

¢) Five major crimes, dealt with using canonical penalties (hudud [hu-DOOD)]):

Thefi Cutting off the right hand

Brigandage Death, if a murder involved, otherwise as theft
Adultery Stoning or flogging

False accusation of adultery Flogging

Use of alcohol Flogging

Some other crimes also incur severe penalties. For example, apostasy is punished by death. Less serious offenses are
punished with a verbal reprimand. Islamic law often requires a number of witnesses to a crime, making it difficult to
impose penalties without adequate proof and moderating the more severe penalties somewhat.

Magic in Islam

Magic is permitted in Islam, as long as it is used for good purposes. Use of magic for evil purposes, on the other
hand, is punishable by beheading. Thus, while Dominion auras generated by Muslims affect magic as normal, the
attitude of the Muslim inhabitants of these auras towards practitioners of magic are likely to be more nuanced. In
particular, an accusation of use of evil magic is likely to be subject to the same legal processes as any other alleged
crime.



Stories Beyond the Levant

As the cradle of civilization and the birthplace of many of the elements that would later enter into the
“Roman” magic of the Order of Hermes, the Mythic Middle East is of nterest not only to Seeker magi
(see Houses of Hermes: True Lineages, page 15) but potentially to all Hermetic magi. Suggestions for
stories in each geographic area are given in the summaries below.

Arabia

The Arabian Peninsula contains many sites of interest to visitors from both Europe and the Middle East.
Not only is the region home to many religious sites, including Mecca and Medina, the two holiest cities
of Islam, but it also harbors a number of other supernatural places, including ancient, buried cities and
haunted ruins. Faeries re-enact battles in hidden regiones and magical spirits lurk in the deserts, while
demons seek out the unwary and clandestine cults worship the Infernal powers and ancient deities. See
Chapter 6: Arabia.

Iraq and Mesopotamia

Iraq and the provinces to its north-west represent some of the most politically-active regions of the
Middle East, especially as the seat of the caliph is at Baghdad on the Tigris River. Here Muslim nobles,
although mostly claiming nominal allegiance to the caliph, seek to carve out independent territories for
themselves, while pilgrims travel to the region's many religious sites. At the same time, characters may
become mvolved in the machinations of Faerie Jinn, especially at Baghdad, where an innocent-seeming
doorway may lead them into one of the tales from the Arabian Nights. A journey to the north, on the
other hand, may lead characters to unexplored lands where a new covenant might be founded, or even
to the Fountain of the Water of Life! See Chapter 7: the Political Center / Northwest.

Mosques

Mosques serve several purposes, for in addition to prayer one finds several other activities taking place in them,
including public orations, readings of the Qur’an, Sufirituals and religious festivals.

A mosque generally takes the form of an open central space, usually a courtyard or hall, surrounded on three sides by
a pillared arcade and on the fourth side, which is the one closest to Mecca, by an open, pillared hall. In the wall
closest to Mecca there is a mihrab (MIH-rahb, prayer niche), which indicates the way that worshipers should face
when praying, and a minbar (MIN-bar, pulpit), from which sermons are preached. A mosque also often has a water
source for ablutions, frequently in the form of a fountain or pool in the courtyard.

Mosques have a Dominion aura that varies in power according to their size and importance. Most mosques have a
Dominion aura of 4, while major, famous mosques will usually have auras of 5, though this may increase by a point or
two if relics are kept in them. The auras of mosques will increase if prayer is performed in themor if those inside are
performing the Ramadan fast (see below).

Persia



Persia is ruled by the Khwarazmshah, and a vast area stretching over 1200 miles to the east. These are
the lands of the mighty simurgh, where flying carpets can be bought in markets, where the fire-temples of
the Zoroastrian priests still burn in secret, and where assassins execute a shadow war against the
government. In the center of Persia is the Great Desert, home to jinn and demons. Beyond the Great
Desert are the exotic lands of Seistan (where the hero Rostam made his home) and Ghur (ruled by
demons for many centuries). See Chapter 8: Persia.

Transoxiana and Beyond

A borderland between civilization and nomad pastoralist, the lands beyond the Oxus of the ancient
world form a frontier between the mundane and stories born from the supernatural realms. Here lie the
great Mountains of Qaf - ancestral home to the Faerie Jinni tribes, the trapped elementals of the Great
Rivers, and the vast Mythic Steppe ruled by the great sky spirits of the horse nomads. The footsteps of
Alexander the Great mark its great trade routes and his legacy lingers in the culture of'its cities. Brave
merchants push eastwards to trade with mythical cities for exotic wares, returning with stories of the
fantastic and strange. See Chapter 9: Transoxiana and Beyond.

Soft Places: Tales into the Supernatural

The Thousand and One Nights tells of Baluqiya, son of the once Jewish king of Cairo, who travelled far beyond the
mortal world. Led by the mythical jinniyya known as the Queen of Serpents, the prince walked across seas, over
mountains and through deserts to magical lands and kingdoms ruled by giants and jinn alike. Criamon magi believe
that this oral legend, like their own Travels of Fedoso, is an allegorical description of a journey into the Magic Realm
to outside the Circle of Time. Merinitia magi of the Keepers of Tales cult disagree, claiming that the White Lands,
Mountains of Qaf and other countries alluded to in the myth lie within the Faerie realm, bordering on or being part of
Jinnistan. Jinn of all Realms act as guardians, guides and sponsors of such stories and are integral to journeys into
these mystical locales.

Whatever the truth behind such tales, the Mythic Middle East abounds with portals both physical and metaphorical
into the Supernatural Realms of Faerie and Magic. Golden Baghdad lies as a Faerie reflection of the mundane city,
swarming with characters fromthe tales and folklore of the region. Merchants ply trade routes that cross supernatural
borders and return with fabulous treasures from fantastic and mysterious lands.

Rumors abound of portals into Faerie or the Magic Realm contained within the books containing the various tales —
whether this represents a non-Hermetic ritual effect instilled by the sorcerers amongst the jinn or if the books are
actually an unusual form of faery acting as Threshold Guardians is unclear.

In the Mythic Middle East, the characters of the Arabian Nights are not just stories - they are woven into the
everyday landscape. The player characters in turn are the threads that weave themselves into the fabric of the
existing tales adding highlights and accents. This book is the loom on which you, the storyguide, can create a
tapestry of adventure to rival the greatest adventures of Haroun al-Raschid, Sinbad and Mar'auf the Cobbler.

See Chapter 3: The Jinn for more details on the jinn and their lands.
Opponents: The Mongol Threat

The large scale death and destruction in Transoxiana may cause mystical ripples throughout Mythic Europe that
reach various magi of the Order of Hermes. Like the rumored Order of Odin in the north, information on the nomads is



conflicting and incomplete. The Primus of Ex Miscellanea is troubled by strange dreams. Dire prophecies are uttered
by the seers, astrologers and other diviners across various Houses. The Tremere learn secondhand through their
network of this potential threat to the Order and mobilize their intelligence network and resources. The Tenens of the
East is greatly troubled by the chaos emerging frombeyond the Levant. Even the normally aloof Merinitia report an
increased turbulence in Arcadia and the discovery of new lands and stories emerging within the Faerie realm. A
strange apparition appears during the Great Tribunal at Durenmar despite the usual mystical defenses prepared for
such a momentous meeting...

Details on the Mongol devastation of the eastern Islamic lands and rules for Mongol shamans are given in the
sidebars of Chapter X: Transoxiana and Beyond.

The Pillars of Islam

The Muslim life is encapsulated in five basic duties, known as arkan al-islam (ar-KEHN-ul-is-LEHM, the pillars of
Islam). These are as follows:

Shahada (sha-HEH-da, testimony): Muslims witness to their faith through two statements, which signify conversion
to the faith. These are “la ilaha illa Allah” (there is no god except God) and “Muhammadun rasul Allah”
(Muhammad is the messenger of God). These are repeated regularly as part of the ritual prayers.

Salat (sa-LAWT, prayer): Muslims must performritual prayer five times every day, at fixed times.

Zakat (za-KEHT, alms-tax): All Muslims who are able are required to give a portion of their wealth as charity. Exactly
where it is actually directed varies, depending on the political and social situations in any given place.

Sawm (SOWM, fasting): All Muslims are required to fast during Ramadan (ra-ma-DAWN), the ninth month ofthe
Muslim year and the month when Muhammad first began to receive the revelation. Fasting is undertaken from sunrise
to sunset, and includes abstention from food, drink and sexual activity.

Hajj (pilgrimage): All Muslims who are able are required to make the major pilgrimage to Mecca at least once during
their lives. Further details on the hajj are given in the section on the Hijaz in the Mecca section (See Chapter 6:
Arabia).

Each pillar has associated mechanical effects, detailed further in Realms of Power: the Divine, pages XX.

Saga Seed: A Covenant in the East?

FOUNDING A NEW COVENANT

Although the default choice for many sagas, founding a Hermetic covenant in the potentially hostile lands
of'the Mythic Middle East creates an even more challenging starting scenario. Although perhaps better
suited for more experienced troupes, this option adds the elements of direct potential magical
confrontation, isolation from the wider Order and the tantalizing option of non-Hermetic integration and
discovery into a conventional beginning. Combmning great freedom with great danger, such Sagas would
rely heavily on cooperation amongst individual magi to survive and prosper. A group of Seeker magi
from various backgrounds looking to delve into the ancient non-Hermetic mysteries of the cradle of
civilization would be an example of this. An isolated area, such as the deeper deserts (see Chapter 6:
Arabia and Chapter 7: Iraq and Mesopotamia) or the less settled eastern provinces (see Chapter 9:
Transoxiana and Beyond) may be the most suitable location for a Hermetic colony.



FOUNDING A CHAPTER HOUSE

Similar to founding a new covenant above, but relying on the tradition begun in the Greater Alps and
prevalent in the Rhine, this option is perhaps more attainable for a starting troupe. Sponsorship by one of
the established Greater Alps covenants, one of the Domus Magnae or perhaps the highly resourced and
expansionistic Fengheld covenant of the Rhine would be a prerequisite. This scenario trades off some of
the danger and isolation by sacrificing freedom - having the young magi beholden to the politics and
agendas of senior magi and the wider Order in what is an unstable and charged region. The chapter
house may act as an offensive bridgehead, an embassy to the Order of Suleiman, a trading post, an
original research base, a translation school or a combination of these ideas. For an existing European
saga, this option provides an introduction to the Mythic Middle East and the potential for long term play
without requiring too much mitial commitment or research on the part of the storyguide or players. This
scenario is dependent on some form of constant link between the Hermetic colony and the motherhouse
such as a Mercere Portal or similar, although such a gateway creates a large security liability should the
covenant's defenses be breached.

ITINERANT COVENANTS

This choice reflects a group of mobile magi similar and provides almost unlimited choice of adventures
and the opportunity to fully explore the material contained in this book The lack of a permanent
settlement may create issues for Hermetic magi heavily interested m laboratory work and both mundane
and supernatural security issues come heavily to the fore. This scenario may work best for a more low-
magic style saga where the stories are predommantly Companion based or require magi with more
diplomacy than magical firepower. The covenant may be posing as simple merchants, be acting as an
advanced reconnaissance party for the Order or have another explicit magical goal that requires travel
through the Mythic Middle East. The Itineris Serica covenant (see sidebar in Chapter 9: Transoxiana
and Beyond) details a suggestion for a Seeker covenant dedicated to discovering the mythical land of
Serica, at the end of the fabled Silk Route.

J OINING A HOUSE OF WISDOM

Perhaps the most complex and provocative of Hermetic based scenarios, in this option a small group of
magi join an existing bayt al-hikma (Arabic: “House of Wisdom”) of agreeable sahirs. As the Houses
of Wisdom are places of teaching as well as gathering places for unGifted sahir, Gifted magi may be
welcome as fellow scholars if they agree to respect their culture and laws of their hosts. Such an inter-
Order community creates numerous tensions and contflicts, although it is possible that the group may be
able to cooperate and prosper despite the considerable external pressures and initial differences.
Magical techniques may be compared and traded, although teaching the Parma Magica to an outsider
would spark a violent Wizard's War against the traitors unless the sahirs agreed to join House Ex-
Miscellanea first.

Story Seed: War on Two Fronts?

The requirements of a member of the Order of Suleiman are less strict than that of the Order of Hermes, requiring only
the demonstration of some form of summoning power. However, although the Code may permit joining the Order of
Suleiman, any Hermetic magi undertaking a second oath may be viewed with extreme suspicion. Likewise, although



non-Hermetic sahir may find sponsorship into House Ex-Miscellanea, they will face opposition from hostile Hermetic
elements such as House Flambeau and even their lost cousins, the Hermetic sahir of Iberia. Thus despite being able
to achieve internal harmony, such a group of mixed magi may find itself ostracized by both Orders, facing powerful
enemies on two separate fronts...

Tales of Two Orders

There are several scenarios that could potential embroil Hermetic magi with their Order of Suleiman
counterparts in the Mythic Middle East, ranging from overt conflict or guerilla warfare to uneasy standoff
through to diplomatic overtures and peaceful cooperation and alliance. See Chapter 4: The Order of
Suleiman for further details on sahir and their culture.

Story Seed: The Hermetic Crusades

The conflict between medieval Christendom and Islam is not completely confined to the Levant and
Egypt. Hermetic magi have become aware of the Order of Suleiman through the supernatural actions of
individual Syrian sahir in battles between the mvading Franks and the local forces of Salah al-Din.
Seeking to trace back this threat to its source, more aggressive Hermetic magi may seek to penetrate
behind the battle lines to combat their perceived enemy on their home turf. Others may seek out the
legendary armies of Prester John said to dwell far to the east or search for allies amongst the
encroaching Mongol horde. Even now, a major war against the Order of Hermes may be brewing.

Story Seed: The Followers of the Circle Return

Although isolated from their eastern brethren since the early joth century, the Hermetic sahir of Iberia

have not forgotten their origins, even if their knowledge of Solomonic Magic has long since faded
beneath the protection of the Code of Hermes. Younger Iberian sahir opposed to the reconquest of
their lands by the northern Christian principalities may seek out their lost eastern brethren for support or
magical weapons to use in the war to defend Andalusia from the vengeful scions of Alfonso the Battler
and Flambeau the Founder. The successful nvolvement of the Order of Suleiman in the Iberian conflict
will have wide reaching consequences for the relationship between the two Orders, potentially
precluding any attempts at peace for decades to come.

Story Seed: A Hermetic Embassy?

In 1220, a new danger breaks in the east — the latest in a wave of nomadic hordes from the mysterious
steppes. Led by the mysterious figure known as Genghis Khan, the Mongols first begin their assault on
eastern Islam but reports of their savagery begin to filter back to western Mythic Europe. Despite their
differences, the Order of Hermes and the Solomonic magi may see the threat of the encroaching
Mongols as great enough to force an alliance, at least temporarily. Such enforced cooperation and
mtermingling may have profound effects on the culture, magic and future of the two great supernatural
organizations of Mythic Europe. Will such an uneasy truce last long enough to stave off the nomad
threat?



Saga Seed: Magi of a Different Order

Although the majority of material in this book is designed for use with Hermetic magi as the protagonists,
the various resources can all be used to support a saga where the magi are sahirs of the Order of
Suleiman detailed in Chapter 6. The default option for this is a group of sahir using a common bayt al-
hikma as the equivalent of a “covenant” and meeting place, although Gifted sahir may live apart from
their fellows in a separate location that forms the equivalent of a chapter house. Baghdad alone has
several hundred sahir that congregate and meet in at least half a dozen buyut, although only a few
hundred live in the actual city limits. The “covenfolk” can include both the mundane and magical servants
of'the sahir, as well as associated Middle Eastern hedge magicians visiting or studying at the site,
adapting the rules in Covenants. As a collective of powerful individual wizards with different magic and
personalities, the members of a bayt al-hikma can engage in all the potential activities, challenges,
squabbles and adventures that would be encountered in a conventional Hermetic saga.

As the majority of sahir lack the Gift and are less interested in laboratory activities, such a saga might
mvolve a greater degree of interaction with the mundane world and more high fantasy, adventure based
story arcs. Opponents and challenges to such a group of non-Hermetic magi could be based around
local threats, including the splinter Nizari assassins, devious jinn, the Mongol hordes or the political
machinations of the feuding dynasts of the region. Alternatively, the sahir may venture further afield into
western Mythic Europe and participate in stories where they interact with Hermetic magi, European
Faeries and the Christian church.

See “The Middle East in Ars Magica” nsert below and Chapter 4: The Order of Suleiman for further
resources for playing a fully non-Hermetic Saga.

Story Seed: Thus spoke Zarathustra...

The descendants of the Zoroastrian priests that once domiated Persian politics and magic are now a
scattered handful of wizards in danger of extinction. Zoroastrian magi form a small mystery cult of holy
magi within the Order of Hermes and a handful of sahir still quietly follow the ancient Mazdean faith.
Isolated villages of faithful cling to their customs amidst persecution and distrust within the wider
medieval Caliphate. A disparate collective of Zoroastrian wizards from different backgrounds and
across Mythic Europe may attempt to unite their shattered faith by establishing a community under their
combined protective magic. Will they establish a new homeland for their people to shelter from the
forces of Ahriman or be tempted to establish a base from which to re-carve the former greatness of their
pre-Islamic empire (see Chapter 5: Zoroastrianism for details on non-Hermetic mobed wizards and their
faith).

Story Seed: Holy Knives of Alamut

The Nizari sect of assassins has one goal in mind: the institution of an Isma'ili state through the elimination
of'the Shi'a and Sunni rulers. They show remarkable adaptability in the pursuit of this goal, employing
whatever tools come to hand: religious zealots willing to die for their masters, their own peculiar brand of
magic, diplomacy at the point of a knife and perhaps even the Order of Hermes. To the Nizari, the
Order of Suleiman is part of the problem, and much as they have helped the Crusaders against the
occupying forces of Jerusalem, they might be prepared to help Hermetic magi against their sahir

enemies. [fthis means that the Nizaris first have to convince the Order that it has sahir enemies in the first



place, the sect is not beyond manufacturing situations to persuade them of this. If the Order still seems
reluctant, the Nizaris might attempt to directly coerce individuals by kidnapping and extortion; of course,
this might drive the Order towards allying with the sahirs against a Nizari threat. One thing is sure: with
the Nizari involved, blood will be spilt (see Chapter 8: Persia for more details on the medieval Nizari
assassins).

The Middle East in Ars Magica

This is not the first supplement to deal with topics Middle Eastern, and players may find it helpful to consult other
Ars Magica supplements when running sagas that make use of the material contained herein. This boxed section lists
the supplements that contain significant content pertaining to the Middle East.

Realms of Power: The Divine is the most important supplement in this regard, containing information on
both the mundane and supernatural characteristics of the three major monotheistic faiths, all of which have
their origins in the greater Middle Eastern region, either the Holy Land, within the Tribunal of the Levant, or
Arabia, far beyond its borders, and all of which have members who live in the area covered by this
supplement. The rules presented on character creation are also of particular use, especially for generating
Muslim and Jewish characters from the Middle East.

Realms of Power: The Infernal: this book also provides much information that will be useful for Middle
Eastern sagas. In addition, it contains some background information on the Jinn (see page 26) and includes
rules that may be used to create infernally corrupted Jinn. It also gives information on the Mazzikim, a group
of demons that include some infernal Jinn in their ranks (see page 73), and describes a demoness who
masquerades as a jinniyya (Aqrab the Conjuror, see pages 58-59). A Zoroastrian demon, Naonhaithya, is
also detailed (see pages 73-74). In addition, it details a Middle Eastern Infernal tradition, the Mulhidun (see
pages 136-137), who are found principally in the Jazira.

Realms of Power: Magic contains rules that may be used to create Magical Jinn, including some
commentary on these creatures; see in particular pages 106-107.

Realms of Power: Faerie contains information that may be used to create Faerie Jinn and those who deal
with them. It also contains examples of Middle Eastern faeries, Lamashtu (page 64-65) and the Ghula (page
72); describes how to create characters with Ghula Blood (page 106); and provides various suggestions for
incorporating elements from Middle Eastern folk tales into Ars Magica sagas.

The Mysteries Revised Edition includes a number of mysteries that draw on the magical traditions of the
Middle East. These include Hermetic Alchemy (pages 39-46) and Hermetic Astrology (pages 47-57), and a
journey to the east could form an appropriate part of an Initiation Script for both the Order of the Green
Cockerel and the Magoi of the Star. By the same token, the Legion of Mithras (pages 118-22), should it ever
decide to explore its possible links to ancient Zoroastrianism, could require Initiates to travel to Persia to
investigate as an Initiation Quest.

Houses of Hermes: Mystery Cults includes brief information on the Keepers of Tales, a Merinitia sub-
tradition originating in the Middle East (pages 81-82). It also presents the Criamon Path of Walking
Backwards, which was inspired by Sufi mysticism, along with information on its founder, the Primus
Abdkypris (see pages 56 and 70-73).

The description of the Hermetic sahirs in Houses of Hermes: Societates, while concerning itself with an
Iberian tradition of Islamic magi, also includes information on the Jinn, including a sample character,
Wahhab; see pages 133-136.

Ancient Magic describes some of the magical secrets that might be found in the region covered by this
book, including the language of Adam, ancient Babylon, the Garden of Eden and Cain (see pages 10-29); a
source of Grigori magic on mount Ararat (see pages 70-73) and the Altars of Alexander the Great (page 125).
In addition, information on some of the naming conventions used in the Middle East may be found on page
46. On names, see also Appendix A in this book.



Hedge Magic Revised Edition describes two traditions of Islamic elementalists, the Ikhwan al-Safa’ and the
Tulab ibn Sina; see pages 28-32. Middle Eastern counterparts to Folk Witches (see pages 33-53), Learned
Magicians (see pages 79-99) and Mythic Alchemists (see page 100) are possible with only minor
modifications to fit an Islamic setting. Characters descended fromnomadic shamans of the northern steppe
tribes or deep deserts of Arabia may be represented by the rules for Nightwalkers (see pages 102-118).

Rival Magic gives details about Soqotra, an island in the Gulf of Aden south of Yemen ruled over by non-
Hermetic sorcerers and their magical tree spirit companions. This book also details the Amazons and their
magical tradition descended from Trianoma's sister Veia — the warrior women are based on an island in the
Sea of Khazars (the Caspian Sea) but hunting parties may have ranged into Khwarazm or further. Both
groups may be potential allies or enemies in sagas set in the Mythic Middle East.

Muslim Characters

Muslim characters, be they rural or urban in origin, are generated in the same way as other characters
but some Virtues and Flaws require renaming or minor alterations. They have access to some additional
Virtues and Flaws. Finally, two new Academic Knowledges are also described: Theology: Islam and
Islamic Law. Virtues and Flaws

Virtues

Educated (Islamic)
Minor, General

You have been educated in a mosque or Qur’an school. The 50 experience points should be spent on
some or all of Arabic, Persian, Greek, Latin, Theology: Islam, Islamic Law and Artes Liberales, due to a
different education “system.”

Flaws

Dhimmi

Minor, General

You are a non-Muslim living under Muslim rule. If you are adult and male, you must pay the jizya, and
all dhimmis must abide by certain social restrictions (described above), in return for which they receive
tolerance and protection from the Muslim authorities.

New Abilities

Islamic Law*

Academic



This is the Muslim version of Civil & Canon Law. The major sources of Islamic Law are the Qur’an and
the Sunna. Specialties: any one of the sources of Islamic Law, particular topics, customs of a particular
area.

Theology: Islam*
Academic

This is the Islamic equivalent of Christian Theology. The major sources for Islamic theology are the
Qur’an and the Sunna. Specialties: the Qur’an, debates, history, prophets.

History of the Middle East

And the LORD God planted a garden in Eden, in the east,; and there he put the man
whom he had formed.

Genesis 2: 8.

In Mythic Europe, scholars trace the origins of humanity to the Middle East and to the final acts of
creation undertaken by God, when Adam and Eve were created to tend the Garden of Eden at the
junction of the Pison, Gihon, Euphrates and Hiddekkel (or Tigris) rivers. They ate of the forbidden Tree
of Knowledge and were driven from the garden. Worse was to follow, with the casting down of the
Tower of Babel and eventually the Great Flood, which destroyed almost all of humanity.

The Ancient Empires

In the wake of'the flood the earth was repopulated, and the Middle East became home to a series of
empires that dominated the region. At its centre, the area known as Mesopotamia (the area between the
Tigris and Euphrates rivers), the ancient peoples developed the earliest form of writing, and there
appeared city-states that traded or warred with each other as the inclination suited them. Dynasties of
rulers rose and fell, including various Babylonian and Assyrian kings, some of whom ruled empires that
stretched as far west as the Holy Land and Syria. Meanwhile, the lands to the east of Mesopotamia
were home to a variety of peoples living either as nomads or in urban centers.

The ancient Mesopotamians were pagans, worshipping a variety of deities, most of whom were
powerful faerie creatures that demanded worship from mortals. These pagan practices were to be their
downfall, however. In 539 BC, the Babylonian king Belshazzar provoked the ire of God by drinking
from the sacred vessels of the Temple of Jerusalem, which had been taken by his forefather
Nebuchadnezzar when he led the Jews ofthe Holy Land into captivity. Three days after this act, his
empire was overthrown by the armies of Cyrus the Great, who had united the Persians and adopted
Zoroastrianism, becoming an instrument of the Lord's wrath in the face of'this profanation.

Story Uses: The Sacred Vessels

What became of the sacred vessels fromthe temple after Belshazzar’s feast? Cyrus restored the Jewish community in



the Holy Land, and undoubtedly many of the Temple treasures were also taken back there. However, the profanation
of'the vessels could have rendered themunusable in the eyes of the Jewish priests, in which case they may have
been left behind and still be somewhere in the Middle East. Perhaps the profanation has transformed theminto
Infernal objects, which even now are being passed from one owner to the next, bringing ruin upon each. Or perhaps
the priests were mistaken, and they are in fact holy relics that may bring great benefits to those who are judged
worthy enough to find their resting place in the ruins of Babylon.

Cyrus and his successors ruled the Middle East until the late fourth century BC, when they were
overthrown by the Greeks under Alexander the Great. After Alexander’s death in 323 BC the Middle
East came under the control of one of his generals, who founded the Seleucid dynasty, which ruled in the
region until its conquest by the Romans from the west and the Persian Parthians from the east in the
second century BC. Thereafter the Middle East became divided between the Romans, and their
successors the Byzantines, on the one side, against whom stood the Persian dynasties of the Parthians
and their successors, the Sasanids. The situation remained thus until the seventh century AD, when a
new force entered the scene.

The Rise of Islam

Read: In the name of thy Lord Who createth,
Createth man from a clot.

Read: And thy Lord is the Most Bounteous,
Who teacheth by the pen,

Teacheth man that which he knew not.
Qur’an 96: 1-5

In 610, an Arab merchant named Muhammad began to receive the divine revelation. However, his
message was not well received by the authorities of his home city of Mecca, which was a major trading
center that included a major pagan shrine, the Ka'ba (K A'-ba), which brought in pilgrims and trade from
all over Arabia. Thus he was forced to emigrate to Medina in 622, from which he fought and defeated
the Meccans in a war lasting eight years. In 630 Mecca submitted to Muhammad's authority, and he
confirmed the Ka'ba's importance to Islam as a shrine originally constructed by the angels, then rebuilt
by Adam and later by Abraham with the help of his son Ishmael, the ancestor of the Arabs. Meanwhile,
Islam was spreading across the Arabian Peninsula, and by Muhammad’s death in 632 most of the
inhabitants of the region were Muslims.

The Caliphates

Muhammad was succeeded as leader of the Muslim community by a sequence of rulers know as
khalifas (kha-LEE-faz, caliphs, successors to the Prophet), who were both the religious and secular
leaders of the Muslim state, though none claimed to be prophets themselves. The first four caliphs were
chosen by general consensus of the community, but the last of these, 'Ali ibn Abi Talib (r. 656-661),
spent his entire reign fighting against enemies within the Muslim community, eventually losing his life to a
political opponent with a poisoned blade. He was succeeded as caliph by the leader of his enemies,



Mu'awiya ibn Abi Sufyan (r. 661-680), who set up a dynastic caliphate, known as the Umayyad (u-
MY-yad) caliphate, with its capital at Damascus.

The Umayyads ruled from Damascus for nearly a century, and during this period the Muslim world
expanded through a mixture of force and diplomacy to its greatest extent, stretching from North Africa
and Spain in the west to the borderlands of Central Asia and India in the east. The Umayyads also set
up many of the administrative, cultural and social structures of the Muslim world. Arabic became the
language of the administration, a uniform coinage was established, and scholars began to debate issues
of law and theology.

However, the Umayyads were not unopposed. The supporters of 'Ali continued to assert the claims of
his descendents to the caliphate, meanwhile gradually dividing into a number of groups collectively
known as the Shi'is (SHEE-'eez, Shi'ites), a process that would continue in the centuries that followed
(for more on Shi'ism, see Realms of Power: The Divine, pages 112-113). A number of these Shi'i
groups were sources of rebellions against the Umayyads, and the latter also faced opposition from
others who felt that they were impious and illegitimate rulers. The culmination of this opposition came in
750, when the Umayyads were displaced by a family descended from an uncle of the Prophet, known
as the 'Abbasids ('ab-BEH-sidz, r. 750-the present).

Story Uses: Disputes over the Caliphate

When the 'Abbasids overthrew the Umayyads, they attempted to wipe out as many members of the family as
possible. They missed at least one who went on to found a new ruling dynasty in Spain. It may be that they missed
others, and their descendents may approach the characters seeking aid in gaining the caliphal throne. Likewise, the
characters could be approached by Shi'i claimants to the caliphate for the same reason. Some of these claimants may
have inherited holy relics or other powerful supernatural items from their forbears, which may tempt the characters to
help them, or they may have supernatural powers that make their "requests" difficult to refuse.

The 'Abbasids built a new capital in Iraq, called Baghdad, which became a prosperous center of a
flourishing Muslim world. This was the golden age of the Islamic world, when great advances began to
be made in science, literature, and theology, while the caliphs sent embassies to the corners of the world.
It was the time of caliphs such as the legendary Harun al-Rashid (r. 786-809), who periodically
ventured out by night into the streets of Baghdad m disguise to mingle with his subjects, rewarding the
good and punishing the bad, and is also known for having exchanged embassies with great Charlemagne
himself. In the meantime, increasing numbers of the caliphs' subjects were converting to Islam, though it
would take about another three or four hundred years before Muslims would form the overall majority in
their lands.

The golden age could not last, and from the mid-ninth century 'Abbasid power began to decline. The
caliphs faced increasing rebellions by Shi'is and others, financial problems, and increasing difficulty in
controlling their subordinates, and over the next hundred years the Muslim world fragmented, with the
various provinces becoming largely autonomous states that lived in peace or warred with each other as
suited their ambitions. In 945 the caliphs came firmly under the control of their immediate deputies, a
situation that remained broadly the same until the mid-twelfth century. The Seljuk Turks, lead by Togril
Beg, nvaded from the Great Steppe in 1037, and had gained control of the Mythic Middle East by the
mid-eleventh century, relegating the caliph to a figurehead while the Seljuk Turks commanded the
'Abbasid armies and provinces. By 1157 the caliph had regained enough power to drive the Seljuk
sultan out of Baghdad, and an uneasy truce between the religious and secular rulers was instituted that
remains to this day.



The decline in fortunes of the Seljuks was accelerated by the rebellion of the Shansabani in 1149, and
the uprising of the Ghuzz in 1151 in Persia's eastern provinces. Ala ad-Din Tekish, the leader of
Khwarazm province capitalized on the collapse of the Seljuk Empire after the death of Sultan Ahmed
Sanjar, and eventually defeated his successor Togrul III in 1194. His son Ala ad-Din Mohammed
defeated the Shansabani n 1206, and is now the ruler of a vast empire that stretches from the River
Jaxartes to the Persian Gulf. While he has declared himself skah ('king' in Parsi), the caliph in Baghdad
has yet to recognize this claim.

The current caliph, al-Nasir (r. 1180-1225) is a vigorous ruler, but his realm is much reduced,
encompassing in reality little more than Iraq, though his rule is nominally recognized by most of the Sunni
(SUN-nee, followers of the majority form of Islam) Muslim provincial rulers.

The Mongol Invasion

If your saga follows the course of history, by the end of the reign of al-Nasir the eastern Muslim world
has already been attacked by the Mongol hordes of Genghis Khan (r. 1206-1227), who have occupied
the region east of the Jaxartes River. By Genghis Khan's death they have occupied territory as far west
as eastern Persia. Subsequently they take western Persia, Georgia, Armenia, northern Iraq and Asia
Minor. In 1258 they take Baghdad, where they roll the caliph up in a carpet and trample him to death
(following a Mongol custom that forbids the shedding of royal blood onto the ground). They are only
turned back in 1260, when their advance is checked in Syria by a Mamluk army from Egypt.

The Jinn

Overview of the Jinn

Amongst us (jinn) are some that submit their wills and some that swerve from justice. Now those who
submit their wills, they have sought out the path of right conduct: but those who swerve, they are fuel for
Hellfire.

— The Quran, Al-Jinn: 14-15

According to Islamic teaching, God created three classes of intelligent beings; the angels (malaika, singular
malak) made of light, the jinn ("the hidden", masculine singular jinni, feminine singular jinniyya) made of
smokeless fire or aether, and lastly humans (al-Ins) made of clay. Angels are God's direct servants at his
side, while both humans and jinn are capable of salvation and were sent to populate the earth. Muhammad
was tasked with bringing both jinn and humans to salvation and many jinn appear to adopted Islam but there
are also jinn that have devoted themselves to tempting others and have rejected the message of the faith,
risking damnation. It is told that the jinn were the original inhabitants of earth but fell away from the worship
of God. Iblis, the Islamic counterpart to the Deuvil, is recorded as being originally one of the most powerful of
the ancient jinn. He fell to pride and refused to bow down to Adam when commanded by God.

All jinn occupy a constant place in the folklore of Islam and share several common characteristics. Some
myths tell of impious humans that have transformed into jinn on their deaths, although whether this
describes the creation of Infernal ghosts, transformation into Magic spirits or some kind of Faerie apotheosis



is difficult to determine. The true nature of bazarkh (“the soul's experiences immediately after death”) has
not been confirmed by the few Merinitia and Criamon scholars interested in pursuing this state. See the
“Terminology of Jinn” sidebar for further details.

All jinn are said to be composed of "smokeless fire" — the exact nature of this varies depending on the
chosen Realm alignment of the particular jinni: Faerie jinn are composed of Glamour, Infernal jinn have
bodies of rarefied power and Magic jinn are composed of pure magic. This magical body is usually aligned to
the Form of Vim, rather than flame associated with the Form of Ignem, although some jinn, particularly
Magic jinn, are strongly aligned to the elemental Forms. Most jinn can assume a physical form composed of
elemental matter or solid energy using one of their powers. Many have the ability to change their shape into
that of humanoid form, particular humans, animals or elemental manifestations.

Jinn divide themselves into several main tribes, that roughly correlate with their Realm alignment. Thus the
Jann are lesser Faerie jinn that follow the ways of Islam and pass for human merchants, nomads or
shepherds interacting with humans in stories involving hospitality and morality. The Shaitan are a collection
of both dark Faerie and Infernal spirits, some of who have become corrupted into true terrestrial demons. The
Ghul tribe consists of dark Faerie sexual predators and cannibalistic Infernal savages that haunt cemeteries
and graveyards looking for carrion or lone travelers. The powerful Marid tribe are a loose alliance of ancient
Magic elemental spirits of water, wind and weather found predominantly in Arabia.

Terminology of Jinn

The exact nature of jinn is difficult to define as the term is used collectively to refer to a myriad of spirits
variously aligned to the Faerie, Infernal and Magic Realms. There are no Divine jinn, only Islamic angels.

Other terms used within the various folk tales refer to rank or power within various tribes of jinn. The names
afrit and marid usually refer to the stronger types of Faerie jinn, although their relationship to humanity can
be either benewolent or antagonistic depending on their defining role. Confusingly, the terms /frit and Marid
also refer to two of more powerful of the reportedly 112 jinni tribes. The term shaitan typically refers to dark
Faerie jinn but is also used to refer to Infernal jinn in general, the specific tribe of jinn known as Shaitan, and
in many cases to Iblis himself.

Jinn in Ars Magica, defined mechanically

The sahir summoning art of Sihr is defined in its scope by its limitation of summoning only jinn (see Chapter
4: The Order of Sulemian). In this book, the term jinni refers specifically to the collective group of
supernatural spirits or genii that inhabit the Islamic lands and are integral to wider Arab culture.

This definition includes jinn aligned to the Faerie Realm, those genii loci found in Muslim lands aligned to the
Magic realm and the Infernal spirits and true demons of Islamic lands and wider Arab folklore, such as Iblis
and his descendents, the ghul, and local Middle Eastern examples of demons such as mazzikim and
shedim.

Together they form a collective of entities of varied Realm alignment characterized by the following:
they share a common special Free Virtue: Jinni, that denotes their unique status.
they have True Names that can be learned, even those jinn of low Might Score

they are supernatural spirits native to the lands of the Dar al-Islam: the Levant, Iberia, the Maghreb,
Egypt, Arabia, Iraq, Mesopotamia, Persia, and Transoxiana

they have encountered Islam and chosen to accept (Faerie), reject (dark Faerie), ignore (Magic) or
oppose (Infernal) the teachings of the Prophet

they can speak and understand Arabic (classical) either as an Ability, Pretense or via magic.

they have the Ability (or Pretense if Faerie jinn): Theology: Islam (jinn) as part of their exposure
and incorporation into Arab culture.



they have some supernatural power that allows them to remain hidden when willed — either
invisibility, immateriality, illusory form or the ability to shapechange into animal guise although some jinn
are locked into physical forms

Ultimately, the storyguide is the final arbiter on what is a jinni and what is not a jinni. Ghosts, demons that
are not specifically Infernal jinn, and the European spirits of the Faerie and Magic Realm familiar to Hermetic
magi are definitely not jinn. Creatures of Virtue and other physical creatures with a Might score are also not
jJinn.

Common Jinn Traits

Rarely encountered pre-Islamic jinn may claim to speak Aramaic or another ancient Semitic language other
than Arabic but most jinn that interact regularly with humans possess the Faerie Speech Minor Virtue or an
equivalent power such as the Minor Heroic Virtue Gift of Tongues instead, giving them the ability to conwerse
in all spoken languages.

These following additional Virtues and Flaws are frequently possessed by jinn: Second Sight and Greater
Malediction (when it enters a bargain, it is bound to the agreed terms unless its partner reneges first). The
supernatural nature of jinn is usually apparent to regular humans and some animals, such as cats, dogs and
horses, although this is reflected in different Flaws for jinni of different Realms as noted below. Many
humanoid jinn possess the Skinchanger Minor Virtue and the Ways of the Land (Desert or less commonly,
Mountains or Plains) and/or the Greater Immunity: Fire Major Virtues.

As spiritual beings, jinn must possess the Donning the Corporeal Veil Power (for Magic jinn) or a similar
power such as Coagulation (for Infernal jinn) or an equivalent (for Faerie jinn) in order to create a physical
body that can interact with material beings. Some minor jinn such as the Faerie jann and the Infernal ghul
are spirits locked into a physical form but can shapechange into at least one other form or become
insubstantial or invisible for short periods of time.

Jinn are generally considered extremely long-lived (equivalent to the effects of the Faerie Blood Minor Virtue)
but are not always immortal, and many lesser jinn have the Age Quickly Major Flaw rather than being truly
immortal spirits.

Not all jinn have Confidence but many Faerie jinn possess the Reputation as Confidence Virtue, which
grants Confidence able to be used for specific actions related to their roles, similar to the Ferocity Virtue of
animals. Some Infernal jinn have lost the ability to act contrary to the dictates of their passions, transforming
into true terrestrial demons, and thus lack a Confidence score.

Other Middle Eastern Spirits: non-Jinn

Although they may sometimes be referred to incorrectly as jinn by common Muslim folk, other supernatural
creatures from Arab folklore such as dhilan, ghosts, ghaddars, hatifs, naddahas, nisnases, shiqq, udars and
the Persian divs, yazatas and peris are not jinn in the above sense although Faerie jinn may mimic or
assume roles similar to these creatures in order to entrap humans in their stories. These creatures may
have once been humans (in the case of ghosts), have been created by magical mishaps or the workings of
ancient wizards, or are aligned to the Divine or Infernal Realms. Despite their name, the Faerie creatures
referred to as Soqotran jinniyah and associated with the Myrrh trees of that island are not true jinn and are
similarly unaffected by Sihr.

Arab folklore also blames many supernatural events and occurrences, including ghostly haunting, on the
jinn. Thus the term jinni is also mistakenly used to describe any magical spirit, effect or creature. The lesser
Airy Spirits, including the entities understood by Hermetic theory as Spell Spirits, are similarly explained
using this lesser term although lacking the cultural identity of true jinn. The Named Spirits of Hermetic
Theurgy such as the Astra Planeta daimons so well known to Arab wizards, are also not considered jinn and
are referred to as al-Nujum, "the Stars".

To the ignorant mundane, anything supernatural is jinn, but to a sahir, a jinni is a specific creature subject to
the Art of Sihr and its legacy of command passed down from the wisdom of Suleiman. This makes dealing
with unknown supernatural entities potentially difficult and dangerous for a sahir, hence most prefer to rely on



knowledge passed down by their forebears and are very cautious when dealing with encountered spirits they
have not summoned directly.

Sahirs using Sihr or their Solomonic Magic have no exceptional power over these other spiritual creatures
but some may be able to use different magical abilities such as the Goetic Arts of Summoning and
Commanding to affect these spirits.

See the Bestiary XRFE for details of some of these other spirits.

Jinni Names

Jinni names, while similar to those of the humans of the Mythic Middle East, have their own peculiarities.
Generally such names fall into several broad categories and follow conventions similar to other Arab names
including the use of nasab, kunya and nisbas (see the Appendix for further details). Only the more powerful
ranks of jinn such as the ‘afrit and marid have multiple names, often using an honorific name to describe
their greatness (lagab) (see the Appendix for further details on names).

The first group of names includes those jinn named after common animals they can assume the shape of,
particularly in the case of Faerie jinn. Such names include: Afaa ("Snake"), Arnab (“Hare”), Baghl ("Mule"),
Fa'r ("Mouse"), Feel (“‘Elephant”), Hemaar ("Donkey"), Hesaan ("Horse"), Jamal ("Camel""), Kalb ("Dog"),
Maa'ez ("Goat"), Nasr ("Vulture"), Qett ("Cat") and so forth. Many Magic jinn are named after the natural
feature they are associated with as their locus: Amirat al-Jabal ("lady emir of the mountain”), Ighraq al-Siq
("torrent of the gorge"). Others have titular names or nicknames (nisba): 'Abd al-Qinnina ("slave of the
bottle"), al-Damawi (“the bloody”), al-Ghazzalin (“the weaver"), al-Khalil ("the Empty One"), al-Malik ("the
king"), al-Qatil ("the slayer"). Finally, many Faerie jinn have names that seem almost human but have an
unreal or dissonant quality to them, for example: Anees al-Galees, Jerjees, Kabikaj, Kharrat, Khyron,
Qumagam, Singam, Sakr, Zamzam, Zarmabaha. Troupes are encouraged to generate these latter names by
changing some of the letters of Arabic, Aramaic, Turkish or Persian names at random.

Story Seed: the List of Suleiman

King Suleiman was granted dominion over all jinn by God and many sahir believe that the Art of SiAr is directly
descended fromhis powers. Legends speak of a codex written by the prophet containing the True Names of all jinn, a
priceless treasure for any summoner. The list can reputedly update and edit itself magically as new jinn are born and
die.

Some sahir claim to have found fragments of Suleiman's list amidst the pages of other books dealing with (Realm)
Lore — pages on which archaic names sometimes disappear or emerge between readings. Whether these pages are
truly fragments of the greater list or Faerie books created fromthe legend is unclear — not all the names appear to be
genuine True Names. Both Hermetic magi and sahir may seek to recover such fragments in the hope of reconstructing
either the whole text or discovering the means of capturing the True Names of new jinn.

The Bestiary XREF contains several sample Faerie, Magic and Infernal jinn for use with sahir characters or as
adversaries in a more conventional Hermetic saga.

Jinn and Free Will

Although jinn appear to possess free will to Islamic scholars this may not be true. The Ghul and Shaitan
tribes have already made a choice to side with evil and this decision is reflected in their predominantly dark
Faerie nature. Those individual Infernal jinn that have become true demons have sacrificed their free will on
becoming irrevocably aligned with Iblis and the Infernal. Faerie jinn may act as if they have freedom but in
truth, their choices are restrained by the roles and stories they inhabit.



All jinn claim their common origin in Jinnistan. Some sahir and scholars speculate that this means jinn
began as creatures of the Magic Realm born with free will and changed their Realm alignment to either
Faerie or the Infernal only after interacting with humanity and coming into contact with Islam, losing their free
will in the process.

The fact of this is unclear — jinn may only appear to change Realms. For example: a Magic jinni of a local
geographic feature may be replaced by a Faerie jinni created through stories of its interactions with nearby
Muslims. Alternatively an Infernal jinni, attracted by the potential for sin created by the presence of pagan
Magic spirit, may destroy the original genii locus and pose in its place. To common folk and even magi, the
Jinni may appear to have changed Realms as the new spirit assumes the name, appearance, and role of the
original entity.

Pious and Impious Jinn

Those jinn who profess to have submitted or rejected Islam are aligned to the Faerie Realm. Often referred to
as pious and impious jinn, their religious behavior is a sham required by their roles in they appear to uphold
or illustrate Islam's tenets as a example or challenge to humans. This type of jinni is the one most likely to
be involved with mundanes and are frequently encountered in the Mythic Middle East.

These creatures often live in groups like humans and mimic the behavior and culture of their mundane
neighbors, often appearing as merchants, shepherds and nomads, although some city dwelling jinn
frequently encountered in the farther reaches of the Mythic Middle East. Such jinn generally live in close
proximity to humans but in places humans find inhospitable: deserts, ruins, wastelands and abandoned
houses or in wells, cisterns, latrines and other taboo places. Together they comprise a group of Faeries
involved in meddling with humans in a variety of boundary stories, whether physically or philosophically but
most commonly represent tales concerned with social distinctions or adulthood.

Most of these Faerie aligned jinn share the following Virtues and Flaws in addition to those noted above for
all jinn unless otherwise noted: Eidolon, Loosely Material; Intangible Flesh and Traditional Ward (Bismallah
Invocation) or rarely Sovereign Ward (Bismallah Invocation). These jinn commonly have powers associated
with illusions, flight, shape changing (into animals, whirlwinds or other humans) and travel rather than the
elemental themed powers of their Magic cousins. Many Faerie jinn suffer from the Minor Flaws Dutybound
(Bedouin hospitality), Vulnerable to Brass, Vulnerable Magic (mua‘addhin’s call) and/or Vulnerable to Folk
Tradition. Unlike most other faeries, Faerie jinn possess True Names as noted abowe, even if they have a low
Might Score.

The minor Faerie jinn known as jann are highly dependent on human interaction and differ to their cousins in
that they are restricted to a physical form, although every janni can shapechange into at least one other
from, usually an animal. Such lesser Faerie jinn have the following Virtues and Flaws: Humanoid Form, Pass
as Human, Dutybound (Bedouin hospitality), Restricted Might Recovery, Traditional Ward: Bismallah
Invocation.

Examples of Faerie jinn with details of some of the Virtues, Flaws and powers mentioned above include the
Bottles of Suleiman, Faerie ghula, Hesaan the racehorse and the janni Mythic Companion level character,
Jumayl, detailed in the Bestiary XREF. These sidebars contain further details of the Virtues, Flaws and
powers mentioned above.

Faerie jinni counterparts to many European faeries exist within the Mythic Middle East and can be adapted
for use in a saga set in the Mythic Middle East, see Realms of Power: Faeries, "Faerie Bestiary", pages 70-
83 for further details.

Pre-Islamic Jinn

Long ago during al-Jahiliyya, the pre-Islamic times of the past, Faerie jinn claiming Jewish and Christian beliefs were
common. Even in the days before the Great Deluge, the jinn are purported to have followed the original monotheistic
religion of Adam. Such jinn would be also considered Faerie rather than Magic in alignment, but are seemingly rare in
the thirteenth century.



Many jinn are said to have been imprisoned in ancient times by the Prophet Suleiman. These jinn either declare their
faith in the older forms of religion when encountered or else claimto have converted to have converted to Islam
somehow during their captivity. Such ancient Faerie jinn can be difficult to distinguish fromthe elemental jinn noted
below even for experienced sahir and play roles in stories about discoveries of the past and the fleeting nature of
mortal achievements.

Variants on the Genie of the Lamp Motif

The creature ‘Abd al-Quinnina in the Bestiary (XREF) reflects a reasonably powerful version of this motif — an
afrit able to drastically change the fortunes of the poor man who releases it. In contrast, the simplest and
least powerful of this class may possess only the Eidolon power, have much diminished characteristics and
merely dissipate upon release with a great show of imagery and an exclamation in praise of Allah and
Suleiman. These lesser jinn feed off the \itality shed by the simple wonder of the common fisherman before
dissolving their cucurbite or projecting an illusion of it washing back out to see in the confusion caused.

Although bottles are the commonest form for the cucurbite prop, similar Faerie jinni prisons have been
described that manifest as brass rings, bowls, or most famously as a battered lamp. The creature portrayed
in the Aladdin story would be more powerful than the one described here, perhaps with a Might of 50 or more
and extra magical powers. An intermediate example with a Faerie Might of only 20 would simulate the "Slave
of the Ring" in the Tale of Aladdin or one of the lesser jinni initially called upon by Suleiman to fetch the
throne of Balqgis, Queen of Sheba.

Three Wishes?

Many captive Faerie jinn are compelled by their story to bargain or create a contract with their rescuer.
Typically, such jinn offer "three wishes" within its power using their Binding Oath Ritual Power. The price of
the compact is usually the promise of release from further imprisonment once senice has been rendered.
Breaking the contract inflicts a Major Flaw. Depending on how carefully the releaser has couched the terms
of the contract this Flaw may either allow the ‘afrit to angrily depart, cursing its arrogant rescuer with a poor
reputation (Faerie Antipathy, Major) or to remain and torment the foolish knave until driven off (Plagued by
Supernatural Entity).

Those experienced in the bargains of jinn, possessing a Faerie Lore (jinn) score of 6 or greater or one of the
applicable summoning Arts or Accelerated Abilities at 11 or more know to include the appropriate caveats to
prevent the latter occurrence. These individuals are also aware of the correct formulae to command the
released Faerie back into its "prison", successfully ending the story safely. Of course, the knowledge of
what to use the third and final wish for does not protect against the temptation of greed...

Pagan Jinn

Jinn that show little interest in the affairs of mankind or the message of the Prophet are typically aligned to
the Magic Realm. Referred to as pagan or heathen (kaffir, "unbeliever") jinn, these elemental spirits are tied
to specific landscape features in the wilderness that lies between the major settlements of Arab civilization
across Persia, the Holy land, North Africa and southern Iberia. This natural feature may be an oasis pool, a
mountain or a stretch of desert. These spirits are true genii loci, only able to leave their feature through
transferring their locus to an individual or object through a form of magical bargain and may reflect the most
ancient and original manifestation of jinn — spirits defined by their geographic identity rather than their
reflection and interaction with Islamic culture.

Some of these pagan jinn claim to represent pre-Islamic divinities worshipped by the Arabs in ancient times
or ancient powers of long lost races and cultures but are not dependent on human vitality like their Faerie
counterparts. As Islam spread, other initially non-Arab Magic spirits were forced to adapt, accepting



additional Inferiorities in return for retaining their places of power or else ewolving into Faerie or Infernal
versions of their former manifestations like the Forest Spirits of ancient Germany (see Guardians of the
Forest, Chapter Three: The Forest for further ideas).

As primal Magic creatures, many have strong elemental ties and instead being aligned to Vim, can
characterize one of the classical elemental Forms of Auram, Aquam, Ignem and Terram and can be affected
by the appropriate Elemental Summoning Art, although they hawe true intelligence and are not considered
simple elementals. Other jinn even embody the living Herbam aspects of nature. Such Magical jinn, being
Magical Spirits, need not eat or drink and do not age unless they suffer from the optional Age Quickly Flaw.

These elemental creatures are the type of jinn most commonly summoned by both non-Hermetic and
Hermetic sahir and are generally the most easy to identify as jinn using either Magic Lore or an appropriate
Area Lore (see Chapter 4: The Order of Suleiman for further details). Each possesses the appropriate Ways
of the (Land) Virtue, the Magical Air Flaw and shares the following Powers: Guide, Manifestation and
Presence. Crafter of (Form) and/or Ruler of (Form) and Donning the Corporeal Veil (at least once for
humanoid form, although additional animal forms are common) are optional for lesser jinn. The most powerful
examples of these pagan jinn are true Daimons (see Realms of Power: Magic, page 110). The jinni Wahhab
is anexample ofa Pagan jinn (see Houses ofHermes: #§

Unlike their Faerie and Infernal cousins, Magic jinn are not automatically susceptible to the Bismallah
Invocation, although many of the less powerful entities may possess a Minor Flaw mechanically equivalent
to the Traditional Ward (Bismallah Invocation) of their Faerie cousins. Some of the more powerful entities
with greater familiarity with the teachings of Islam, as represented by a Theology: Islam score of 3 or more,
may even feign submissiveness to catch an unsuspecting sahir off guard.

An example of a powerful elemental jinni is Ighraq al-Siq, detailed in the Bestiary XREF. A further example of
a lesser Magic jinni is the Zawba’a, detailed in the Bestiary XREF. The great Daimon of the Empty Quarter.
Al-Khalil, mentioned in Chapter 6: Arabia, the jinni at the base of the Whirlpool of Uballa mentioned in
Chapter 7: the Near East or the feared ruler of the Taklimakan in Chapter 9: Transoxiana and Beyond, would
both all be appropriate to design as powerful Magic jinn.

Learning from Jinn

As creatures of embodied magical power, all jinn, regardless of Realm alignment, can act as sources of
study, akin to the observation of magically occurring phenomena referred to by Hermetic magi as significatos
(Covenants,page 101). Each individual jinni act as the equivalent of a tractatus on a single appropriate
Hermetic Form (typically an elemental Form for Magic jinn, Imaginem for Faerie jinn and Vim for Infernal
jinn), the Accelerated Ability Sihr and their aligned (Realm) Lore. The jinni does not teach the summoner, nor
does it need to possess a score in the relevant Art or Ability, as it is the summoner's observation of the
Essential Nature of the jinni than the jinni's knowledge that is the key. The summoner may only gain the
benefit of one Ability or Art per season.

To gain the benefits of study, a sahir or other summoner must coerce a jinni or jinniyya into senvice for a
whole season. Such coercion may be in the form of a non-magical bargain, Sihr, Hermetic Rego magic with
an appropriate duration, the non-Hermetic Goetic Art of Commanding, or the Hedge Art of Elemental
Controlling (for Magic jinn associated with an elemental Form). Mundane threats able to be enforced by
effective Rego or Perdo magic may be used to force an appropriate non-magical bargain, although the jinni
will try and seek revenge on its enslaver.

A jinni can only instruct its master once for each Ability or Art.

Source Quality of a Jinni: 3 x magnitude of Might

Corrupt Jinn

In Ars Magica terms, corrupt jinn include those terrestrial demons strongly aligned to Arab folklore and



medieval Islamic culture found in Islamic lands. Many demonic appearing jinn are actually dark Faerie
creatures, may choose to accept or reject the Islamic faith as part of their role within stories involving
humans. Making the correct distinction between jinn of different Realm alignment can be difficult for even
experienced sahir but once a jinni aligns with the Infernal, it has irrevocably transformed into a true demon.

All Infernal jinn share the following Vulnerabilities in addition to the Virtues and Flaws noted above for all jinn
above: Bismallah Invocation and Iron. Most Infernal jinn similarly suffer from the Minor Flaw Vulnerable to
Folk Tradition and the Major Flaw: Vulnerable to Iron. Dark Faerie jinn have Virtues, Flaws and Powers
similar to their pious jinn cousins detailed above.

Infernal jinni counterparts to the following demons found in Realms of Power: the Infernal can be encountered
throughout the Mythic Middle East: mazzikim, succubi and lesser evil spirits would be classed as shaitan,
whereas many afrit with close elemental ties are best represented by Aerial Powers or perhaps powerful
False Gods with additional powers related to elemental Control. The Buran of Yenghissar, Infernal ghul and
Kharrat the Braggart are example Infernal jinn detailed in the Bestiary XREF.

Aside from their appearance and the modifications noted abowe, these jinn can be represented by the same
statistics as their European cousins but may have slightly varied powers and winerabilities as noted above.
Further details on demons are given in Realms of Power: the Infernal.

Story Seed: the Corruption of the West

European demons of Christian origin are becoming increasingly common in the Levant since the advent of
the Crusades, but have yet to penetrate past the borders of Outremer. Apart from a handful of Jewish
demons and Infernal entities from ancient Persian mythology, the vast majority of Infernal creatures in the
Mythic Middle East are in fact Infernal jinn and thus susceptible to Sihr, as commonly practiced by the
Order of Suleiman.

All this will change as merchants, missionaries and Hermetic magi penetrate further east, bringing with them
their own legacies of sin and corruption that may change the balance of mystical power in the Mythic
Middle East. The Unholy Trinity (see Chapter 1: Saga and Introduction) are a group of demons drawing on
western conceptions of Islam that may have a large role to play in increasing the number of non-jinn Infernal
spirits of the Mythic Middle East.

The Dangers of Distinction: Dark Faerie or Infernal?

The distinction between dark Faerie jinn and truly Infernal jinn can be difficult, as both types of creatures are
commonly referred to as shaitan ("demon") by the common folk of medieval Islam and are depicted as such
in the various stories. Many Infernal jinn, including perhaps Iblis himself, were once dark Faeries and many
Infernal jinn have dark Faerie counterparts that draw vitality from stories arising out of the activities usually
ascribed to demons.

In general, the actions of dark Faerie jinn are impersonal and instinctive, such entities act in a way that may
encourage humans unintentionally to sin because it suits their role in their chosen story and they feed of the
vitality created by such emotions as guilt, greed, cruelty and lust. As such, most dark Faerie jinn are
Incognizant or only Narrowly Cognizant — they are unable to change their roles, advance or ewolve into other
forms (see Realms of Power: Faerie for additional details). Infernal jinn, on the other hand, are those
creatures who intentionally inspire humans to sin, manipulating them to make them fall.

The distinction between a Highly Cognizant dark Faerie jinni and Infernal jinni is a difficult one — many such
Faerie creatures quickly lose themselves to the forces of Iblis. The term shaitan confusingly refers to both
types of creature and the ambiguity and danger this creates for sahir characters is intentional. The Sihr of a
sahir will work on both types of creature, although the actual Realm Lore required for the ritual may be
mistaken by the character, producing unexpected outcomes when the summoner fails their control attempt
because a creature assumed to be a dark Faerie turns out to be Infernal...

Story Seed: The Varied Guises of Iblis



At the Troupe's option, different versions of Iblis may exist simultaneously in a saga. In the guise of lesser
faeries claiming his name, the character Iblis appears in a number of minor roles in the folklore of the Islamic
lands. In some stories he may be the Islamic Devil or embody a great duke of the Deluders, while in other
tales he is a powerful dark Faerie Monarch or a faerie opponent posing as a lesser demon.

One such tale is that of "The Old Woman and the Devil", where a very fallible Iblis is challenged by an old
woman to show who is the crattier. The old woman tricks a merchant and his wife, but later undoes the harm
she has caused, thus proving that “The devil is no match for an old woman”. This lesser Faerie Iblis can only
destroy or create strife in the stories, but never undo evil or perform good deeds.

Story Seed: the Dark Sufis

You may wish to introduce into your saga a misguided Sufi tradition, made up of individuals who respect Iblis for his
refusal to bow down to Adam, assuming that it was his love for Allah that motivated his decision not to bow to
anyone but his God. Such heretical mystics could comprise a Misguided Infernal Tradition of unwitting diabolists
similar to the Luciferans. The mystical powers of such Infernal Sufis could be reflected by the Favoured Abilities:
Incantation, Effusion, Phantasm and Ceremony. (See Realms of Power: the Infernal, pages 127-131).

Qareen

The Messenger of Allah said, "There is not one of you who does not have a jinni appointed to be his
constant companion.' They said, "And you too, O Messenger of Allah?' He said, "Me too, but Allah has
helped me and he has submitted, so that he only helps me to do good.’

— Ibn Mas'ood

And whosoever turmns away blindly from the remembrance of the Most Gracious (Allah) (i.e. this Quran and
adoration of Allah), We appoint for him a Shaitan ("Satan — devil — unruly — defiant") to be a Qareen (a
companion) to him.

— The Qur'an, Sura Az-Zukhruf (43:36)

Qareen is the Arabic name for a spirit believed to be assigned to an individual Muslim as a "constant
companion" — a personal tempter, intent on enticing them to sin. According to the hadith, every human has
a jinni appointed to accompany him through life and test him, tempting him away from the path of God.
Considered part of the tribe of Shaitan, such gareen are dark Faerie creatures akin to the shedim demons of
Judaism (Realms of Power: Infernal, page 57). Most characters are unaware of their gareen, but some with
more irksome companions and are reflected by possession of the jinni Friend variant of the Faerie Friend
Minor Supernatural Flaw. Most of these jinn are playful and mischievous rather than corrupting and provoke
stories of temptation, reflection and forbearance. Nearly all qareen belong to the Faerie Realm, but some
have become corrupted and have become aligned to the Infernal, transforming into true demons. There are no
Divine or Magic Realm aligned qareen.

Each of these companion spirits has slightly different powers but share the typical Weaknesses of jinn
(detailed above). Examples of the powers of an Infernal gareen are given below — Faerie gareen have almost
identical base powers, only a differing Realm alignment and motivation for testing their chosen victim. Unlike
many other jinn, a qareen cannot assume physical form as they either lack the Coagulation power of true
demons or the Donning the Corporeal Veil power common to many faeries.

Some gareen have additional powers — the gareen that accompanied the ancient Arabian kahin (pre-Islamic
“seers”) are believed to possess the following powers or their Faerie equivalents: The Serpent's Oracle, Trust
of the Innocent and Forked Tongue of the Serpent — powers normally attributed to the Spirits of Deceit
(See Realms of Power: the Infemal, pages 38).

A qareen is left powerless if its victim makes a concerted positive effort to throw off the malewolent jinni's
influence. This requires the spending of either a point of Faith (perhaps a point of Faith acquired by repenting
of the sins committed while influenced by the qareen). Confidence alone is not enough to shake off the



influence of the companion shaitan, unlike the Jewish shedim. In effect a gareen is a special form of Infernal
or Faerie genii loci with a locus linked to its assigned human companion allowing it to travel the world.

Story Seed: A Pious Companion?

Rarely, an exceptionally pious character may be able to convince their dark Faerie qareen to accept the
error of their ways and appear to submit to Islam. As all Faerie aligned jinn, even Faerie members of the
predominantly corrupt jinn tribes such as Shaitan, have been granted free choice, this is a potential long-
term story option. Such benewolent gareen become the equivalent of highly cognizant Faerie guardians.
Being pious jinn rather than true Divine spirits, their power is aligned to the Faerie and not the Divine Realm
although they may be mistaken for guardian angels by the unwise. Infernal qareen, as true demons, do not
have free choice and cannot be redeemed.

Submitted Qareen
Major Supernatural Virtue

Your Faerie gareen or accompanying jinni has submitted to Islam. It therefore protects you rather than
attempts to lead you away from the right path. Like a variant Ghostly Warder (ArM5, page 94) it can guide
and assist you with its powers, but cannot provide general Magic Resistance, as it is not a creature of the
Divine or Infernal realms. Such qgareen can easily be designed using the Ghostly Warder detailed in the
ArM5 core book, page 193 or else created as Companion level characters using the rules for creating Faerie
Characters (Realms of Power: Faerie, p43-63), typically possessing the following Virtues & Flaws: Faerie
Speech, Highly Cognizant, Lesser Power x2 (Eidolon, Guide); Intangible Flesh, Negative Reaction.

A Typical Demonic Qareen

Order: Tempters (Shaitan / Qareen)

Most people are not aware of their gareen; the following creature is appropriate for those who have
the Major Story Flaw Plagued by a Supernatural Entity (Qareen). These characters have gareen that
they are consciously aware of, that they can see, and that actively try to cause them to stray from
the path of good. Less obtrusive Infernal gareen may be reflected by either the Impious Friend or
Manufactured Ignorance Flaw and have Might scores in the range of 5 to 10. An affected individual
hears whispers from their qareen, using its Envisioning Power, and such comments appear to come
from the victim’s own head (and should be provided as advice from the s

storyguide with nary a mention of a demon).

Infe rnal Might: usually 15 (Vim)
Characteris tics : Int +1, Per +1, Pre +2, +3, Str na, Sta na, Dex na, Qik +2

Weaknes s : Protected Group (victims who willingly and totally rejects the gareen, fueling the
rejection with a Faith Point), common jinni Weaknesses (see earlier).

Abilities : vary for individual gareen and may complement those of its companion. In general, a
gareen may have up to 300 XP of Abilities that it may use to aid or hinder its chosen human.

Powers:

Apparition, 1 point, Init 0, Imaginem: gareen may assume an illusory form that only their companion
can perceive. To victims, the form appears to be a real person in all respects.

Control Human, 2 points, Init +2, Mentem. If this power penetrates, the gareen exerts direct control
over its companion. It can issue commands that the target carries out to the best of his abilities;
however the target can attempt to break the control of the jinni every time he is asked to do
something contrary to the tenets of his faith.

Envisioning, 1 or 5 points, Init +2, Mentem. This Power allows the qareen to appear in the dreams of
its sleeping companion (in which case it costs 1 point), or make the target experience a waking
dream or vision (in which case it costs 5 points). The gareen cannot instantly make substantial



changes to a dream, but instead gradually twists it to take on darker and more frightening tone, and
can speak through any figure from the victim's subconscious. A waking dream is more obvious; the
victim suffers an immediate and powerful hallucination of whatever the demon desires. This may be
so frightening that the victim is stunned for a round, and must make a Brave Personality roll against
an ease Factor of 9 or have an extreme reaction, such as retching, conwilsions, or abject terror.
This is the preferred way a qareen communicates with its chosen companion.

Protection of the Appointed Companion, 0 points, Init +2, Mentem: The companion of a qareen
cannot act directly against it without extreme provocation; it would be akin to attacking one’s own
mother. The victim may be as angry as they like with the jinni, but actually physically opposing it
requires a huge effort of will, must be repeated every time the victim wants to renew his attacks.

Appearance: a gareenis an incorporeal s pirit, appearing to thos e with Second Sightor
means to see the invisible as a pallid reflection of its chosen companion. To it's victim, a
qareen uses its powers to appear either pleasing or terrifying depending on its
motivations and schemes. Unlike many demons, it lacks the Coagulation power and
cannot form a physical body.

Wizards and Qareen

Islamic sahir are keenly aware of gareen and many have the ability to perceive the true form of their
accompanying tempter, either through Second Sight or their other magic. Most qareen accompanying
wizards are malewolent, reflected by the appropriate Flaws detailed above. As jinn, they can be coerced with
magic, bargained with and even imprisoned using the appropriate supernatural powers, but at the sahir's own
risk. See Chapter 4: The Order of Suleiman, for further details on sahir and their potential to form magical
khadim bonds with gareen that allow them to boost their Solomonic magic by drawing on the reluctant jinni's
Might. Qareen do not make the greatest candidates for the khadim bond but many young sahir see the
magical senitude as a means of making the most out of the pestering spirits.

Story Seed: An Unwanted Guest, and an Unexpected Invitation

Although Christian, Jewish or pagan summoners native to Islamic lands may also possess a qgareen, at the
Troupe's discretion, a Hermetic magi may discover upon arriving in the Mythic Middle East that a Faerie
gareen has attached itself to him, despite his status as an unbeliever. Magi with the Spirit Familiar or the
Theurgic Spirit Familiar Mystery Virtues (The Mysteries: Revised Edition, pages 66-69 and pages 81-82) can
attempt to bind Infernal gareen as their spirit familiar but only magi with Faerie Magic can bind submitted
qareen or dark Faerie gareen. Demonstration of power over a gareen is sufficient grounds for membership in
the Order of Suleiman and the character may find himself the recipient of a cordial invitation to join a group of
open-minded sahir...

Jinni Weaknesses

Bismi-llahi ar-ra mani ar-ra imi!
(In the name of God, Most Gracious, Most Merciful!)
— the opening invocation common to all but one sura of the Qur'an

Faerie aligned jinn possess a weakness to the Bismallah Invocation, reflected by their Traditional Ward
Minor Flaw (Bismallah Invocation) and all Infernal jinn have an equivalent Vulnerability to this folk practice of
"naming", the invocation of God's name that opens most chapters of the Quran.

Faerie and Infernal jinn cannot act against an individual who has uttered this phrase before encountering the
spirit, similar to the Protected Group Weakness of demons — none of their Supernatural Powers work on
these individuals, and they can only defend themselves in combat if attacked (Realms of Power: the Infernal,



page 34). This protection has a conditional duration of Until (leaves immediate locale of the jinni or
completes a specific action) or until the time of the next daily prayer, whichever is the lesser.

To pronounce the Bismallah correctly requires a poetic grasp of the language of the Qur'an reflected by an
Arabic score of 6 or more and a successful Com + Theology: Islam stress die roll against an Ease Factor of
6. The Bismallah can only be invoked prior to recognizing a jinni and is ineffective if the character is
surprised by a jinni.

Dewout Muslims are instructed to utter this phrase before entering locales where jinn are believed to live such
as ruins, lavatories, cemeteries, deserts and caves but only those with the required fluency in Arabic and a
decent grasp of Islamic theology can actually benefit from this magical protection.

Other Folk Traditions that Ward against Jinn

Arab folklore abounds with additional folk remedies for jinni curses and powers. Many lesser jinn are affected
by the Minor Flaw Vulnerable to Folk Tradition (see below or Houses of Hermes: Societates, page 107) or
suffer from the Vulnerable Magic (mu'addhin’s call) Major Flaw, their magic expiring at sunrise with the crow
of a cockerel or with the morning call to prayer from the minaret of the local mosque. Muslim characters may
use either the appropriate Realm Lore or their Theology: Islam score to try and dispel the malign effects of
such jinni enchantments. Magic jinn are not so severely affected but a properly worded invocation of the
Qur'an can grant some protection against their powers.

The following 4 suras of the Qur'an, known as the "Four Quls" (each begins with "Say:") are effective wards
against jinn and perhaps other spirits — each provides a +3 bonus if successfully recalled when invoking the
Khawass al-Qur'an as a holy forebear for the baraka Acknowledgement of Evil, Celestial Immunity, Expel
Demons or Resist Temptation (See Realms of Power: the Divine, pages 103-105 for details of baraka). The
four specific suras are: al-Mu‘aumidhatayn (the al-Falaq (113th sura) and an-Nas (114th / last sura) pairing),
al-Kafraa (109th sura) and al-lk hlaas (112th sura).

The Ayat al-Qursi or "Throne Verse" (255th verse) of al-Baqgarah (2nd sura) and the last 2 verses of the same
sura are similarly potent wards against jinn. A Muslim character that has memorized and correctly recites
50 ayat (verses) of the Qur'an receives the same benefit.

Each sura takes a considerable amount of time to recite and requires the individual to have memorized and
the recall the specific verses using their Art of Memory or Theology: Islam score (see The Mysteries:
Revised Edition, pages 25-26). Characters with an Arabic score of 6 or greater gain a +2 to their roll.

Jinn and other Expressions of the Divine

Due to their strong cultural allegiances, all Faerie and Infernal jinn are winerable to other strong expressions
of the Islamic faith. No such jinn can use their powers to affect a hajji (a Muslim who has completed the
pilgrimage to Mecca within the last year, see Chapter 1: Introduction and Saga).

A Muslim character who focuses his prayers through correct recital of a sura of the Qur'an and who
successfully invokes God's aid to defeat a jinni (See Realms of Power: the Divine, page 41) gains twice the
usual bonus.

Faerie jinn are strangely unaffected by other religious demonstrations — Christian, Jewish or Zoroastrian,
whereas Infernal jinn as demons may be affected by such holy displays. Infernal jinn remain susceptible to
the Scourging the Infernal power of relics but simple objects of faith have no special power over these
creatures (Realms of Power: the Infernal, pages 33-34).

Unless otherwise noted, Magic jinn are not susceptible to these restrictions but may suffer other flaws
reflecting a wilnerability to the power of the Divine. Whether these wilnerabilities stem from the power granted
to Suleiman over their ancestors or the apparent conversion of large numbers within the jinni tribes in recent
times is unclear.



Lands of the Jinn

Jinnistan

The jinn dwell in places just past the ken of humans — out of the corner of the eye, behind the doors
impossibly squeezed between two seemingly normal houses, or just around the last corner of one of the
alleys leading off the bazaar. They may visit the mundane realm often but their real homes may lie
underground, amid the beauty of the wilderness, within dark ruins or even beyond the mundane realm in
regios and the Supernatural Realms. All these locales are collectively referred to as Jinnistan.

From the nature of the tales, although once thought part of the Magic Realm, Jinnistan may now lie mainly in
the Realm of Arcadia but seems to have branched into the Realm of Eudokia and perhaps even into parts of
Hell. Its geography is as varied as the mundane Realm and its inhabitants pursue lives similar to their non-
magical brethren of the Mythic Middle East, often passing freely between their magical homeland and their
mundane neighborhood.

Whole cities of jinn, such as Amerabad, the City of Amber, are found within its fluid borders and parts of
other lost and legendary cities such as Golden Baghdad (see Chapter 7, The Political Centre) and Khashgar,
the nexus of the fabled Silk Route (see Chapter 9: Transoxiana and Beyond), form a background for many of
the tales inwlving jinn. Some travelers claim that Jinnistan can be reached by trawveling beyond the Great
Rivers, the eastern mountains or sailing beyond the edge of the ocean.

These claims are all true, but false all the same. Where there are jinn, there is Jinnistan.
The Mountains of Qaf

Muslim folklore describes this chain of peaks encircling the known lands, forming a barrier between the
lands of the humans and the supernatural homes of the jinn. Impassable, foreboding and purportedly emerald
green in color, mundane geographers have attempted to place this mythical site variously in the Caucasus,
the Pamir, the Paropamisadae and even the distant Urals or the Atlas Mountains of North Africa.

Classical scholars equate this range with the legendary Mount Imeon or the Caucasus Indicus of the Greeks
— the great eastern barrier of the world of Alexander the Great (see Chapter 9: Transoxiana and Beyond).

Perhaps the Qaf are not one mountain chain but are the Essential mountain range, the embodiment of the
concept of mountains within the Magic Realm, past which lie whole different worlds that may be reached by
surpassing their mystical peaks and gazing beyond. Alternatively, they may be the Faerie Realm’s
distillation of all the tales of impassable mountains told since antiquity.

Al-Khadar

Outside the circle of the known world, past the pale blue waters that line the coast of Persian and beyond
the trade waters of the Erythraean Sea lies the great ocean of Al-Khadar (“the Green”), a magical and
metaphorical barrier breached only by jinn, adventurers, sorcerers and Islamic saints. Few claim to have
traveled to its distant shores or floating islands laden human headed trees and intelligent apes. Those who
claim to have returned report their ordeals in allegory and lies such as in the travels of Sinbad the Sailor.

Islamic cosmology speaks of whole worlds beyond which contains Mythic Europe and the Mythic Middle
East — worlds inhabited by fearsome angels, strange humans, exotic jinn and even more alien beings.
Hermetic scholars of the Keeper of Tales mystery cult suggest that these lands lie within the Faerie realm of
Eudokia.

Criamon magi point to "the Tale of Bulugya" as a possible itinerary for magi wishing to travel into the



mysterious Magic Realm, claiming its metaphorical tone contains a pathway that leads outside the Circle of
Time.

Mortal Scions of the Jinn

As an alternative to playing a true jinni, an exotic Merinitia maga, Arabian Ex-Miscellanea magus or hedge
wizard hailing from the Mythic Middle East possessing a jinni variant of Faerie Blood or Strong Faerie Blood
(see below) may make an interesting challenge to play as a regular in an Arabian saga. Designed with a
suite of accompanying themed powers, such a character may also be played as an exotic outsider in a
game set in western Europe. Such characters may possess only a jinni themed Faerie background or may
have a whole collection of Beneficences and other powers ruled by Charms with a jinni flavor. All the Virtues
and Flaws used in the descriptions of Faerie jinn above could be suitable for such a strongly themed
character. Such characters would be susceptible to Faerie Calling through Warping, unless specifically
created as a Hermetic magus. In this case, they suffer Wizard's Twilight instead. Further ideas and details
on such jinni themed Faerie touched characters can be adapted from Realms of Power: Faerie, Chapter 6:
Touches of Faerie.

The paragraphs below describe some optional jinni varieties of the Faerie Blood Virtue — adding new varieties
to those found on page 42 of ArM5. The specific benefit of possessing Faerie Blood of each type is listed,
along with the enhanced version for those characters that have the Faerie Legacy Virtue. Note that this
enhanced effect replaces the normal benefit of Faerie Blood; it is not in addition to it. Each listing also has
some typical Sympathies, and some suggestions for other Virtues and Flaws possessed by different faerie
bloodlines. Finally, since characters with Strong Faerie Blood gain a distinctive appearance from that Virtue
some common features are given; these could also be used for characters with regular Faerie Blood who
also hawe the Disfigured Flaw.

Further information on Faerie Blood, Faerie Legacy and Faerie Sympathies can be found in Realms of
Power: Faerie, Chapter 5: Touches of Faerie.

Jann Blood

The jann are lesser Faerie jinn, members of a tribe that closely mimics human culture and behavior to the
extent of following Islam, herding camels and living the nomadic lifestyle of Bedouin. As such, they are the
most likely type of jinn to produce offspring with Faerie Blood or adopt foundlings into their tribe. Many
Faerie sorcerers of Mythic Arabia are believed to be scions of the jann and many beautiful women, including
the legendary Balqis, Queen of Sheba, claim jann parentage.

Benefits: +1 to Presence, but not to more than +3
Legacy: +1 bonus to Presence, can go as high as +4
Sympathies: Deserts, Hospitality, Temperance (negative)

Other Virtues and Flaws: Supernatural Beauty, Ways of the Desert; Faerie Speech, Persona, Second Sight,
Skinchanger (camel, eagle); Envied Beauty; Disfigured (one animal feature), Dutybound (Bedouin honor),
Susceptible to the Divine, Vulnerable to Folk Tradition (Naming) or Vulnerable Magic: Mu'addhin's Call

Appearance: swarthy, deeply tanned, piercing blue eyes
‘Afrit Blood

The ‘afrit are ranked amongst the more powerful of the jinn and many have monstrous oversized appearance
and a cruel nature. Although not necessarily evil, they are often indifferent to humans or consider them
inferior.

Benefits: +1 to Strength or Intelligence, but not to more than +3



Legacy: +1 bonus to Strength or Intelligence, can go as high as +4
Sympathies: Power, Cruelty, Patience (negative)

Other Virtues and Flaws: Greater Benediction: Flight, Greater Immunity: Weapons, Ways of the Desert;
Frightful Presence, Huge, Large, Second Sight; Monstrous Appearance; Faerie Heritage, Susceptible to the
Divine, Vulnerable to Folk Tradition (haming or Bismallah Invocation)

Appearance: tall or large in girth, often horned, reddish complexion
Ghula Blood

The ghula are rapacious wasteland faeries of the Arab world. Sexual encounters between human men and
female Faerie ghula (see Realms of Power: Faerie, pages 74 or the Bestiary XREF) result in either another
ghula (if the child is a girl) or ghul-blooded humans (if a boy is born). The sons of ghula can then go on to
produce either girls or boys with ghul blood. This variety of faerie blood could also represent other violent
faerie ancestors. Those with ghul blood are nearly always sinister-looking, born with teeth and unusually
aware of their surroundings.

The template below reflects a character descended from a Faerie ghula rather than the offspring of an Infernal
ghul. Characters born of Infernal ghul may best be presented as Devil Children (see below).

Benefits: Claws that can be retracted and extended at will, these hawe the following weapon statistics: Init —
1, Atk +2, Dfn +3, Dam +2.

Legacy: As abowe, except that the claws are extra large, and the Damage bonus is +4 rather than +2.
Sympathies: Wastelands, Stalking, Compassion (negative)
Other Virtues and Flaws: Ways of the Desert; Skinchanger (hyena or wilture); Nocturnal, Poor Presence

Appearance: dark skin, wrinkled, sharp teeth, green on the inside of the mouth, always have green eyes

Mythic Scions of the Jinn

Faerie jinn and characters descended from them are well suited to use as player characters in sagas
involving the Mythic Middle East. Such characters could be created as a companion or magus level
character using the balanced rules provided in Realms of Power: Faerie, pages 43-63 and incorporating the
suggested inherent Pretenses and Required Virtues and Flaws noted in the sections above.

Players wishing to create a character with ties to an elemental jinni aligned to the Magic Realm are
suggested to design a Mythic Companion using the Blood of Heroes Special Virtue from Houses of Hermes:
True Lineages (or the Mythic Blood Virtue for Hermetic magi) or the Magic Blooded Virtue from Realms of
Power: Magic and choose appropriately themed Virtues and Flaws. Some of the Elemental Virtues from
Hedge Magic: Revised may be particularly appropriate for such characters. A Gifted Companion or Mythic
Companion Character using the Spirit Votary Major Virtue from Realms of Power: Magic could similarly be
used to represent a pagan priest dewoted to an elemental jinni recognized as a pre-Islamic Arab divinity,
perhaps even claiming descent from such ancient gods.

Mortal characters descended from Infernal jinn or truly demonic jinn are best represented by the rules for
Devil Children given in Realms of Power: the Infernal, page 99-101 and begin with the Devil Child Special
Virtue, Demonic Blood and the following starting Virtu