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Chapier Ong:
Introduction

Lhe Medieval Bestiary is designed as 2
supplemert to the Ars Magica game. Ars Magica,
whichin theme and style is unlike any olher FRPC,
comcerns itself wilh roleplaying of the most
sophisticated variety, rolsplaying inspired by the
myths and storles of heroes, monaters, evil and
magic.

When we roleplay, we try 10 roecreate those
ancienl stories with characters and settivgs of our
T rrcation. Are Mapgica strives ko help you meet
that goal. Rather than tell a story through Lhe
relling of dice, Ars Magica revuioes that the players
work together Lo tell a rale, putting lzss emphasis
on die rolis and combat than mas: games.
storytelling regquires a new style of ruleplzying,
Players need to create qully developed characters
that they can enwision and portray as rotagonisls
ira drama. A fully developed characker is mere
tham fusl a ceries nf menningless statistics, but has
metivalions, goals, fears and covfidences af iks gwn
— it has personality.

To 1ell a story, the Storyguide (ramemaster) also
needs fully developed rharacters. Whils many of

the characters’ encourters are with other people
imag:, serls, nobles, priests), sumetimes they may
be with bepsts — the common and not so common
creatures of the forest, mountain and sca.  Becanse
Ara Magica is story cricnted, the Storyguide must
imilue cven beasis with complete and relevant
personalities. 17 this is done successfully, every
encounter with beasts will net degenerare into
violenoe and savagery (at least not all the time).
Thus, wher the characters mect a waolf they might
not immediately hack it up, but may attempt to
irteract with the beast, coming to understand it as
they might another person. The magi cortainly
have a variety of ways in which they might try to
rorvmumnicate with it, and of course sign lanuage is
always an inleresting option.

All vou, as the Storyguide, nacd to toll this kind
of lale is a source that lists nol just the beasts’
slatistics, bul also tha: portrays U individua)
personelities of Leawsts. Thar's whore The
Medieval Bestlary comes in That is the ohject and
inspiration of this wirk.
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Usinvg THIS Book

While The Medieval Bestlary is 2 supplemant
zesigned for use with Axs Maglea, players cf all
tantasy roleplaying gemes will find it a useful
reference source. The Medieval Bestiary
deserinea mundane anlmals of the medisval
wurld, and [Fmtastic beasts of medigval lore,
Howevar, we don't detail these erzatures from 2
modern perspective, but from a medieval poing ai
view, just as they wete deacribed in lhe studies
and inguiries of madieval scholarship. Because 2
medieval style setting is common to most fantasy
sames, the beasts and their identities portrayed in
*his work could easily and profitably be applied to
apy fanbasy game,

The Medieval Bestiary details aimost every
mundzne and fantastic heast that travelers might
encounter in travels throughout Mythie Europe™.
The Storyguide will find it Invaluale for stovy
creation, though it should not be seen as a source

tesearching their medieval
significance yourself. Furthermore,
the beasts in this book should not be
sirung together in & series of
encounters in order 1o create a stoty.
They should be nsed as only atw
element of a skoty which coniteina a
fair balance of all the proper
ingredients — theme, rmoed,
characier interaction, passion, plat
and dreina.

Each Lieast is first described in the
words of a Maedieval scholar, a
magus in the Order of Hermes, whe
diseusses what he knows of each
vrealure and, in some cases, what he
believes its virmues and wenknesses
tepresent. The infunuetlon he
presents is not always comect (by
modern or tnedieval standards); often it is up w
you to decide what is true and what is false. Then
we list the fall Ars Magica statistics of each
graature, 8 section to be igrored if you are using
this baak with some game other than A Magica.
Each Beast is also provided with its own stary
concept. Those plot ideas affer you inspiration for
using the beasts in play, elmnating the
intimidation of Introducing mere unussl
el s, And saving them from becorning
sterectypical “wilderness encotmnters.”
Furthermore, players may Lind this book's bestial
descriptions useil when mag) conduct research
into the Animal or when magi search for Familiars.
Ard, on page 15 we introduce 2 new concept,
Ferocity, which is a trait nearly every beast in this
beok possesses.

As discussed above, this supplement describes
teasts not by their mechanical statstics alone,
which inevitably reduces them to fodder £t the
characters’ swords, but by thelr natares,

for creating mntivations and

compplete shoriss. guiding spirits. By
This Bestiary ia understanding the
designec to allow madisval impresslons
you o refer to of the nature of the
beasts quickly ond east, you understond
easily. Telieving how game chavaclers
you of the task af perczive the beast.
detining those Wloreowver, the
creatutes and mpressions of the
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be made unique to any single game, s0 this boak
has further applicalions cubside Ars Magica — it
has appticadans to every faniasy roleplaying game.

Though The Medieval Bestiary deteils the game
mechanics of many bensta, those details arve oY
etched in stong. In fact, referring to the scores
provided here, you are encouraged bo individualize
significant beasts that appear In your staries; the
profiles of this wark only represent the atchetype
of epch beast. Suach individualization imabucs your
creamires with character and makes then anigue-

If each beast had the same abilities and natare,
what would make your stories memorable? You
are alsc advised o use this volume 25 a refurence,
niol as inapiraticn, for your stories. We find that the
essence of the story is preserved when beasts are
seleckad for the story after 1ts creation, That way

[.5,‘:1,.?-:15:}1

your stories do rot hecome mere benst hunts. Of
eourss, that doesn't mean beasts canmot be the
oblect of a quest, Indeed, there's bound tn come 8
tirne when magl and their retainers need to tap the
power, o1 vis , of some creature. But when such a
humnt is underfaken, it is bound to be dangarous for
D crealure sacrifices itself for the meeds of mere
mmortal men,

Finally, Irs important to note that the Order of
Hermes comgiders zerles and their kind zeparate
from the beasts of world and legend. The peculiar
magicsl spisit of faeries makes them separate from
beshiz, For detzils on Faerles and their ilk, vou are
refarred to Faeries, another Are Maglca
supplement from White Welf, Ghosts, demons and
angels are also owtside of the paradigm of besie,
uat they also will be detailed in other books.

LS GS G
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hapier Thoo:
The Complete Weast

Raleplaying beasts can be difficult, not only
becaase different myths and legends present begsts
of the same kind ir different ways, bul because
raleplaying games tend Lo abuse buasts. All ton
ollen potentially interesting beasts are used
haphazardly, and often without regard for the
creatures” mythical origing. So the 'ques!iun is, v
ran creatures ba kept unique 2nd interesting, and
still a commen feature of stories? That is the
question this Chapter, and this supplemen:, intends
to ansiver.

THE Oriciy oF THE Brstisry

Historical Bestiaries derived most of Lheir source
material from only limited sources. First ard
faremaost of these sources was the Physiolagees.
Physiologus was written between the Second and
Fifth Centuries AT, and the name is said o refar
to the author, whose own name is not knawn.
Physiolagus means The Naturalist. The Mhygsiologus
was primarily a religions text, thawgly; ils endloies
reterted less e beasts than to the sins and virtues
beasils represented. The Physioloqus bormowed trom
humerous sources, including Pliny's Historia
Matiuraliz, the [olklore of its period, ard religicus
teachings.

The second major influence on Bestiaries was
Isidore of Seville's Efimaligae.  As the Plasinlogus
was ranslated into other languayes, the translator
wonlld often add “facts” he had heard or read of.

All the Bestiaries borrowed extensively from each
other, but particularly frow idore of Sevile’s. The
Fhysilogrus was otganized according to the virtues
and sins of its subjects. The Edimolipee, on the other
hand, was organized along certain classifications:
Bestioe (beasls), Perocae of Jumentas (catle), Minula
Arimaijn izmall animals), Azes (birds), Replilae
{reptiles), and Serpentiz (snakes). Early Bestiaries
haphazardly adopted sactioms from Tsidore. Later
oes carne closer to his original classifications, but
still derived much of thelr order from the
Physivlogus.

WHAT 15 A BESTIARY?

hMedieval Bestiaries were less books on animals
than they were cutpourings of religioms ideals, Tn
them was shown the behavior of beasis, spme
which man was intended 10 emulate, and others
which he was not. Thus, Bestiaries were designed
such that the reader would Lake note of beasts’
virtuous and fell behavior, and avoeid the latter
And, animals proved to be an effective medium
through which religious and moralistic ideals could
Ene taugrhi.

Unly secondartly did Bestiaries strive to cxplain
certain aspacts of animal nature, The greal size and
weight of the Elephant affers aone such example.
Medieval schelars were puziled by the beast and
Lhought that were it to copulate in the nonmal
Fashiom, it would cnash its mate. Thus, they
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considered the Elephant a chaste beast, so
Bestiaries prapose this assurnphior, ac fact.
Creaturss, hoth real and fartastic, wers dascribed
in the Bastiary according to ideas considered
lezical and accurake for their time, And, gliven the
Middle Ages’ void of scientific thuught, who could
refite the claines of & Bestiary?

Bevond corceptual misnomers, madicval
Bestiaries suffered from two major problems. The
first was mistransloting. With later Bestaries
copicd by rooms filled with scribes, improper
abbreviations ad difficult handwriti Mg Wire
wommonplace. These technical difficullies resulted
in false or misleading information and simple
illegibdlity. The second problem lay in the
borrowing of new ideas. Authors of Bestiaries
winild often add their own stories to (he text. most
withoul basds in fact,

iven that Bestiaries were basad ot what we
today consider fancy, it’s no surprise that no two
Bestiaries were identical. The mistranslation of
these books only exacerbated the differcnces
between them. Is it any wonder, thes, that the
Basilisk slowly evolved into the Basilooc and, by
the end of the Fourteenth Centu ¥y, into the
Cockatrice?

* STORIES OF THE Beast

Beasts can be intreduced inte your Saga in many
ways. In most roleplaying adventures, monsters
usually enter inio the Saga when the characters
simply run into them. While there is nothing
inherently wrong with this setup, il can e
desirable to give a beasl’s introduction more drama
and flair. Powerful ereatures, such as ‘he Great
Wyrm of the Pyrenees, have reputations that rival
those of Kings and Popes. Characters would never
mwect the King without first havirg heard of him,
nor would they ineer the Great Wynm without first
hearing tales of its power. Furthermore, having
knowledpe of a beast hefore meeling it whelher
thal knowledze is accurate or not, characters will
g0 o the meeting with more caution than would
an ilk-informed hack and-slasher. S0, when
warking en beast stories, carehully consider the
amount of time il passes etween the
inirodbaction of 3 beast and the charactors’ mesting
cf il That passage o fime can mean the difference

between a combat story and a story of emotion and
forethought,

Belovw is a list of story concepts that you can use
to incorporate heasts into your Saga, Though each
beast described in this work is provided with a
story concept, those listed here are generic ideas
that can be tailored to suit any beast. Also keep in
mind that even though a beast may not be the focus
of a story, its presence should not be understated.
Even an ordinary animal, zppearing for only 2 few
maments, can have an emotional, inspirstional or
humorous impact on the characters. An apparently
msignificant animal sighting can also be intrinsic to
the development of your plot, even if the charactars
don’t yet know it

" Vis Honr

The need for raw wis plagues every magus.
Without it his abilities are slow to improve; he
canmot ecnchant items and the most powerful spells
are denied to him. Magi may often hunt down
magical creatures for the magic containad in their
bodies. Ewven mundane.creatures may have horns,
tomges, hooves or tails which are reguired in some
spell er enchantment,

" BEAST ATTACK

Magical beasts often attack humans, even in the
Domirion where their power can be its weakest, Tt
s imporiant ko understand the beast's motive:
what makes it attack humans? Undemstanding the
beast’s mutivation is key to making a story
interesting and realistic,

For example, while an Faple is cuit hunting, her
chick is sinler by a magus, who believes the
unhalched bird will make an ideal Familiar, The
Fagle, being quile magically potent, begins to
harass the serfs ina village near the Covenant to
avenyge its loss.

Famiiiars

Ferhaps the mnst important of bestial stories
involves the magus's search fora Farniliar.,
Familiars are extremely important to the TR S
they are perhaps the only liletime boon companton
such an iwlividual ever has. To emphasize the
sigmificance of the Familiar te a magus, the story of
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the Familiar's acqnisition should ke challenging, Tt
should alsn invelve roleplaying, especially when
the magus first starts hig scarch, for the refaticnship
between the magus and Famili ar will continue for
a considerable amount of lene — the search for the
Familiar needls L be interesting and realistic What
mwlivates the magus to look for a Familiar now?
What makes an animal amenahle 1o becoming a
Familiar? What are the consequences of taking this
animal (see Beast Aitack above)? Storiss about
Familiars should always seek to explore the reasons
amd nature behind the close relationship that
magus develops with Familiar Encourage the
player to help make the Familiar interesing rather
than just powerful,

 Rep I—IEmwr:

The idea here is to have a story seem ahout one
thing, when it is in fact about a heast and its
dehavior, Of course, the story could also seem to
be about a beast, but actually concentrales on
another, deceptive focus. Notice that many of our
sociely’s sayings, like “red herring® and “wild
goose chase” are inspired by animals and their
deceptiveness. Maybe this trend in language could
be Inspiration for a story, possibly one with a
humorous ending. In this sort of story the
symbolism discussad in the descriptions of each
beast ate your best guide. You need omly work the
deceptive symbolism of a creature into the theme of
your story, and then find a hook bo lure yous
characters into being fooled by it.

GUARDIAN

This is one of the most common stories of legrand
and roleplaying. As Mythic Europe™ is such a
magical world, alive with so much mystical
symholiam and poetic justice, such an encounter is
not all that uncommon, You need cnly decide
what sort of beast is on guard, wlat it is puarding,
and why it dees so. OF course the “great treasure”
which the creature guards could be important te no
une but itself, but as this goes against the mythical
lmpart of this type of story (and unduly upsets the
players} it should be used irfrequently.

T Pomieare

The sighting or presence of a particular beast is
often actributed with good or bad fortune by
medieval folk. The appearance of a Dragom, for
example, is thought to herald disaster. But, if a
Swan appears in a vision, good forlune results for
the scer. Creatures of all Ly pues have important
weanings, amd can be used in a story to wam of
bead tidings cr to proclaim good fortune, Once
again, your first step in creating this type of story is
to look up the symbolism of each creature and then
find a way to make it fit into the concept of your
story.

ExAMPLE STORIES

The fullowing are actuzl story examples thal you
may expand into fullfledged stories, or that you
may use as inspiration for vour owm storles.

L. A Dragon, paired by uld age to the point of
blind rage, attucks the clty nearest its den, which
alsa happens to be in the proximily of the
characters’ Covenant. How do the characters react?
Attacking the Dragon could well be considered
suicide, sa more subtle attempts to deal with it are
required. Maybe its pains of age could be
remedied,

2. A powerful creature, like a Basilisk sleeps, or
otherwise resides in caves under the Covenarnt.
What are the consequences of it awakening or
discovering the lands above? What are the
characters willing to sacrifice to keep it aslecp or
down where it belongs?

3. Anenemy of the Covenant uses a mmor of a
magical animal to hure A magus inko a trap, This is
an example of a scenario where no animal may
actually appear, but the magus might undertake
lengthy rescarch, coming to urderstand the
animal's ways and nalure, Such research mighs
later be invaluable in another story, or in the same
wne in which the magus is duped. Maybe the beast
In question fatefully appears, getting revenge
against the villain whe took its name in vain.

4. A powerful magus has arrived ¢n the
Covenant’s doorstep, seeking information on a
treantre rumored to live in the area. The charackers
migkt rely on this creanure for their own vis supply,
and the newcomer wants to take the creature away.
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i, the characters could be on friendly terms with
the creature and the newcomer plans to destroy it
for his own reasons.

5. A young apprentice trom Lhe characters’
Covenant befriends an animal — & magical animal.
Though the characters believe the heast dangerous,
the child knows that il is not. The characters might
o 5o far as to attempl a rescue, belisving the beast
to have kidnapped the apprentice to use against the
Covenant. The beas!'s magical abilities might also
hawe am effect on the apprentice. It would be
interedting to soe how mag separate child and
creature without permanently affecting the
apprentice,

EoLerayiNg ANmvaLs

When roleplaying an animal, the Storvguide
must imbue the creature with a specific personality.
The beast profiles provided in this book portray
animals with definite human charaderistios, in
keeping with he wedieval ouflook toward beasts
~— that animals are the embadiment of viriue and
vice. All beasts of one type behave in a specific
way. All Lamels, for example, are lustiul,
Huowever, animals of the same breed are not all the
same. Fach has lls own mativations and
perscnalily quirks, somesimes determined by the
conditions of its lifestyla, irs environment, or by
fale, In general, animals should be roleplayed as if
they are any ether kind of Storypuide character. Of
courae, lor the sake of game expediency, not all the
hewnds In a pack of Walves need be roleplayed,
bt the more important anes, like the pack leader,
might be,

The Personality Traits listed in cach beasl’s
profile go far taward helping you roleplay
creatures. They give you a “measurable” idea of
how extreme a beast’s personality is. A given
ancmal's Characteristics and Personality Traits are
usnally quite extrerne; many Bestiary rreahures
havve Characteristics that exceed those of all ather
creafures. For examnple, no creatire is more
ferncinnis than the Lion. When roleplayed from
that point of view, arimals are made caricatures of
man, acting out his sins and virtues. Bul, I beasts’
persvnalities are nol caricatures, by what other
Ieeans can the comanon man recognize the
extremes to which his own sing and virlues might
lead?

Mote that animals with high Cunmning scores
might act in much in the same way as intelligent
mety Their craftiness makes them not unlike the
wilizst of men. The Fox, for example, is clever and
scts traps for Birds, Animals with high Cunning
should be played mwch the same way as humans
with high intelllgence; they are resourceful, and
ready to shift tactics when conditions change.

If you don't like this book's ahsttact treatment of
animals, you are free to play them in a momne
realistic manswr, in a manner more befitting a
inwdern understanding of anitmals. The latter style
of roleplaying is familiar to most gamers, but Fits
less within the ideals of Mythic Furope, and less
within the imagery of fantasy in general. Played
"lantastically,” the Lion is a malch for the Dragon,
and the Unicorn is able to deal the Elephant a death
blew with its horn. Played realistically, the Lion
and Unicorn would be completely unable to
contend with such foes. And, realistically
apeaking, of course, there is no such thing as
Limicomns.

Morenver, if animals are played “realistically,”
their Ferpoity scores da new addition to the rales
that is described below) should rarely be higher
than all animaly’ defeult value of 1 — realistc
animals are capable of showing rage, but not eple
Tage.

Finally, played with a modem understanding,
animals generally fear man whereas “fantastic”
animals mighl not A “real” beast's first instinct is
to Tun away from maortals, long before mortals even
know the animal is about. For example, the
realistic Walf tends to attack In packs, but even
using such effective tactics it avoids attacking
humans. Tndeed, few animals regularly attack
human beings: the “man-cating” Tiger is mostly a
myth. Astealistic treatment of animals makes fora
boring, and decisively unmedieval, game, we stand
by our fantastic treatment of the beast.

CrEaTURE CREATION

This supplement strives ko provide you with as
many beast profiles as possible. Howsver, the
tapic is in o way exhausted. In fact, dozens of
creatures still exist in actual myth and legend that
have not been covered her. Undoubtedly still maore
beasts luck in your imagination. To introduce new

12 Medieval Bestiary



bieasts into your Saga, the following beast creation
parameters are provided. These guidelines were
followed in the creation of the beasts describad
herein, and may be used by you te do the same.

CHEECKLIST

The fallowing list breaks down the concepts and
reminiders that you might corsider in creabing a
riew beast. These items are really enly mean: to
piquie vour imagination, and you may ignore some
or all of thetn if wou please, after all not EVery Beast
has a “purpose” Generally, these itema should
help you create a well-rounded easl.

1. Purpoge

Origin

Tnpe ad Appearance
Behawvior

. Statistics

Ahilities

. Matural Attacks

ra

. Magical Properties
. Caloulate Tolals
10, Review

Do not be afraid to backirack if you find that,
duting the creative process, your inital conception
of the beast changes. Scmetimes the mnst
imaginative beasts arise by accident, or by the
combination of disparate ideas (glven the creation
ol a plausible explanation for Gwir combination, of
Coupse).

W N P A

PurrosE

What is the creatune’s role in the Saga? Is there a
particulior conotion that the beast is meant to evoke?
Must important is its use in a stary. Sirive to create
inleresting monstens, rther than a set of combat

stats, IF the creatune 5 destined o attack the
characters, understand s motivations.

OrG

Mo ereature exists in 2 vaouum. [n most myths
and stories, a creature’s origin is well established
and described to the andience. Even if that enigin
is not known by the characters, that ordgin s a
ruling factor in all the beast's powers and ways,

Some questions to ask include: Where did the
creature cotne from? What werte the drcumstarces
surrounding its birth? What type of creature(s)
wiere its parents/ancestors? Ts it unigue, are there a
small number of them, or is it part of a whole
species?

IMAGE AND APFEARAMCE

As vou must be able to describe the beast to the
Flayers when they encounter it, the appearance of
the beast is important. What does it look like?
Sound like? Smell like? How does it move? Does it
have a distinguishing feature that sels it apart from
nthers of ite kind 7 Concentrate on the information
necded by accuralely describe the creature ina
sensunl, enberliining manter,

Some physical featunes are common in medieval
Restiaries:

= Mulliple Heads. The creature might be
completely normal excepr that it has many heads.
This quality is frequently found in Serpentkind.
Three, seven and nine are common numbers of
heads to find. In pame lerms, nimercns heads
undeubtedly increases the momber of attacks the
beast gets

* Hybrids. The beast incorporates the body
parts of more than ore crsalnne. The Ant-1inm is
only coe example. In fact, an easy way to develop
new creatures is to mbke the bedy parts of different
crealures and compine them inte a new
monsirosity. Many Persenality Traits and abilities
of e component creatures CAITY OVET into the new
beast which, by medicval tradition, is always wild
and untamed,

= Enwrmews. The ciealure may be completely
normal, except that it is huge (minimum ize +5),
with & cotresponding increase in abilibies,

Mote that the above Features are nol mutually
exrlusive. The Chimern nol anly bas ulkiple
heads, but they are the heads of different crealures!
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BrHavior

While most beasts are non-intelligent, they still
ach in cerlain, predictable ways, In Ars Magica,
this predictability is represented by beasts”
possession of Fersenality Traits. Medieval scholars
ofen likem the behavior of animals to the behavioe
uf men. 5o, in beasts it is possible to find traits that
could jus: as easily be found in humans.

What motlvates the beast? What will upset it or
send it Into & fury? How does it react to human
beings and, in particular, magi?

Personality Trails commen to andmals include:
Beave, I:'m-l.'ard]],.r
Wild /Tame
Fierve,/CGentlz
Energetic/Tazy
Curious/ Indifferent
Payful fSerlous
Crecdy /Generous
Lustrul Chaste
Corueld / Merciful
FPalient
Lestruckive
Eelenfless
Yengeful

Mean

Ciuttonoas
Spirited

Jealous

Humble

Laval

Vicious

Ag with human Personality Traits, the values for
animal Personalities range depending on the
ealremity of an anmmal‘s character. There Is ro
ectieblished range within which Personality scores
pre Limited.

STATISTICS

The Size of the beast should be chosen first, as it
affects many other characteristics.

IF you are uncertain of your creation's actual Size,
find an aniial within the text that you feel would
be comparable and use its Size rating.

The following Characteristics should be
determined, as they are important for calculating
the beast’s combal abiiilies;

Sir (needed for damage) In general, the larger a
beast is, the stronger it should be. An average
creature probably has a Sir equal to its Size.

Stm (Needed for Soak. Fatigue, Natural Magic

Resistance)
Drex {attack:)
Qik (Firs|, Delense)

Per If created in realistic forme, a oeabure’s Per
should be at least +2, as animals aro usually more
sengitive than humans. If an animal is a reflection
of somne human quality, its Per score mway be higher
or lower.,

Mext, decide whetker or not the beast is
intelligent Most animals should only have
Cunning. Exceptions are commonly limited o
Shapeshifiers and (aerie creatures, though animals
with particularly dynamic personalities could have
genuine intelligence, if you decide to give It to
them. Umce it's decided that Cunning or
Intellizence are used, determine the value of the
Characteristic. Creatures with Intelligence have
Confidence Points, just as if they were human.

Mote that most beasks don't have scores in
Presence and Communication as they lack the
ability to sedally interact in the world of man, and
lack the zhility to speak. However, speacial animals
might be ahle {0 interact and speak with men. You
must decide whether an animal can perform these
funclions. If o beast has a Presence score, s it high,
reﬂa{li.!'-g human etiquette, o high because the
beasl has & daunting bearivg? If a beast has a low
Freserce, Is Lhe animzl slovenly, or just socially
repugnant, as a ¥ild Pig might be? 1f a beast can

14 Medieval Besliary



talk, does it kave a low Com, only able to speak on
a monasyllabic level, or a high Com, able to express
itself like a cultured academic?

Descriptive words can be chosen for a ¢reature’s
Characteristics, just as if il were human (Ars
Magica, p. 17), further refining the creature’s
phvsical {and mental) appearance Individual
beasts that are significantly diffecent from the norm
aof their species might have two descriptions; one
for the new creature’s species and one for the
creature in question. That way the commen beast’s
scores won't be misteken for the more powerful
individual’s.

Example: A standard Lion has a Stc of 43, The
Storyguide is making a powerful Lion, and gives it
a 5trof +6, The beast would have two descriptions;
ene for Lions in general, and one because s Sir is
significantly higher than normal.

ABTLITIES

Most creatures only have a couple abilities,
ropreconting innate advantages that a creature
possesses,

Cornmon animal abilities include

* Ferocity According o the medieval Besbary,
the Lion is @ match fior the Dragon. How is this
passible, when the Dirake ks larger and more
powerful? The Lion's natural ferocity in battle
makes it a match for the Dmagon, Peredly is the
ahility thar affects all an animal's natural attacks,
and adds to Attack Rolls in exactly the same way
that Weapon Skill does for a human character, but
only in certain ciroumstances unique to Lhe speciiic
variely uf beast. For instance, a Wikd Fig that has
lts path blocked receives a +4 bomus to attacks
against its blocker, The Pig's Ferocity score only
applies to that sitnation. Each creature with a
Ferocity score has a lisked specialty to indicabe
when Feracity applies. Ferocity is also & score that
you can take into account to determine a beast’s
reaction to character action (e.g. will it attack or run
away?},

Beast Creation Statictics

Speed AtkB Damage

Bonus

Small Claws +1 +1] -1
Bledium Claws 42 +2 +2
Large Claws +4 +1  +6
¥-Large Claws +i +3 +9
Small Bite +1 +0 -0
Medium Hite +7 +2 +2
Large Bite +3 +4 +7
¥-Large Hite +4 +h +11
Small Homs +2 +2 1o
Medium Horns 43 +2 +1
Large Horns +h +4 <5

X-Large Horns +4 +3 +7
Small: Size -2 or less

Medium: Size -1 to +1

Large: Size +2 to Sire +4
Extra-Large: Size +5 or higher

Generally, wild beasts have higher scores than
smaller, tame creatures, Mosl crealures have a
value of 1, with more powerful beasts poing up to a
typical maximum of 10, In practice, few creatureas
shiould have a higher score than five. On that level
those creatures are competing with the Lion and
the Unicorn. A value of zero should be assigned
emly 2o the ccoasional gentle beast, such as the
Rahhit, which has no natural aggression,

» Athletics. Ceneral athletic prowess. Tt
includes moning smoathly and confidently, with
grace, and improves most gross body movements.
Specialbies: grace, jimp, long distance nun, sprint.
(Sten, Dex, Olc!, High scores are common in
Felines,

* Climb. Cats known for their tree-climbing
[rowess of conirse have high values here.
Specialities: trees, vines, clill faces. {Dex, 5t
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= Perfect Balance. Once apain, a common virue
for Cas. Add this score to all rolls the creaturs
makes to keep itz balance. See nules, p. 41.

= Stealth. Used to sneaix up om prey, or to avoid
Uz hunter, See rules, po 43

* Track. For most 2nimals, this would only
cowet the ability to follow a trail, See rules, p. 42,

MATURAL ATTACKS

Every beasl has natural weaponry of some sort
which serves as Llwe beasl’s primmary attack. Natural
weapanry inchades teeth and claws, as well as any
nom-mazical special attacks, such as poison or close
combat atlacks Increases in reature size and
streppch should be accompanied by increases in
damage caused. This damage increase not only
reflects an increase in a beast's strength, Inrt reflects
an increrse Th the size of i natural weapons, (“My
what big teeth yvou have!™)

The values on this chart are merely suggesans.
Waturally some creatures have larger claws than
narmeal for their 3ize.

Unusuar ATTACKS

These are natural allacks Lhal,
while powerful, are non-magical in
nature,

» Constriction. The ability to
squecze an encmy bo death with coils
wr lisnbs, The beeast rmust first make
2 sucresshil Atk, catchitig the victim.
Each Round thereafter the creature
automatically does a certain amount
of damage, ignoring the victim's
Defense poll (bt Soak rolls still
apply). The trapped creature can
make a Gt roll each Round to escape
the morster’s grip. Each outsider
hclping the victim escape also gets a
roll per FRound.

* Poisonous Bite. A favorite
attack form, the creature’s bite
delivers some type of poison. Use
your imagination to determine the
effecls of the poison. Dealli isa
commaon result of polsoning, but not the most
interesting one. Paralvsis, insanity, palsy,
uncemsciousness, and transtormation spice up a
story. Rate the poison's strength by giving it a
difficulty number (2 is a good average value). Cive
the victim a Resistance roll, generally on Stm or
some other relevant Characteriste. Consider also
the time delay involved. A lengthy delay can tum
a buring zap-you're-dead poison into something
interesting if the characters have Lo race against
Limie b corme wp wilh a spell o lverb el will save
the polsoned characters. A single poison’s effects,
whether resisted or not, should not be too
divergent, though. Forexample, if 2 character fails
his roll and dies, he who succeeds in his roll should
still feel some adverse affects — “bBlack-and-white”
life or death is too abstract to be realistic.

* Poisonows Breath, AT the things possible with
a poisonous bike are possible with poisonous
breath, except that more people can be affected at
one time.
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MNATURAL ARMOR

The hide and natuml toughness
of & creature often resalbs in ks
proleclion. This peotection should
be rated from 0 to 10, much like
Ferocity. This rating hunctions just
as the rating of a human's armor
daes. A score of 0 indicates no
usual protection, 2-3 is average,
and i reflects protection for
something hideously tough, fike a
Dragon.

Gical PROPERTIES

As animals can have some
mundane Abilities as normal
humans can. so can some magical
benstz have Abilities usually reserved for humans
veith magical potential, OF course, the maggical
Abilities that beasts have are determined by the

nature of the beast in question,

* Entrancement. The nccasinnal smaks and other
magical creature might have this ability. Usually,
the Ability is limited to use while the creature has a
held onits victim. See rules, E- 41

= Finesse. This Ability affects any rolls made by
1 he CReATTERE Do 1Ee Tls m:\gim] abilitics in s—.pm_‘.m
circumstances, s alse used in the creaturs’s use
of Targeting rolls. See males, po 40,

» Hex, Crealures Lhal portend bad Lidings are
often capable of bringing about those Hcings by
virtue of their presence These creatures may not
even intend to do harm. Such creatures therefore
kave the Fex Ability. {hther animals are of
sufficient magic to will Hexes oo others, and may
.0 50 out of revenge or hatred. . Linless capable of
speech, o beast rarely i ever voices ils curse, See
rules, p. 41

= Magical Sensitivity. Mosl crealuies ae
extrernely sensitive to magic — even the mere
presence of the magns’s Gift is erpugh to unnerve
thew, If a creature is exfremely sensitive, it shoulkd
hawve Ehis ability. See rules, p. 41

* Penetration. This Ability adds to any roll
made to brezk & victim’s Magic Resistance when a
creaturs wses magic. The Ability is common to
magical animals whose powers usually overwhelm
most Magic Resistance rolls, but pussession of the
Ahility sometimes means the beast has a low
bagic Resistance of its own. See males, po 40

* Second Sight. This Ability is similar to
Magical Sensitivity. Many amma]:_. can sense things
that most mortals rannot. See rules, p. 41

* Weather Sense. Creaturas such as the Ox, who
arc thoughl Lo be able to foretell the weather,
should lave this abilily. Sce rules, p. 41.

Many magical beasts possess spell-like powers,
aside from those magical Abilities listed alove,
Muost times these spell-like powers are innate to the
beastand do not require “casting” to be used. Ta
determing what powets a beast has, first choose
what magical power the beast 1s aligned with. For
mnst creatares, this is Magiz Mighs, but if the
creature has Demonic origins, it has an Infernal
Might. I[ the creature is aligned with faerie
powers, the creature has a Faeric Might. I the
creature is oomn from the [ lolies, it has a Divine
Might. When choosing powers, try to understznd
why the creature has those abilities, UDHena
creature’s powers inspire i vulnerabilities.
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Sormne cxample powera are listed below. The
Level of each is variable, depending un the extent
ol ks power,

+ Contmol of the Like Animal Mind. The beass
can control ather boasts, perhaps only wild ones in
its native habitat. The effect could be dislant, su
that the creature can send for animals ovar some
distance, or can direct animals and send them awa ¥
on kasks. Vicums of the control receive a St rol] g
resist control. The average Difficuliy Rating mipht
be 10, (HedAn)

* Emutivm Aura. Those in he presence of the
Deast tend to feel a certain emation.  You can
demand appropriate Pemsonality rolls to deteriine
if the characlers avoid being swept away by the
emoiion. You must determine what cmotion is
inslilled. Dhfficulty Ratings to maintain control
might be 94, ralled against Stm. (ReMe)

» Fiery Breath. The beast can exhzle flames as a
weapon. Victims suffer about -15 damage. Small
[lames burn clothes and hair. Large flames
incinerate bodies. [(Crlg)

* Ilusions The creshure has some use of
illusions. Tk might be a specific illusion, such as
undead that can appear alive, or it might entail
versatile use nf many different iMusicns. The
spedific illusions are simple to create: just decide

what they are and assign them Levels
(which determine how hard they are
to dispel). (Im)

* Gpecial Senses. The creature can
semse something that normal humans
cannot. This power could be
something similar to an Exceptional
Talent, such as Semse Holiness/!
Uimholinegs, but it is not lmited to
this. Seeing in the dark, sensing fear,
and detecting lies are all possibilities,
{Ln)

Croosmic Macic Micar

The more powerful a crealure’s
abilities are, the higher its Might
seore should be. Also, larger beaste
usually have higher Magic Might
ecores than do smaller creatures of the same type.
A creature with a score of less than 15 might lave
dilficully aflvctiong a magus, while the magus
probably has little problem affecting the animal.
&0, 1 the creature is meant to be a challenge fora
magus, it needs a high Might total. Might is also
used bo resist spells, so if a creature is supposed
be powerful enough te affect meagd, but is not meant
to be magically resistant, consider giving it a lower
Might score, anid the Penetration Talent.

Finally, figure out the tvpe and aspect of s
found in the creature’s body. The higher a beast’s
Might score, the more vis is likely to be found in its
bady. Often, powerful creatures” body parts hold
many special powers. For example, there's the
reputed healing prapertics of the Unicorn’s hormn.
Usually these properties are directly related to the
prwers of [he animal. Also keep in mind that
though most animals do not willingly give up their
iz, a3 It exists as part of their body, some animals
might be willing to relinquish part of their s score.
In terms of a story, a Unicorn mizht be willing to
give un its horn to save a maiden, The Unicorn
oould live an, it mo longer has any w12 in its body.
Dron’t always require that the characters kill a beast
to get at its wiz supply.
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Carcuraten Torars

lst: ik + Feracity + MNatural Specd
Atk Dex + Ferocity + Natural Atack
Dam: Str — Ferocity + Natural Damage
Fat: Stm

Soak: Stm + Sire + Natural Prodection
Def: Ok - Size + Farncily

I A A P 3,
Y0

e
S

 Roview

Finally, go back and lock over everything about
the creabure, fAleshing out details and Blling in
missing informaticn. Think about what types of
things the characters may do when facing the
creature (ie. if it's meant for combat or parley). If
the beast has an easily exploitable weakness (low
Magic Might, low Soak) and is not intended 1o,
correct i, of give the creature some ability to make
up for its lack,

] T PV T gy s
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o
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Chapter Three:
e stiace

The word “beast™ should be
applied to the Lipn, the Tiger, and
othet creatares that aktack with tecth
and daw, but does not apply (e the
Snake. The beast, largely unfotersd
by thought, s free to ac in its own
peculiar manner while the Berpent
often acts wilh frightening guiie.

“BESTIAE MAGNAE
(GREATER BEASTS)

ANTELOPUS, the amtelope

So suift is the Anlelope thst unters
wre wrable br appreach ©t, unless Ly sre
abiz to do so wrivherit its knowledgs. I
fes o forg hovns, with edyges ke aaw
bluides, that can be wsed do fell even the tiickest of frees.
Whin the Antelope grocos thirsty it goes 12 a river to
drank. if its horns tecome entangled in the branches of
the hierecing shrubs that prow o rive barks, 1t bellos
Jor kuelp. A hunter, hearing the Anfelope's cry, may then
come anid slay 1. Howwver, 1t &3 siways dorgerous b de
sn, far Hhe Antelooe may sscape the branches iust as the
runter ppproaches, and atkack fhe hunter with its
RETIFETONS NOFHE.

The Antelope’s harn Iz koo ta aowe o nueeler of
wiagioal properfies, foremost amomg Bhem it arocrs of
scissure. It homs can cuf throwgh necrly ondhing
with little exartion required. Theharns hote Fesn osed
by wiagd in tarions rituals and da the crestion of ariifects
Whae involee the seperation and parfition of an

wedieidivons substance, such gs the flesh and bimas of
martals. Howwwer, anly one perser may aftack the
Anlelope and ke its kom. else the magical properties of
fhe horet vall be fost,  Theee creatsres only surrender
thiir korrs 0 dealh, for they prize therr abore all glse.

The Anfelope represenis the singie tirtue which smery
mar possesaes, The Antelope's horg s ils most prized
possession. [ndend it & the only thing of aalue which the
beast pocseecss, therefore i wrolesls #s hoen with is life.
Fou meust alweys be sure nalb lo thresden d mean’s puost
prized prssession, for his fersciny vy surrise you.
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The Antelope

Brave -2

Size O

Str+] Dex 41 Cun -1

Stm +1 Qik +6 Per 42

Homs: 1st +11} Attack -5 Damage +11

Fat +1 5aak +5 Defense +7

Endy Levels: 0K, 0, -1, -3, .5, Incapacitated
Abilities: Feroclty {when entangled) 2
Powers: None

Viz: Mone

says, 1t is wnequailed. It spares not even ils own woung
from its poraciour eppetite and, If i cowtes goross the
Fady of ¢ man, refraing not from devouring of the corpaa
nrhat £ gy,

The imale of this breed f7 @ mast feersome crepiure, ifs
foul lexper legendary among the nobles who hunt it it
afacks any who cresses its path, and 15 envaged when ite
paik 15 completely blockad, whether by offect or man.
Indeed, this s s principle weakness, for it is a cranture
of habit and great steboreess gid 5l wse the same paih
again ard again. If suck a trail con be found, and g frap
set, the boar can be aftacked and killed more readily.

The Wild Pig

An Antelape Story

Cree last Antelops: is Jeft in all Cu rope, the rest
long since hunted for their valuable homs. It
resides in a magical plade near the Covenant and a
number of grogs begin to talk of seeing a strange
“Unicorn deer” in the glade. Whan the magi
investigate they discover the Antelope and must
discern what Iype of creatare il is {pecheps by
daing some library research). Theo they must
cecide whal Lo do with it, This poses something of
a moral question, do they kill Lhis kst of the
Antelopes oul of greed or do they allow it to live on
unmolested? Bven if they decide to take its hom
someone must battle it alone.

APER VERRES, the wild pig, or boor
The Wiild Pig, rierious and flthy, 15 Hhe msl
whzitlesome of beasts and in shwer glittony, Aeiian

Gluttony +2

Sruborn +3

Size -1

Str +4 Dhese 0 Can -2

Stmn +5 Ok 0 Per -1

Bite: 15t +4 Atk +4 Dam +&

Homs (malz only): 1st 4£ Atk +8 Mam +15
Fat +2 Dhef (' Soak +15

Body Levels: OF, 0/0,-1, -3, -5, Incapacitated
Abilities: Ferocity (when path is blocked) 4
¥is: More

A Wild Tig Story

A mon-Hermetic wizard raises Wild Pigs in her
wioodlznd home. Believing the warld covetous of
her pets, this witch protects them with har charms
and guile. A malicious lord, havirg
recently slain one of the Pigs ana
huant, bedizves the shaman
responsible for his sudden
tmpotency, The witch is indeed
responsible lor the curse, morecver
she is proud of it. The lord, fearing
the woman's wild powers, requests
{nay, insicts} that the magi deal with
her. They may investigate, but may
nut side with the lord once they get
bo snow the shaman, And, of course,
they sk Tisl ake their way
through the dzace brambles and the
fizroe guardian boars that surround
her home,
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" CERVUS, the stag

The Dreer dwells in the wocded lls
end glzdes whick aboung at the edges of
the sethlements of men. The mule of the
species i3 callad the Hart and the famule,
the Hind. Thetr young are calfsd
Famwns, Artstofle says thar the Deer hag
three notures. By ifs fird nature, the
Dieer seeks oul a mest of Snakes fo aat
wher Al A the Doer's approach, the
Guakes Iraadidomally flee into crocks In
he eartl, But, the Deer drimks from a
sivemwt wekl s muzzie i Jull, returns
to the snakes” den, and spits e maler
it the hale, driving oit the Srakes
with the deluge. The Deer then araus
the Serpenis inta its stomach, thereby
regaining s lost health and wigor

According fo the secomd neture af the Deer, the Himd
et couceive unless the star Arclurus @ o the si),
When the Lurning of the seazon inclines them ta rul, the
dart clashes with other males in [urieus battle, for only
the viciors my beget offspring. The femmale thei kides
its Faron it a Briar or dense thicket, so that it will be safe
until al is strong enough lo run and leap.

The Ueer's marvelous heaaving, s ihind wniue
nalure, revrals coen the slichies) of noises to 1. Mode
smare of tie Wagner of Hownds, the Desr momes
i of precsuanyg 12ogs so the wind avvies ils
scext woay, eluding the prirsuers.

The Hart

Brave -1

Size -1

Str-1 Tex +1 Cun +1

Sien -1 Chk +2 Pes +2 fhE.—']ti,llj__: +71

Hurns: 15t +4 Alk 3 Dam +4

Fat -1 Soal: +0 Def +3

Body Levels: O -1, -3, -5, Incapacitated
Abilities: Ferocicy 0

Powers: Mooz

Vis: None

Brave +1

Size (I

St 0 Dex +1 Cun +1

Shim D Qrik 42 Ter +2 (laearing +7)
Homs: st +3 A +4 Dam + 13
Fat [ Soak +2 Def+3

Body Levels: UK, 0, -1,- 3, -5, Incapacitatad
Abilities: Ferocily (hunted) 1

Towers: Mone

Fisz Mone

A Slag Slury

Enchanted with tha child of a Jord and lzdy, a
favrie steals the babe. Inits place the faerie leaves a
newbom Fawn, taken from its hiding place. The
parents ef the Fawr:, nobles among thedr kind, now
hunt the woods in search of their olfspring. The
child’s parents are also disiraught. Having spotted
tenercus hoof prints in the woods, and knowing
that & human child bas Beer stolen, the charactars
might assume a Jezenky (see below) is at wors
Cither clues gkt maslead them, b (hoy can't
search the weonds long before encou aterieg the
enraged herd of Deer.
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banst jall #o tha prownd os ong. The Elephard orics oot
far belp until gid comes, buf calls are to ro sval weil
euer the amallest Elephant puts its frunk winder Hie
grest one and Felps Bt it

The Elephant

Sir +7 Diex 0 Cun U

Sirn +7 Ok -1 Per +1

Tushs: 15l +4 ALk +6 Dam +15

Trample: Ist +8 Atk +4 Dam +23

Fat +7 Soal +15 Def 1

Body Levels: OF, 0070, <171, <3/-3, -5/-5,
Incapacitated

Abilities: Ferncity (fallen) 2

Powers; None

Vis Mone

CLEFIIANTUS, the elephont

The Elewkani is so nawtad because i & ke wntz a
monntsin, which in the longue of ancient Greece i
calied Eliphos. It has fwe natures. According to ifs
first mture, when desireus of producing offsoming, Hhe
Elephant ard it male seek ot o tree where grows ke
Mardrake. Thic rogt s essontial, for without |, ke
ardor of these greaf beasts cajomnt be roised, Afler
prertwiany of the Mundrake, the shi-Eleprhian!
immedinteiy seeks bo corcefon youne, whach f bears for
the whele of boe years, During its birth-lalbor, the
female stards belly-decs in @ lake and Srines forth Hhe
calf iwbe 1he water, The ke-Flephant guards ils male
while she is in libor becase Drsgons often iy o steal
Lhe coif o devaur .

The secand waiwre of the Elevhunt kaeps it from g
itself showld i fall. Thus, the Elephant wsnally slegps
leariing against @ stout trae. Before the pagst qreins af
the free agaivst whick i is secustorned to sleeping, the
shrewd humler cuts partioay through the tree. When the
Elephant rests dls bulk against the tree, Bobd free and

An Elephant Storv

Elephanis have long been brought te Burepe
bioth in limes of war and in times of peace, indeed
onz was given o Charlanuene as o present. A
large troupe of Jongleurs travels past the Covenant
and offers a performance to the magi and their
vaszals. Tveryone isastomded by the travelers’
assorted talents, especially when bwo elephants are
brought out. These are creatures which the
characters have never seen before, monsters in Lhe
bruest sense of the waord, though the lash marks of
the trainer's metal whip shaws them 1o be well
cowxd. Howeser, inthe middle of iss ack, as the
tra:ner whips the larger of the two creatures, it
burzs en him and in one fell swoop lifts him up and
dashes him to the grourd. Saddenly the
pertormance is a panidemoniar, as an engragrad bull
races aroursd teving to kill as many martals as it
car. Finally, presumably with the aid of the magi
and grogs. it is brought down and slain. However
the other Elephant, the first beast’s mate, stands
aver thabody and lets no one come near. The
junglevrs are prepared o kill the cow as well {the
beasts have been more trouble than they are
worthy, bul it is up Lo e magi Lo decide wlal
happens,
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EQUUS, the horse

The Horse is 2 hasst of a most spivited nabure, [¢
axtills i the spectacte of the Baitlefield and the smell af
the melee. The Hovse is infaned apid spurred (o the
chimge by wor cries and frumpet calls. This ncle
crentuie 3 bewst of great passion and s capalle wf
much greatness when guided by a powserful yot gemiic
rider. Alone is i able o neither direct nor duannel {fs
spurtd wnko any ventiore worthy of its potenlial. Thus, it
& Iike mortal socizty witkous the Chirch, and sermes fo
remind us wity the power of the Church myst he
maintained.

The Horse

Spirited +3

Size +2

5tr+3 Dax 0 Cun -2

St +4 Qik 0 I'er 0

Hoowves: 15t 44 Atk +4 Dam +7
Fat +4 Def +0 Soak +7

Bady Levels: OK, 0/0,-1/-1, -5, -5, Incz paritated
Abilities: Ferocity (hattls) 2

Viar More =

A Hurse Siory

One of fhe Covenant’s best Horses was ence a
greak war steed and fought in many battles for its
master. Today itis old and tired, left to relive its
past glories in its mind. Mear death, the Horse
decides to die will honor, and sesks battle
whenever the opportunity arises, So cdlose to death
= it that its mind is also reraarkably clesr — 2
blessing ram Divine or faerie powers — so may be
ahle to communicate with the characters on a near
intelligent level (especially if the magi nae gpells ta
learn whal it thinks). Learring the Horse's
muitives, the characters may allow it 1o die witk
hemor, but that requires some wark, This Sloay s
Probably best told as a grog adventure, in which
only grog characlers take part.

LED, the lon, King of ANl leasts

Noolest of all creatures, Leo possssses great cowersge,
strength, ard compassion. In betile, he yields ta na
creaiure — anly the Lnicorn and the Dragon car AT
biz ferocity and maghi. Leo fes a roar that can sliiie
dowm an enemy thai, tny 1ts spesid, wanld ofhereise
vecipe ts charge. Lew spares those who ask for mercy,

wids those who have dore kim kndness, and refuses to
affack wowten, choldren, or the aged tinless elarin g. He
tolevabes no injustice. The seat of Leo's prasion rests in
ks neard, and indeed i confaing ma gicel properilivs.
Accarding to Aelian, thse with curly manes are
peaceful, and ilurse with plain hair are fierce.

Physiologus seys that Leo s three midgicel gifs,
The pirst is caubwn. When Leo caichies the zeent of a
huirrian predator, he covers bis terf! with the erveep of fis
tail. Thus the nunter caonnat foilow Leo fo ids don and
captiive him. Those of the Ornler, Bren, must feel
sympathiy for Lew for they foo must coger (kedr troil,
Thetr Cift makes the mundane wan envious, If magi do
i disyacise the Sift, the common e would kunt them
dowin el destray them out of fear and erzy.

The second of Lea's magical gifts is vigilance.
Although b bas fallen into sleep, Leo's eyes remaln
forever apen, keeping witch far danger, Lec slegps
zafely fust as Fhe magus does within kis Copemant malis,
while the custos wre ever wigilans,

The third of Leo's gifls is bestowed upon kit by the
Lord. Tea has the powar to instil! life, The Lionass,
giving birtk toats cuks, brings them farik dead . She
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guards them for theee days welil heir siee areives whe,
Erenthing inbe therr faces, auakens them.

Aceording tn the Church, the Lion fs the embodiment
af Christ o earkl, so can be gz nfuees with kaly s well
we magical niight. Leo certainby represents the plysical
maight of the Church, a0 showtd be feored as nach is the
bances of the oty Onder of Pulmling

The Lion
Magic/Divine Might 20
Brave +6 Compassionale +8
Anpry lwhen wounded) +3
Size +2
S +5 Dex +1 Cun +1
Stin +4 Ok 41 Per 43

Bite: 1zt +14 Attack +15 Damage +23
Fat +4 Soak +11 Ief +9

Bedy Levels: O, 0/0/0/0, -1, -5,

-5, Incapacitatad

Abilities: Feracity 10 {show of foree), !
Athletics (pouncing) 3, Stealth (stalking) 5
Virtues and Flaws: Enduring Constitution
Powers:

Roar, CrMe 20,1 point — When the Lioon
taard, all whe hear his woice must e ke o
Lrave voll of 7+ ar b Froeen in serror

Vis 4 Animal, heait. 10 Reye, mane,
Whsewer tries to lake the ion's mane is cursed

for his sin, belng stricken mad (Pebie S0+,
depending on the pisty of the thief and his
purposes for laking the mane). This madness
i3 & change in the victine's Essenlial Matune, so
carunel b healed by Flermetic moans
However, some Mentem magicks may assuage

the acfliction, but Bar no longer than @ day.

A Lion Story

Lales filler Lo Uhe Covcnant about a great holy
knight wha i3 traveling lands in and around the
Covenant. Hels said bo be of great strength aod
with a bright mane of hzir. This knight is alse
reputed to have slain two fliends masgquerading as
Barons, 1o have driven off Fey powers, and to have
banished magical powers from the lands, The magi
may imvestizate Lwee rumaors, oo miay encousnter

the “knight” when on a joumney, In trith this
“kndght™ 5 a Lion who is traveling through on
sotn: Dhvice mission. He might view the
charactets and their Covenant az a threat to the
[Tivinities, unless the group can somehow prove
their good intentions.

LEOPARDUS, the feopard

The Leapard, as its mame sypgests, 15 born of the
unreturd wainn befipeen a Lioness and a Pard. [ i
Flessed with the laiker's beautiful breatl.  Hmeeper, the
Lenpard i a wicious and predatory heast Hat d.ﬂj‘l'glrﬂs i
e e ﬂ-'-':'n'g-l'rl‘ﬁr,.ﬂﬁﬁ wses s breath fo fure ofker
creatures o desbruction. St Ambroes soye the Leppand
is Like @ sinner whe 35 brvond redempiion. Thus, there
is moval ageger i hunitar these creclures, for pnce ome
is killed the weight of iis siny muy be pussed down to s
eiller.

Just as tie Leopard f= the dark fold of noble bloed,
there are some within fie Ovder ko would wse their
Gift far their qon aperandizement, wasting their
trasein g in the purendds of power and influence, When
iheir ambitions and derk appetites axceed thetr abrlities,
these mragi seek ot the Tafernal powers und make Pacts
with fhem. Their souis are consumed by eedl, and
iTarmelic brathers st seek them oul anid destroy them,
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leet the fallen forcver taraish tie legacy of the Order's
wise Founders,

The Leopard _|

| Infernal Might 18

Mean 43

Size +1

Str 42 Dex +2 Cun +2

Ston 12 Chikk +2 Par +3

Bite: 1st 43 Atk +8 Dam +10

Fat +2 Soak +6 Def 45

Body Levels: OK, 0/0,-1, -3, -5, Incapaditaled.
Abilities: Ferocity (malicious acks) 4

Fowers:

Pleasing Breath, ReAn 30, 4 points — All
animals except the Dragon are seized by the
power of the Lecpard’s breath, and are unable
te-do anything but follow it wherever it may
lead. The Dragon is seized by fear and avoids
the Leopard (regardless of acoual magical
FPenetration ralls)l. Unlike the Pard, the

Leopard uses its breath to lure animals Le it
where they are casily slain,

Viz: 4 Rege, Leopard's Tangue.

A Leopard Story

The characters are directly or indirectly
resporsible for the death of a Lion, who raled lands
fﬁ:'Ei_;u 1o the Covenant {perhops a magical aTea or
a faerie forest). Seizing the apportunity to zain
power, a well-knocwn and feared Leppard assuimses
Lhe thronz over local beasts. Tle immediazely
begins a wave of terror, killing for pure sport, Mot
only are animals threatened, but peaple ane as well
a5 hunting poes had  [f the characters have any
srruples they try b0 make amands

LUPLS, the wwalf

Lupus 15 g greedy saimal that sieals
Sheep from Lheir flock. At might ils eyes
s e lempss. If the Wolf shonls sve the
vigH ffrad, the man G slrdck auih and
carrot s Hil dhe breaw of day. Butif the
wiin shanld spy the Wolf frst, the naifs
shrznghh is lief and i russ in feor,

Yhe yripize praece i ke a Wall, silencing

thiose wwhir disegres with kim, The praece Azl &2, "
shatald wse bis rizkts spavingly, tough, and = TACWl=T

meer for his swn persanal goals o* the people may cry
Wilf agaivst kim

The Wolf
Greedy +2 Brave +5 Cowardly (when spotted)-4
Magic Might 10
Size -1

S 41 ey 1 Curn +3

St +4 Ok +0 Per +4

Bite: 15t =3 Atk +5 Dam +6

Tackler 15t +3 Atk +4 Tackle +5

Fat =4 Dwef +5 Soak +5

Body Levels: OK, -1, -3, -5, Incapacitated
Abilities: Ferocity (flrst to spot man) |
Powers:

Strike Dumb, ReCo 15/ReAn 15,1 puint —
If the Wolf spats its proy first, the largel is
unable to o1y oul for hielp as long as the Wolf 1s
slill in the area (St rall of 12+ m break the
beast's influencel. However, it the Wall s sees
Hrst, he loses all Magic Paints for the
remainder of Hwe encounter and is strock with
lear (the cowardly Trait above).
Viz 2 Animal, oyes

A Wolf Story

A 'I-‘-'D'.E_pach is hauntin g the outskirts of a villa je
near the Covenan:, The locals orzanize a hunt and
kill one of the Walves, even though the beasts have
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cone o harm to the villape. The slain Wolf is
plocecl on i Suge stone slab which is actually an
ancient allar toa forest god, & remant of the
villagers” pagan past, as an offering Lo hit in ander
kovp aseay canger. However the slone slab is
avtually Infernal pround, and an alkar b a Demon.
‘The Well is bronght back to life, given strange and
evil powers, and Lobd (o stalk ils killers (eany of
whorm are sinners and will T heading to Hell in
any casa). The intention of the Demon is to get the
Covenant involved, and (o then coniact one al
Wezeen thaowgle e Woll, foocrder Lo corupt Tian.

FANTHERA, the panther, or pard

The Popther is a st outef and gentle i demaanor,
it a oot of wartalkle celor, (iee the cloak of fesepk. Al
anieials save the Dyogan are i friends. When il has
exren its (3l the Panther falls asluo far taves days
Ly awabening, i roars e a lovd poiceand tha
stvertest seent, ke the smed of ollspice, Tsswes from iz
miath. Arimils mesr and far, heariny e Panlier's
nofce aid serelling is sieee aroma, [olow the call
wherceer @ may ad. The Dragon, howewer, 16 setzid
arith fenr upon hearing tt roor aed fees io

spblerrorean caves where 1t does not have do soffer the
pozier of the Panlber'z sweaet fragronce. Coiled in fts
tair, the Drogan fallz appseleas and immonile, 25 of dasd.

As the Bamiher yotiers bty Buntsugus galbered fo
fime the wweisest meipd of fis day aod conuinced them of Ris
teneelenie. These mag kaard the sweet truth of Ris
miessage, and ech founded @ House to foster the usys of
their fradifion. The Dewil howled in frustration, for he
reafized Thal wheee loae magt could not hope to defeat
His desagns, the assembled Order would prevail, The
Ciewil fears what ke does mot control, and it i for this
remzan that Hell fakes suck interest i the affairs of mags,
Aagt are wise o heed this lesson, for amce they start
iz the Thark Path, feremer does it donimete thetr
destirny!

The anther

Magic Might 18
| Goentle 12
Size +1
Gty +7 Thex +7 Cun +1
Stmo+2 Dik +2 Per 43
Bite: 1st +6 Atk 46 Dam +6
Fat 12 Txf+3 Soak +6/
Brdy Levels CIK, 040 -1, -3, -5, Incapacitated
Abilities Ferocity (hunlers) 2

I"owers:

Pleasing Breath, ReAn 30, 4 points — All
animals except the Dragon are seized by the
power of the Fard's breath, and are unable o
do anything hut follow it wherever it may
lead. The Dragon is seized by fear and avoids
the Pard (regardloss of actual magical
Tenctration rolls)

Tis: 4 Rego, Pard's Tongue,

A I'anther Stury

The cheracters are faced with the threat of a
dangerous Uragon, maybe even the Great Wyt ol
the Pyrenees jtself, Searching for some weapon,
they discover the alluring power of the Panther and
set out b2 find ane. The Panther might help, but its
sprvices have a price. . .
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TARANDRUS, the elk

ke baast kagzew o5 the Bk, Selinus feliz us, haz
brancking aorms lice those of a Deer, and kas a shagay
con! like that of 2 Bear. When frighienesd, the EIk flzes ta
A fudivg place and changes the molor of its coat into the
Vikeness of whatener surrminds it Elis ars very rave for
they were once hunded by the fasvics. Now they hide in
the deepert of foresis and uze their grea! stealth £ fiee
the wpproach of any mem,

The Elk

Magic Might 10
Brave -2

Size -1

Str +1 Thex 1 Cun-1
Stim +7 ik +1 Por 42
Homns: 15147 Atk +6 Dam +19

Fat +9 Def 41 Soak +1{

Body Levels; QK, G/ -1, -3, -5, L pancitated
Alilities: Ferocily 0O

Powers:

Chameleon, Mulm 13, 1 point — The Elk
can change ils skin so that it matches the color
what it is against. Se long as the Flk does nol
mave, Ik can only be scen ona Scan roll of 13-,

¥is: 4 Muto, coat

It the characters trail the Elk. they may use it to
recignize and track down the sotirce of the
mysteTioNs Al

TIGRIS. the Ei'gpr

The Tiger, Physiologus says, & suif 25 g1 arrow fn
flight ard that s where its name comes from for the
Fersians of old crlled fheiv arrows bygris,

The Tiger is alzo the mosk implacehble of foes for & dees
not cazse s hunt until if has tasted vengeance. Isidor of
Seville fells us that a Tiger, finding that one of ils cub
tadd brer sholer, relenliessly follmped the thisf. The
rubber, thaugh carried by a swift Horse, could not escape
hacause of the speedy pace of his pursier. Hoping fo
decerue the Tiger, the thief lossed a gloss ball dowen into
its path. The Tiger was nol fooled by itz reflection in the
glass. It cvertook the Horse, reclatmed its cub, and rent
both rider and mount to bils in revenge, defying 1he
Word of Gind. [n rondrsrnction, God streaked the
Piger's pedf with fhe Hack of its sin for all Lo see,
“Vengennes (s witie, saith the Lord. [ shall repiy”
{Rumans 12:19),

Mithir. the Cwder, here fo0 is an ultimale autiority
tvat must be answered to. The Hermetic Code defines
the trews Hhal al! mupi must abide by, ond i poverns the
acceplable dispemsation of fustice amomgef magi.
Hetuwen thoze who would take unsanctioned action
apsingt g Herimelic brolher, despric intenf, the Code
Awcrimingtos not. No violafion skall o b hed,
HAF S tTOy wrtieeded.

The Tiger

An Elk Story

A strange magical anra iz offlicting the
characters’ Cavenant, the source of which is
unknown, Thesoure is sctually in the hebitat of
an Elk. Having changed colors in Uhe reolic of the
magical soures, the Elk has been @anted by the
shurce’s power. The Bk 15 ro leoger able Lo mimic
its cwrrent background, but assames colors
different from its surroundings (like a shade of
ferest green when standing before a rock wall,
The Elk is now only akle «c assume the apprapriate
colors of the area surrmumding (ke magical source.

Magic Might 10

Relentless +3 Vengelal 44

Sire +2

Str =3 Do +2 Cun +2

St =3 Qik +3 Per +3

Bite: Tst +10 Atk +10 Dam +15

Fat +0 Dhef +5 Snak +9

Gody Levels: UK, U/, -1/-1, -3, -5, Incapacizted.
Abilities: Ferocity (subjects nf vengeance) 5,
Tracking {criminalsi 5

Virtues and Tlaws: Long-Winded

Powwers: Mone

¥is: Mone
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A Tiger Story

A character is avvused of crimes agains: ke
Order of Hermes, whether genuiasly guilty or
framed. Since evidencze against the character is
viztumstantial, amel a scapegoat is needad, 2 council
wf magi rule that the character must expose himsetl
to rature’s sinner (an ancient, and long unused, Lest
in this Tritunal), The character is made o enlee
unarmed into the mountain lair of a magical Tiger
and awail the beast's udgement. The Tiger is
expected to aitack if the character is guilty, angered
b the character's reminder of ils v sins, I the
characler is waswelested, the Tiger 15 believed o
recognize the person’s virue, For a twist, the
magical Tiger might actually plot with rather than
atiack his fellow sinmer,

URSUE, the bear

The female Ursue pives Sirkn te forriless yoaone,
mituick she ihen slapes wilh ber noouth, The Beer's
shepnidn (s 10 ols arevs and oves, avd the Bose affon

siamdy wpnynd bo wtelize taess powerful linls. A

wounded Bear seeks out an hevh named flowius. By
touching the hert fo ifs sores, the beagt is healed.
Similarly, when the Deer has been potsoned, or i sick,
drncurs Ants to recperte, By nebure, the Bear desires
to eaf fomey. and constantly secke ont beehuves in order
to obfrir it. The Bear is one of the izt potent of
crewinres, and oan igeore He blows et wontd fell [rsser
CTERETES

The Bear

Ferocious +3

Sime 12

Str +4 Dhex ) Clun +1

Stm +H Ok 0D Per 33

Baul: 1st +6 Atk +12 T2am —1é
Tackle: st +6 Adk <6 Tackle +14
Fak 7 Def 13 Scak 126

Body Levels: UE, 070, -1/-1, -3, -5, Incapacitated)
Abilities: Ferocity (when thurarted) 3

Vis Done

A Bear Story

A magus insearch of a Familiar comes acrass or
seorches for a neswhorn Bear culy, mot }-'el minkded b}-
its mather. 1lowever, belore he can mold Lhe cub
ta s wwen desizns, the magus must escape with
the culx. The mother Bear never wanders far from
her children and is outraged by any theft. She
pursies the magus and, in her rage, attacks any
ather mapus who crosses her path,

BESTIAE MINUTA
(LESSER BEASTS)

BOYS, thie ox

The Ox iz amung the bensts most kelpful £ man
s 3, iy wirfue of s siremelh and erdurance, aids
et an e Billiing of e sl Slowely bui sheadily, and
with great sivenghh, it performs ils dutiss. 17 well
trealad (Bl stuoborn creature works kard for ifs master,
ok refuses fo mowe i 6 feels of 8 being abused, Jfe
rrabiore 85 sk Bt o prefers cleor snd sweny days on
wftich o wnd caces el e dap weether. The
wrch i firener, obserging Bis CRven's cagerness or
renvenor fa op fosth indo Lie fieide, knsws whether or not
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it zoill rain or shing on a given Aoy, Wher sepanated
Teznr Fpose it shaves the poie'z burden, the Ox connol nol
b silepced ard belimes for ug.ﬁ.:'.uui |'f.'.g=.-:|nu,r e g
wile O ez 4 herd o pralact i becaraes a dijferend
cranture altogalhar, Ss wolen! and feracious agpact
coring fo the fee. i d5 fvaiiag fo threatent or giren:
approach swch a crealare when i has 1s feed o prolacl.
The O represents ihe custos whe mork anth migt
and misk their lives for vengi's protection. [f they e
vearded el Py conitne o doweell far miagd, bt if
Culsbos arg ke for gronted or misesed, magd sl
discower [hal custos xo langer affer prolactios.

The Ox

Size +2
St +2 1 DCun

Stin +7 ik +1 [er +2

Attacks: Mooe

Fal 47 D¢t O Soak ¢ 12

Body Levels: UM 000, -1/-1, -3, -5, Incapacitated
Abilities: Ferocity G, Weather Sense (brought
bt te work) 5

Viw: Deone

An Ox Story

Crxen in the lands surrounding she Coverant
refuse to work for weeks ooend, Thowgh the
peasants force their beasts out ente the fie'ds, the
Omen soruiggle aod are more ponderaes than wasual,
A religious fanmatic interorets the beosts’
slubbomress as a bad Hding, proclaiming that the
Lord will Aood the werld agaln, offended by the
sivs of pagans like the magt. To appease the Lord
the peasants orgacize agzinst e coveranl.

CAMELLIS, Hhe camel

Ve Coweel fe a Raendilde hagst, for wher e s losded
o, he kneels be make mowating easier jor kis sestar.
The sfroaygest Qe wee Boclriees, bl Joe Avwlisgs
are fousd 0 Waeger wambiers, The Canvel hog tvo acker
spevmtl frwcks. Frrst, welhe Ris seasox comles, o chaalie
saves fie WA Gosh s e (sl flaan the Camael,
Second i5 his wiviue of B, waich giess don ae abality
fo resiz) thival, The Casiel drinks esongh by and him
agatnsl fature Hiirst, 3o 1hal e can broval for wany dags
pufhmet iefer

The Cowel fs the wnize conpaenon w5 heen Dl
Befiore Bis masices, but aever slachens i s dutios e

prolest iz Covenant, Akoays sware of the seeds of Hie
wiagd he ds constanily wigilant that ali the nacessory
sidproiies gre aerilable andd shiall be noariabie, Every
Clowenent mads @ commpemtion wiek forenght, Jike the
Carmel's, o ward ggednst criamity,

The Camel

Humble +3 Lustiul +7

Size +72

Str +2 Dex O Cun -2

St 4200k 0 Per 0

Bite: 1st 13 Atk 13 Dam 16

Fal +3 Def 40 Soak +6

Body Levels: O, 0,0, -1 /-1, -3, -5, Incapacitatoed
Abilities: Ferocity {taunted) 1

Fis: Mona

A Came! Stary

Missionarics or crusaders rebizen to Burope with
gifts and prizes from fareign lands. Among them is
a Caznel. The beast s marvelled al by all,
particukarcly for its capacity [or prolonged work and
unrivaled stubomess, The charecters nay acguile
the Carnel lits owmer is only too haspy b sell), but
il they do it quickly proves more hindrance than
help. The beasl enters its szason, and in search of a
male diszupls the enlite Covenant {when not
slnmpring armond and birting s tenders, it bellows
Ioudly, disiracting mapi at study).

. C'\LT‘-I S, thre Flowed

L il things, the Howrd 13 best knoum for s devoud
higeeli. Can wee discown! ke Slory of King
Garamantes? When he wes oaphured avd sold mte
slozery, was 1 ween e rescoed lam? N, & s lieg-
hindred uf kis Howrds thet fought to seeure fs freadon,
Plingy Lells mory somee of Hie Hownd's loyalty fo g Bind
wiaztir, Were flie magi as kivd fo fhoir conaortis, they
wiald find Hhab coven felk wowld be equsthy ioyal, inthe
SN MM ReT s He Ennria v du T Jord,

The Hound @ 4 most peecopive quimal, recagiizing
his sum noma in the same way 0 wax does. Tndeed, the
Fiouig hos o revtam wisdon. When follwing @ trail,
i Howed puzzles coer all alternafives fafare chunsing
Pie piopaes sl Were sy ag discerning in fheir
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it iais wilh (e mundianes, the Ordar sogeld be

oy

The Found
Lowal =0
Size -2
Sirdl Do 0 Cun C
Srm +] ik +0 Ter +4
Bite: Tst+3 Al +3 Tan +3
Cat +1 Def -3 S0as -1
BEody Levels: OOK, -1, -5, lwcapacitated
Abilities: Feracity 3 (when protocting masier

Wis: Moo .

A Tlound Story

A rghthcl baron s keld caplive by his
ilegitimare hrocher, the latter claiming his sibling
diaal, thereby claiming dght ta fhe baronial lands.
The rightful Baren escapes, anly to b Funted dawn
by a pack ol his helfFarother’s Howls, Toe
aripinal barcu's fainily asks for the characters” help
a5 the Covenant is bevond mundane avthory,

The characlers tnd the sall-caten body ol Lhe
baran, bal bis only icenlilication — a ring - - i
mussing, aleng with ils finger. Inaizhiful characters
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tealize that the ring might be recnvered From the
illegiziznate haren's Hounds, but the search is
roessy Lo 53y Lhe least,

" CASTOR, the bistvar

The Boaver & gentie abave all otber crentures, The
BETTErs fesiacles are 2 poleay medicine, such Hhal
hiaters serci for and wids for the heast in order lo
aitain thewr. Spolling hunters. the Bagver bites off hiz
organs og (rows then do Yhe Bunter The hunter
sefzes fie Reater's tesfacles and leaves, o ke has o
gearelswinl Castor. I 2 second hunker secks him out,
thet Bewer thraws bimzelfon his back:. Secing ikt he
fuas me prize, the hunter leaves the defenseless Beaver
dluae,

The Beaver

Centle +&

Blee
Per +6

Abilities: Ferrcity [
Vs 100w, koticles

M Beaver Skory

A plague has stricken a villape, amed maybe even
e chazcrers” Covenant. 4 Beaver is smughl fora
cure. Cne is fourd, and still has is testicles intact,
Bt meekly asks payment in retum. The villagers’
town or the characiers’ Covenant stands upst
fands traditional o the Beaver's linzage. Inreluin
for medicing, the crealure wanty its native lands
back. The villagers/characters must decide what is
myere inportant, lite or home.

ERICLS, the hedgehoy

Wikerr the [ledgehos’s affspring are hungy it seeka,
end o gvape e Climbdng wp s the Frec, 1f knocka
grapes bo Wi groonnd, wherewpon @ drops o the ground
and ralls seown ulop them. The grapes stick 1o the
creatihe's RIS aad 3 I8 thus Shat the Hedgehog brings
the jood kome. These spimes are @ potant defensd ageainst



wif comrs, for She Hedgenog bristles of aiy ool
CAMeS peey o, Sometinies the stines are soen pofsonious,
ard deliver death in bt moments  Rewere of the
Heggeizog mith pald spines!

The Hedgeluog —l

Dreveted (Tamily) 3

Size -3

Sr-3 e +0 Cun 2

Sl 0 ik +1 Per +2

Spines: laf +2 Atk +f Dtam 2

Fat 0 Dief -6 Syak -2

Body Levels: UK, -3, Incapucitated

Abilities: Ferocily teollecting foad oy youngh 1
Special Ability:

Spines. Any bofchad atack agzingt the
Hedgehep ia likely to resalt in damage from
the creature’s spines. [n some cases the Sines
gy indeed be poisoncus, and ewching them

requirss o auecessiul Slaoina toll of $+ in
erder to avoid death,

Vis: INone

A Hedgehog Story

In aland where grapes make potent wire, a
MRS Fedjuires & sprevial quill — 2 Hadgehoprs
spioe — [ur bis seroll wriring labors, |he
Hedgehog b which it once belan ped however,
lived na vineyard, and with so many Erapes
steking ko the spine it has become infused with e
polence of wine, Whenever ased, the quill makes
the magus drunk, though be may not trace his state
lothe penat first. Rather, he might azsome an
enemy is at wark against him, Morenver, wha
krowes whal side effects drunkeniess Les on his
sezoll writing efforts.

FELES, the aat

Tre Cat is calied such because of her arwte et
Her vision 15 50 strong tht she ean e in ol
darkuess. She s aler ot as 1he Mownn becange of
her ferorify in parzuit of Rodents, Plin i enponends o
th stealiby snature of tnz Cat, iwww saily she snerks we
on Birds and Mice. The Cut hides Fer dune undse sarth

50 that fer prey do wal sense B hunter ang esoape ker.,
The Cat iz ot @ sovigl crenture, rather 2 15 a safiEary
lariter and desires wo other company but s ouwr. Jt
ywrtaer dishikes any sort of cemand, and aluwys sazks the
durkest reecnes of covmers i whick fo make i resr,

TheCat

Ciuriouws +4

Size -3

-3 Dex 3 Cun +1

St 0 Qik 43 Per +5

Bite and Claws: 15t =5 ALk +5 [Dam -3
Futid el 47 Spak 2

Body Levels: OK, -3, Incapacitasd

Abilities: Stealth (hunting) &, Herocity
tHodenls) 2, Perfoct Salance (narrow porches) 3

Via: Moone

A Cat Story

A large, mangy old Cal is Joose in the Covenart,
I fincls 15 way [itw a dark cellar where covenfalk
wllen go forsupplizs. Entering the cellar, the
ternmzn folk see the glow of the Cat's eyes and
mslake the animal for a Deman. Rumors begin to
spreac throughout the Covenant and Hoally fall
upca the ears of the magi. By the time the magi
fear uf the “Least” it's roputed o have gaten half
the Covenant’s larder, and to have .urned one of
1e stable hands into a Newt .. bul he gets betler.

FORMICA, Hhe ant

Tite Ant g3 more ndustrions and wize 1han any other
teing, ind showld be leoked 1o for guidance. i has e
teitures. First, Ants walk in single e, carrying gro'n
frovin e Selds o freie howra. Thase seho dn mo fue
filen s mal Tey Vo stend 8 frosm fhe sbhors, bt instoad
work tha frefds, Thuz if shewld be jor masg, who insled
of fighting over the Gfebload of mugic, showld work
fﬂgr:ﬂ':'fr o Peepest . Seeomd, e Anf s cavafid il
feis graia, el separates # s thal waters will et
gertnanate 3, whick would starve the Ant. So should the
wiags he parelul with fis cxperiments, se e does not
s Rimself or fellom magi. Third, when the Ant i in
iha ficld, de cam tell the differerce hotweon whont wed
miricl by smell, and apotds the letter. Bpif skeuld be
Jorihn !ﬁn:g!.lq, aM i pursieing the Art. should avsid
Ve diabolical nature of magic,
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An Ant Story

What heppens tooan gxperiment gore foul? In
this case, en epprentice is told to disposs of his
master's fai'ed efferts, The child dumas them ol a
Covenant windew, On ke groand below a colony
al Anls feeds upan the ramnants of wis |, wains a
mumber of magical posers, and fhus develops a
laste for mag'c, desizing that ibs puwers continue.
They than march iato the Covenant and proceed to
catrt aff whistevir s supplics they can carry. Do
the magi's protectdyve spells actually operate apairst
sucly e muniseule thief?

HYAENA, the iyeng

The Hiygens i a mongrel, the spawsn of 2 Cab amd Doy,
Plysiclapus salls it a wle areatare et changes ser,
eowieiinies nmale, of differend thoes femalas ) etz in
the tonrks of mai, feasting oo desd fosh,

The Fijens shudias ofe towes of mum. 0 oo mivacs
the ik poice, colling men forth so faod i may oy
o tham. If @ kunding Doy inadvertently crasses the
Huema's shoniow, the Dog’s wace 05 josf. Spnddardiy, the
Hyena's sl i pogic ellomes 1F fo freeme an gninal In
plare

Betuvre aleivs ot ore of The Hyemes s 0o precivu
stone. by plcing the slowe uncer the benyae, one !
vt @ plomese of fufure evenils [Shoygnede's discritios,.

The Hyena

Mapic bight 15

Sz -1

G471 1Jex +2Cun —4

S +2 0k +2 Per +4

Bile; 15149 A0k 40 Daon +5

Fat +2 Tef =6 Soak +3

Budy Levels: OF, -1, -3, -5, Incapacitated
Abilitizs: Ferocity [luring & human] 2
Powers:

Mocl the Word of Man, Crau 5, [ points —
The Hyerw can pecfectly mimic the voice of a
AT,

Strike Mtumb, ReCo 2i¥HeAn 20, 1 point —
If the Hyena's shadow tonches 2 persan or
animal, that perzon or beast cannaot 5pea'r. unkl
the moxt sunrise /sunset

Freeze Urey, Kel o 25, HeAn 25, 2 poinls —
If the Tlvena circles its prey bhres tirmes, that
cTeabure is fragen in place and unahle b mave
antil it rnakes a St rall of 171+, or the next
AUNTiES -".'_"\-'ITI 2l Comes.

Vis & Iokéllego, magical eye

A Hyena Story

The characters dispatch a mortal criminal who

b roblsad therr Covenant. They belieyve him dead
untila character out-and-abroad hears & Hyena's

bark, which soimds much ke s
saying popular with the thief-
thought-dead. Mow that the
Chiaraclers Lhink Cweir Toe is 5lill alive,
they have to find him, which brings
them mlo divect canlact with the
Hyena, Whether the thiet is taly
aliva is up to you. Maybe the Hyena
has had its way with the poor thief,

IBEX, the zild goat

The Wild Coat dwells amongst the
mounting, ever seeking to attiin the
highest frags, Its vision is of sharpest
acuily such Lhat, even from a great
distance, it can cistinguish the huntes
Froma the traveler. All the gzod hecbs
are kruown o the ¥Wild Coat and it
o= fined them at need as its sharp
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sight aids in its search. Hols male and female are
lastivivus beasts, always yeacning to sabiaks their
carmal lusts, It is said that the Adamant Stone,
which can be altered by neither fire nor ivon, may
b dissolved By the Blood of the Wild Coat

The Wild Goat

m]_.-ll.:-ll%Ll] +i

Bize -1

Strdl Dex 0 Cun + 1

Sl MR U Fer =3 (vision rolls are 460

Homs: et +d Atk 4 12am 5

Fal 0 Suek +35 Def +2

Body Levels: OF, -1, -3, -5, Incapacitated
Alilities Forooty (lusts refuzed) 2, Herl:

love (tasty plants) 3

Vis: Mone

A Wil Cuat Story

The chamacters nead & specific e, l:n-::a.tl-ed ina

mnuntainews regian, for their waogicks, Towever,
Lhe harl: Is exceptionally clusive. The enly way to
Cond sones is Lo convinee o Bueings Giodliar with the
ared 19 reveal Lhe herlys locativn. Sorme Wild Goats
ko wehiere the hechs grow, bot will have no truck
with burmans, To foal the beasts into revealing Lhe
plants, & mayus could assume the form ol a Goal,
but rnust simultareously vepel the Coals” lusty
acdvances.

The Ottar

TIITR A, P olter

Tae Latar, Nwe iz Hydras, s a ferrddile swemy of the
Crocodie, He soeaks indo il Crocoadile’s mozdlh snd
depenrs ils bowels. The OFer s 5 cractuve of play,
indewd i & constitubonsTiy nnahle fo periorin ity sard
of wiprk — B Wiz wesuilable as o Familier for st
maed. Cree ol dts inost wedl! ket choractoriskios is ol s
curasthy, wingl neeer fails fo el 58 mde leowdi Ui
Chter is alivays found n placss wages (0 should et be,
wolired o s o Sipest 18 b B

Irguisitive +3

Fun _oving, +5

Siepe 3

Elr-2 Dhew 41 Cur =1

stm =1 Clk +1 Fer +2

Biter Tst+4 Alk +4 Dan +0

Fat +1 Def +5 Soak -1

Body Levels: O, -3, Tnvapacitated
Abilities: Fervcity (Crocudiles) 1
Yis: Naro

An Onter Siory

An ally of the charactzrs” falls to the attack of
aripande. They rok him and dispnse af his ody in
alake, Howwover, (he viclim posassaed 3 magical
o thal e brigandds failed 10 rocopnize. A
clrines {lbar .|'1*\<;-:-t'i5._1t;:5 he bady, Fireds the itzm
anid Lakes il bzck Lo ks den. Inssarch of theirally
and his possession, the charactens finally reuliee the
Ciler bag L. peehaps aller having hesn robbes by
“hie beast thenseives.
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A Lynix Stary

A peasanl farmer uncovers a
mumber of Ligpmus while Hling his
Held. He assumnes them o be charmes
sent by the Lord, intended 1o heal his
sick fittle girl. The Lynx observes the
farmer's thaft of the stones and follows
him back {o the village. The Lynx
wants ils stomes hack, o0 steals the
child wlw swears Nt v a cecklace,
but does not have the heart to kil the
child. The magi are asked to find the
child, perhaps as 2 sideplol w0 an
existing story, and discover a feral
child beinyg cared for by a Lynx who is
unwilling to give its “offspring” up.

LYNX, the lynx

Lyms kas spobs, ke the Pard, but is in a fucd 8 Wil
IL & lavageee beciase 1ty wrine fardene so form @ presioas
slowe, the Lipurius, Tae Lynx, beowdng the gread of
e, ries b figde this steve By comering 0 il saxd. L
is prost protectioe of tras steme anid vists much efforl o
etistirir that nome of them gre taken. Sometinges o
Lygns mades all its wrine in one place, ctoating o treasure
troe af swds. Taidore states hal the Lywee's epesight s
& kee Bhact of cun ses theowgh iy

MELES, the hadger

The Badger 1 o must victous, i-tempered of beasts,
Hmpever, the creature 15 alze exceptionally cavtions, amd
ifits kst e disposition com sver be eacerboted, 5 oan be
wiled fhe beast i rooted frow ifs burrn. Some say fhal
{he Badger is also cupable of striling (s silockers’ Blind,
thonigh such a power iz aaid Lo wsnally belong lo thee
bewsts whi dweell v fazrie or otherwise magivally
charged reolms.

The Lyny

Magic Might 10
Greedy +3

Size -1

51t 41 Dhex 1 Cun +3
St +4 D8k 40 TPer +4
Biter 1ut+3 Atk +4 Dany +4

Tackler 15t +23 Atk +4 Tackle -3

Body Levels: K. 1, 3, -5, Incapacitated
Abilities: Ferociby (Ligirdus discoversd)

PFowers:

Wision Beyond Bounds, [nTe 20, 0 points —
Pvo stone wall is an Impediment to the Lyns's
vision,

Vie: 3 Termam, | .lg-r,r.'f;s

The Badger

Magic Might 10

Caoutions +3 Vicious -5

Slze -2

Con +1 Perd St +6

Bite: Ist +3 Atk +5 [Dam +5
Claws: 1st +3 Atk+n Thm+3
Fat 14 Def 15 Seak 1 5

Body Levels: LK, -1, -3, -5, Incapacitaled
Abilities: Zerocity (disturhed in e 3
Powers:

Incantatiom of the Milky Eyes, PeCo 20,2
prints — A Badzer can will an assailant blind.

Vis: 2 Corporem, eyes
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A Badger Story

Villagess hold a festival ina field near their
homwe. Little do they know Lhal a Badger's surmow
it Jocated on the scene of the lestivities,
Throughout the day’s evenls the Badger beromes
mere and more angered by disruptions above. It
finally acts when a hanan hand entors and
disturks irs burraw, siriking the introder blind.

Twu revelers, having become n:x«.‘.m:lingly
drunk, getintoa fighl. G, a frend of the
characlers, pushes the other cown, When the fallen
inadvertantly disthurbe the Badper, he is willad
blind in retumn. The hlind man accuses his assailant
of consorting with devils. Mot ooly do the
rhararters have o prodect their friend and clear
their name, they have o discover the source of the
blindness and coorce the Badger to reverse the
blindness.

WILS, Ehe wavnse

Mus geds s maime bocawse Mice are created from the
darrpress 1y the 2oil {hutos — hu mosh, Flivy zays
thal Adive procrest fister et all nthar sreafires. I
fersia, prung Mice hize been fownad with celld, spen
while ymborn Bhemseloes, The Tiver of The Mouasz
erpaads and sheinks with e plases of Lana and sy
e wsed o swote Hie passage of monitlis, eue wiler e
s s removed fromr g5 fost,

The Mouse

Slze -5

Str - 22w 41 Cun -1

St -1 Ok +1 Per +3

Bite: st +2 Atk +2 Dam -5

Fat -1 [xol +7 Soak -5

Body Levels: (K, Incapacizated

Abilities: Terocity (proteching yourg) 1

Yis: Mone

A Mouse Story

A chamacter hald prisoner discovers a Mouwse in
hig ¢zl The chamicter comes to vealize that il is
stoarter than it appears and =nay adapl Lhe Mouse
st pat, o7 mav be forced t rely on itas foed. A
colbanalion of be baa might inspire some
enjivable moleplaying. Whather the Mouse is dead

or alive, s liver could be used to bell the passege of
prisce time

MIISTET A, the woease!

The Wersel is 0 long Mouse, beid ahe Futs dowen all
ofiey Moo, Snekes dre alaor her ey, and she i shilled
i krtling them, O wll crenfures, only she con siond
sieinest the witheriny gaze of the Ramhsk, but only if she
gy the herh Rus, beforahand, The Weasel's skills iy
meaicing are nab s ioenly (ks i the Weasel's
rffapring e slain, aoe oan restaee ther back o 1 eilh
Farbual Tafress,

The Weazse]
Size -3
St -3 Dex =2 Cun+1
St +1 Chk =2 Pea +3
Iifte: 1=t +5 Atk +4 Lam -3
Fat +1 Cef +7 Soak -2
Body Levels: OK, -3, mcapacitated
Abilities: Ferocily (Serpontsh 2,
Wledizing (henls! 2

Viz: Nons
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A Weasel Shory

Asickoess wlich cleimes childoen infests a own,
castle, or the Covenanl, A chatacter versed in
herks or the Animdl knows What a Weasel con cure
ils young, 50 52l oul o nvesligabe the W easels
ways, A Wease] might refuse : iy help the character
and teies o evade survelllenee. Caven no ober
chotre, the character can infect the Weasel's

children writh -he dispazes in maestion Mowe fha ban

have rezsan ta work Lo e 1o Tined aocueg.

OMACGER, the wunld ass

Lislife tiee Aximus, wohe does mot wiind @ difficidt
worklond, e Onager is unlesed. Phvsiologus shites
Heat ome mnele viiles 5 hend of femiles. O af fealonsy
Lhe st genong Whe bl remowes fhe 2estickes of oiher
whaales as ey aee Boes, JEis for this rewson Hhat e
femnles oy mend Moo Their ponmg from b,

There gre thawe in the Cheder of Hermes who i mhmg
agprealices woild s.rl...,zr.!_q ol dake from them and
sriest sodhng O el These L!i".'FTr.H!'.'{"h ara the
et of bae Orier’s futvre. To macakon hewr s 16

H i I J
weaken The Craer

The Onager
Jealous +4 Wild +3

Size +2
Ste =2 Dew +1 Cun O
Slm +3 Qik +1 Per +1
Eiter 15t #6 Atk +6 Dam +7
Fat +3 Def +2 Soak +6
Body Dewvals: O, 0/0,-1/-1,-
3, -5, Incapacitated
Abilities: Ferocty (challenged
for its fernales) 3
Vi None

A Dlmgﬂ Story

Men 10 a lown Ifrr'_‘;g]l'l behaving
lnsirully, and fight amangst
thernselves over wormen, Characters iay also
develop this dementiz. In tmath, a witch who was
driven from the towmn Inng ago has retumed in
disguise. She has collerted the sorotums of voung
Azzes and salls them as purses. Cursed, the
“purses” cause their male owners to become wildly
impazsioned. BEven a character might buy a purse
levestigaling the g lacals’ atrange behavioer, the
characlers may De aler] enc 31‘ Lo vecopnize t the
commmen ekt of each lusty man — a purse of
wnugie design and shape.,

VIS, the sheep

The Sheep 3z @ greai booe To mas, for s eace
provides nriach of the wool that cobers kim ond warms
hiwa dm tae winter, I anciont finres, the Sheep was whed

Jor desination and sacrod offertings, The midle 18 called a

ciurt ond the feraale an Doe. Youngr Sheep e called
rambs, The Mam 3 poeverael siod warlihe in demcaror,
bk amd hekbing all wee bar afs path. The D, by
.f;"."._ﬁ.i:.*'SnJ.'.', iz genfle ond plasd cresture. Tts Blenking
i ks o fs Ll sa that offspriag oon find mother,
et if lost T pust ek, Whon # senses Hie sezeddly of
I g e rl'r.g mumker. the Shaep pets vororcimasly 1
hopws of stuffing abself with Sresh grepnery before all

Faltage s covvred by snenr,

35 Medieval Destiary



The Eam (Sheepd

The Ape

Bdam +1
Sire )

Sir+2Dex+1 Cun 0

St +2 Uik +1 Per +2

IMToms: 1st +5 Atk +5 Tam +10

Fat 42 Snak +4 Dief +4

Body Levels: OF, 0, -1, -3, -5, Intapacitated
Abilities: Terocity {mzle, territorial chall=nge) 2
Powers: Move

Vis: MNone

A Sheep Siory

Small children begin disobeying Lheir paronts,
causing u]::heax'ﬂl ir villagea near the charackers’
Covenant. Young apprentices may even Legin
disobeyring their masters, A wild faerie, obsessod
wilh the frcedom of youlh, has learned the Swe's
amlity to call her youngr amd 15 able to make vse of
it by changing inkg that form. The raerie now czls
children away from thoir parenls and charing theo,
making them disoedicnt and carefriee. Tracked
down, the favrie assumes the form of an Ewe and
hides fromn characters in a flock. Not only does the
“Lwvc™ have to somehow be found, but its truc form
rowask sormehow be shown te the skeptical shephend

wli duis nobl wiinl bo Juse voe of his “best sheep”

SIMILA, the ape

The Ape t5 called Simia Gewise of by stmeilarity to
mien. The Awe imitates the worst matures of me,
reveling 1w drirkerness, bealing s BreasEaeith frize
pitdr, o wottrg 01 o rude mrenaer, Simin fs
repmescndative af the D, bl Fas wr tadl.

Pt 1 feminle Ape gites birti fo twins, soe faoors
o frghly aoer the ofaer. When clmsed by lreders, she
halds the fevomte clese to her bosowi, il the scoried
rivid Falde mm ol its arma gravid Per ek Ske e
guiskly tiotegd, and i feroed Lo Hhoraze fer fazaril e stiay
ik prdie b ghcag,

Lize

atr +1 Dex © Cun d

Sbm +2 Qik 11 Per +1

Bile: 1sl +3 Alk +3 Dam 42

Fat +2 Dof +1 Spak 43

EBody Levels M 1, -1, -3, 5, Incapacitated
Abilities: Feredity (mocked in reburn) 3
iz Name

A Ape Sory

Travellng through a forelgn land whete Apes are
indigenons, the characters stspect that somcone 15
tallowing thein, but never spol their pursiers.
They are actually Lrailed by Apes that swing
threugh trees and dzilly hide In the ground's
undergrowlh. The Apes mock. the clinracters,
particularly the humans’ fell qualities. At some
poin: the characters should encounter tha Apes out
in tha opaen. Bach characler bas an .ﬁt}re Colmterpart
whe iz easily recoghizable; an Ape performs a
Pwvisle] parody of vacl cliaractons coroapl naloce,
Walching the Apes” behavior, the characters find
therselves the abject of a bizarre motality play.

TALFA, Hre mole

The Mile isa crwlwee of e eareh, 1E digs through
e graword sacking the roots af plands for nourizhement.
M gots s rmne bocadse it s o eyes with which 1o e,
ror ewrs with whach fo harr,

The Male

Size -6
Str 6 Pew 12 Cun 1
St - ik +4 Per +2 [
Attacks: More
Fal -2 Dol =9 Soak -7 [
Body Levels: (K, Tncapacitatad
Abilities:

Hidirg. A Fer (est of 8+ ic neecded ta locate
Lhe beole during every round that it seeks e
hide. Use of this abilily assumes there are
Flaces for the creahre to hide.

Vizt Mone

e =
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A Mple Story

A band of mischievous faerie Gobling invades a
rine, drving out the miners. The chararters hope
o gat into the mines and deve out the Goblins, hot
the nasty brutes have rigeed Uhe entirs tunnel
system with traps. The safest way to get through is
with the help ol a guide familian with the Collins
awctivities. A magus of House Biornace might
assume the form of a small animal to investigate
the urmels, and inside encounters a Mole who
knows the Goblins well. Unfoctunately, the Mole's
aid 15 imited; the creature only understands space

based on its sense of vibration, so
translational probletns may arise in
iks direcHons.

VULPES, the fox

The Fory &5 renoanted jor Iis greal
curning. When tumgry, he rails in red
earil, ties on the ground and holds his
breqth, 1o fook Iior he s bee Bloodied
and kalled. Birds who thirk hin slain fiy
claser to gloat over kis corpse, He then
setzes them and devovirs their freshhy
killad meal

The Fpx

Size -3
Str-Z Dex +1 Cun +4

Stm 0 Qik +3 Per +3

Bite: lst +5 Atk 43 Dam -2

Fatk 0 Def 47 Soak -2

Abilities: Ferocity (attacking from tuding) 1
Vis: Mene

A Fox Story

A Tox plays dead and captures a messenger
Pigron sent to the charscters’ Covenant from
anothar, or frarm mundane folk. The letter the
Pigenn carries is terribly important to the
characters. Without it they are complztely in the
dark as to some upcoming event, or without it they
anger another Covenant as the chamacters were
expEcTed tn 'I"-F‘]'!ll!,-' irnmn?r]inwl}r. Fithpr way, the
characters realize that they've missed something
imprortant the symbel of the other Covenant heeps
appeanng in the dirt sumounding the characters’
hwnme. When the Fux killed the Pigeon, the seal
fromn the bird"s cargo got caught on the underside
of the Fox's foot.
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_BESTIAE FABUTLAE

BONACON, the boxracon

In Asda, thers i 0 hegst kniwm as the
Bonracen. I¥is wof walike g Badl of groat
wize, savr traf ail of its body i covared
with hair like that of @ Horse's mrane.
Aifinaugh the karuz of the Bowngoon ars
curled groweed upon thenmeloes suck th
thew can e o faaeer of any sorl, # 15 nof
without a means to defend itself. Upon
fiezing from the hunter, foe Bonnacen
voias the corlents of is bowels gt ffs
pursiiers, driving them anay by the
roxious Hattre of iz excrement Thae
expilzizg wlso sets fire to all iroes it
Ill'.l.l.l'-!'IE'-C"q.‘-.

The Bonnacon

C'.-tl-ward.[g,r +3
Size 42
atr +4 Dex 0 Can 0
Shn +3 Qik +1 Par +2
Aftacks MNong
Fat +3 [ef 0 Spak +10
Body Levels: O, 0/0,-1/1, -3, -5, Incapacitated
Abilities: Ferocily (comered) 1
Epecial Abilities

The Bonnacon’s excrerent
incapacibabes these it strikes unless
they make a St roll of 9+. They
are stunned for three Combat
Ranmds, giving the Bonnacan time
b0 make its escape.

|_1":'5'. 3 Crew, stomach

A Bonnacon Story

A staall, stranee beast (likea ¥Img
Wormn that's captured by the magi,
#nd to he experimenced on, pets logse
in the Covenant. It hides within a
farrow hale or in some ather grea
impassable to huuns. The creature
Fas a ligh Vaglcal Might so spells
st on it fail. A coaracter with the
Ahility Fantastic Beast Lore might

realize that the Worm cruld L deiven out with &n
adorgus substaie, like the soil of a Bonnacen.
Extvacling the soll is croable cnicugh, bl when the
suils smell permeates every inch the Covenant, the
characters might rather have let the Worm o,

f¥he knows, maybe the charecter who grets the soll
could lezve a trail of forest fires beldnd him as well

CATOBLETAS. the siwamp coltle

This beast is libe a Bull, but (e hewd gt the end of it
Tong veck is 5o hedvy thut it cam barely St abore the
grawd. Those encointorig the beast should be grateful
for its penderausness, for the boast's goze is daudly Jike
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that of the Bastlisk, Clever attuckers prdoubtedly
approach the beast from the rear, but the Catoblepas i
ot defenselres, beimyg oble to kick fn that direction.

The Catobilepas

Magic Might 20)
Slugeish +2

Sire +2

Str +3 Dex -1 Cun -2

Stin 44 OHk -1 Par #1

Kick: Tst0 Atk +5 Dam +5

Fat +4 Tht -3 Soak +9
Body Levels: K, 0/0,-1/-1, -3,- 5, Incapacitated|
Fowers:

Mreath Glance, PeCo 30/PeAn 30PeHe 30, 1
point— liko the Basilisk, the Catoblzpas’'s gaze
| s ceadly when the beast wishes it o be, and its
paze can slay any living thing, The Catellops
mrust make a Sto ol of 6+ Lo caise its beawd
snough to see it vickm, though, If the mrget
15 & person or animezl, ihat target does not nave

b meet the look of the Cateblzge:. The nrnl:.-'

rexjuirement is that the Cafeblepas see fhe

victim. The target must make a Stm roll of 10+
| ordiz, with success still meaning a loss of two

Body Levels.

Vis: 5 Perdo, eyes

A Catoblepas Story

A Numinum Ohscurnm, a dark water faerie,
comsiders itselt selt-imposad lord of a swamp in the
area of the characters’ Covenanl. Among ils
“mubjects” is a lone bull Catebizpes that runs the risk
of dying withoul issue. Thus, the faerle steals local
villagers” cattle as breeding stock far its subject.
The willagers blame the Covenant for the
disappearances. [t isn'tdifficult to track the cattle
irko the swamp, bal anless wary, the characters
don't spot Ue Caledlepas until i spols them. .. Not
omly needd the characters deal with the Catoblepas,
which i% innocent of any crime, they must deal with
the water faerie.

EALE, the yale

The ¥ale 15 ns hg asa Horse, wth a2 Fack coat and tae
bail of an Elgphant. U two hoees are not fxed bt mayp
e meed bacw and forth as the Brast wills. When o
Fighis, D poinls ore of s horas ferasrd wnd fulds the
atiier ack s¢ that, if i sRowld dull the potrt of the one
korw, e ocher wiplt fake 1is place.

The Yale

Size ]

Sl 0 Dwex +1 Cun -1

St 0 Qik +1 Per +2

Homs: st i 7 Atk P Damage 18

Fat Usnak +1 Def +4

Body Levels: (8 0 -1, -5,- 5, Tncapacitated
Abilities: Ferocity (charging) 7

Powers: Mone

¥os: Mone

A Yale Story

Rumnts spraad throwghmit the ragion of the
chatacters’ Covenant of 8 Unicorn in the forest,
IMunters immediately set out in search of the boast,
The characters may da the same, if not to seize it
for their own ends, then o protect it from the
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greedy hunters. Theres ne telling what mischief
hoanters and cheracters could get into with the
forest's fReries, Unfortunacely, all their efforts are
for maughs as the "Unicorn® is achaally a Yale.

FOULS ZEPHRUS, the wind foal

It Ry Peers smtd iy Pliny thai 1 Therta suames wall turs
auch fhat they conceive @ child by the west wond rather
than by Ehe seed of the male. Foals hor of such a union
areas fast as the wind, but do nat loe for more than
thres years.

The Wind Lozl

SFiriI-E:.‘I +4
Sire +2

Str +3 Dex +2 Cun -2
Sim +8 Qik 43 Per 0
Hooves: 151 +6 Atk £7 Dam +5
Fat +4 Dhef +4 Soak +7
Body Levels: O, 0/0,-1/-7,-3,-5,
Incapacitated
Abilities: Ferocity (when culnm) 3
Vis: 4 Auram, booves

A Wind Foal Story

This magnificet beas. could ht.i.:-ilwttiml i

mexzias whi needs to literally lravel like the wind.
However, such 4 baast fiest needs bo be tammed, and
the Splril of the West Wind, who chose the foal's
mother, must first be convinced Lo relinguish his
mitch loved offspring.

UNICORNIS. the asirarm.

Preres! il jvveliest of ail sxdmals &5 the Unicorn. Wo
Fuwter may approech of, for is demeanor 5 wild and it
Frzoks no corlact wiih the fikes of men, Daimg swift,
shrang, shd cunning. The Lindoorn sy De coplnred,
howsever, by the clesr Funtsman. The hamty erd
imepcence of @ maiden is atteackize L il for i peoogaiees
@ Findeed spirit in her, The maid, le¥ by herself in the
mipevd rherein the Undvorn dwells, womfs for fle hanst b2
sppuar ool place ifs head in ler lap. 1 sean folls aalecn,
svid tlie funders roeslk fortn wiad biod the Umcom witlh
stluer chains.

Avliar dells tale thal thy Ulnicora's hom & proe”
spainsl oll maniner of putzom, Whim a Dragan onee

Poizovisd certain sEreams which all animals dependad o,
it zoas the Unicorm who purifiod thase waters,

The Unicom

Magic Might 40 -

Moble =3 Wild +5 Tamwe -4 (these
Personalicy Traits are reversed i the presence
of the maic)

Size -1

Str +1 Qik +4 Cun +2 Stm +1 Dex +3 Per +3
Homw 151 +12 Atk 416 Dam +10

Fat +1 Saak +5 Def +12

Body Levels: OF, -1, -3, -5, Incapacitated
Abilities: Terocity {against would be caplors) 7
Powers:

Purify the Fouled Body, CrCo 25/CrAn 25/
CrAq 25, 1 point — The Unicern's hom cures
any manret of poson when ouched to the
alficled person or creature. By spending
more haglc Points, the Unicorn can remave
Lhe poison Erom a larger area such as a lake or
stream. The hor retains its powers even when
removed from the Linicom. Many nebles are
said ti have doinking cups made from the
Unicorn's horn, to eliminate the danger of
pl‘:l'_'-ilfln'.'l'lg.

Viz: 15 Creo, hioon

An Unicorn Story

A Unicorn Falls in love with a maiden spied from
the forest's edge. The Unicorn makes a pact with
the magi to be changed into a human. The mag::'ﬁ
sped is succezsful, but aperates under the condition
that the longer Lhe beast retalng human form, the
e A eult il weal] be U reverl Lo ooecoal, A e
Unicorn becomes human and abandons its forest
hune, the woods fall inte a state of premalure
winter. T'c preserve the balance ol nalure the
characters st convinge Lthe Unicorn to retum (o
his home, but the Unicorn s determinad to wod his
lave.
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Chapter Fout:
Semibestiae
(alf - BWeasts)

Unlike Shapeshifters, these creatures can be part
beast and parl luunan by nature, or can be Fvbrids
of bwo or more beasts, Mo one knows whether ar
not the human hybrids possess souls, and there isa
fgreat deal of debatz within the Order as to whether
these crealures are human, beast, ar neither. Some
believa that all Hall-Beasts are a separate race, bat
the humar hybrids are closer to beasts 2o do not
possess snals as do humans. Many of these
creatures are faerie, and thus clearly soulless and
inhuman.

All Halt-Eeasts possess the uncontralled instircts
of beasts; only human hybrids are partially miled
by reasan. The faerie Satyrs, ar Fauns, are griven to
wild revels and sexual indulgence, oflen in pursuil
of hurnan worren. The Centaurs are brutish
creatures and enjay fighting amongst themselyas;
they prefer to carry off products of human
civilizatiom than (o loil creating their own Merfalk,
laeries with the lower bodies of fisn, are hostile to
hurnars and entrance them to their deats. The
faerie Merrows are less hostile; their form is mose
human than beast-like, so perhaps they are able to
control their bestial nature. Bor riles on such Fede
Falf-Begsts, refer o White WolFs Faeries, for Ars
Magira

Orher Half-Brasts are rumored to be the product
0l matings between humans and animals, such as

Asterius e Minotaur ["bull of Minos"|, whase
mother mated with a bull. Unlike the childeen of
Shapeshifters, these human hybrids are honmd to
an abtaminable half-human, half bestiz] form, and
generally possess only the mind of an animal,

Magic imay also be used to create a Half-Beast.
Perhaps some magi create such monstrosities for
experiments, of o guard their laboratories. The
joining of a human t an animal threugh the use of
Muto spells would be terrilving to both subiects: it
s difficull lo imagine that the resulting creature
wotld ke left with a mind intact.

CENTAURUS, the centaur

¥¥ith [he bedy of an Equus and the vpper part of @
man, Wheae ereatires are very strong, Chiron of Greek
legend was an inimortel Centaur, end adinsar 10 many
of the Greet hevows. All Ceniaues corvy the how and
i, Hheir guarry wswally bang the Hari They are
wekially fovnd tagether in smail kerds, bud they allow
themselzes fo be found by only the most hrase of
tairsuers, fose who prove eyt in the deadly tests
the Centaurs present Heve. When they du wccept
wisitors Cerluurs are winse genarous hosts, guite el
with flute cnd davce and roore thar wszlling to engage in
adly 2ot of comtest,
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The Centaur

Magic Might 20 )

Rash +1 Violert +1

Size 43

Str+4 D +1 Int +1

St +4 ik +3 Per -1

Hoowes: 1st 48 Atk +& Dam +12
Atack: Weapon carried

Fat +9 Def +3 So0ak +12

Body Levels: OK. 0/0,-1/-1,-3/-3, -5,
Incapacitated

Abilities: Berserk (in-fighting) £
Powers:

Trail of the Unyielding Hunt, ReMe 20, 0
points — Hunters, ard even those who just
cross the bracks of 2 Centaur, become obsessed
Willy Lurting the creature dow, Teo resist the
draw of the hunt, the tracker must make a Son
rill of 84, allowed once per hour. The Certaur
leaving tracks usually does so to make 2 zame
of taunting and debilitating his traclker,

Vs 5 Muto, bnd],'

A Centaur Story

A rash Sherlff rampa fitly hunts the Deer of his
lands. He suffers no punishment until he
unwittingly ehools and weunds the King of the
Stags. A Centaur of the forest decides to tolerale na
more and begins hunting the Shetiff's men
whenever they enter the forest. The Sherilf calls a
hunt against the Centaur and a war ensues. The
characters are involved as a major path to their
Covenant runs through the wood, ard the Centaur
denies anyome passage along it To remedy the
situation, the characters mnst heal the King of the
Stags, comwince the Sheriff to stop his insatiable
hunting, and must alse cocl the Centaur’s spleen,

CHIMALRA

1he Uhimacra s a dire croturs with the forequarters
of a Lion, the bodie of o Goal, ard $he Jail of 2 Diragon,
Some scholors state fhal aach section hos o e head.
It exther case, Lhis wale creatuee 75 broww 1o brasthe firz,
and is indoed an almost Stsyphesk creature to slay.
Accoraing fo Homer, Belierophon slezr one with the help

of aPegasus. The Chimaera was undoebtedly a
cruture crealed by magic, bud whether it mas Hermatic,
Fuzrig or Infernal magic is woi knowor. What ds certara
i tha! if hos since becons 0 metursl creature and cm be
found in a number of isolated locales throughout the
lards. There are some, though, who sl allem to
ereate wew craatures of this bread, to serve as guardiang
@ LaFiders.

The Chititaera 15 a creature not comiortable with
its form, and is thus always in foul temper. The
Chimera is snmewhat intelligent and atle to
communicate when it feels the need and the desire
to do so. Given oven half an excuse it sets off on s
destructive spree unrivaled by any beist uther than
the greatest of Wirins.

The Chimaera
| Magical Might 30

Size +3
SEr +4 Dex +1 Cun +1
St +4 Qik +1 Par 43
Bite: Tst +10 Atk +11 Dam +18
Fat +4 Def +4 Soak +15
Body Levels: OK, 070,171, 3¢ 3, -5,
[ncapacitated

Abilities: Ferocity {against Warrior
Charmpions; 6
Fowers:

Fiery Breath, Crlg 30, 1 point — The heat ol
this creature’s breath sebs mest substances on
fire. Ifdirected at @ human being, il does +30

damage (halved on a successful Dodge roll of |
94}

Viz 10 Animdl, body

A Chismaera Story

After a story in which the characters encountered
and befrended a Lion, the coverfolk hear tale of
the Lion's return to the arsa. This Hme, thangh, the
Lion is reputed to have turned foul. In fact, the
Liom, formerly an ernbodiment of the Lard, has
been tumned by the powers of evil. A coven of
dinbolists has bonded the Lion Lo beasts of evil,
tormirg & Chimeerra, an evil creature mads even
more pawerfil by its connection with holy power.
Mot only must the characters put an end Lo the
Chimuera’s destruction spres, bul they must defeat
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ke diabolists, all with the hope of rescuing their
friend Lep,

" GRYPIS, the gryphon

Fierce and stromg, the Gruphon rogms the highss!
mountams and wost inhospitable wastelands of the
world, It corgiders the flesl of {orses Jo be qatfe a
morsel, ac it often bacves 1fs weris to pillage nasrfy
stubles anid pastures in mopes of finding o meal, {he
Cryphon has an Eagle's head and wings and the body of
a Lion. [ts greatest foes are a race of one-eyed Soythian
Ciants, ealled Cyelops by Herodatus, O the ancient
tremsures that are said fo be puarded by fhe Gryphon,
there iz only hearsay. More thast ove tale speaks of
folwlous riches to be gainad by plundering the lofy
dwellings of these frarsome bousts. Some Hermetic
screlirs belteoe that the sites fhat Gryphons protect are
it toambs of the Ol Cnes,

The Gryphon
Magic Might 30
Size +
ST 47 Dhex +2 Laum 1)
St +0 Ok 42 FPer +f
Claws: 150 +11 ALk +11 Dum +2]
Beak: 1st +8 Atk 413 Dam 428
Faf «0 Dhef +3 Goak +17

Body Levels: OF, LA -1/-1,-3/-3, -5/-5,
[nczpacitaled

Ahilities: Ferocity (asszulted in aete] 5
Vis 18 Animal, heart

*The Gryphon embodies the virhnes of
might, bravery and hunting prowass It gets
donble its Might Score when resisting spells
that weuld directly counter these strengths,
such a3 spells o cripple wr calm it

A Gryphon Story

"~ The Spirit of the East Wind becomes involved in

a feud with the Spirit of the West Wird. To hurt
hiz enemy, the Fast Wind sirikes at the Wesr's
offspring, the Wind Faal  The East Wind therefoce
dispatches a Gryphan, promising it the mast
delicious meal #t°s ever caten. Howeyer, a

chavacler is currently In possession of the Wind
Faal, s0 becomes subject to the Gryphon's atlacks
as well

HARFYIAE, the harpy

The Hurpy ave croalieres with the iorse and kead of a
bwrman betug, bul Ve lwoer pards are winged, ke the
Bird. The beawty of their song Lures all maltes of men to
theen, where their wirely strgins (wll mcd To sleep, The
Harpy then tear their wictins apart and devour e
HREES,

The wise magus foaks Beygond a baanfifu! veice and
ather such pleranres. IFhe doo i Inlled inte a 2onge af
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security, s [fe wry be snded by the sudden sppearance
o aft vy, The magus showld shoays be preepared for

I ememies of the Order, mo mattor Wreir sppearance.

l The Harpy

Magic Might 15

Size )

Str 41 Dex +0 Cun 41

St +] QHk +1 Per +1

Claws: 1at =5 Atk +4 Dam 15

Fat +1 Soak +4 Ief +4

Body Levels: OF, 0, -1, -3, -5, Incapacitated
Abilities: Ferocity (against men) 2

Powers:

Song of Slumber, ReMe 25, 2 points — All
men who hear the Harpy's wail must make a
Int + Sien roll of 10+ ur e charmed by its
lovely suunds, eventually falling aslesp. Non-

iFnot killed by Lhe Harpy the men awaken the
nest momming,

Vigr d Pegr.'-. tomgue

mazical means cannot awaken the viclims, but

A Harpy Story

A Harpy near the Covanant learns of a

character's weskness for veomen or of his love for

musiz. She then sings al his window and

character's ocrasional arrivals, and
regard him as a collector of those
about to die, 1t becomes common
belief that the character is a servant of
Death, and that those ke takes away
have reached their time. IHs up e

the remaining characters two stop the
Harpy and rescue their friend form
her contrnl.

JEZENKY, fhe cater of childrer

Tinis mos! kated crenture possesses the
head of @ youtk, thaugh horned as & Bull,
the fondy of @ Lizard, the lags of a Cow,
artd the bril of o Liow, Peasants’ lafes
claia that the beast is the product of an
argy of tts panental Cresiures, brought
abowl by Infernal influence. Thaugh it
might be lange, the fell beast is actually
smialler than @ man, and moves about with serpenting
grace. The |ezerky is found predominartly in rural
areas, where & stalks the children of those wite live near
The wonds,

The Jezenky
lnfemai-Magi c e

Vicious +5

Sire -1
Cun +5 Per +5 Stm+6
Charge: 1st+15 Atk 112 Daw +10
Caore; 13l +10 Abk+10 Dam +15
Fat +3 Def 410 Soak +3

Body Levels: OK,0/0,-1/-1, -3/-3, -3,
Incapacitated

*Doubled against any magicks intended to
calm its wild natire, or render it praceful in
action
Abilitles: Ferncity {in sight of children) 3
Fowers:

Hormor of the Twisted Visage, Crivie 20, 2
points — The visage of this creature 15 50
Itightful that it causes terror in those who look
upon it All who fail a Ston roll of 754+ mus:
flee unlil at a safe distance.

commands him .o bring villagers and rovenfoli Lo
the woeds fur feasts. The villagers begin ko fear the

Reckon the Ungrown, Rebe 30, 3 points
The creatre ca= low, much like a Cow, calling
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any and all children within carshot to iy, where
they sit entranced, waiting to be devoured. To
resist the call, children must make a Stm roll of
15+

Vis B Mentern, Tueacl

A fezenky Story

The children of a lncal village are disappearing,
and the magiare held to Plame. Alterratively, local
peazarts, against the comimand of their lord and
bishop, entreat the magi for help against this
unknown menace, For spice, some of the
Covenant’s children could be missing a5 well, To
find the missing youlh (Le clusracters must wse one
of Uwir own children as bair, following the fezenky
back o its forest lair. Tracking the beast is also
difficult as the creature makes its victims ride its
back, taking a load of children hack to its lair. So,
as far as the characters know, only a small Cow has
passed,

LAMIA, the lamia

A tunsted creature wilh the body of @ Snake and the
heud und torse of @ wemen, the Lamia is msteful ard
el She uses her magic to disguise her form, such {Hat
she may seduce men into fer bed. Then, ahen they are
irogrionie with pession, she slays fhem ond drinks ther
biood. Nothing is more important to the Lamia than
Turing men to her bed, and she risks evwryfhing o haoe
buf one mnrve. Many of thent have gained much abilily
il wealik after centuries of thic practice, and maks for
themeelyes Leirs in which they await new pictims,  They
are certatnly creatures which were mee af Hell, but
sorekzic were wble io ezcape it (lares and make their
home on our peaceful mans, They are thus doubly
Aangerous for they are able to call ypor more powerful
cregtires of their BE Eo protec? Yhem if they are about to
be slain. Tt is most dangerous indeed fo achiens victory
over o Lamia — the gates fo ihe flaming sea may be
opented ard yow cast into 1t

The Lamia

Internal Might 25

Size 0

Str 42 Dew +1 Int +2

St +2 Qik =1 Per +2

Bite: gt 46 Atk +6 Darn +7

Fat +2 Spak +4 Def +6

Body Levels: QK. 0, -1, -3, -5, Incanacitated

Abilities: Ferocity (against men) 3
Powers:

DHgguise of the Serpentine Form, Mulm 3,
0 points — The Lanua may meke its form that
ol a beautiful woman, who all men desire,
Fersonality rells should be required to resist
the seductive nature of the Lamig, againsl a
value of 8. Only True Faith, or previous
knowledge of the Lemmia’s true form are procf
against her magic

[usions — The Lamia may use hndgonem
magic of up lo Level 15 &t will, at a cost of 1
Iagle Point per Level point of the spell used.
Cenerally, Lhese spells are used to disguise the
Lamia’s lair. T her lair is discovered, the Lamia
uses herithasions to make an escape; she arely
stays and fights, and never firhts one with
Trite Faith.

Weak ness;

The teach of a person or object with Faith
Poirts 1 painful te the Lamiz, causing an
irrmediate loss of one Body Level.

Vis: 3 Tmdgorem, hide
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A Lamia Story

An enemy of the Covenant wants one particular
character destroved, a companion of true spiri: and
strong religious faith. That enemy employa cr may
secretly be a Lipmng. Posing as a beautiful, tut
elusive woman, Uhe Lamig strives to lhare the pivus
character from the higher faith. She does so by
arcusing his sexual desice, and teasing hitn by
always keeping her distance. If the chazacter can
e made Lo lose contral, lust taking command, the
Lamig Tures him back to her lair, embraces and tries
to kill him (5he may now touch hire as he has heen
corrupted). Even if the character survives, he is
morally unclean and must come to terms with his
wioakness,

LEUCROTUS, the Lewerofu

In Ethiopin there & a? rave tines 8 hafefu! mating
belween fite Hyerg and the Unjaifijul Lioness. This
copuiatim produces the Lovcyota. The Temecrate hag the
hindguarters of Fhe Stag, the bravst of e Liok, and the
hread of the Howse. Hs month apers ahoul o the sers gnd
is weithowd dealh, dnstvad kawing only a tard palee, Its
feet are cloven, bike tiae Goaf's. Feiw cremiurss are s fTeot
uf foud ws dhe Lewcrofe, e crantiire is abls fo ouf rum it
Like ats stre, the Leworala can mimic the voizes of mae
and ses this abifily to bure victims Yo if, 1 favors
e flesh aver all others.

1 | The Leucrota
, [ Magic Might 10
| !| | Size -2 .
:I S5 +2 D +1 Cun +1
15 | St 45 Qik 48 er 2
Bite: 1at —6 Ark +5 Tam +5
Fal +5 Dwef +10 Souk +7
Body Levels: OK, 0/0,-1/-1, -3,
-3, Incapacitated.
Abilities:
Feracity (luring a man) 2
Porwers:

Mock the Word of Man, CedAu §,
0 poltts — The Letcrot, like the
Hyera, can perfectly mimic the
voice of a man.

Viw 2 Creo, palate

A Leucrota Story

Traveling in southern lands, mavbe somehons
inyilved with the Crusades, the characters
encounter & southern cult The cult i5 in leagrae
with the Nevil amd employs a Lewceta. The
cullizts capture a character and use the Leucros to
mirmic her voice, leading the characters to believe
tha: she has boen killed and that her spitit is
leading them b sume destinativn. In fact, the cult
leads the characters into a trap, and therein the
cult's use of the Leacrota is revealad, as s the
missing character's continued lifs.

MANTICORUS, the manticors

A monstrous benst there s fourd, mosily in larda
atrrond, witich ts oalled the Manficore. s mowtin is fined
wirath three rows of pgeed teeth. 1fs face is that of 3 man.,
wrth blond-red eyes hal shive of night. It has a Lion's
oy, the iail of a Scorgion, and g shrill voice fhat fs lie
the notes of @ flute. The Manticore, as itz name inplies,
feeds on £he flesh of mien. Rt s srch @ powserfud leoper
that retther the lorgest space mor the lofties! obstacle can
rrnfaiy it
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The Manticure
| Magic Might 15
Size +2

Str +4 D +0 Cup +4)

Ston +4 ik +0 Por 11

Bher Ist+6 Atk +7 Dam +17

Tail: 15k +8 Atk +7 Dyare 44 (and poison)

Fat +4 Def +5 Spak 412

Body Levels: OK, 0,710, -1/-1, -3, -5, Incapacilated
Abilities: Ferocity (hunting men) 3

Poison: Anyone stung by the tail must make
a St roll of 94 ot lose bwo Body Levels.
Vis: 5 Animal, bady

A Manticore Story

Though an Indian beast, the Manticors manifests
itsell in Furope as an embodiment of a character’s
dark, bestial side. Tts face looks just like that of the
character, The Manticore resents its human
comnmerpart, exsting purely of evil without any of
the human's redeeming qualities. Thus, it tries Lo
do the characler harm. | protes as the character,
and visits 2 local village where the character has
family. The Manticore claims thal the magi cas: the
character out and Curssd bim with this bestial form,
When (I charzcters arrive at the village, the
villzgers oppose the mayi. They alzo refise to
believe that the characker is himself, bt a mayical
creation inbended to faol them. To defeat the
Manticore the characters have to convinee the
villagers of the beast's evil. Tn (ruth, the Manticore
intends to eat the villagers after having won their

complobe mrust.
e ——

MIRMICOLEOM, the ant-lion

The Mirmilcoleon i e curious, short-lived creature,
Half Lion and falf Ant, which i torn Befwesn s hpo
aspects. The Lios il of this crewtiure desives tn mf ihs
ilesh of aximals, while the Ant reae cammot digast such g
el Similarly, ihe rear desives onby the fraine thaf fis
kind eats, brel Yhe Lion half refuses to ol axeh firve.
Thais, thie poor beast sEnmes, g wol etesrd o wall
Cod"s parike.
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The Ant-Lion

The creature is the size of an oodinary Anz. On
its w135 harmiless However, the Mirercolean s
deadly ina swarm  The beasts strike autnmj-':al'.:,',
negating Attack rolls, and cause +12 Damage per
Connbal Rowned, tegandless of viclimes' acower
(though Soak rolls still apply). Only an impassable
barrier like a body of water or wall of Hre can stop
the swarm’s assault. Furthermaore, theddirmicizon
can ouly be destroved by “area of effect™ spalls, like
Mizhty Tarezef of Waler. Such a spell must be cast
three times to elitninate the entore swarm,
reggrdless of the mnount of damaga done by the
gpell. Mo Ant-Lion attack lasts longer than fve
Rounds, though, as one pant of Lthe creaturs’s body
rejects Uhe food the olher consumes

Vis: 4 Muto, per colony
An Ant-Lion Story

D-E.-]P.?I’atf" to find a feod source thal is acceplable
to it disparate halves, a coleny of Ant-Lions
invandes thiy Covenanl. They lind that sewmoes of
magic ate quite appetizing, but if that food supply

is cut off, the coloty shovtly dies. Though their
presence may cause the loss of some magic, the
colony can be studied for new sources of magic,

SPHINY, ths sphiny

The Sphine iz a cresfuere wifa the Fody of @ Lion, ard
& fuman fiead. s kind fus been found all over the
worid, Most fenrans of this boas! was thal of Thebes,
ahich wsked fie vidile:

“Whai gaes on four legs, then {wo, and finally thre?”

The corresd angwdr wae given fo the creafure by
Qreclipnes, “Man,” cavsing ihe Sphins to troe deslf o
s death. This demonstates the fanatical and obsessive
neture of fhos creabure, wch spends svery wakng
omient i confermplation of life mysteries. I a magus
feeds tie ey boa guestion he veed only traoel to Hre
deserd, find o Sphing and gnsweer iy siddle IF this
ansiver 1z correct the Sphins answers ony grestion the
miagis precs bo i, However of the wrong ersweT &
given He Sphine kilis the mmn. Few avong the Order
wre wiliing fo take such 2 sk and moake such g bargain,
Fut those why do inoariafly retury with infarmotion of
finmmense malue,

The Sphinx

Magic Might 40

Fatient +5 Honorable +2

Size -4

S+l Dex-2 Int+5

Stm +3 ik +2 Ter +4

Claws: Lst +8 Atk +% Dam +11
Fal ) Soak #2328 Def <4

Body Levels O U/, -1/-1, -3, -5, Incapacitated
Abilities: Ferocity {agreement hresskers) 5

Moy prs:

Binding of the Civen Word, ReCo 30, 5
points — When endering a cortest of riddles,
the Sphinr demands a prize shoald it wine Ifa
defeated npponent apparently won't fulfill his
part of the contract, the Sphiz may command
hiz body to fulfill the agreement. The victim i
allowed a Slmoroll. I03l's 15+, he rnay resist the
Springs conrol. Otherwise, the wictim must
fulfill has part of the contract, and the Sphinas
contral is only broken when the cantract

52 Medieval Besliary



The Sphinx continued

ismuliilled — plenty of story potential hers,
Theuse nf 5 hiagic Faints may control an
entire groap of riddle opponents.

Mote that the Sphinx may simply want o kill
the characters, in winch case it usually doesn't
control them, but lets them fight of their own
frez will. Control may be imposad to have
characters perform some task or feat

Vis: 10 Mentem, braln

A Sphinx Gtory

The characters are posed with a unfathamable
problem that threatens death ard dectruction, In
order to understand and come o torms with this
problem, they must refer to a Sphiny who may
inform them of a solution. | lowever, thw Sphiny
will pose a puzzle of i own, which st be
answered correctly before it will answer them, IF
the characters can solve the Sphine’s problem, i
helps them on theirs. If the characters cannet solve
the Sphinx’s purzle, it may require a service of its
OWN 0t it may attempt By slay fhem,

The Complete Beast A3
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Chapier Fibe:
FHlutofigura
(Shapechangers)

Ume of the fell man's greatest drcams of power
has been to break free from ie fetters of the
physical form and rhange shape on whim; to run as
brother b the mighty Wolf, to soar and hunt with
the sharp-eyed Hawk, and to play in the cocl ocean
depths with the beasts of the sea. Vel these pullws
ate not easily walked nor vasily borne.

There is great dangear in giving up one’s human
form for that of a lesser being. The monk Harald
wTikes that only humans have souls, given ther by
God, whereas animals do not. Therzlore, a
Shapeshiftar lazes ik soul in the ransformation and
is no longer able to attain the Lord's prace. One
cannot pretend to know wlat happens b3 the
hurman soul when the bedy changes into animal
farm. All writings do agree that taking a beast's
shape poses the danger of becoming the beast, in
mind and body, forever. The physical shape of the
beast controls the Shapeshifter's mind; while
changed, the Shapeshifter gairs many or all the
beast's passions, which may avor remain when the
Beasi-Shape is cast off. The magus Ealdwyn writes
of a custos who, gifted fram bieth with the ahility 1o
take Well's shape, delighted in lis form and
changed again and again untl, finally having
become Wolf in mind and shape, attacked his
farmer masters ard was killed by them.

Soirie accounts tell of those who have mated
while in bestial shape. Ifthe Beast-Form ia female

Shapechangers

and the Shapeshifier bevomes with child, she is
bound Lo that form until her brood is been and
suckled. Inthe Stonehenge Tribunal it is said that a
great mapus punished two crirminals by changing
them inmn heasts, forcing them to mate with each
other, bringing a new creature into the warld cach
yedr as a remivder of their shome. Often, the
childrer. of & union of Burman and beast are
Shapeshifters themselves, suinetimes gaining souls
ticwugh @ human parent. Some mag believe that
every mortal has a Heart-Beast, but only the
Bhapeshifter is able to express and release this
Hearl-Beast to anv preat degree.

The power of the Shapeshiller only eatends to
the transformation of its anlmal form. A
shapeshifier cannot ke imany forms, nor imitate
anotker humar being, nor heal wounds it seffers
while an animzl. Any mark or wound to the beast
remairg in like shape on the human, T4 a
Shapechanged Bear mauls its leg ina trap, as a
burnan its leg is mangled and lame. Omly Crec
magics can heal wounds; mere Wikn iz useless

In fact, ther=is Lale of a Geman village, tuvagmed
Ly a stramyze Walf that crept into the town at night
and slzughterad the irhabiants. Daily hunts fatled
tw track down the Walf. The Prince who ruled the
town vowed to slay the marauder, and drank
stromg potions o drive away sleep. That night, the
Wall broke down the daor of his house and



attacked him. The Prince, a brave warrior, drew
his swrord and strack Ue Woll's righl fonepaw frem
itz bady, whereupon the beast flad in error. To his
amazement, Lthe Prince saw that the paw became a
weman's hand, bearing the royal signst ring. He
gathered his soldiers and broke into his wife's
bedchamber. Her right hand was missing, the
stump of her arm freshly bandaged and bleeding,
The Prince and his men wrapoed the Werewolf in
cloth-ofsilver and threw her into the rver to
drown, thus frecing the village of the cvil,

Mackear CURses

A COTINON MARLCAl CUrse Causes its wrget to lose
biuran shape and become a beast. There are many

A=

acconants of these curses, which vary in form and
affect, Some turm the victim inie a beast for a
cerlain levglh of time, such as a yearand a dav,
Cahers allov the wictim to regain human Faren at
indervals, anch as every seventh day. Cthers still
allowe harmar form to be retzined at all sul corlain
times, ike that of 2 full moon, and often inflict the
curse of Lycanthropy.

These curses are powerful in their making. The
Crder has the Caurse of Circe, yet, without vis, even
this spell lasts tat a day, and does not alter the
rind of the victim. Mind of (e Resst destroys the
burcan mind, buk even with e it laske no longer

than o year. Suppression of thought ard the

hutrnan soul takes powerful magic indeed. The
gross slupsical form is infinitely more mutable.

These curses, while powerful, are dften skrictly
limited or ¢circumscribed so as to allow them to be
manageable and sffertive in the casting. Most
otften, a cursze only alters the body, and does not
campletely change the mind, Howoever, the mind is
aubiject to the beast’s emotions and andmal drives,
Thus, & wousai chanmged inle Cal-fomm wightl keepr
Ter ovn mitnd, but be unable 1o refraln from
chasing mice, The Shapeshifter lives as would 2
trie beast, eating the food 10 which the animal is
accustoamed, usually shurming the comapany of
hutnaniky.

Other cutses are cast through jealeusly and
hatred, in an effort to destroy and
punish the vicim of the curse. Thus,
a spurmed suitor might turm her
farmer lover inbo & wild beast to
prevent his finding another lover,

Thesa curses are often limitad by a
condition that can brezk the curse.
This candition ia difficalt to achiewve,
and Ireu:iuenﬂ}' tlhe beast is pmhihite-.i
from revealing how it may be freed.
The heast may be required o win the
I of a woman, to bear a cerlain
number of Beast-children, to cleanse
sorme sin from its soul, to be killed by
a new swaord blade, or any number of
nrsal things. Each clirse is
different.

Aothabarulfl the Guardian
Agthatarulf managed to enger a
womar of his village aher, in @ drunkex

stupor. he pushed her in such a wey tat she feil end
miscarried Ber child, The worean vossessed the poper £
Hex, howszer, and she curied Actiolnadf to take Bear's
formn. He hoee i fie ooy forest, prowsling the peths
and guarding women and childrey from any marauders
theretn. He witecks wez as thowsh fe were s nornaa!
Bewr. Whemeoer w ol fs Borm i Ris former wallayge, e
muy irsiome s form wntil sumetse of the wext day,
Awthliondl ts hounid to the forest snd cunnat e i

Hz can andy be relegsed from the spell when o child
arprovaches b wthow! fear; the frust must be germing,
wot magicaly induced, Actholon!f has been fmprisoned
i his Besst-Shape for theee years, and while ke 20ill s
the mind of u man, he canrot gpeak, and hog 2 Rear’s
feracity.
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Aethalwulf

Magic Might 15

Brave 42 Ferpdous +1

Slze +2

Ink +1

Maul: 15l +6 Atk +12 Dam +14

Tackle: 1st +6 Atk +6 Tackle +14

Fat +6 Def +6 Soak +10

Body Levels: UK, 0/0,-1/-1, -3, -5, Incapacitated
Vis: 5 Muta, pelt

Disgovc Pact

some desperate persons bargaln with the tvil
Une in order to gain beast’s form, As with any
such bargain, the Gift of Shapechange is flawed.
The price paid for the ability is the person’s zoul.
Thus, they are less able ty resist being overcome by
the beast's nature. Such people are prone to choase
destructive, powerful forms, and their animal
nature leads them ta threaten humanking,

Accounts agree thal such pacts last anly fora
livvibed. peviuad wf time, such as seven Fears, after
vihich the Prince of Darkness claims hiz price, Too
ThaLly &ager persons discover, lo their dismay, Uhat
they rapidly become unable to conrol (heir
transformations; the beast's nalure ovenwhelms
theit human reason, and they MAY NEVEF returm ko
huenan form, Trapped as beas:s, veb with some
glimmering of human rezsom, thy are cut olf [rom
hamanity and may oaly escape their plight through
the intervention of the Cliunch.

The Tron Hyumd of Norsgedy

A manuscrivt by Bishep d Arcy Ealls of the legendarny
{tun Hognd of Nerwardy, once o perverfid Frantish
lord. This lovd, whose name d°4 rey ddoes nof recoeed,
barsained fercely with Dennanic powers 1o sutm the
whility to change frfo o pozveriid, fron-cofarad o,
For farty nine years, this furd ket Rits subjects wnder a
riule of Fear, where fhe lord angd iz soldiers eowld Hor g,
fae Noundd conld. At fong iasl, the Power appeared to
cloimt D' Arcy. Rather than kil b, thowgh, the il
e decided that & Arcy would best serve in b Hanw
fare.

Voday, the Irer Hovnd Rppedss oaly after sunser, It
fask i b locate Hypse whirse sivs amd ool deeds moke
thotr spuis especiaily sulnerable by Demonic contrel, gnd

bo carryy themt off o its masier. Once the Hound has
fixed on @ target, it tracks him reaselensly unkil i finds
el kills hime, The Hound can spenk, wetilly ta lefl frs
wictitt what ki fate s to be. R then griies foa
frightening size and attacks. [ew haze muraged 1o
esatpe ot all, ged m;:-nrh.mr;.f.-r-m:tf:rr:.ry etded fhe
Hound, save by suicide.

The lron Hound

| Infernal Might 2¢
Vicious +3, Fears Holy Things +2

Sire

Int +1

Bite: 1st =5 Alk +6 Dam +18

Tackle: 1t -5 Atk +6 Dam +10

Fal +4 Defl +4 Soak +2

Body Levels: OK, 0,-1,-3, -5, Ircapaci:ated

Abilities: Aleriness (holy presence) 8, Scan
{holy people) 6, Stealth {slalking sinner} &

Fowers:

Prelernatural Growth and Shrinking,
MuCo 20, 1 point — The Iren Hound can grow
omie Size Level, or shrink by two, exactly as the
spell of the s2me mamne. Fach chamge vosts |
Infernal poini, but changing hack to noreal
size costs nothing.
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The Iron Hound continued

Slﬂi.]:i.illzsg te Faithless, InCo 30, 2 poinls —
The Houne can telentlessly track anyone
whose faith is impure, so long as that persen is
within one hundred miles of the Hoand,

Creeping Mist, MuCo 403, 5 poings — The
Hound can take mist formo, o which it can still
move at a walking pace, as woll as soe or hear
rarmally (see the spell, Clwak of fle Mist).

Invulnerability, MuCo 30, 0 points — The
Iron Hound is ondy affected by holy and
magical abilities {including weapons), No
normal weapon alfects it
Vis: 8 Teram, body

THE “"GIFT" OF SHAPESHIFTING

Some Shapeshifters are able to perform this
magic [rom bitth. The power may be inherited in
many ways, The child of a human with a beast
farm will almeos: aliways have the power to shift
nto the form of the zame beast. Tf 3 woman drinks
froam certain magical poals, or marries a
Lycanthrope, her child ray be a Shapeshifter. The
scholar Malachi states that the inhesitance of
Shupeshifling, cspecially awwng Lycanthnopes,
passes only throuph the bloedline. He claims that
there omast be beast’s blocd present in at least ane
parent's lineage for there to be a child born with the
the ehility Lo change shape. However, reliable
stories tell that certain magics can make 4 pregnant
wiiman hear a Shapeshifter, whethet or not her
ancestars had such power.

Lsually, someote born wilth this “Cl™ has a
single Shaps into which they may change: Bear,
Wolf, and Bird are the most common, though many
animezls are possible. The magus Caius writes thal
hs bas seon children who could charge into
inanimate abjoct such as stones, but Gaius is known
for hiz of Hights of fancy.

Centrol over the change is not always complete.
Lycarthropes are ofter Lied to the cyeles of the
heavens, and may be forced to change shape at 2
certain phase of the moon or at the rising of a
particular constellation. The charge lasts as long as
the rondition is present; & wornan who changes
bnka & Wolf every bull moon is bowund o that farm
until the moon chanpes phase, Some

Shapechangers are “Tuckier,” and may change at
will

ATl of thoso wilh this Gl are known o he
valnerable bo alchemical substances. This
vulnerability s always linked Lo the seurce of the
transformation, Terhaps best-Khown ia Lhe
l.}l:_'anrhm]m"s aversion o silver, which in aicheny
is symbolic of the moon. A shapeshifter who lakes
its form each sunset might omby be affected by
weapons made of gold. Tf the Beast-change is
caused by the rising Satum, only kaden weapons
can harm the animal form.

When in beast form, the huiman mind and soul
may disappear entirely, Some human intelligence
is present, but it & overcenw by Testial cunning
and enimal doives. A Lycanthrope may attack
family and other bumans, devastate Ls veslock, and
ruti with other animals of its kind —actions the
person would not consider when in human form.

The Lycanthrope does not always losa its human
mirad or berome permanently bound inoe bestial
form. Whether vr nol such change lakes place
depends on the kind of animal and the inner natoee
of the person. A hostile, aggressive loner changzed
into a Hawk may become more and mare Hawl-
like, unti! in her middle years she remaing in Hawk
form permanently. A calm person whose fatmly
protects him during his bouts of change may
permanenly retain human micd and body,
without developing bestial qualities.

Shapechangers whose human form have become
besHal in nature are often recogmizable to the
practiced eye. Older persons often have some
tonich of the animal‘s features: a beak-Tike nose, or
extensive body hair, for example. Furthermore, the
Bhaper hanger's human personality is often similar
tor Lhal of the animal: a Fox Lycanthrape i nften sly
and elever, 30 hiz human form s as well.

Maclgzwyn, a “typical” Wereweolf

Maelguwyr is @ persant, perhups i g village facal to
the Covenant. (e evening she kecams list and
wanagred wnil she found a clenring near @ lake.
.'::mr.!.ﬁng there aims a pock of Wtses, .El.ﬂy'!'i‘ig st Hhe
moon. Without realizing & at first, she discovered oot
ake s creewng soitly al Fhe arsom a5 well, She shaal
with the Wolves all ceening, and found hevself
irreststibly dracn Twck fo e clearing (e mek coening.
The Woltes were thers again, and this time she howled
at the moon losder than any of them. Mazlgeyn foun
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Fer mind oo e il af g Woifl Hhan a frumen, and her
body ebeged her newfound mindst. Noww wilh every
full moen (and at wo ather time may she chaspel, she is
drazon beck it Wolf's form, tn swhich she leds the pack
OH {15 K.

—

Maelgwyn
Magic Mighi 14 '
Sire -1
Sir +2 Dex +2 Tnit +7
St +4 ik +1 Per +4
Bite: 15t 45 Atk +6 Dam —6
Tackle: 1ot 43 Atk +4 Tackle +4

Fet +4 Soak +14 (+6 versus silver) Def +4
Body Levels: OF, -1, -3, -3, Incapacitated
Abilities: Ferocity (faced with silver) 2
Fowers:

Call of the Wilds, ReAn 30, 4 points — Gy
baying at the moen, she can summon up a
pack of Wolves to do lier bidding. The actual
amaound is tarlom; toll & stress die +5, wilh a

maximum of 30 Walves (boteh means that oo
Wolves are in the area ).

Viz: 3 Muto. tonpe

House BIoRAER “FIFART-BEASTS”

The secrets of House Bjomae;r's link to animals is
closely guarded, aud vne can do lttle more than
speculate on what it might be. They claim that to
possess 8 “Heart-Beast,” a bestal nature which is
already present within them, which need only be
drawn out by a master magus. However, by
defirition they are human Shapeshifters, not fruly
animals, or they would not possess souls.

The origins of Bjurnaer may provide us with
soue clue to the origins of the House's power.
Bjomaer herself came [rom a line of primitive
Shapeshifters whose only ability was o change
their shape, The scholar Lucan the Younger
describes a race of Germanic peaple who wers able
fo mimic Bears wher Lhey fought, someatimes so
much that they actually became Bears thommselves.
It 5 Lkely that some of the original line of
Shapeshifters were either borm willt the ability 1o
change shape, or were magically altered, and
Paased that abilily onbo their children,

It seermns likely that, priven the many ways in
which man and beast may interact, there are many
thriving lines of Shapeshifters of varying purily of
blood. Bjornaer may even assist or pultivate
eeding programs te produce such childrer, This
Hoage pnly accepts children who have some Laint
of beast'a biood, or what they et the “Heart-
Beast,” and use their magics to nirture this talent
to blossom. The magi of Bjornaer roam the
countrysicde, ostensibly to find privacy, but in
reality they may seek to promote and discover
bloodlines of those descended partially from
beasts. This may also be the source of their strange
tradition of respect for the elder hy the young,
regardless of respective ability and power, They
area "family,” knit together by a commen heritage
of descert from animals, and thus the young
resped! their superiors in years as though they were
parenls or ulder relatives,

Some of the Bjornaer mag] are zhle ¢ take more
than one shape, and a few are rumaored o be able fo
take inanimate form. This later is often discaunted
s faney: it is unlikely tha: a humar could take the
form of a soulless, mindless objoct except through a
Muta Corporem spell. Perhaps the fexibilily of U
former group comes fioin a mixing of bloodlines,
resulling in a heritage traced back to mare thas one
antmal. The presence and unpredictability of this
beast blood is ancther sourd reason the Crder
should regulate and carefully monitar House
Bjrrnaer,

CrrHER Macical MEars

There arz uncountable means by which magic
may be used lo allow Shapeshifting. One of the
most eommen is the Muate Céorporem branch of
spells. When powerful enough, they allow tte
magus to change himself or othees inko the torm al
beasts. A further spell, Mind of the Beast, 's reguired
te alter the mind of the target. So far, no spell is
known that can completely eliminate the human
soul, and so Mind of the Beast cannot permnar ently
destroy the mind within the subject

Gpells Ural gran: man arimal form, such as the
Cuirse of Circe, are often belisved 1¢ be Greek in
origin. Some claim that these magics can be traced
back to the beast-headed gods of the Egeptians, ar
the Old Cnes, as some call fhem,

Tt i alzo rumaored that Shapechangers can infoct
others with their ferol mature, Lucan the Younger
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writes that the bite of a Lycanthrope, if left to heal
willieut the aid of magic, causes the bitten one to
become a Lycanthrope within a cycle of the muun
Such stories are unpraven, and again, it may
simply be that the presence of a Lycanthrope
creates 2 “resonance” with others of its kind,
induring the change, This may be another of Lhe
metheds used by Tlouse Bjomaer to bring out the
"Heart-Beast” of its members.

There ane also many stocies of magical sklivs oi
urpueents that allow the user to change form, Ty
themselves, such items are useless. Rarely can an
ordirary human induce a beast’s shape. Rather,
such magicks are used by those already taintbed
wilh animal blood as A means to mamnifest
underlying power. The formlae for potions and
ungruents are handed dowm fram parent o child,
continuing the lineage of Shapechangers.
Bventually, unless the He to the animal i renowaed
through breeding, the presence of beast blocd
becommes so thio that net even the nwst povweafal
Muto substances an induce a change.

Some items are erely symbolic of the change.
Thore ovists A manusript by the mapuas
Wilhelming, detailing the story of a young boy
cursid by a witch ko lake Deer's form. Becanse the
spell deew ils power from Infernal sources, the boy
was Jeed Drome the curse on the Sabbath, Cincthat
day, he stepped out af Fis Deer's skin and walked
as a normal mar. At sunses, he was foroed o don
e skin and becnme a LJest again. He was
redeemed by a girl who, secing him step from the

Doersking, immediately seized it and cast &t into a
fire, These itema heve no pawer to affect anothes;
haad the gir] hersell pui on the Deerskin, she would
have remained in human form. However, these
iterns are oflen a source of Animal vis.
Crevasionally, an ibem carmies such powerful
Mute tnagic that it can foree the change nf a
human, making the buman assume bestial form as
if & Lycanthrope. Common items of this ilk are
capes or blankets made of the skin of the
appropriate animal, These ane very vare and
difficiait to obtain, and maty are airsed. Omoe
donned, the itemn canniot be removed, rapping the
wearer in bestial shape. Such magics are not
always Hermetic,. Wild faerie magics, raw tis, and
Dhivine or DHabolic power may all canse the change,

Witch Cats

These creatiires look much e ondtmany howse Cats,
though they are a bit lorger, wnd thetr eyes ore wlmiost
aluys yellom, A chila hors to q toman who soroe
Irfernal peovers will atways mave the abrdity fo chang:
itself inte Cat form. Able do speak, they delight
overkearing and sprexding secreds, whispering lies and
half-treths anbe Hhe ears of slespers, and frighlening
travelers. They alan suck the braadh from bables and
very young children,

The existercs of Witch Cats pives vise bo the ravier
thal Cats are Infermal craatures, and thaf they smother
sleeping babies, Normal Cats stron gty dislite Wilkch
Cats, bui are oiten rot strong grough to dricy them

AT,

Witch Cats

; Infernal Might 10

Cruel +2 Fears Holy Things +1
Cutious +2

Size-35tr 2 Dex +3 Int 41 Stm 0
Ok +3 Per +5

Bite: 1st+5 Alk +4 Dam -2

Fat 0 Det +5 Soak -1

Abilities: Stealth {skalking child} 7

Powers:

Whispeoing Winds, TnAw 10,0
points — Like the Hermetic spell of
the same naime, this ability allows
the Witch Cat Lo hear any
conwversation that il can see is
UNCETWAY.
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The Witch Cat continued

Smoiher the Sleeplng Babe, PeAu 20, 1
puint — The Witch Cat can suck the breath
from a sleeping baby or child, killing it. Doing
50, the Cat's Infemal Migh: is fully restored.

Trouble the Sleeping Str:mgr_r, Cride 200, 2
points — Anything the Witch Cat says Lo a
sleeping persan is rememibered by that person.
The person has nu recollection of how they
vame across b information g@ven,

Vis 5 Rego, in the Cat's bottlad hreath

A Witch Cat Stary

The Covenant is troubled when a Witch Cat
begins [ieyuenting its halls, spreading rumor and
deceit throughour, disrupting the lives of commcn
folk and magi alike,

Catherine, the Knight's Frimid

Catherine was a young woman whose hovie was
located wlomg a read that Ied fhrcugh a difficnlt
moztain pass. One day, 2 poer DUl pices knigit,
woneniled by brigunids, knocked on the door and begged
Vor help. Catherine hagghiily refused fo alfom {he kmight
infn fer home, fhrowing kim imly a hard crust of bread
o nowrizhment before stammming ihe door shut. Before
he succumbed bo lis wounds, Hie knight wisked that
Cathering would learn charity and humility. Imstantly.
she s chamged into a whits ware, and competied fo
CRAFFY travelers safely through the mountain pass. She i
surefooted and has never allowed & rider to come to
haroe. Ag part of her curse, Catherine meest bear v bridle
arnd sadidlz,

Cathering will remain in this fornr uniil she truly
repenis of fer heartlessneze and [ases somme of her
inflextble vride. She still resents the curse plazed an fer,
ared diws wid feel that she hae dome anything & deseroe
1. Exch year on Pentecost, she is able t remove B
bridle aund take her hurean forne from sunris fo sunsel,
Pruiring this Lime she muy wet ang talk normally, bt
caanuf leave the avea of her mownlgin kome, nor con sie
abandon her bridle or saddle. She £ free ta tell anyene of
Rz plighl, althogh she does not o how he curse

vy be fied If her bradie or saddic ave vver destroyed,
Rew i8S @PPERK in thedr place,

Catherine, the Knight's Friend
Magic Might 20
Brove 12 Leval +2 Proud +4
Size 42
Str =3 e +2 Int ()
St +4 Ol 0 Per ()
Hoowves: lst: +5 Atk +7 Darn +7
Fat +5 Dl +1 Soak 47

Body Levels: OK, 0/0,-1/-1, -3, 5,
Incapacilated

Vie: 3 Wi, in brdle and saddle

SHAFESHIFTER (CHARACTERS

It is possible for players to lake Shapeshitzer
characlers. As with Hermwetic magic of a sitnilar
nature (Mute Carporem), the overa] nature cf the
man is not eracicated when he takes beast fomm,
Thus a man missing a hand whe changes inte a
Wolf is missing a forepaw while in heasl Torm.
q;‘l-.‘ﬂding long pericds of e 2o an aniral s
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inherently dangerous; the emotinns of the beast can
owerwhelm even the most powerful mind.

Tu create & Shapechanger character, select Lthe
Wenewolf Virtue (see Ars Magica, p. 22). If the
character does not assume Lhe shape of a Waolf, the
Virtue may be renamed “Shapeshifter,” with ths
name of the appropriate beast indicated. The
character, as stated under the Werewolf Virtue, has
an Ability rating in Shapechanger, determined like
a normal Ability seore. For the purposes of this
supplement, that score is called a Bestiality score.
Bestiality represents how sthuncd the chamcter ia to
hia animal form. The higher the score, the more
animalistic Uw cliaracter 35 and can become.
Having a high Bestiality score is both a boon and a
curse; it becomnes easy for the character o take
beast Form, but makes I mote difficult to rebum to
human farm, A successful Ability stress roll
against this score is requized whenever the
character wishes 1o change. The Storypuide sefs a
difficnlty mmber for the Atbility roll based on the
situation (assume a 12+ for most situalions).
Generally, o characker in a stresshul situalion finds
it easicr to change into beast forwe Tn facl 4
cliwracter may have no choice iF the Sloryguide
feeds that the beast is ascendant!

A characier might also be natural at chanzing
ntaanimal form at will, nat needing outside
vpetus {like & full moon or dangeel. [F this s the
cage, the character may change forms at will, or
when driven to, or a Bestiality roll of %+, not 12+,
The Sterypuide must rude that a character is 2hle o
freely control his changes in this way.

If a botch is ever rolled in an alempt ko assume
east form, the characker remains humean and
cannot assume animal form again unkl the next
sunitise or sunset, or untl the St{l]‘:,'g]lidl_' doems
that outside drcumstances demand a change (ie. a
situation arises thal is even meore stressful than the
aotehed oned.

Once in beast form, it is difficc]t to returm to
normal shape; the Storypuide can roquire rolls b
change back. A Stm stress voll of 9- s usually
required, made once por hour, This Dhfficulty can
be raised or lvwered deperding oo the
circumnstances. For example o 5':1i:pl-:t;h'r.1nger who
has recent’y Kllod may still be teo wild to change
back, 5o rust make a roll ot 12+, The roll s also
modified by the value of the character's Bestiality
score, For each Bestizlily polnt be has [ excess of

his Slm score, the Difficulty Rating of Stm rolls
mads to resume human form increases by one
point, Thus, a character with Bestialiby 5 and Stm 3
nas his Dilficulty rating raised by 2 (5-3=2) when
attermpting te resume human form — his powoerful
anirnal side fights his human will. 1f 8 bolen §s
rolled in resuming human form, another a Lbenpal
canined be tmade wntil the next sunrise or sunset, or
until some new mibgating cirrumstance arises.
Continued botches perpetuate the sunrise Ssunset
reliing schedule

Hesuming hurman form cam also be difficult if the
character hag been an arimal for some time. For
each hour after the first that beast form ia
maintained, the Difficully of Beslialiiy rells Lo
change back increases by one point. Henee, if a
character remains i beast form for 4 howrs, his
IXioulty level [or pesuming human form increases
by 3 points (4-1=3)

There’s no telling what a Shapechanger might do
when trapped in animal form. He might wreak
havoe over the landscape, might seek out o haved
enerny, 0 mighl sioply Took (oo fmed. Rewandless
of the action, it should be appropriate to the beast' s
nature, not Lo the character’s humanity, nor tha
player's detnands. Node that iF a Shapechanger
loses conteol of hirmself, the Storyruide might Tule
that the characker canmot resume human form until
the beast fulfills its own agenda — the beast seluscs
b grive up enntrnl. Whe says himan and beast
have to have the same motivations?

A character may have certain Virtues and Flaws
thas can have am: eftect on Shapeshilter abililies.
The affects listad below are cumualative srith those
already listed in the rules.

* Clear Thinker (zec rules, p18) A Shapeshifter
with this Victue is nnusually dear-minded even in
[reast form, and can upply a +3 boous to any ooll o
Teturn 1o human foem

+ Strong-Willed {see rules, P.".E:I. Like Clear
Thinker, this adds +3 b rolls when changing hazk
tor Fuman form, bul alse adds 3 to rolls to chanpge
inko the beast,

* Bersetk (s2e rules, p. 15k A Shapeshiler who
berserks may change shape ‘requently, like the
Norse-stvle Berserks. The character's Anpry score
Is also subtrarcted from the usnal Dhfficslty score
nesded tn assume animal foren (9). However, that
Angry soore is added to the Difficalty number that
miuat be exceaded to resume human Fonm Jrotmal
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rules for calming don't apply herel. While is beast
form, all usual Bersers combat bonyses apply.

* Fury (see tules, p.23). If a Fury roll fails, the
character assumes beast form. Normal Fury
combal wwelifiers apply, bot full Bastiality scora is
added to rolls made in an effart b resume Juman
form

Furthermate, the Storvguide may decide thal o
character's Persanality Traits influene his ability o
change forms. A character with Violent +3, for
example, mighl receive a 43 bonus bo Bestiality
rofls. Likewise, a character with Calm +3 migit
recelve 2 +3 bonus to Stm rolls to revert to human
form. Such traits might also have opposite plfects.
For example, a Calm character might fnd it moce
dilficult to turn into a beasl,

THe ProcEss OF THE CHANGE

A Shapechange is instantancous; the Werelest
can immediately act in his new oo, Starypuides
who fecl that this is loo powerful can either apply a
Ist penally in combat, or stale that the Shapechanpe
Is the only action allowed [or the Round, In the
latter case, the cha nge shauld tzke effect in the
magic phase, simultaneously with spells, Onee
chanzed, the Shapeshifter uses the basic
Characteristics of the beast, except Int which
remiains his own {lonk the beast's stats up in the
appropriate Hestiary entries). However, since the
Feast has many of the same types of Characteristics
as a human, add the human's physical
Characteristics Lo thuse of the beast, Thus, a sirong
humau is also a strong Wolf. And, 2 large (Size +1)
humean is an unusually latee specimen of beast,
Note, too, that if the Shapechanger is physically
weak in human form (St 1), she is a physically
weak beast (normal beast Sir scere at -1).

I's also impertant Lo diide whether a
Shapeshifler can speak In beast form. By meadieval
tradition the beast cannot speak, but you may
ignore that tradition for game purposes. 17 Fe
Deast can speak, it may have the same Com score a=
s human counterpart, or mav have a lower scora
teflecting bestial bastardization of language (mora
ks and growls). The beast of g Shapechanger
might alsn retain the Prs score of its human
rounterpsict, bul Prs is usually determined by the
specics and demeanar of e amimal, A Werebear is
intimidating while a Weresquimel 1s not, so the
former has a highet Frs. However, if that

Weresquirrel behaves viciously, it might hawve 3
sligiuly higher Prs than it otherwise would. Tn
detertnine andmal Presence, refer to the appropriake
Bestiary entry. If no Prs is listed for the animmal,
desighate & value that seems appropriate.

The Storyguide also receives some lalitude in
assigning a character his Werelsast scorps, A
chatacter wha turns Lt a comman Cat, for
example, would be preposterous with a Strength of
3+ (matural Cat Strength plus that of the original
human). Thus, you are allowed to lmit the
Characteristics a Werebeast can have, based an the
type of animal form assumed, and hased on
practicality. The beast's Body and Fat igrue Levels
are standard for its species. However, if the
Shaperhanger is particularly powerful or frall in
human form, the Storyguide may add ur subtract
certain Lovels to o from the Least's profile. A
hardy man may have an extra OK Baody and
Fatigue Level in beast form, An old man may lack
an O Body and Fatigue Level in beast form,

Macicar Asmies

shapeshufters, including characters, often have a
Magic Might score betvreen 10 and 20. Unless the
Storyguide fesls that a different value =
appropriate, assume a value of 12+ Size. In
addition, mest Shapechangers gain a +8 boms 1o
their Soak while in beast form, Hawever, all
Shapechangers must choose a weakness, like silver,
againsl which the Soak bonus does not apply.

— -
CHHER S11ATESHIFTER VIRTUES AND FIL Avws

These Virtues and Flaws may be assumed by the
character during creation, and are chosen ac
notmal. If the Storyguide allows, the player may
select separate Virtues and Flaws for his humau
and bestial forms. These separale listings mnake the
chiracter's sides more distingt,

MNiew Vierues

* Multiple Forms +1. You have two or three
beast forms that you can frecly switch betwaen.
Each has its own personality. Or, instead of
having two or thres different heast farms, YO CED
be inHmately familiar with one by pe of animal, and
take different forms of its shape. Thus, o
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Shapeshifter familiar with Cats could take the form
of any Cat.

» Mutable Form +2. You have na specific animal

shape, but instead can take the form of any a3
many different animals as you have Bestlalily
peints. The specific type of animal torms available
to you must be determined during character
generation. You can also attempt to change Inlo
the fnrm of a beast vou have never tried before. O
a stress toll of 204+ vou succeed, taking that shaps
and gaining a new animal form to select from
(though the Bestiality score does not increase). WAl
Oer Forny, below, com be used 2s a bonus to this
roll, but nothing else nonmally adds to it —
untrained Shapeshifters with this ability ane iane!

* Will Over Form +2. You have received
tutelage under an experienced Shapechanger, a
Bjpmser magus or some other wizand. You may
take an Ability Will Orver Form thal is treazed like
ollwer Talents, You may add er subtract your Will
Ower Form tulal from any Bestiality or $tm rall to
burn into or revert from beast furm, I forced into 2
form other than that of your own choosing lie. if
subject to a MuCo spelll, you may allempt ko break
the spell once per hour. Roll a stress die + Wil
e Farm. Ona %4+, vou can shift back to human
form (ot thak of your beast formd).

 FLAWS

+ Beast in Mind As Form -1 When you take
Lxeast fonmn, your mind ia completely suppressed.
Replace your Int witl the Cunning score of the
beasl Memories of 2ny period spent in beas| lorm
are fragmentary a: best. Attempts to Shapechange
back are not allvwed — Uhe character may be
played by the Storyguide while in beast form.
Characters who spend too much time in beast form
risk gaining this Flaw (as determined by the
Storyguide), but any Shapechanger may lake it as o
heginning trait.

+ Megessary Condition -1. You require
something spacial in order Lo Shapeshift — wathout
it you have ao power. This can be anything from a
magical unguent or animal skin Lo an elaborate
incaniatiom or ritwal,

» Tainted Wilh Evil -2 {see rulea, p.23).
Applopriate far Slmperhangczs wlte W ers
corme [rom Inkermal sources.

» Curse -2, Atcertain times or under cerain
circumstances, you mausi take the form of a beast.
This change cannet be resisted by a Personality roll,
pren if the Shapechanger has Will Owver Formr. As
long as the circumatances appropriate to the curse
are met, the Worscreature retnaing in ik
Shapechanged form. Mote: Tt is possible fora
character to have this Flaw and sod have the
Shapechange Virlue. Most curses have a qure
associated with them, although this cure is rarely
known to the Shapeshifter. Often the cuns: also
reveals a weakness found in the beast.

note that there are snme comemon sense rulings
that have to be applied to Shapechangers. They
cannod normally cast spells, nor can they wisld
wenpons o wear armor. [faShapechangeris a
magiis, her Techniyue awd Form scores a7é
replaced by the beast’s Magical Might vatue, with
which the beast is able to parform feats inherent b
il. Some human capabilities might overlap into
beast form, like some Virtues and Flaws, though
the Storyznide must determine what human
ahilities are sfill available to the beast,
Furthermara, bestial ahilitiss might be available Lo
the characler in haman form. The character might
gain a heightened serse of smell, for example,
thowgly Lhe Storyguide may limit these sverlapping
powers if they mike eilher human or bestial brings
b pawertul

ULFrHEDW BERLIEDTINAR

Ulftheow 15 a traditional Scandinavian
Berserk (“hear shiet” or “bare shir'™), a wartlor
who changes inta a Bear in combat. Ll fthecw
has the follewing Shapechanger Virfue and
Flaw pockage:

Shapechanger +4
Berzerk +1

Flaw -1: Nevessary Condition. He st be
Berserk to chanpge shape.

So, for a botal af +4 Virtues ($+1-1 =4,
Ulftheow ran Shapechange into a Bear shortly
aller he Berserks, gaining lhe appropriate
Charactenstics and Soak bonus.

T Heoningy QODHENSDOTTIR

The witch Hrodny clains thal she is the
daughler of the god Odin. Her Shapecanging
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skills allow her ta spy on the local villages and
perhaps snatch a chikl or two. Even without
et Shapechanging skills, her magical abilities
are still very powerful

Her complete Shapechanging package Inoks
like this:

Shapechanger +4

Mutable Form +2: can change into a Wolf,
Falcon, or Dog.

Will Ower Form +2

Curse -2 must drink blood from a child to
return to human form.

Necessary Condition -1: must rub a
specially prepared formula on her body Lu
chamge shape.

Total cost: 4+2+2-2-1 = +5. With her high
Wiil Chuer Farm score, she is unlikely to be
dominated by the bestial nahme of her magics,
unless she is canght in beast form for a long
period of time,

Magic Might 20

Crue! +2 Curious +1

Bestiality J

Str+1 Dex +1 It +4 Com O

St +2 Qik +1 Per +3 Pr=0

Mote that these Characteristics represent
human form and are added to Ehe
Uharacteristics of the appropriate beast form
assumed. Inbeast form, the Body and Fatigue
Levels of the appropriate beast are assaumed
{Hrodny ks not physically exceptional), as are
Defense and Fatigue scores, She does receive
the traditionz] Shapechanger Soak bonus,

added to the Scak score of the beast [orim she
ASSLITES,

Abilities: Will Ower Form 5, _.'-'t._'l.:hem:,- 3,
Hew 3, Herb Lore 3, Second Sight 2

TFuwers:

Magie: In beast form Hrodny has the ability
to use paveers as if they were Carparem spells
up bo Tevel 15, Animdl spells up to Level 20,
and other magic up to Level 10, She musat
spend Magic Points equial to the magnilude of
the spell she is Wviog Lo cast

Creating Potions: For Lhe purpose of
creating potions while in hurnan form, wse the
bonuses listed under Alchemy, hut add + 10 o
any Lab Tntals :imliﬂg with l:érpnrﬂ‘n and
Andmal effects. This Boruas results Fror
Hrodny's heightened understanding of bestial
witys, granted to her by her Shapeclanging
power.

Weakness:

For the first hour after sunset and che Jast
hour before sunrise, she is vulneralile 1o allack

while in beasl foro, awd duwes not get the usual
bunes b her Soak retal

Vis: 2 Corporem, body

USING SHAPECHANGE RULES

The Storvguide should note that not all
Shapechangers need Bestiality scotes or
Shapechanging Virkes and Maws. These addilivns
to the game ate wainly ictended for vse by the
troupe and yourself o add more detal b play. A
shaperhanger that only appears for one story need
et have all these details, simply ignore them Tot
the sake of convenience.
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Chapier Six:
Serpenag
(serpents

Serpents are the most destmactive of creatures.
Traly the sight of ane should be congidersd an ill
omett, by magi and common folk alike,

STORYGUE's NoTE
I an atternpt to Temaln as faithfal to the old

Bestlaries as possible, it may be noted that most of

the venoms listed for Serpents are extremely
potent, and could be detrimental to many stories.

”‘}'I}L' feel that a venom is too powerful, lower the

difficulty of the Stm rolls usad ta resist its effacts.

SERPENAE MAGNAE
_ (GREATER SERPENTS)

The legends dwell long and hard on the origin of
the Dragon. Tn some tales, 2 Freat namber of
Dragons zra hom of Tiamat, a water spirit of
destructive chacs, The Morsemen (nncestars of the
Mormans] speak of Jormungandr, Loki's progeny, a
Warm that spans the worhd, cawsing skorms with
every flick of his tall. The Dragon that Cadmus
slew was begat by Ares. Many Old Unes, EsCain
frocn the destruction that Tarhuti’s spell wrough,
took the form of Dragons. The mast powerfu] of
Dragons to exist were born of the transformed Old
Cmes. Evidence of the Old Ones is srara, and as
few Seekers have ever studied them, attempting Lo
understand the Old Ones i bevond the reach of
this worl.

Whatever the erigin of the Dragen, they remain
the most posverful of beasts, driven by the
elemental forces within them. Each Uragon is
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urcue, awangs ko bhe chiaotic magdc inherent b the
Old Ones, Even the progeny of a Dragon share
anly some characteri=tics of their sires. Certain
leaLIres are COMIMAT to most Lragons, thnugh.
First, the beasts’ scales are strong encugh to murm
st normal weapons; only the strongest of
weapons can harm a Dragon. Even the Arcoballizi,
which the Church hath condermned, is ineffective
against all but the smallest of Dragons, More
irmporkanitly, even IF the seea pon served bo cause 2
wound, there is no puarantes that the wound
would sericusly affect the beas:. Drapons are well
known for their ability to heal damage inflicted on
thent. ¥hen the [yda's heads were destroyed by
the mighty strikes uf Heracles's club, two more
ereiy from each Bloody stump. Only through the
application of Hire were the heads permanently
destroyed, Other Woems, even when the ody s
cut in bwain, heal their cuts and are no worse for
wiar, T his ability, while not entirely common, is
mmiost dangetis

The ahility of these beasts to withstasd Jaimage
is nothing comprared to their power to deslroy.
Most Dragons possess a destractive breath, be il
venam ot Aame it does nok matter — Ii slays the
unprepared man in an instant. Remeraber well the
tale of Lucius of T louse Tykalus who, not zalisfied
with the meager challenges the Order allowed him,
challenged the Great Wyrm of the Pyreneas.
Twelwe ponsortis ound their and that day, drowned
in the creature’s venom, The size and strength of
these beasts makes it casy for them to rend the
mast heavily armored knight with Qi leeth and
claws. The woice af the Dragon is also destructive,
causing mothers ko miscamy their unborn children,
storms to batter the land, and pestilence ard
carthguakes to strike, Granted, these legrends are
et all to be belicved since many Worms are simply
tiot 80 powetul, bul be warned: the most powerful
of Worms ane heat left undishurhed, even by those
af eur Order,

The Dragon’s sight is keen; indeed it"s name is
connectad with the Greek Derkomar , “te see” I
sight cxlends beyond that of men; the Diragon can
even pessesses knowledge of fubure events.

Drelphi, whose Oracle was famous for his prophetic
talents, pets its mame fromn Delphyme. the Dragon
that Apallo slew with his arrows In fact, the gars
of the Dragon can be s0 powerfisl that it somnetimes
killa. The Basilisk is weell known for this ability.

Lastly is the beast's natural running. All
Drragrmns share an instinct for survival that
tramscends that of other anlmals, oflen indicating
intelligence far exceeditg that of man. Bul,
[ragons have no souls, Furthermore, if you
encounter a speaking Dragon, take note of its formy;
it mizht be an Old One or an exiremely powerful
faerie aken to Dmaconian shape, That does nol
make it any less dangerous however

The Drragans were once the slaves and pets of the
iMd Omnes, and indeed were created by thet
Hovwewar, when the CHA Omnes’ civilization was
destroved a rumnber of the Dragons escaped and
began ta Hve in the mountaing. Now only the
oldest ameng them remember their days of
servitude, but these ancienl crealures are
sornetimes seught oot by Seekers who are
desperzte enonigh to Tisk their lives for knowledge
of the past.
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" THE REpUTED MAGIC OF THE DRAGON'S
Fomma

The Dragon, with all its power, is not
indestruct'hle. But, the benefits of slaying such a
heast almest make the task warth allempting, The
carpse of the Dirgon yields immense amounts of
raw pis, oflen mure than most Cavenants see in a
year. The blood of the Dragon is reputed to have
great healing properties, reversing in death the
destructive properties of the Dragon in life. The
heart of the Dragon, properly roasted, gTants
pawers o those who partake of it. The teeth of the
Dragzon are sometites magically powerful —
Cadmus placed Deagon teoth into the carth and
fierre warriors sprang forth, The powers of olher
remains, like the pawers of the living Drragon, are
powerful and varied

¥ou are encouraged by create the magical
properties and potencies of a Dragon's corpse as
yousze fit. Remember hat as each Dragon is
uricue, the boedy of sach has differcnt Propatties

DRACONTIAS

O the common magics found in the Draguom, the
one st soughl and hardest o obtain is the
Diracontis, a preclous stone Jormed in the brains of
the Dragon. The stane must be taken from the
Worm while life remains in it, for if the Dragon is
eilled, its own malice destroys the virtue inherent
it the stone. The powers such a stone might have
cantiot be speculated on; no one is known o have
ever poasessed such a stone. Considering the
difficulty of slaying such a Worm, it's wnlikely that
anyone could abkain a stone while the beast st
Lives!

Hazrrms oF THE Dracon

Dragons are commonly found as guardians, A
Lragon guarded the Golden Apples that Heracles
Cuested after. Similarly, the Colden Flaece was
pmiarded by a similar beast. Some say that Dragers
have taken b roosting in the burial mounds of
dead chicftains, sitling on treasures and dealing
fiercely with all who attempl Ly steal thelr riches.

Pliny sta.es that the Worm's blood boils and that
to cood it, the Dragan must drink the blood of the
Eleghant, which is known for its cool juice. The
Dhvagon often lies in wait under a Fiver unti tho

Elephant comes to drink and then pPoLNCEs,
WTapping its tail around the Elephart to prevent
the victim's escape. From fhere he Dragon drinks
its fill of the Elephart's blood. The Drragon is often
decile in the winter, as its blood does not burn sp
theg.

Tug Woswvs or 71 Nosrs

Uinlike most of the Dragons the Order is familiar
with, the Dragons of the north are predominantly
flightless. But, do not underestimate them — the
tales of them that have hee told, if ever half truc,
more than make up for the creatures” lack of
tnohility,

Awcording ko the Norsemen, Jormungandr is one
of Loki's foul breod. Thrown into the water by
Cdin when smali, the Worm aickly grew to such
AN CImOLE Size thal it now circles the warld —
and it can bite its own tail. Thor the Thunderer
attempied to slay the beast and failad, ond
supposedly will not succesd until Ragrarsk, when
he reputedly will be consumed in the creature's
venom. If Theris indecd an 00 One, his fallcd
attack acts as a warning to all magl: avoid secking:
the truth of Jurmungandrs existence,

The second of the Norsemen's Dragons,
Nidheggr, is said to sit al the root of Yggdrasil, the
magical tree that binds the world Lo those of the
gods, Giants and the underworld, (If this tree
exicts, it miust be in the faerie realm, beyond (he
Ordler's sight and hearing, ) Nidhoggr is said to
graw at the routs of Yepdrasi, but will not succeed
in severing them until Ragnarik.

Fatnir was supposedly of the Nwarks, bt
otmessed with grecd and the treasures that he won
from the Gods, was transformed over lire into a
Dragon. Regin, Fafnir's bralher, was alsa
consumed with greed and desinad e steal his
brother's gold. To destroy bis brother, Regin found
Sigurd, a mighty hero, and forged him 2 powerfu’
sword out of the fragments of another me gical
blade. Sigurd slew the Worm by Lying in a ditch
and stabbing it in the belly as it moved passed it.
Sigurd roasted the heart of the Wirm, as he had
promused Lo Regin. While cooking it, though,
SHgurd tiarned his hand, and touchod it bo s
reuth. Thereupon he began 1o hear speech from
all around him — the juices of Faini:'s heact bl
gilled him with e ability to understand the
speeliof birds. The birds lamented thal Sigurd
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wirwld be slain by Regin, to ger the Diraon’s gold,
naw thal the Worm was dead. Mearing this, Sigurd
spun around, and seeing the truth of the accusation
on Regin's face, slew him on the spot.

The Great Wyrm of He Pyrenees

Thiz bowst exceeds il odher Oragoes in vilemeass wnd
proceer, iz ot 50 comrosios podsan et defents all
copanents, s bl noye 35 suffToiand Lo paralyze with
fright those who [Tehl il Ard o wound, however aep,
stays for loveg for the Dragan's regererative poucers
exzeed Ehose of all offuss of ite kind, ) cores nat for
magi, cr indeed anything of man. Few rewards are
worth daring he power this one wields once gronsed, 1t
& fortunaic indeed that wormally it sleeps.

The Greal Wytm

M agric J'n-lig,_l';t &

Frerjetic -2 Desluclive +5

Size 1P

Ble+13 D+ Cun +h

Stewy 4+ 18 001k 40 Per +3

Claws: st +171 Attecs +8 Dann =30

Bitz: 1st+% Altack 11 Dam +34

Tail: sl +11 Adtack <10 Thon 15, Any
target struck by the tail folls unless o St + Size
roll wl 13+ 13 made.

Fat + 10 Def -4 Spak +25

Body Levels: OF, CA0/D/0, -1/-1/-1, 3037

-3, =045 Incepacitaled

Abilities: Ferocity (when
awakened] 3 Hex (feard 15

Special Abilities:

Terrible Visage: This beasl 1=
truly horrible ro look upon, Brave
rolls of 12+ are required to take any
aggressive acbon against it, Any
roll of lass than 6 means the arget
is paralyzed with fright untila roll
of 12+ is made.

Poison. If a persom is
successfully bitven by the woon, e
rrist rake a Ston roll of 124 or be
slain immediately. A suocesshl
roll still means a loss of two Body
Levels! The poison is also
corrosive, permanently damaging
armor, weapons, atd supplies not
protected by magic.

Spray Poisan. The Worm can spray its
poison at any Barget within |5 paces {(two
peeple standing close together could be
targetod), Target(s) of this altack can avoid it
with a Dadge soll of 10+ for by managing to
hide hehind something, like a shield). The
Mwagon lnses ore Combat Rannd and twao
Fatigue Levels after spraying ils poisen.

Lly. The Worm can fly, making it dffcult e
engaee wilh melee weapons. The beat of i
wings makes a sourd like thunder, and its
lorce has been knawn to blow people aver,
Those within twerky paces must make a Str +
Athletics + Perfart Balance roll of 10+ to
retoain starding. Even if this roll srreeds, all
othues suffer a -3 penalty (though Seak rolls do
naot) one extza bateh rall is made, aed magi
must make an Inkelligence + Concentration eall
of 6+ to successhally cast a spell. Rolls to
rernain standing and roll modifiers contivue W
apply & long as the Dragon flies and is within
Lwanty paces of ils apponents.

Powers:

Regeneralion, CrAn 45, U proints — As long
az (L is still alive, at the end of each Combat
Round, the Drapon heals twao Tody Levels,

Scream, FeCo 40, PeHe 40, Pedn 40, PeTe
40, 10 paints - The seream of the Dragon has
Jire ell=ls on the people and land, causing,
motheTs to miscarry, varllguakes, and other
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disasters. Treat this ability as a particulacly
powerful Hex.

Fis: The corpse of this beast, if killed,
contains 40 Ferdo tis. 115 scales could be usad
tor Fashion armor that would be nearly
impervious to normal weaponry fat least +20
protection), but poverlul magic would be
required to remove tem — Storyyraide’s
option. f ingested, the heart of the Wnmm
[which contains M Creo vis) oures 21 ills and
removes all Decrepitude Painds. (I the heart is
ingested by mare than ane person, it will stll
sure all ills, but does nol allect Decrepilude
Points. )

A Creat Wyrm Story

An exceedingly bold but voung magus once
crept into the Creat Wyrm's lair and stolean
urhatched eger resting there. She tried to mold the
hatchling into a Familiar, but the creature’s innate
magical energy defied comtrol. Asa side effect of
the miagus's efforts, the halchllng cryslalized lo a
conceniraked form of #is, Consequently many
Covenants sought its possession, making the statie
something of a Maltese Falcon. However, a
proshesy is quickly spreading that claims fhe Great
Wrrm will soon wake and discover i missing epg.
The senior Quaesator has thos decreed that
whotmever possesses it st return it to the
Dragron’s lair before the Serpent awakers. That
miakes the statue thepr‘rvc*ﬂ;ria] hest patato, wilth
various Covenants secretly “giving” it to othec
Covenants, s making tiern respoesilde fer the
statae. The chatacters fmai'y ernicl ufp with the
statue. Untortunately, the Laesator lgarns they
kave it before they can zet rid of it, and orders that
they deal with the problem or face his wrath. The
anly way taavoid impending doom is to somehow
revert the hatchling te normal form and reharm it to
its sire’s den before the Dragon wakes.

Hydra, the hydra

The H:,-'r_lra of Lerete toos o findl, destrucing bewst, wh
preved woen the aree’s Nopstock and fizids. The beast
iz g Serpent with nine kends, (ke middle of winch iwas
imermorial and couid nof be destroped. Heracles, in ki
sarnrd fahar, wes romrmeendad fo slay the heest. '-J'rmml.;
1 o -:Hr Hg cape with f"..un':r.!n arrmns, he siruck its heeds
with growt swings of his chub, The buast was net 5o
easily slain, for as aech lesd wes sranshad, fwo mere

hends prew i #5 place. Only with fhe kelp of lolous,
wiha seared the sprovting heads with fre, did Hericles
overcente the bemst, Like mony other Serpents, tie
Foydra aas well ko for ils poisonous Eraath and e,
Heracles waed the poison of the Hydva to cowd hiz arroes
g0 et Their slightesf scrmich was intaeinbly fatal,
Thiegh Hercles bested Ris foe, fales el of mther
Hydrae ix effier realms. . .

The Hydva
 Magic Might 40
Fatient +3
Size +7

Str+7 Dex +1 Cun +1

Sim +8 Qik +0 Per +3

Bite: 1st +5 Atk +7 Dam +16 {plus poisend
Fat +5 Dref -3 (body 154+ F (eadd
Soak +30 (oodyl/+12 (head)

Dody Levels: Body = OK, 07070, -1/-1/-1,
-3/-3/-3,-57-5, Iru.dpduiul&d
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The Hydra conlinued

]-Ii:m!. = (K, I, Incaparitated {the
immuortal head can be Incapacilaled or
rermaved, but oot killed:

Abilitles: Ferocity {zssauled in lairt 5
Powrers:

[nstant Regeneratiom, Cran 40, 0 points —
whenever & Higdra's head 15 Incapacitated, twe
more beads regrow in that spot atter the
cierenl Round, These heads are just as
powerful as the first, The Hudrr's body only
has rovm for M0 heads; after this number &5
reached, nume regenerate until rore have heen
cut from the body, If lame is applied to the
stub of the neck before the cod of the surrent
Found, no heads regrow.

Poison, PeCo 20, 0 points — The Hydra's
blood is highly polsonous, Anyone bitten by
tae Hidra Inses ome Redy Level zach Round,
until a surcessiul Stmoroll of 10+ & cade (5o al
legst ane Body Lovel will 2lways be lost), This
Elood may be wsed ba coat arvows and
wisapons, aid remaing elfective indefinizely.
According Lo some, the Hydra breaths its
powsan forthe IF 1his is true, ther everyone
st make a simalar St roll each Bound as
long as they breath the potson.

iz 30 Creo. body

A Hydra Story

In ome storv the characters deal
with a willain with many faces and
identities — somaone who appears
as o d:fforent version of himself to
different people — like a wily royal
advisor. Defeating the villain, the
characters may never expid Lo see
him again. However, the villaln s in
leapue with dark powers, or asks.a
Demon for revenge against the
characters. Thus, the villain returms
as the embodiment of his forme:
sing, 2 mulli-headed Serpent — a
Hulra,

Well Scrpent

Vherg huroe beert frles 1ol of @ Worm
that dropped inle the well of a smali vitlage, swelled to
ENOHIFONS SiTe, and potsoned Hhe waters of the well and
s rizer. Fow the Worm met 25 end 15 nod cerfain,
Some sy that @ prince covered s armor with spikes so
thirt soker th crature enbwaned iself areund Rirg. if
was cuf to preces, weakering i enough for the kero
rgroome il Samee also credit the Wall Serpent with
pceerful regeneralive qualities.

The Well Serpent !
Magic Might 15
Size +5
Str+7 D +1 Cun -2
Sk +5 ik +2 Per +2
Bile: 1st 49 Attack +10 Damage +24

Immobilize: 15t +5 Attack +10 (+14 i the
Scrpent is in close combat) A victim rolls Str+
Brawl to break {ree, against a value ef 15,
| Faligue +5 Del +0 Saak +15

Body Levels: OF, 0/0/C, -1/-1, -3/-3,-5/-5,
Incapacitated
Abilities: Ferocity thumked i welli 4

Special Abilities:

Puison; The kwerh of this creature renders
the drinking waler af its well unfit to sustain
life {apply the spell Vile Witer of Sterilily). His
hite is tildly poisonous; when bitten a victim
st make a St soll of 6+ or suffer a Tatigue
Level.

Vis: 3 Perdo, corpse
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A Well Serpent Stary

Another Well Serpent appears ina
well, this time in the characters’
Covenant of it a nearby town. The
magi could certainly deal with ke
beast with magic, but a more
mteresting story requires that only
grogs and companions dispatch the
Serpent Maybe e magi are
preveoupied with a week-long
cotincil and cannol be disturbed.
Revalling the tale of a Frince and his
armor, a particularly hernic
COmMparion may try to reenact the
skoTy,

Eﬂfc‘ma I Serpents

The Exil One s bezm known to take
the form of the Serpent, and wse dis
poevers of destrichion. In Serpentine form, the Dark
Une has begotten othars of similar form — Infernal
Berpenis.

Though Inferwal Serpents are vile and cunring, a #Hgh
of faith sxvercly weakens t.‘c-*.:rlrmm Wirdle many
!}mgm.-shymg bieles are simply comeveled By ruling
WeaAduses Lo eeinfurce their reign, 11 must be assumed
tigt same confain elements of truck, Can one discount
L story of the Serpent Tarasque, whose wight was not
redueed by bade or lance, bt by the tonch of hely water
froen one of e faith? The Church would have men
belicve that all Werms are products of tie vl One, but
that is nof sn.

The Infernal Serpent

Infernal Might 36
Vicious +3

The Infamal S-er{_lent cortimed

|:'IZI'I-\’-E'1'5-

Tiery Breath, Crlg 30, 3 points  The heat of
this creature’s brealh sels most substances on
fire, If directed at a human Being, il doues « 3
dagapge lalved on a successful Dodge rall of
B}

Weakness:

This Warm canmot hamm anyone whao lias
Fai.l Foiuls. The touch of a holy parson
automalically causes one Body Lovel of
damage to the beast, and renders il deeile, a
condition that does not change until the holy
persom leaves the Worm's vicinity. Tnthis
docile state an Infernal Serpent can only
defend ilsell o ls casily slain.

Biwme 5

Str+h Dex +0 [nt 41

St +h Ok 41 Tar 42

Gire: 1st+2 Attack +10 Damage 424

Claw: 15t +11 Allack +7 Damage +20

Fat +7 Def +) Scak +17

Body Levels: O, 07050, -17-1,-3/-3, -53/-5,
ncapacitated

Abilities: Ferocity {in combal with the holy) 4

Wis: & Aanimal, co: l_,"::g_
An Infarmal Serpenl Story

A Inleenal Serpent wh'l*i]'rers inthe earala
village pastor, probably a pastor who is already
s]i[,_]’ntly corrapt ared prome Lo the sugzestion of evil

In return for the fulfillment of the priest’s waorldly
delights, the pastor must perform a Chucck service
of & mest uaholy nature, in which his congmegation
is fured jnlo Serpents. Tnvestipating the
miyslerions disappearances of the villagers, the
cliaracters may nok TECDEN.ZE the berr:—"ltl. as
innocent rilla 2eTs and may driv= them from the
area. While other villages may praise the act and
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herald the characters as the progeny of Saint
Fatrick, the mystery of the snake villape persists,
Later recopnizing his corruption, the pastor reveals
his weakness to the characters. Mow they must
round the Serpenta up.

- SERPENAE MINUTA

(LESSER SERPENTS)

AMPHISBAENA. the two-headed snake

The Amphishaena has g heod mhere its tal should
P, ths haeing bve heads. M moves by grasping the
meck of enc head whith ds oiher, relling like s koop. Some
sy that it elso Fas wimgs and can [Ty, Pliny slates flat
it meeds oo Rewds Iecanse nio single fead wap discharge
eronigh potscr. I i for more resistont bo cold than
atfizrs of #: kind, and i the firs $o avmken from pearly
hibermation.

The .al:npﬁ tsbacna

" Magic Might 10 .

Sice -1

Sir +1 Dex 41 Cun d

Sten 0 Qik +1 Per +1

Bite: (two separate attacksh 1st +5 ALk -5
Datrage+5 (plus poison)

Fal + Nef +5 Soak +4

Budy Levelss OF, -1, -3, -5, Incapacitated

Abilities: Berocity (rolling to attack) 7

Special Abilities:

Poison. The larget of any sucoessful bite
st make a Stin coll of 6+ against poisorn,
faiture resulting L the loss of a Body Level. I
both heads successfully strike a single
opponent in one Round, two rolls must be

made, and become are more difficult — 10+,
iz 2 Amimal, heads

An Ampirisbaeng Story

Coming out of hiberation in early spring, an
Ampoiiskacan rolls across a small snowy area to the
location of & pig, aed [eeds on it. The snake then
mlls away in the direction it came, along a roule
paralel o its approach. The pig is the prize pel of
ome of the Covenant’s grogs. Uoincidentally,
another grog has been fixing an ald cart for spring
uge, 1t appears that the cart approached the pig,
but thare are no tracks to Imdlcate what pulled the
cart. The owmnor of the pip prohably blames the
carpenter for the pig’s loss. The real calprit is not
seen again until next spring, bringing a resoludon
Lo wlhal may develop into a year-long feud.

ASPIS, the asp.

Although there are muny kinds of Asp, they all share
certain trails. The Aspis dengerous brecause of ifs
eroen wehich 72wl deadly. The Asp drips porsos
friom iz opex mouth, spregding dealh and siszry to
everylling that les in ats petin.

The Dhpsas is an Asp whose wiclms dae of thirs!, The
Hypnale iz anather deadly Asp, and is famed for having
killed Cleopatra, Tts name comes from the fact that s
wistims die by being past fo sleep. The Specifions has a
wminst wirnlent verom, sa Yhok anyene stung by it s
retdind geay i an Gnsiand!
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'[:he Asp

I;’.:'me1+_]
Sizg -2
Ser -2 Diex 41 Cund
St 0 Ok +2 Par 41
Bite: Ist +0 Alk +5 Dam +2 (and
prvison)

Fat 0 Def +6 Soak +4)

Body Levels: (K, -1, -5
Irvcapacitated

Abilibies: Ferocity
| {unsuspecting victim) 2

Poisons: Poisons vary from Asp
o Asp. Generally, & SLn roll
apains & value of 12 is required to
resist the poison. The poisan of the
I¥psas, for example, can be simulated with the
PeAq spell Crrse of the Desert,

Vis MWomne

At Asp Story

An enemy of the Covenant announcas a curse of
unnatural death upon its membere. The ehemy
then sneaks a Specijicts Asp into the Covenant and
lets it do its work. Victitns —usually (hose who are
asleap — are found decayed, any traces of the
Asp’s poison decomnpaosed with the vicdm. Though
Lhe “canter” of che “curse” could be frund and
commanded to remove it, there is nothing she can
do to Lift it, but could admit that its source is an
Aspr,

BASILISCUS, #he basilisk, King of Serpents

The Basilisk, duspite (5 drr.'t',:dliw.-l}' sl stze, is the
most deadly of crotures. It has the farn of 2 Snake,
cxuept for its head, which i that of @ Cock. Tis gaze is
sufficient 12 shay most creatures. Like the Salamander.
s toucl and breath are poizonous. Pl retates a story
af @ Romisn soldier wha stebbad a Basifisk uwith his FHeaT.
The poisern of the bees* traveled up: the apear, siaying fhe
it instaniby. The Rasilick should by ancided. Vhen
gy i naes its poer wanionly, lewing only
desolation beling,

Alexander showed that the Basilisk's gaze car be
reflectad tny a mirvor, laving the crentuire ftaedf as ifs
Tiston does sa ey othars
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The Basilisk

Mapic Might 20

Cun -2 Mearciful -4

Size -3

Atdacks: None

Fat +2 Deef +9 Spak -2

Body Levels: OF, -3, Inn;;aparifafed
Abilities; Penetration (Perdo) 15
Powermn:

Death Glance, PeCo 30/PeAn 30/PeHe 30, 1
point — the Basilisk's glance is deadly when it
wishes and it can slay any living thing. [f the
target is a person or animal, the victim does
not hivvee te meet the look of the Basilisk. The
unly requirement is that the Basilisk see the
wicticee, Tl barget must make a Semn roll of 10+
or dle, with success till maaning a loss of twe
Eody Levels,

Foisonous Touch, PeCo 25, 1 point — The
tonch of the Basilisk, like its gaze, iz deadly
tunge the same Stamina roll as above). I using
the legenid celated above, any successful
weapon strike against Lhe Dasilisk also reguires
2 puisun save. Armor gives ng protecllon
against the Basilisk's polscr,

Vis: 12 Perdo, body

A Bagilisk Story

A Basilisk thal wandered inbo a faerie forest was
recently attacked by a faerie knight, berit on
destroying the creature. Though he almost
succeeded, the knight was destroyed by the
Serpent’s gaze. The wounded Basilisk: is now more
dangerous than cver as it’s angry. Immobile given
is injuries, the beast casts its vision an all life it
spies. Accondingly, a ring of dead plants, animals
and faeries now surrounds the Serpent. Surviving
taeries are understandably conoerned, but none
knows the exact focus of this circle death as none
that get close survive, Rather thaw risk anv more
subjects, the Monarch of the Reries sends an envoy
to the Covenant. The characters could owe the
Monarch a favor, or the Morarch may be willing to
deal. Either woay, the characters are encouraged to
enter the foreat and break the ring of death.

CERASTES, the horned snake

The Cerastes hides wnder the sarih, stk anly its
horres stomtang s d Dere fo other ereafures. When prey
comes near the Snake springs forth and detours .

The Homed Snake

Size
ST +2 D +1 Cun +2
Sian 42 Ok +1 Per +2

Bite: Ist+5 Atk +4 Dam +6 (but generally
attacks trom surprise)

Fat +2 Def +4 Snak +4
Abilities: Ferocily (ambusl) 2
Vis: Mone

A Hormed Snake Story

A character, probably a grog or
companion, is fced will the lask of
overcoming a dangerous opponent
like a Dragon or gronp of marauding
berserkers. While he ponders his
dilemima he witnesses the tactics of a
Horned Snake, which lures its victlm
in and pounces once the prey is
within reach. Thapired, the charactor
us=s the sme techndgue against his
foe.
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DISTA, the u;mqu.zfed' smake

Theis Serpemt 1z fimy, amd raeely seer by its iclims.
Liks the Syrenus, fts veom is so prasrful et nary a
wrnce of pain shows en the face of ke who is bitten.

The Erizpa

Magic Might 10

Sizme 4

Btr -3 Dex +1 Cun 0

Stm 0 ik £1 Per +1

Bife: 1st +4 Atk +3 Dam -3 (plus paizomn)
Fat 0 Dwf +7 Soak -4

Body Levels: O, Incapacitated
Abilities: Ferocity {stepped upon) 2
Special Abiliky:

Poisan, Anyone bitten by the Dispg miust
ke a Stmroll of 12+ or die instantly, A
successful roll shill means a loss of two Body
Levels, (Note that a bite that does not
penetrale armor does not inpect poisomn.)

Vis: A Perdo, body

A IMspg Story

A lord’s only son dies after being bitten by a
Lhspo. The cause of his death is a mystery, (1d and
unable to sire another son, the lord approaches the
Covenant and asks that the magi retum life -a the
bey. Though Hermetic magic is incapable of
reviving the dead, magic might ba used b
counteract the paison, if the characters
search cuse enough to fnd the souce
of the boy's dealh. Whether the
neulralication of the poisen revives
the bory is up to you. Ifthe magi fail at
their task, the lard may po off Lhe
deep end and blame the Covenart for
the bov's death. Or, the lord may Jose
the will to live. The lord's family and
retaimers are certain to make
acousations against the Covenant,
given the lord's death 50 soon after his
wisit with the magi.

HYDRUS, the wiler se rpent

Lnlike the Hydra, which by mast
Accounts is merely @ lepend, the Hydras
= guite peal [ is, in facl, 2 water Sruke

Found in Jhe RBimer Wile whase foe §s the Cracodile. The
Hydrus slithers dows the mouth of the sleeping
“racodile, tearing out ifs innards, emerging from the
other end wnlurmed.

The Water Serpent

Size -1

Str 41 Dex +1 Cun +1

St 001k +2 Per 41

Eite: Tst +0 Atk +5 D +11

Fat 0 Dhef +6 Soak +1

Rody Levels; O, -1,-3,-5, Destroved
Abilities: Ferocity (Crocodiles) 3

Vis: Mone

A Water Serpent Story

Characters perplexed by a particular problem
may spy the Hydrus and receive inspiration toward
resolving their probliem. By observing the Serpert,
the characters realize that the best way to solve a
problem s not always from the outside, but from
wilhin, just as the Hydrs kills the Crocodile, a
beast that is invulnerable from without.
Depending on the case, the characters could reatize
Lhat the best way to defeat a caver of diabolists is
not by attackiny them, bal by having a character
join them nred attack lreim within,

IACULUS, fhe fivelin smake

The laculus has beer aeid to fy, bul this is erroeos
In fact, the Tacuhus coils itself and springs forth ke o




Jjmvelin, The Iaculus alep bides i1 @ trec wretil 2 person
or beast vembures wender o, -z.u:l:.;e*m:lt.run i teape dowwn aind
ernds Eie dokm’s Tife.

The Javelin Snake

Size -2
Gir 41 D 43 Cun +2
Stm +1 Qik +4 Per +2
Bite: 1st +B Atk +7 Dam +5
Tat +1 Dt 48 Soak +1
Body Levels: O, -1, -5, Incapacitated
Abilities: Ferocity tambush) 2, Aihletics
[springing) 3
Special Abilities:
Leaping. The faraduz can leap up to ten
paces, ending the movement with an atkack if it

desires. When leaping it uscs the stats above,
otherwise its 1at and Atk are reduced by 2.

Vis: None

A Javelin Snake Story

In a story the charactess end up in a tense
seand sl with a band of forest archers, Both
parties back away, or agree not to [ght on this day.
However, after the chamacters depart from the scene
of the stand off, one of therr ramber {3 grog)
becomes the viclim of & Javelin Snake. The Scrpont
quickly slithers away after its kil Though no
arronw protrudes from the wiclin's body, there’s no
other explanation for the death other than a sneak
attack. The characters may therefore seek
misclirected revenge against the archers. After any
subsequent battle is fought, arather character is
bitten by a Javelin Snake. This time she migh:
survive, and the characters realize their previm
ETTOT,

SALAMANDRA, the zalamander

The iy Salanuader, while not pesseszing alf Uhe
abilitics of ifs larger Serpertine brethren, i L BT
for tww unique traits The stightest touch of the
Salimander iz sufficiont f2 quench the f.ﬁ'rge-;t flame,
Fliny speaks also of its virulent poisom, deadly to ran
and honst alike. He slates that were g Salamander to
alignt stself on 4 free, the ree's fruite would he forener
foesonous o all vt ix aesf them,

The Salamander

Magic Might F]

Size -3 Cur. -2

Atlacks: None

Fat +1 Tlef+5 Soak 0

Body Levelz O, -3, Incapaciated

Special Abilities;

Poison. The touch of 2 Salamander is
povisomiomis oo all-fion-Serpent life. Even armor
is Tittle protection against this virulent paison.
Umie Body Level is lost each round, until a Stm
roll of 10+ is successiul (so al least oo Budy
Level is always lost).

Resistance to Fire. The Salamander cannot
be harmed by heat attacks.

Fowers:

Extinguish Fire, Felg 20, 1 Poini — Simply
by touching any fire, the Salamander can
extinguish il. Larger Hres may requite a larger
expenditune of Magie Points. A Fire Elrmental
ia destroyed by the Salamander if the
Salamander spends 1 Magic Faint per live
Mugical Might Points of the Elemental.

¥iz: 8 lgnem, skin

A Salamander Story

During the winter a Salamander secks refuge at
the characters’ Covenant, looking for a source of
heat in which ta survive, Ikscarches ont the
hiottest, most constant Aame to be found. This may
bue iz the smithy, in the kitchen, or in a magus's lab.
Taking refuge in fires, the Salamander douses them
Lo the corsternation of the stoker. Stories might
even spread of a spirit in the Covenant, making
mischizf with the cooking Dames. If the Salamader
takes up residence in the kischen, Covenant meals
herome poor at the least, lowwering fortress moral.
Asg the source of this interfererce is not traly
mapical, magi’s detection spells probably fail to
find the sonsce of the dousing. When Covenant
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apirits and cemperatures reach new lows, it become
clear that something must be done.

SCYTALUS, Hee seytale

The Scvtalus iz renoumad for ifs briflian! cca? of
seaes, 20 beaubiful that ary man who looks wpom if is
keeld iv place. The Scytalus , being g sioe creuture, nses
1ts Peauly to smare wictims dhet it cowld ot othermose
cateh. Magt should be wary of tHhose who, like Hhe
Seytalug, wse their beaty oz o warpon.

The Scytaie

Magic Might [5

Size -1

Gy -1 Dhesx -1 Cun +2

Stoy 0 Qik -2 Per +2

Bile 15t +1 Atk 42 [ (2

Tat +0 Def +0 Soak +2

Body Levels: OK, -1. -3, -5, Incapacitated

Abilities; Ferocity {against Uwse resisting
Entrancenent) 1
Special Abilities:

Poison. Anyone iten by the Scwtalus roust
miake & Stm roll of S+ or lose two Tody Levels.

Powers:

Glaowing Scales of Impeccable Beauly,
Mulm 25, 0 points —All wha gaze on the
scales of the Soybelus, except for those of
faerickind, are sirnuck molionless by the great
beauty of the Serpent. To take any ackion ot
any sort requires an Int roll of 134, The effec:
lasts as long as the Solalvs can be seen,

Vis: b Imdzonemn, scales

A Scytale Story

A Blind beggar, who praclices his trade in a town
visited by the characlers, has learned to wse his
afficHon in his faver. Tle has spies who tell him
when tich passershy approach. Wher they do he
asks for money. [f it is refused bim, he holds forth
hig Serpent and entrances the victim {the Snake has
been permanently milked of its poison). The victim
is then hauled into an alley by the beggar and is
robbed A characier could Lecvn the begpar's
vocliin, and the victim may spot the begzar again
laker inthe story, pelling a chance to exact his
revenge (though that requires dealing wilh the
beggar's pang too).

— L . =

SEFUS, the duwarf snake

Aithiuyh ats size is swnall, Hhe Dhioarf Sreaka’s venng 16
frerce, move peeserful thare thar of any of the Ases. The
patzin of the Scpus drstroys bones and body alike.

The Sepus

Magic Might 10

Rize -3

Ser -2 12ex +1 Cun 0 5tm 0 Ok —1 Per +1
Bite: Tst +4 Alk 43 Dacn -2 (plus poisen)
Fat 0 Def +6 Soak -2

Body Levels: O, -2, [ncapacitated
Abilities: Ferocity (zire slighted) 2
Special Abilities:

Poison. Anyeoe bitten by the Sopns st
make a Stooll of 13+ or dic inglantly A
siccesshul roll still means a loss of 2 Body
Levels, (MNote that a bite that doos nat
punctrate 2rmoe does tok inpect poisan.)

Wiz 2 Perdo, body.
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A Sepus Story

An assassin is hired to kill a bishop or 2
Significant Persona who has dealings with the
characters and their Covenant. The assassin uses
aSepus todo his wors, Shortly after the Significant
Peraoma has heen in contact with the characters, the
azzazsin stealthily plants ane of his Serponts on his
tacget. The vichim's body and bones disappear,
leaving nothing but a pile of clothes, As e
vharucters were the last to deal with the Tersona,
and the person has disappeared under such strange
circumistances, il's only natural that authcrity
figures accuse the Covenant of foul play. Ta prove
their innocence the characters have to find the e

murderer. For starters they may find the assassin's
Serpent in the Persona’s fallen clathes.

SYREMLIS, the flying cerpeni

This fierce white Srke flies faster than the Horse can
run. Itz Bife contatns @ pomerful veront — the vickim
dics grithow! feeting any pain from bie bife, I wsually
buitds & nest atop reckly Wuffs or on badges along fhe
side of a cliff. {F iz vicous creafure whick is a5 fierce fn
profecting ifs nesl as @ magus i of his books.  The
Serpent lets nothing approack closer Hhaan 100 pores
uthont Hyirg ot and ettacking if. Perceptive hunfers
notice g lack of sound as they approach ihe Flying
Serpent’s nest - mo bird sings, no cricke chwrps, ne
rabbit sowrrtes. The Syrenus Kills Dhem wll,

The Flying Serpent
Magic Might 10
Slxe -3
SMr-2 Dex 42 Cun D
Stn P Ohk 43 Per +1
Bite: 1st+7 Atk +5 Dam -1 I:Plus pﬂi5r:u;'|",-
Far U Def +9 Soak -2
Body Levels: OK, -3, Tncapacitated
Abilities: Ferovicy (injured) 3
Special Abilities:
Poison. Anyone bitten by the Serpent must
make a St roll of 12+ ar die instantly. A
successful roll still means & loss of two Gody

Levels. A bite that does nct penatrate armor
does not poison the largel.

Viz 1 Perdn, hody
A Flying Serpent Story

A group of covenfolk or local hunters are
emnployed by the Covenant to hunt fer furs given
the impending winter, Among the hunters should
be at least one grog. The hunters unwittingly
disTupt a nest of Syrenae and all but one — the
grog — are bizken without knowing it. That nfg'h'r
thi bitten hunters die in their _:Jeep. The o
survivor is blamed for the dealhs of the others. IF
the hunters are all villagets, the survivor is accused
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of black magic and an attempt is made to lynchhim  deaths may be found by retracing the hunters’
when he's next in the village. Regardless of who steps. Of course, that's only possible if the lone
survives, characters probably make an ingquest into survivor still lives, or if a magus magically speaks
the hunting trip. Those truly responsible for the with the dead hunters.

A
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Chapier Seben:
Aies (BWirds)

Amomg the creations that the Lord
created, none are closet 1o Him than
the Birds of the air. Ases are
inspiratiomal to all men. To the
comumoner, who's mind is Aooded
with relipicus imagaty, Lhe Birds
might appear to be messengers of the
Lord, or at the least holy creatures.
Tor thwosee of the Order of Hermes, the
Birds of the air represent
achizvernent. & TIAES who shidies
and learns may gain from his eftorts
and (ranscend above his fellows, just
a3 the Birds transcend above the
Ir-1.1.r1:.r crezties al the sarth

AVES MAGNAE
(GREATER BIRDS)
woher and whsf fo reveal; thew, ke the Hawk, should

ACCIPITER, ihe huwrk vesnomd fo The muster's coll and do bis bidding, The
sl _ L . Hawk demoystraies thaf theee is gragt pride iv seroice
As a5 the fhane to the By, s is Accipiter fo .."'LI;JI.JL.EI;, — nat simiply for comtmaniong 10 mugi, but for magi to
and &0 showld the comsors be to the megusz. The s et EEF..-'.;II’. y
s arel s..r,_rhnﬂlh and purily, @ Fosrdar o ie oqen ”g,',h
bar! deferemiil fo By master, the Logie. Soshonild the
maguss companions lane the sfrength to be swpportive
and the purity of peegose 1o serme Hietr superier siith

Accipiter taacaes move than simple swbmission,
ihoweh, The Hawek miades with his portner whils
fumibling heiplessly doon rough the skies. As the Foot

. . ey : j e
wride, wot disconten), The hustsman's Hawk has fiis :
i selend By Ris mster (o liarn patierice and servilide, Pluw Lol s sporl us while we may,
Whew dhe hunter Ifts Accipiter's hood, the Bird strikes And oo, like ammerous birds of prey

thaf against whick ke s callsd . The magus’s

: : P : Tal-er al cace our time devour
sompericns, foe, sdould fagen ! the master chooses

Uhan langaish i bus slow-chapp'd pawer.
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The Eagle

Merciful +2 Genfle +2
Size -2

Str -1 Dex +2 Can+1

St +1 6k 43 Per +3 (+A on wision rolls)
Claws: 151 +9 Als +8 Dam +6

Fat +1 Saak +1 Def +10

Body Levels: OF, -1, -5, [ncapacitated
Abilities: Ferocity (againsl the unust) 5
Pewers: Nong

Vis: None

An Eagle Story

A character, likely a superstitious grog, who has
commitbed some sort of crime that has gone
unpunished, beping bn notice that an Eagle follows
him. The Bird is thera when the character goes
otitsdde, It perches on a Covenant spire when the
character 15 on duty. It trails as the character
travels the lands. The Eagle is & conslant remicdler
ol B charcter's crime and guilt. 1F the characuwer is
ever driven to admit his crimes, the Bagle leaves
him. If the character keeps quiet, the Eagle remains
vigilant, It's not long before ather superstizions
folk recognize the Fagles constant presence, L
that's the case, rarmors quickly spread of an
unpunished erime that thrives within the
Covenant. Before long paranaia runs mampant as
mome ¢f the covenfolk trust their fellaws.

CICONIA, #ie stork

Cicomia 15 nemed for fe clacking she makes Iy
shaking her lorg beak from side to side. K is seid she fuas
vt tesmgue, Wher fie Stork & firet seen each wear,
sping is newer far behind. Sermenis fear Cieomia, and it
1z il dhaf she can grond them wp in har beak Lo fead her
children, Mo Bird is more duliful to her young thas {fe
Stork, for she sifs wpor the rnzst wontil she loses her
feathers, oand when e IR fafch, Cironia Pierces her
ot brenst to feed them. Naturs lefs the Stork heal mery
guickly, perhaps for her kindaess, snd she waiches over
her Tedglings wrti] Ehey are fully provon. Legend smp
that ary pran who weitnesses the Stork feeding Fer young
with her Blood, and drinks of 3 kimself, will be healed of
any iilvess axd naill enfoy good Health for fon yoars. The
Sfark teackes the mextbers of the Order compession md
sacrifice far one another, O, Stove, mest gevevous of

frirgal

The 5tork

Mercitul +4 Gentle +3 Murluring +4

Size -2

Str -1 Dew +2 Can + 1

Stm +1 ik +3 Per +3 (+6 oh vision rolls)
Claws: 1st +4 Atk +8 Dam +5

Fat +2 Soak O Def -8

Body Levels: O, -1, -5, Incapacitated
Abilities: Farocity (oHspring endangored) 5
Powers: MNone

Vs None

A Stork Story

Unable to bear children herself, and jealous of
other mothers in her village, a voung wife steals the
offspring of a Stork. [n running olf with the
halchlings she vows not ta retimn them intil the
Storks brings her a child of her ewrm. Thee maolher
Bird is enraged and to exact revenge onomariallk,
curses them with infertility. Thus curse not anly
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strikes wornen barren, but puts a halt o unbom

children; p nt wioanen become permanently so.
If this affliction of the common people isn't enough
to attrect the atrention of magi, & covenfolk's
pregmancy is also put on hold. To lift this curse the
characters must investigate the local villages, track
drwn hatchling thief. and make her return the
Dirds 1o their rightfal maother. However, the
wornan refases unless the wagl magically prant her
achild.

1’.;'JI.E:?|].?.Lr Hhe seean

Dler is mamed for the whilzness of his deam; he i the
ol gracel and mos  wizaridly of ull Birds. Moy
feqm.is.:w told of mag! wha poss netther bo death nor
taifignt, bt dnstend, become these dizaifiad Avic, A
vision that facludes Olor is conaidered extraordinarily
govd. e incladimyg the fabled Black S {Fhough
none bt e repuried seeing an ach’ Black Cllor | i if
such o thing exisish & imdeed very grave. Though Swana
are silenl @: @ stiil pond, at hew dectios they sing the
mosl selodipus sowg ever Reard.

M is z0id that o macus who shudies i tselabion stk
these Birils for forly seasers will attain greai e, @
A sereriy of spivil Uyt trivscends pormel riae’s, B
eteri ane affernoon conterplating the wiajzstic silencs of
Olue o enawgl to clusten and instuct any magues.

The Swan Story

Calm +4 Gentle ;2 I'.-laie-slic -2

Size -2

Str -1 Drex - Cun +2

St +7 Qik O Per +4

Attacks: Mone

Fat +1 Soak +3 Def +6

Body Lewels (M, .1, -5,
Incapacitatoed

Abilities: Ferodity (disturbed) I

Powers: None

Vis: Mone

A Swan Story

The characters spy a Black Swan in
the vicinity of the Covenant priorto a
arim owcurmence. The Swan is the embsxd iment of
an ancient, pvil magus’ spirit. During his life the
magus brought some tragedy upon the Covenant
that was praphesied @ rebum. The Swan'a
appearance is a harbinger of that traged y's relurn.
The chavackers weay kill the Swan, tut doom 1s stll
impencing. By researching the old prophesy and
the events of Lhe original tragedy, the characters
may ke able o avert Jt_f; repetition. This tragedy
might be a storrn of evil intent, or the fall of a grim
urse. '

PAT, the pracock

Pavuo ta sighl, iz e most vagndicent of Birds:
resilaened, prowd, and beavtifa), He iz splendidly win
iwrd guife terviterial, and i dime memoriad, the Peacack
has served a5 @ symbo! of tie Hermefae Order ateelf
Fach feather in Pave's tail mepreserds o different Houss
ef Bhe Onder:

Gomizagus - purple; Blornoer — blue;
Cruaesitoris — white; Tytalas — orange, Vendilius
— greyv, Bx Miscellaowes — damask; Jerbiton —
broswn ; Flambeau — red; Tremere — grocn
Criarwon — black; Merinia — yellow; Mercere —
aliiris

Pava's flesh 1s almost wagically resilivnt; it does wet
prifrafy, and aimos! weper cooks, Natwraliy, 1 &

forbidden for @ mugus of the Order to 3l a Peacock, and

he Wi eilils 'ha- dicdums {s cersed Iy fuis bretheen.
Frequessdly, o Paucock 1= Fet damssticated to sigrify e
Heyuse or the Order. Elder magd sometimes werle wilk

LT Medieval Bestiary



in enchanted quill corved from the tail foather

representing  bReir Howze

| The Peacock
Magic Might 10
Prowd 45 Vain +4

Siee -2

Etr -2 Dex 0 Cum {

Ston 0 O6k -1 Per -1

Attacks: None

Fat 0 Def +1 Soak 0

Dody Levels: OK, -3, Incapacizared
Viz: 6 Vi, tal

A Feacock Story

In anather story charactess take a
bold action on behall of (Twir Hiuse
— maybe aginst anolher House — an action
which could have repercussions. In erder ta
deterenine whether thiey're action was rash, the
characters may obscrve the resulls of the action had
on a Peacock, I the feathers representing the

characters’ House moult, they know reparations
must ke made within the Onder. Allernatively, the
characters may «ct and shortl v afterward discover
that the Peacock’s feathers, representing their
House, are dead! MNow the characlers must prepare
for & retribative strike from their encmies. Given
warnimng by the Peacork’s feathers, the characters
now have a chance to save their House.

ULLILA, the owl

The Ol is the nightsaye, thedark hunice, Witk
taters Mke e Hawh's wnd perception (ke the Vidiure's,
the ol seas fitfo the davkmess. anderstands 8, and
emiplogs it Ulala represents ansdom concerning dark
waliers ad the tuiliotd of Wie, Tt s the fiedge of fhess
who feser the dark and yed fumper wath 18 Like the night,
Ulula s disian! and wmerciless. The Ol is doubly
sumificant b3 the mogues. Far certately, the magus must
understamd durkness to cort rol magic. Rut, foo, the
magus wrust remenber tnal the Chel's cyes are too weak
Lo stered the magaificence of ddwor. Fer Hiose who falias
mght’s predatory ceacdly — the great wizdom of magic
— tta responsibilitivs ged vacdarce may be withering.

Birda a7



The Onwi
Magic Might 10
Sire -3
Sar -1 Dex +1 Cun+3
Stm +0 Ok ~2 Per O (+5 1o vision al night}
Claws: 151 +4 Atk +3 Dam +4
Fat +0 Soak -1 Def +4
Body Levels: OK, -3, Incapacitated
Abilities: Ferocity (those lost in the dark) 1
Fowera: MNone
Vis: 2 Inksllegn, eyes

An Owl Story

The characters are in search of a person who kas

had dealings with Infernal prawers, bus they dan't
Enow who that perdon s, The Owl knows, as he is
atuned with those that deal with the dark. The
diabuolist is marked by the constant presence of the
Owl's shadow, Wherever that person goes, be it

day or night, a shadow of an Owl is always nearby.

Petreptive characters may spol the shadow, but
orlr learned ones may properly interprat its
Presanca,

VUILTUR, the vulture

The Vilture iz to the pessing of Tife what the Eagle is
i life's glory. The Eagie’s dominion iz lije; the
Vuliure's shade, Like the Eagle, the Viltur: con ey ifs
prey fromn on high, Bed the Vilture's quarry is the
cnrpse, and like death, i appronches with o slom,
urnaliced flight (valatu tardo). It is said that the
Vaulinre cam see what 15 hidden, and that the shadow of
Vultur passing omer @ doonied wan veveals him et i
b s elecured. Saldirs drzum up in revnks often look lo
the skies fo see horiw many anwong “them will die; i the air
are columng of Vadtures, and escr aoll carry off 2 man’s
spuril that day. The Eogle retnvigorales himself, bt he
Vilisre, ageless, somply fades. No person has ever seen
a dead Vlture, and it 15 said thal any mar who slaye
oee ol neer again sleep front fhat fime till his death,
which perhaps mercifully, s never far off.

The Vulture
Mlagic Might 10
Size -1
St 1 Dex 0 Cun i)
St ) Uik -1 Per +3 (45 vision)
Beale 1ar +h Atk +5 Tham +1
Fal 3 Thel +1 Suuk.0
Body Levels: O, -1,
Fowrers:
Heveal the Hidden, Inlm 20,  points —

When the Vulturas shadow touches one whi
is concealed, he is shown ta all.

Vis: 1 Carporem, wings
A Vulture Story

A former boon companion of the characters
returhs from e Crusades @ sk of his former sell
In a battle he slew 2 Vulture that fed upon a fallen
comrade. Since that time he has been unable o
sleep or eat and iz now residedly awaiting his
death. Howaver, he has been unable to die, and
has ever fadled seveml attempts at suicide. He now
comes bo the Covenant to be killed by the magi.
putting an end to his miserable exdstence. f they
will mot kill him, he takes acticns thak cawse them ko
wizh death vpen him. The magi may use any

-5, Incapacitated
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rimher of gpells arainst the man, but
he cannot die until he has righted the
wromg he committed. To die in peace
ke muat prisk b resk a restless 5.pi_rll,
Larrying its tnliallowed bones, The
characters may belp the man find
such aspuit. In the meantinw: he
wanders the Covenant day and night,
petforming all sorts of asks. Perhaps
he straightens up the magi's
laboratory (to taeir hormor), or reads
every book in the library and
becomes a storehause of mformation
{in which case magi might rot want
him dead. _ }

AVES MINUTA
__ (LESSER BIRDS)

ALAUDA, the lark

The Lark’s name cells of somgful prasse, and as the
Dot wworites, she heralds the damet weilh amtg:

Haply | think on thee, and then Ty sfate

(Like tn the lark at break of day ariding

From sullen earth) sings hymms at heaven's gate,

The Lark’s appensance is an mmeen af graak forfune,
piten sigrifWing oM improement in staion or @ receraal
of bad clrcumstances. Tt iz sofd that the D oek's music
crn banish evil spirits az effackively as the doum, Hapmy
i ke who hears the Lark's song!

The Lark

Hupefu:l-:i-_ﬂ-
Size -5

Str 2 Dex +1 Cund

Stn 0 Ok +1 Per +1

Attacks: Mone

Fal D Scak 0 Def 45

Body Levels: OK, Incapacitzted
Abilities: Ferodty 0

Powers: MNone

Vis: None

A Lark Story

The characters are leckad in fierce combat with
the forces of a most unnasural evil, sach as a great
Wy, a legion of undesd, or even the minicns of
ihe Devil. The battle wapes well men the lale hos
of the might, and when all seems hn::lp-elwss_:, a Lark's
call is heard over the baltleficdd. The Bird herakls
the coming of dawn ard salvation, and heartens the
good. Al lbe Dind’s call, Uw characlers” oppunents
shriek in anger and are forced to flee even before
the rise af the sun, I they can e waylaid unti the
51n shows its face, those lile g'n.-in | Tays dl,-,'ﬁl:ru}' the
hast of evil.

ALCYOM, the halcyon

Adovon 1 g soe bird thet leiches ffs young on the
shore, She bays her eges during the onldest Iil.iIIIﬁ of
winder aohan b waters rise fo their hiphest and crazh
roughly ageinst the sand. Yel, when the seq reaches the
Heloyon's cggs, §f calimts — aud event fhe chill wind (akes
A gertble mind fownrd the brd's young. Ther does
Alvvon st erd worm her 2ggs. ang cver the forteaght,
ghe hatches and feeds them. Sailars call thiz forinight
Halegan Dhays, ana during W thepe ave so fempesls, o
aduirse winds, net et @ Hde. The Halopon tsaches
that the gencrations Tourish wnder sdversing, ans Vil
ctem winter can bring kindness. 1l who sees Alcven's
newt von by ssaered fhad the enantny seowon weld be King
forhim.
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The Halcyom

| The T{aven

Nu n.nrlg +2 Enduring +1

Size -3

Str-1 Dex -1 Cun (0

St +3 ik 0 Per ()

Attacks: None

Fat +2 Soak +2 Def +8

Body Lewels: 0K, Incapacitated
Abilities: Ferocity (protecting offspring) 3

Powers: Mone

| Biee-3

Nurh]r:ng +3 Dr"]r-r!].-' +E

Sir -3 Dex +3 Cun +2

Sten +1 Ohk 43 Fer 42

Swioop: 15t +B Atk +6 Dram +1

Fat 0 Soak 0 Def +10

Body Levels: OF, Incapacilaled

Abilitiez: Ferocity (offspring endangered) 3

Powers: Mone

Vi Dvone

Vis: None

A Halcyon Story

The characters have a sea voyagre 10 undertake,
bunt winter climes are a constant hindrance. The
joatrmey is delaved repeatedly, but when Hme
becomes oo t|rht by alliar another ad;{}, the
characters are blessed wilh the nesting of the
Halowon, I clharactens don' D woderstamd e
slgmificance of this sudder calm weather, sailors
certatnly explain it to themn. Cwver Haloyon Leys,
the characters see smooth sailing. f any character
is particalarly religicus, she tnay pray on behalf of
the Bird, miving thanks for it blessing.

CORVUS, the ruven

Sahle az a mocnleas rz.'gh!, the Rever iz e Bird
expressing the pwrily of order. Innadire, Corvas dos
rob feed it own yeung unfl they shies the blockness of
ERir wdngs. Once ot accepts them, the Keven oversees
all its youny's needs wenti] they ngture fully. Sois the
Hermelic Orser; thowgh i swaits o recognize ifs viun, its
rewtrds are full, and ifs protechon complate. As the oo
of Cnevas s without hlemisk, sv showdd the Order he
umspotted; the myslery suggested in Corvis's dask e
represanle e ém;mnu!m&l’h'tj af the Dpdi s pﬁ:if@ﬂﬂp.&g
by the unindliated. 105 safd Hha! the appegradice of g
dapplea Corvus Giery vare inaend} o0 sign of prewl
dizirder and imyending conflict.

A Raven Story

While in mlr..red in a stary that thr-e-atens the
destruction of the Covenant or the Ohrder itself, the
characters mpm:a:ll}' spot a dappled Raven. The
Bird iz a constant reminder of the urgency of the
characters” agenda. Growing famaliar with the
Bird's sighting, the characters miy measure the
success of their task by the Bird. 1t might be
interesting to have a story appear to come 0 &2n end
— the villairs are defeated and order seems
restored — but the mollled Raven persists, The
characters still have business Lo altend to before
order is completely restored, Adter the group's kask
is fully acromplished, the dappled Raven turms
ebony.

COTURNEX,, the quatl

Yitten Ehe summer kas ended, Bren do the Gumls cross
the sea. Every flock fs led by one bnown as
Oirtyoummetrs fcrr the Chictl Aoiker), who fifes giemd,
distraching predators such a5 Accipiter, sven with her
Fife Thus dows the Cluall represent foresight and
socrifice, qualities deer fo the Order. Colurnix glsa
crrgrmey potsencus sond as foad, but yef it cafs o cat
— el delicionas! AN prwise ths small bt womdross
¥

The Quail

Self-sacrificing -1

Size 35tr 2Dex 0 Can 0 5tm 0 Qik 1 Perd
AHacks: MNione Fat 0 5oak 0 Del +3

Body Levels: 0K, Incapacitated

Abilities: Forocly (as a martym 4

Powers: Mone Vis None
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A Chuail Story

A character with a dilemmra, somehow in wnlving
selfsacrilice against another cption, ponders her
sitzation. She may feel ohliged to sacrifice harsclf
for the good of nthars, but is afraid ta or has other
canditions to consider, In wiighing her decision,
she spies a flock of Quail, the Mother of which fies
abead. When a Bird of prey appruaches the Mother
distracts it from e ock and ultimately grives
hersell 1o the predator. The character may consider
this vision a Divine message or may interpret it as
another sign, but perhaps bases her decision en the
sighting,

EFQPL'S, the hoopor

Tha Hoapoe has a large crest und cmarfully sariegaied
pluntage. Perlugps ao otiver Ried {oeds fust Iike ab. Wiken
the Hoopow perceives thaf its paresdis Hrow ol 1 preens
thetr fanlhers, warms them, aud Ticks Hheir eyes o resiors
their sight. The young Fpopus demonstrates nearly the
same gentleness with ts elidars that Hirundo and
Ciconda do their wrung, So the Hoopoe teaches the
yournig mensber of the Orider not anly respect for ks
elder, but tr serme those who hape have noyrisbed Rin,
P won all see old e soer Yhe wmosk foripnate? 17
Epavpus, without human reazon, g do sueh kindress,
all the more gindmess should the wise members af the
Ovrder siveee heir eliders.

The Hloopoe

Gentle +2 Respectful 43

Size -3

Strit Dex +1 Cun 0

Sm +1 Ok 0 Per 41 (46 to recopnize the clderly)
Attacks: Mune

Fat =1 Soak -1 Dl +4

Body Levels: OK, Incapacilated

Abilities: Forocity iprotecting the elderly) 5
Powers: Mone

Vas; More:

A Hoepoe Story

A character, prabably a greg, will: family nol far
fromn the Covenanl abandans hor kin and smbraces
buer new life, She mipght leave her tamily alter a
paicful argument or aller years of belieks disparale
Irom her famiy's. Huwever, now the grag’s

parents are dying and one of the character's
siblings comes to the Covenant. The characler’s
parents wanl to make amends. The grog may
refi to ga home, and while on guard ducy
watches a young I loopos lend to its elderly parTents
in their nest, The agred Birds dis as the grog's might
enuls, but she recopnizes Lhe parents’ happiness
with their offspring’s love. The character may
respend so to her family if the scene mowves her.

CALLUS, the cock

Callus synrbolizes magical vower, and
progansticitors frequeatl rond the Cock’s thnsrds 1o
ditine whether o person’s intended qoiions are wise. The
Covk's Emb, mirved with liguid goid, ave alza g remady
fer sickness. Gallus crorws Bheoughad the night, i
his call is hane o ewdl spints, Cockermr hag also beent
browen o guell slorms, soothe e antious, profect the
fraveler fromn accidestal e, and fo wsher (v the
morming star. Callus i e sustic man’s povler, and o
itome WD ong i3 mever an el place.

Eirds 31



The Cock
Noble +1 Deveted +1
hirg -3
St -1 e -1 Cuno+
Slem 1 Ciike th Per +2 (=5 (oward evil)
Beak: 1sl +6 Atk +3Tham +2
Fat +2Spak 12 Def 18
Body Levels: UK, Incapacitzted
Abilities: Ferocity {against evil) 6
Towers: Mo

Fis: 1 Vim, body
A Cock Story

Characters visic the rural home of a friend of
theirs, eme they haven't seen in some time. Perhaps
the characters are passing through and need a place
t stay overnight. Al least one of the characters
should be closely familiar with thiz friend and his
home, Slaying at the hoese, this character senses
some ivtangible changze that the place has
urdergone. The home owmer has in fack besn
corrupted by Tnfernal powers and arranges for the
dezth of the characters in the night. Tust prior to
his assassination, the character famdliar with the
hatie: realizes the change: thore is no Cock
crowing. As the home cvmer previously had a
prize Cock, the character reallzes scumething is
s dark powers ave at work. Tustat that
moment, the corrupted home gwner attacks, but his
victim is alert.

LUCIMA, the sightingale; HIRUNDO , the
sipallowe; and PLUVIA | the plover

All magi kaow the story of Pinlomela, raped by
Tereris, e wrfalihiul hustend of Procae, end o
Procne ix vERgeance slew thedr sox Itys exd seroed him
tor Tevews for dinner. In ligend, dunng Tereus's purst
of the sisters — Philomela and Procre — ihe Hiree
urdernaent transfermudions, Procie becose the
Nigntingale, sweek of song, Philewels the mute Swaliow,
and Tereus, e crusl Plover. Pluvia means meeping,
and tris Bird toaches the lesson that e abuse of power,
narticularly cver the weak and depandens, loads ondy fo
Fivter regret. The Plover iz an wghy, orucl Tuenling Bird
Hhat wof marely coies ws Jid Terews for o5 lost son, bul
ulso bears taar-drop muarkings o its plumage, only
shounmg iself when the weather weeps a5 wall. To see

tha Planer af amy other time is a vary bad omen. As with
Ulula, the jog of the sun’e light 1s toc great for Phavia,

T contrast to this exchitlersd Bird's grime plaindt, the
MNightingale's sorg, though very sad, is pleasing — ard
it is sud that the song &5 an wernal renembrance of he
mnoreni [y, whom Procne regrets haping slain. Thus
does [he Nightingale cherish s vonng as the Onder
shauld s members. Lucina is nigilant during the cold
hawrs of durkness, keeping her young warm with her
body and their hearte warm with her song. So should
the Order be encouraging in fts protection, especially
elder menbers towend e ywoumger.

Hirundo, theugh only able fo fwitier smutely (for did
not poor Philomele have her tomgue cut out by
remoyseless Tereus?), is, as a Bird, e same resourceful
one she was s & eooman. Shul auay and waable fo
speak. Philomela cleverly wove a dapestry depicting all
Tereuz's crimes and sprgpled it out o ber sister. Thus,
as Hirundo, the Smalfowr, she weaves her nests wisely,
foucr walls of straw keld together By sum and mud,
almast afways buill in the dwelltags of men. Thusz are
her yeung profecied from cruel predators as well as fram
wins qid rein. And poor Philowiela, deprived forever of
her Tavely vosce, derly protects the other senses of her
children. For # is well bnown that when young
Suwllows go blind by nature or accident, the mother can
restore their vision through 2 certaln remedy. fogeads
trarkh the eeebhyg wanferer lessons of frgalify and
cering thal Elrundo teaches us, Has ever one so silent
grokan g0 tEch fo miagt?

The Mightinzale. The Swallow, and the Plover
HEI&I‘L’.‘.J.E)I}’..{.-S ) =
Size -3

Str -1 Drex 42 Cumn (1

St -1 Qik +1 Per

Atlacks: Mane

Fat 0 Soak -1 Tef +5

Rody Levels: OF, Incapacitatad

Abilities: Feroclty (against unfaithfal lovers) &
Powers: None

Vis: Mene

A Bird Siory

When characters are ruled by their passions and
fight arongst themrselves, they may be reminded
of the possible repercussions of their behavior. As
they perform faul deeds, the characters realize they
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are being watched by the Nightingale, Swallive and
Plover. If they are superstitious or wary of signs
from higher powers, the characiess may realize
their danger and amend their ways, This use of
these Rirds allows the A X Storyguide to put an eod
to character bickering, proservivg storytelling,
withoul keeping players in line througl Swrymuide
intervention

PICA, the magpie

The Magpie's name weans “imitalor,” and frue fo s
nanie, this bird con mimic fhe moeds i Fears Burmavs
spest. But the Magpie is also bnowom as “Fhe chattorer,”
becmese s Lalk 3z not real a4 because il spresks
triceenantly, cnchanlsd with s cwn imilalive clroermess,
Thia smakes the bird easy prey for hunters, kuman and
wild, The Mayme renrinds the magus la speak with
discretion, and mindfully. The appearakce of a Magpic
oftew sigrifics deception — if not by fumans, then by
the Magpie itself, for Magpiss ars thisnes foo. and many
w coin has lned B ohatborer's nest!

The Magpie

Mocking +2 Coutious -1 Talkative +3
Size -1

Str -2 Do +7 T -1

St -1 Qik +3 Per Q

Swoop: 15t +5 Atk +5 Dam +1

Fat 0 Soak (b I3of 1+ 10

Body Levels 0K, Incapacitated
Abilities: Ferocity tmncked in retumn) 1
Powers: None

Fis: None

A Magpie Story

An enwmny of 8 MAELLS wanks to
knaw the magus’s lutest plans, and
enggineers a scheine ta use the
magus's apprentice ang the bestal
world against his foe, The magus,
one of the charactars, = interrepted in
his chambers or lab by the sudden
Intrusion of a wounded Magpie. The
hird hzag been burt in a storm and
cannot Oy. IFthe mapus docsn't care
for the Bird, the magus’s apprentice
does. While il heals Ul Bird picks up
bits of the magus’s conversat:ons,

Onee set fre, the Bird is captured by the
characker's opponent, who learns some of the
chiracker's plans through the Bird.

TUKTUR, the turfle-dave

Ling Bird's namie comes from her coalng. She i
Il't"lﬂ‘l.’.ljrl’.ll and (lermefic. Ty r'f;lrln'!' the e seosons she
inhabits mouniaivtops, sitfing near frach streams If she




sees @ Haiek, she dives underwoater fp save herself.
During the winter, Turtur hives in {he daliow trunks af
trecs, She protects her youny feom Welves by spreading
squuil] leswes pver her nest, which Wolues dislike. I all
things the Turtle-done is peacefil and gentle, as are the
best amom miagd, He wh b pisited by Turbur 2
pramised & percchal, cordemplalive sxistence. IF Hhe
magus lves alone, Wke the Dove, he will find happiness
in study Hrd the resllessress in olker magi demies.

The Turtle-Dove

| Calm+3 Gentle +3 Cautious 42
Size -3

Str 2 Dex -1 Cun @

Sim A1 Ok -1 Per +3 (+4 predators)
Attacks: Nomw

Fat ) Soak 0 Del +5

Body Levels: OF, Incapacitated
Ahbilities: None

Perwrers: MNone

Vis: Maie

A Turtle-Dove Shary

The characters find themselves dealing with a
dangerous Walf, or even a Werewolf. Baiting a
trap for the beast. the characters may reflect upon
the Turtle-cove and her wavs, By spreacing squill
leaves around an area, the chamcters may leave the
Walf ome means of ecscape once they hawe lured it
Lo a spol. With enly one direchon in which to
escape, the Wolf may churge hreugh I playing
right into (he characters’ hands.

AVES MIRAL
(EXTRAORDINARY BIRDS)

ATIS, the ber

These wonarous liftl: winged ones all Fee together in
one house, @ hive, cooperatively. Yo, they also uete
peale: then Raoe kings, they hose workers, they have
armigs. Like the Order, ey arrange for thear o king
ireely, ok casting wath Ioks or electing B Birougn
same pther pnfortunate formof chance, As the House of
Bowisagus eads the Crder, so iz the King of Bees
distinguished by natural signs, hiz sl aed appearoe.
Al the otk bevs {eeely chosse to work ander him, and
by, food, and fight are shared smomgst ofl. Thetr

Labor produces honey, @ sweet food lopsg v all of nature,
wnd iy mothing ill. Honey soorhes ihe throal, hesls
wiousids, and sy ever be faken for ulcers. The hive of
Apis, ton, is the product of his ;e industry, and
ihough bres work with @ fovous compefthon, He bee ever
does anything in malice. Though Apis can sting, he
does &0 only i defense, revenge, or for e couse of his
hivn — and @2 candinys should the magi of the Order be
in the exerciae of fheir owm sting! Did not Bonisagus
wherie these marpellous ores and fhence cotoeive the
Hermefic Code? The Poef writes:

Therefore doth heaven divide

The state of man in divers functions,
Setting endeavor In continual motion;

To which is [ixed, a5 an aim or butt,
Obedience; for so work the honey-bees,
Croabarces that by a rule in natre teach

‘T'hie act of arder o a peophed Kngdom,
They have a king, and officers of sotls,
Where sonne, like magistrates, cormect at home;
DOthers, like mwerchants, venter trade abroad;
Others, like soldiers, armed in their stings,
Make baaot upon the summer's velvel buds,

Which pillage they with merry march bring
hirne

Tu e tent-roval of their ermpeorar;

Who busied in his majesty surveys

The singing masons building rooks of gold,
‘Ihe civil citizens kneading ap the honey,
The poor mechanic porters crowding in
Their heavy unthens at his marraw gate,
The sad-ev'd justice, wilh his surly bum,
Lelivering oler b exccutors pale

The lazy vawning droae

€3, Chrder of kroge! Look te this iy world fo
wnderstana thine reent

Vis: ZCTEn, hive

A Bee Story

Magzi at the Covenant muast dedide ana
punishment for ar unruly, insubordinate grog —
one of the characters. The magi wisely decide bo
turn the grog irto a bee far a day o teach him the
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importance of order and respect. As
& Doe the grog is ordered around by
cther Bees and is gquickly taught his
place In the hive. Marvelling at the
achievements that crganiced Bees can
accemplish, the grog realizes that his
dizohedience is detrimental to the
Order, which is so much like the
sty of the Bee. This story coanld
be told while charactars partake of
anather story, or cougld be teld with
only the ane player. For added
inberest, the grog, in Bee form, could
alsn leamn of a plot belng lormulated
within the Covenant, a plot that
would shake the Covenant's
foundations. Having learned this
secrel, the Bee-grog must try and
commiricate the danger to the other
Charadters.

VESPERTILIOY, the bt

This croqture fakies i85 name from the night ard s
refuge front the dav. It 15 smromg the mos! unnaieral of
salure’s winged creations, kaving four Gimbs and sharp
teeih 55 well as wings. The presence of Vespertilia (for
e Bl iz J!ﬂni"]'}a eier seem alome) is aluseys @ sige of Hhe
presetre of eiil. Vespertilio bivngs forth its young ifoe
a5 daes mad, nof i ey we do Bivds, and o has

ofterfames teen thonysht thaet babe are Hie prnichad souts

af the corsed. Yospertilin also cling (o ome anather fike
lieks m o lirt of nuail, ard if the wpyrnesl one i
diziodyel, wl! the vthers ore scatterad, This Demonic
st embodies the weakness of evil fraferrities Pt are
trsed on hervarchy, and embodies the necessity for the
giorious Order's exfstence.

The Bat
 Malicions +3 Brave 1

Sire -1

Cir -2 Dex +3C1m 42

St U Chik -1 Per -2 (+5 af nipht)

Teeth: [=1+6 Atk 46 Dam +1

Fat BSpak +2 Def +7

Body Levels: O, [ncapacitated
Abilities: Feracity {againet the gimwd) 3
Powers: Nune

Vis: T Wim per 100 paces of wings

A Bat Story

A group of Covenant members are away from
the forlress on a uest to oot cat and destroy a
prwerful scurce of evil. The ramainder nf the
covenrfolk wait for a sign of the characters” success
of kailure. Then, nne night, a grog on guand hmr.s
the cries of ats withoul e Torless wa]ls iy
inwvestigation the grog fAnds the Bals behaving in
one of two ways. If the characters hove defeated
the evil, the Lats [all dead [romy the trees. If the
characters have been beslad by cvil, the Bats flurey
about in clouds, swooping down upion the g
and Covenant, gloating i the riumph of their
Kindric

AVES FABULAE
(FABULOUS BIRDS)

CALADRIL birds of mystical hmlmg

he Caladeis ars Divine Birds serdf by the Powers
That Be toond His most depoted servents who hare
fallen. The Birds are pure whils 204 b size nf @ Hervan,

with the curved besk of 1 Baplor. GF pure spredt, the
Bavds are om'_,r Fonrid Bin reglone of parity, perficuiarhy
fhraze of narsh and swn.

The Caladed are aise shy of heoranity and can only
be Pracied by the most skilled woodsmen. Iozsewer, 0
e be capidaeed, e Biad & of Bregspralle salue. Ha
bzo caeres mortal man of illxess, bui for ke Bind o
servioe ifs acf of peodil! i mmnst be eleased b grace the

Birds a5



sitzs cgnerr. The Bird cannet be tenred, brf oo be caged,
¥ muastrasied @ ooy way. if emplos ifs power Lo bare
raffier thes afs pormer fo feal

The Caladrii

Drivine Might 21

Secretive +5 Timid +5

Size -3

Cun +4 Per+3 Stn +3

Attacks: Nome

Fat #10 Dt +5 Soak +5

Body Levels: OF, -3, Incapacitated

Abilities:

Ferocity (mistreated) 5

Frvasiveness: The Coladeii avoid human
contack. Once ahunker has spotted one of
hese Birds he moaast make Track rolls ef 151 to
follonw it bo ks nest

Fowers:

Cure the Cursed Body, CrCo 25, 3 poinis —
The Bird can cure the ciseases of any person

that it chooses bo look upon. That persom must
be of purs hearl and good ntention thaugh;
the vilz do not receive the Bird's blessing,
After imparting its gift, the Bird st be set
Free bo fly in the noonday sun or is incapable of
curing again. The Scriphares even state that if
the Bird is not set free after doing its good, it
dies.

Curse of the ITealthy Body, I'eCo 30, 3
proimts — I the Tind chisoses to pointdedly ook
away from somoct, that person contracts a
lethial disease, like leprosy. This curse is
beyvond the healing of Hermetic power. Ondy
the forgiveness of the Lord can lift it.

Viz: 10 Vim, bedy. This vis cannot be used
againat the Dominion, nor far vile purposes.

A Caladrii Story

A dread disease has stnuck a magus ot 2 favored

Amiens, and the illness has been proof apainst all

Hermelic elforts. The Bird's power is described in

the Covenant library, or is brought to magi's
attontion by a local prisst, who is convinced that
the disenase is the Lord's curse on the pagans.

E.‘ir\ding, 1ok bo mpenlion gm’n]ng Lhe Bird's hel]:r, i

exceadingly difficult. For drama, the characters

cocowdier i diseased and dying Tord or peasant on

the way back to the Covenant, alter having

captared the Bicd, If the dying character is willing

ko sacrifice his hm]i::g for this other's, the Bird is

willing to heal the character in retum for his pood

deed.

CONDOR MACNITUDINIS TERRIBILIS. the roc
Eien less is kricien abwwt his legendary avian thae of

ihe Thoendx, The primary account of it comes fram a
frageent m the remaining journals of Benisagus, who
fes writ of i, “mear the gen is a certain bind of an

incredible magnitude, whom our countrymen call a

Eoe, which is able and accustomad ko take up, not

omly a man. but also a whole ship in her beak.”

Legends say fhaf tite commeon name for this momstrous
Bird s dariped from ile Life af the top of 2 mountatmeus
eliff amid that its aggs, when encountered, are mistaken

Jor faye bordders, Seincly (ke Bird musi e o losg Hime,

jor it 1z only oece or Fuidce {n @ generiation that ships

disappear, akoays i the sarly spring. Commoners sty

hat the Boc cneries off ships *o faed the crews to it

yeung, in fhe sarre manner tok a songbind §lls i85 ewm

yiung's mineths with grutueerms,
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The Roe
Magic Might 30

Size +7

Str+11 Dex - Cun -1

Strm +17 Chk +1 Per +3

Clawsg: 15t +10 Atk +0 Damy +24
{The Rox: is able to attack multiple
Largeds at the same Hme. Somply
imake one rall and apply the resulls

bo every chamacter wilhin a & pace
radius. )

Fat +11 Soak +20 [ef £

Body Levels: OF, 07070, -1/-1/
-1,-3/-37-3 -5/-5, Incapacitabed

Powers: MNora

Vis: & Andmal, body.

A Kog Story

The Covenant of Mepalitis, located in the
Novgund Tribamal, holds its annual w6 auction
Just after the ice breaks. Ships from Covenants
throughout Hurope jourmey to Nepelitis to bid on
this year's iis supply, As fate would have it, this
year's auction coincides with the renewal of the
Roc's attacks, A ship bearing vast wealth and
magic, bound for Nepaolitls, is snapped up and
carried off. Though the Covenant that owns the
ship lays claim ko its contents, thera is an Yevery
Covenant for ibself” race to the Koc's aerie Lo steal
the ship's contenls. O conrse, hose who gel Lo B
nest must contend with the Boc, net to mention its
young which have developed a taste for burman
flesh.

DINUS INEFTUS, the dedo

Didus has a huge, clumsy body and small, ivcffoctual
wings. Even running, i s sico, wed crompt 2 foed,
rarely dows of bother fo move of efl. The Dode is neture’s
warning to man: in feftened lassitude the gifts of life lie
dormart. Because of s gluttomy and ifs teck of
tndustry, Dhidus caxnot [Ty, s i was clearly intended o
do. Becauze i 5 slelhfulness, trusting, and indifference,
fhe Do mits b b slapgfiered. Woe to those who

wond only doke wht madgic rives! Woe lo fose wsho
trust biinadty! Woe to Hhise who are uumnﬂf:.rﬂ, unmrmg?

The Thedo

Maéic .L'i[i-ghr 20

Slothful +4 Doctle +4 Uncaring +4
Sive -2

Str +1 Dex -3 Cun -1

Stm -3 Qik -3 Fer -3

Attacks: Mone

Fal -3 Soak -1 Dt -3

Body Levels: O, Incapacitated
Abilities: Monc

Powers:

Cume of Complarency, ReMe 23,0 paints
— The Dedo causes those around it to becorme
cortiplacent st like it, In order to accomplish
any task a persor must fret make a St oroll of
124 vr be distructed from the task. IF any
actioms are saken to maove the Dodao from the
| characters’ vicimily, those elforts become
increasingly difficult as each fails. For each
failed atbempt bo move the Bird, the next
increases the 12 Difficulty number by 1. Those

distrarted go tn sleep, zo drinking, or
ptherwise “go fishing.”

Vim & Repo, body
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A Dado Story

A Doda takes up residence in or around the
Covenant. Covendolk fall into laziness within a
day. Only the most determined characters may
[ind the source of this complacency. Thongh the
characters may vy to scare the Dodo away, the Bird
is too lazy in move, regardiess of horror presented
to it. OF courss, the mare characters bry to remove
the Bird, the mare difficult il becomes to dispose of.
Clever characters may realize that efforts to remove
the Dodo from weithin the Covenant are useless.
Setore they tall completely into slimber, characters
may leave the Covenant and deal with the Dodo
from withaul its "aura of laziness.”

* PHOENIX, the phoenis

Perfups the Phoenix is merely a fegered, for since
Bonisagus kmself there have been no recordad sightings
of it by the Order. There is oniy cne such Bird, and
nabody koo whether i be walz or female. Phoenix iz
so called because of b exotic, reddish pusple enloring, Tt
i runoved to live in the Eact, wherce its legend camre,
bt nat even through magic has anyone boen sl 1o
locate if. This 12 becwwse Fre Phoeniy frzelf s
werderfuily magical.

TPhoenix lives for five hundred years, and ke i
begins to grow aged. # nalds for itself @ funeral pyrs of
bramches, rare dried logves, and spices. Settling atop if,
the Phoenix furns tnvards the sun and flaps its wings
fo collect the hoat of the sum's rays. When the Dhaenix
tecames bok us the sum itself, it bursls inte (Tame,
consuming bondy ane pyre, lraving only askes. But, from
those ashes. nine digs Lefer, arizes @ new Phoenix, as
radiant and miystertous as the one thef preceded it

Many miagd fuve begn knmwn bo seorch without fruif
Jor the Phaosenix, partacularly those ef the Howse
Flambea, whe revere it as their spoctal symehol. A
reaens of that House wha haz 4 wision of the Phoenix
s comes inke aslonndiny pooer, and it = belicred
Wt sy magus of that Howse who ectually encounters
Ihe Phaenix will, Fke 1, become ivtmortal. But other
magt. oo, hawe sought the Phoenix, for in a fragment of
& Hovr-lost riddle, greaf seceels seem promised to lim
wite discovers thiz mystical, legemdary Rird:

Eeauty, Truth, and Harity,
Grace in all simplicity,
Here enclas'd, o cinders e

A Phoenix Story

Traveling through the mountaing, the characters
LOTNE BCTDE8 AN enormnois funeral pyre, one which
could accommodate several wartiors if men were
bumed in it. The magi get a definite sense of magic
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in the pyre's ashes. Though they can take some of prTe ashes proves that they alight every Hme a fire

the ashes for study, they carmot take them 210 In breaks out at the fortress, B the time the

fact, the ashes are these of a “dead” Phoenix that characters realize what the ashes are from, much of
will soon be reborn, but it cannot be until the the Covenant may be in ruitis. Only by refuming
missing askes are rebarned. Thus, when the the ashes can the fires be put bo an end, and can the
characters get back to their Covenant, numerous Phoenix rise again. Though the characters nosr
inewplicable fires break oul. The fires may scom an know the dying place of the Phoerix, that

attack from other magl, but investigation of the knowledge does them [iltle good as e Bind

chooses another site for s next “death.™
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Pisees
(fish)

As Creation has put life and beast on the land, =0
too has it pul 1de and beast at sea, The mariner
knows well the dangers of ocean travel. Not only
must he fare wind and wave, but he must appease
the creatures of the sea lest they bar his passage.

PISCES MAGNAE
(GREATER SEA BEASTS)

DALATCMNA, the wiale

The Whals cets its name from ifs blowing walers,
The ferrmale Whale dovs niot coprlafe with the male, bt
concetves ansteed with the Musoalis.

The Whale

Slee +3

Sir +7 Dex 0 Cun +0

St +8 Ok +1 Per +2

Bite: Tat+% Atk +i Damage +14

Fat +8 Soak +17 Tef -2

Body Levels O, 0/0/0,-1/-1, 3/-3, 5/-5,
Incapacitated

Abilities: Ferocity tharpoored) 2

Vis: None

A Whale Slory

4 marauding band of pirates is riding a wave of
lerror that stretches the entire coastline naar where
the Covenant is located. The Covenant's supply

lines are cut by the raiders. In deaking with the
marandars the chamacters discover that a Whale is
in their employ and is the souree of their success,
Omee of the pirsles, a hedge wizard of sorts, hodsa
charm ever the Whale. The beast swallowed bail
the wizard Wil for i, s0 now holds the charm’s
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partrer ir its skmach, making i sulject ko the
mortal’s conunaml. The wizard thus has in his
runiral 38 weapon of great destructive potential. [f
the characters intend to restore their supply lines
and gwvercotne this non-Hermetic threat, they must
somehiow extract the pariner charm from the
Whale's stomach. While they’re in there, who
knows what —or who — the magi find

The Crovadile loes in the river Mile, wiere fs grines to
the lemgth of twenly ells or mure. Its teeth and claws are
both poperful. The teughness of its iide allows it (o
withstand most azsanlls, save that of cerfain Fishes, who
wsé a serrated fin {0 open the tender belly of the creature.

The Crocodile

Boeil 7 et

Str +5 Dex -1 Cun -1

St +6 Qik -1 Per D

Bite: 1t +3 Atk +4 Damage + 16

Claw: 1st +1 Atk +2 Damage +4

Fat +6 Dof 2 Scak +16 (underbelly +3)

Body Levels: OF, 040, -1/-1,-3/-3, -3,
Incapacitated

Abilities: Ferocity (hungry) 1

Vis: Mone

A Crocodile Story

A character, pretzrably a grog or
companion, in a southern realm is
separated from his comrades by a
river. There's no place be ford the
TIVET 50 FELINION Seeths imnpossible.
The river is alza the realm of the King
of the Crocodiles, an intelligent
Repiile that com speak. It approaches
the character and promises Lo carry
her across the river, without reward,
The King also promises not to harm
the character, and swears 5o on his
tail. Howewver, the King has
commanded some of his subjects to
lie below the water and wait until the
two cross. Then they are
commanded fo spring upon the
helpless human. Catchings the
character so, the Crocodile King keeps his word; he
daean’t harm the character. Wise characters forega
the Fing's offer while wily oues sccept it, and may
(ol the King into offering more protection than he
inbends.

DELIPHINUS, the dolphin

The Dolphin is the fasiest creature in the wafer, susily
ot racis ships and other zen crealures, Dolphins
samatimes gother to hear a song, o the songs of mmsic
playirg in the wind. [r combat they are courageous and
may sfrike feer in teeir opponenls. They wre alse the
must sl of crentures and Like nothing mere than to
hold converstation with martels who they tink worih
thelr time and equel fo their zits, Highly intelligent,
they kncwr evervthing aboud fhe sea in the aren where
they savim — nofhing occurs i thelir realm without
their knowdedge. Wiidle zome say that Dalpding werp
arre Faerig, east owt of Arcadin, others believe Lhem
magical croatires natwral bo our world,
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The Drelphin

Brava +4

Size 0

Str+2 Dex +1 Cun 42

Ston +3 ik 16 Per +3

Rasm: 15t +12 Atk +7 Dam +3

Fat +73 Deef 4141 Saak +4

Body Levels: OK, 0,-1,-3, -5,
[Incapacitated

Abilities: Ferocity
ioutnumberad) 4

Viz: MNome

A Dolphin Story

Travelling at sea, a character plays
an instrument near the stern of the
ship &nd is amazed to find Dolphins swimming
alomgside the vessal, lislening ko the character's
song. In fact, they begin to sing along with their
high pitched voires. This bizarre choir Ly et
on several eccaslons. Beooming used Lo the
Culphins and thelr sorg, the character is made
aware ol impending danger when the Dolphing
somg lurns harried

GLADIUS, the strord-fish

Pliny spweaks of the Sword-fish, whose beak is pofuted
like the swerd. The Gladius hutes ships of all ks, and
drives itz beak fato e side of swch tosink fhemr. 10 then
wrEnChes its nak ot of the ship, lesting o geping hole
behird, and drives its beak in et agur. When Lhe ship
fils Senk of swoines abosd ard smaps up all the morsels
thal are foosened. Tn this way it s ke the Gull that ilies
up inl fhe wir wath clams and drop them an rocks Bl i
ivider to eat the meat within,

The Sword-Fish

Size O

Str =2 D 42 Cun +]

Sk +3 Qik +5 Per 2

Beak: 15t +10 Atk -4 Dam +9

Fat +3 Dief +3 Sak +7

Dody Levels: OF, -1, -5, Incapacitared
Abilities: “erocity (toward hioatsh 3
Ve 2 Aquarm, beak

—.

A Sword-Fish Story

Marconed aboard a small boat, or out 1o sca
Invastigating a disiurbance, characters are attacked
by a Sword-Ish. The beast iz intenl upaon sinking
the small eraft and makes repeated soikes at i
The beasts sword may be fended off as if it were a
wodpon used by a mar, but attacks Frons bensally
the craft canmet be counlered, Clever characters
miay tevise a way to cease Lhe attacks, grabbing the
Fish's sword as it pierces the boat, and bashing it
out of shape so that the sweord canoot be retracted.
Maybe the TFish attacks boate because fshermen are
ta<ing mayrical Fish from the sea, Fish that are
rarely eaten by sea creatures, but maintain the life
energy of the coran. Teaming of this development,
the characters may be able te influence fishermen
to desis: from netting their newfound calch.
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PISCES MINUTA (LESSER
SEA BEASTS)

CANGUILLA, the eel

Tlee Cel s sawrilar o the Sneke. Anpuillia s hars of
resadd, e Becsose o Mhis slips [ram te grasp of amgone
trying o hald it Ifan Egl is drommed I wine, o
whe driek come fo despise such spirits and auwid thir in
the Future.

The Eel

Magic Might 10
Size -3

Str -2 Dex +2 Cun -1

Sl +1 Ok +2 Per -1

Attacks: None

Fat +1 Dl +5 Soak -2

Body Levels: 0K, Incapacitated
Abilities: Ferodity (archosing a ship) 1

The Eel Continued

Towers:

Ward of the Slippery Grip, EeCo 5, 0 points
— The Eel is difficult to hold given its slippery
bedy. Those astempting to grasp an Eel must
first strike it, and then make a Dex test of 15+
to hold oo, IF the ooll fils, the Bel aquiirms
Ioose ard is not huart by the attack.

¥is: | Cdrporem, skin
A Bel Stary

A characler with a drunkenness Flaw becanes a
Liabiliby to his fellows, wha determine todo
something about thelr friend. Wives tales speak of
the Eel as a cure for alecholism, Finding an Eel is
BASY, (KT H :.ain:hins it #s another matter ﬂ'rl‘lt‘el}*. The
catch condd become virtual slapstick, but e fun
etds when the characters report for duty, at the
Covenant, covered in mud. Though the drowned
Eel may pat the drunk off his "medicine,” it may
instill in him & taste for Eel, maybe to the exclusion
of all other foods. Tet's just hope the formner drunk
fen't the Covenant cook.

FCHEMNEIS, the remors

The Femona, despriv ils sl size, Polds greal power,
Appearing (i a large golden fish, it is difficudt to
digiinguish jorm other forms of sea life. Simply by
sucking kard, the Renmra can hold a ship rooled ir place
regardless of wind or wave. The Remora can be used
thualy to anchor a shap to a certain spof, ana stories hue
been fold af ko raptaims e wied s poter fo prevemd
their chipe from soiling over the side of the worid

The Remora

Magic Might 15

Sire -4

Sir -3 Dex +1 Cun +1 Stin +1 Qik +1 Perd
Attacks: Noowe Fal +1 Def +& Soak -2
Body Levals: Ok, Incapacilated
Abilities: Ferocily janchoring a shiph 1
Powers:

Anchor of Flesh, ReAq 15, U points — The
Remora can stip a ship o mov g, unless
that ship is magically prepelled and its Magic
Level excecids that of the Remora.

Visr 5 Rego, body
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A Remara Story

The characters are staging an assault on a seaside
cult. The characters approach by sea, and after
pilfering a magical object possessed by the culk,
spill harreis filled writh Feaeneae inta the harbor,
Thus, when the parsuing cultists man their ships,
they find the vessels moored to the water’s basin
Of couirse, this tactic requires that the characters
firsd acquire envugh Echoue, which may in iself
involve the siranding of many ships.

LUFLS, the pike

The Pike &5 o clemer Figh. When the fisherman oasfs
hiz nieks, the Pike dige up the cand and Fes within the
hale, T tars masmer he cecgpes aobection ard Bves on.
The vasdome of the Pike &5 comtained, thowgh, for Hiere
are wiber dripe which f does nof fenrn do aeoid, From
ihe Pike magi muy come 10 understand the weakness of
their Infernal enemiss, Though Infernol Bedngs may
itditad be clever in thetr prarsudt of the waar, theyy are rod
triely tise th hoce they corduct @ They understand
only thetr ooem game gred mags’s od tricks; they nan
never forelell whal magd il fry nexl

The Tike

Sire -3

Str -2 Dex 41 Cun 43

Stm -1 Ok +2 Par+3

Bite: 1st +4 Atk +3 Dam -2

Fat -1 Def +6 Sozk -2

Body Lewels: OK, -], Incapacitated
Abilities: Ferocity (successfully netbed) 1

Visz Mone

A Fike Story

The characters approach a river or lake and spok
a boy fshing at iks edize. The boy apparently has a
large fish on the line as his stick is deubled aver
and he's being dragged step-by-step towarnd the
wEkor S1u1.:lpn]!.-' he's pullm‘l in. The hoy clesrly
mepds re».;:'l.tl.ng. A p:are‘nt.a!l:.r—mirlded FTof may
save and befriend the boy. His father was kdilled
bweo years ago and he now lives with his mother.
Tlue oy and ds father used Lo go Ashing all the
tirne, and for years soughl the very Fike the boy
had hooked, The oo of resuming the chase clearly
s £0 the bay's nesw father Sgure, O, and by the

way, the boy’s father was killed by a local lord who
ocovets the boy's maother and won't leave her alone.

MULLUS, the mullet

e flesh of the Ked Mullet cocls the tust of those wha
fmgest it The Grey Mullet Foweser, is so named becauze
of s quickwess in e swaler. H laaps over The neks of
fishermen. The Mullst car be fownd i all avders, fuf £
prefers to remiain de rlose Bo the gir as possihle, for it does
tioh triely comsider itself a creature of the sen. This Fish
comthines fhe peecefuliiess of fne waler wilh the frechaes
of Hhe air. Those wre ead of 85 flests have Higir minds
pirificd andd their calminess restoved, Tt shoald alusnys be
fed £ angry men.

Crey Mullet

Size -3

Sr -3 Dlex +3 Cun +2

Strn -1 Qik +5 Per 42

Bite: Tst +6 Atk +4 Dlam -3

Fat -1 Def +9 Soak -3

Body Levels: OF, -3, Tncapacitated

Abilities: Ferodty (threatened with netting? 1

Red Mullet

Magic Might 5

Size +5

Str +7 Dex O Cun -0
St +8 Qik 41 Per =2
Biter 1st =7 Atk +56 Damage +14

Fat +8 Soak +17 Lt -2

Body Tevels: O, (10, -1, -3, Incapacitated
Abflitles: Ferocity (threatened with nettingh 2

Powers:

Feast for the Soothed Mind, BeMe 10,0
points — Bating the flesh of a Red Mullet
soothes the amgry mind oof the eater. That
person receives a Personality Trait of Calm +3
for one day after the feast. |Fthe character has
a Personality that's opposed bo Calm, like
Hostile or Violent, the score of that Trait and
Calm arc averaged, the Trait with the
remaining positive score still operating, bt at
that rew score. IF the eater already has 2 Calm
Trait, his is combined with the score offered by
the Fish,

Vis: Red, 1 Rego in fillets. Grey, none.
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A Mullet Story

A chararter in the Covenant is made angry wilh
the arrival of or recent acrivites of some cld
enerry. To act against that enerny would be
pulitically disastrous — maybe the new arrival is
niow A powerful member of the Order. Anyway, to
contain their ftiend, the other characters prepare
him some Red bullet. [F the hostile character
dizslikes seafood, the others may have to foroe him
Ereat. . .

SERRA, the flying saw-fish

When the Serra spots a shp, i laaps from the water
arnd spreads s fins ke seils fo cefeh the wing. i flies,
truing bo autspeed the safling ship, bul soon grows dired
and falls back inlo the ocean. The spprentice shouid
wloseliy evamine such behovicr; the sl steady conrse of
the ship iz better $hur the frenzied, erratic behawior of the
Sorea, The Serra efttimis elfecks o ship with ila -
edjred fins.

The Flying Fish

Size +1

Str12Dex 1 Cun 1L

Stmo+2 Chik +4 Per +2

Fing 1zt +f Atk +4 Darmage +6
Fast +Z Dzl +4 Souk +3

Body Levels: O, (/0. -1, -3, -5, Incapacitated
Abilitics: Ferocity (parsuing o ship) 1

Vis: 2 Auram, “wings”

A Flying Fish Story

& magus belenging to House
Yerdilius is trying to create a magical
device that allows its wearer to fly,
He has thus far studied the wings of
Birde, but cannct translate their
properties into his own experiments.
[ owever, when at sea, be =pies a
Flying Fish and is inespired in his
work. Rather than deslgn a device
that flaps hke wings, he realizes that
winigs which spread and sail are the
key.

" TORPEDQ, the clectric ray

Ta touch the Torpedo &5 dangerous,
SIF SRUH F‘I.ir.'y_ cousing Iﬂfu!jﬁﬁﬁ it he
arreanid by, Miagi toke note that cpen
swuzll thivgs caw hold preot power.
Lnmpary experimen ation with suck beings oan bring an
early end to ane’s Tije

Tlie Elecliic Ray

Magic Might 10

Size -4

S -2 Dex 41 Cun

Stin -1 Chik +2 Per +1

Bikes 1st+3 Atk -2 Dam -1

Fat -1 Dwaf +7 Soak -3

Body Levels: OF, Incapacitated

Abilities: Ferocity {hedd by largrer creatures) 1
Powrers:

Jolt, ReCo 20/EeAn 20, 2 points — The
Torpedo can paralyze humans and animals with
a jolt of eleckricity, unless the victim makes a
suocessiul Stm roll of 8+ Lo resist the shock,
Paralyzed wvictitns may regain their mobility

after making another Stmn rofl, allowed once
per Combat Round.

Wis: 3 Rego, mouth
An Electric Ray Stury

After creating his winged device, the Verditius
megus investigatos Farther into the realm of Praces,
intrigued by his previous discovery. Discovering
the shick of the 'Im‘lt:-'s.:lfrj, the magus manages to
itplate the oTgan that generates the shock. He
builds a sitailar ergan, only larger and intendad to
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power a device he worked on and
failed with in the past. Whether the
device operates as evpected with this
strange power source is another
question,

" PISCES FABULAE
(EABULOUS SEA
BEASTS)

ASFIDOCHELEOMN, the asp-turile
Aspidocheleon anchors figelf on the
suerface of the open sea, and les asleep fora
long bime. such that grasses hegin tn grow
e its back, Smiling ships often confuss if
for an feland, and andhor their ships to it

o oy o

R

Bt their cooking fires diziurl the great A .

n Aspid !
beast, 5o Hat i wakes and, plungirg info the mater o i = e Stur{ ke —
avoid the heat of the fames, pulls the ship's crew to a Fer years fishermen have known of an excellent
uyEery doom. spot ned far from shore, near the character's

Whan hungry, the Asprdecheleon openg itz mouth, Cavenart, at the place called Warlup Island.

and live the Panther, @ plensant arowa blows frh, Though the island is able Lo sustain life, that life 15
Larger Figh gre net aftracied, bul all smallor ones are meagre at best, no more than wispy grasses and
dvaton there, When itz mauth is filled with Tish small game. Howover, the magi realize that the
attracted there, it closes ifs et and devones the place swculd make an excellent locativn on which to
expand their Covenant. The island, obvicusly

it iems,
. — enouph, is the back of a sleeping Asp-Turtle. The
The Aspidockeleon question is, how much building is accomplisted
_SER +5‘ . = — Iefore e beast is awakened? Movement on its
- back fails to rouse it, bt fire will, amd it Ls
Str <8 Dex 0 Cun +0 approaching winter. . .
St +4 (Jik -2 FPer ()
Rile: st +6 Atk +7 Damage +24
Fat +9 Spak +20 Def +4
Body Levelz QK, 0/0/0,-1/-1,-3/-3.-5/-5,
Incapacitated
Abilities: Ferncily (when sel alive) 3
Vis: 15 Aquam, shell
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H[PPDE.H.M PUS, the sea-horse

Az ax Tamd, so ta the cen, AN matter of land creature
fizs its aguaiic cowntorpert, T shis, the Sea-Horse fas
the forepart of Hee orse, bt in all obher respecie 5 @
Fizh

The Sea-Horse

-51:1:-&' +2
Sir43Dex 0 Cun 2
Stn +4 0k O Per ()
Hoowes: st +4 Atk +4 Dam +7
Fat +4 Dt +0 Soak +7
Body Lewels: O, 0/0,-1/-1, -3, -5,
Incapacitated
Abilities; Terodty (threatened with
caplure) 2

¥is2 4 Muto, hane

!

A Sea-Horse Story

While at sea bored progs or companions realize
that sea faeries ane racing with the ship. The faeries
are driving coaches made of shell, that are being
drawn by Sea-Horses. Most of the ship's
complement undoubbedly rishes to the side, and
betting on the winner may commence. I one of the
characters has a particular penchant for Horses, he
may lean dangerously far overboard to get a good
look, When one of the walery coaches crashes into
the ship’s hull, the character falls overboard. He
imay teed rescaing, or may become involved in
some story involving the faeries.

" LEVIATHAN

O sea craptures, Leviathan i largest and mosd
peroerul, Leviathan's acales fit so tightly that no gpace
infervemes, They lurn all mabier of blade or arroas,
shngstone or club, it matfers ot His flesh is ke stone,
his hearl strpnger still. From his rostrls i3sues stears;
from Ris moulh, five. The sea boils ground kim. Mo
mazreer of ship oan withskamd oz dreagth. Mo maw can
kil Leviathan, for this can only be done by the Lord,
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A Lewviathan Story

Laviathen appears only when same being or
people has grassly pHended the Lord. The Dhivine
beasl strikes out against the person or people with
rhe intent of utter desliuclion. If the characters, are
rargeled by Leviathuan, glven their inherent siful
nakure, they are surely destroyed unless they can

)

Sea Heasts
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somehow mislead the beast, or can pay penance for
their sms. Allermatively, a people that the
characters have dealings with are subject to the
Lord's wrath, Leviafhan is dispatched against them
and oblitarates the folk. This cruel punishment
should be lesson enough to any magis in respect

higher pawaers.

LY
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1 amiliatae
(familiars)

In further detailing the relationship between
magi and the world of animals, Familiars, magical
animal companions, must be discussed. The
creation of a Familiar binds the magus more closdy
to the world of beasts; a thing to be devoutly
shurmned, as the pull of animal nature hurms the
mind away From the human and the cvilized.
Many still prefer the company of learned scholars
and magi of huwmanity, not the solace of soulless,
dumb beasts. Bat, nevertheloss, as so many of the
Order expend their energles in this animalistic
directium, it is iwcessary Lo delail the nature of
Famniliats and thelr creation. Gaining a Faundliar
requites the magus Lo commiit dme and resouroes
to finding the proper animal, Then four seasons
st be devoted bo changing the animal from mere
beast to magus’s Familiar

Merinita’s Familiar

' The firsi Samiliar was a Sin# b-cmm:l by Merinita

using the then new mapic of BUILLH.EL{S In the
beast, the magus caimed, was a kindred splrit,
whose thoughts and feelings, though animal, were
akin to her owne It was also known to Merinit
that seven magical cords bound the beast to her,
and that ils thoughts wers nevet far from her own
{and pr@summ':ﬂ:.' her thoughts wers never distant
From its). Fatehully, Merinita alimately
disappeared from the world, and her Familiar
disappeared shortly after her, entering into the
deepest recesses of the Black Forest, In recent
vears, many have claimead to see the Stag. As with
Merinita, no ome is sute if the Stag is truly alive cr
not-

LocaTion OF A SUTTARLE ANIMAL

Some in the Ceder claim that thene 15 fo way o
differentiate butween animals. Yet, even the lowly
swineherd can dlstiinguish one like-seening Pig
from another, and the most humble of shepherds
gives pames to the members of his tock. Unly a
handful of animals are suitable for use as Familiars.
These are the andmals that most closely
approvimate the ideal form of that animal; m come
wav, its qualities are near 1o perfection for iks kind.
Thesa beasts are generally more cunning and even-
temrpered shan their brethven, larger in size, and
suller from no inpary or Aaw. They de oot fear
humanity. These are all marks of the irherent
magical nature than makes the beasts appropriale
for use as Familiars.

Such animals are of course eare, and the magiis
who seeks 2 Familiar must undertake a great task
to find ome. The commen folk are sengitive to the
nalure of reasts, and may know af such an animal,
or perhaps even have one living amang them — the
prized Bull, the snowy-white Hawk that keeps the
fields Free of bice, or the mysterions Wolf that
drives away other Wolves and brings no harm ta
the nearby village. Commoners note these animals
and rernark upor them, and this news may spread
o the ears of 2n attentive magus.

Other magi use powerful spells to locate their
Familiars. Unless confined to a small area, Lthese
spells are generally useless. At best they corlmm
the zpproximats area in which ar acceplable
Familiar might live. Even if effective, 2 spell cannot
determine the exact nature of an animal, or
whather it is suitahle for a particular magus.
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An animal must be compatible with the magus’s
temperament. It is nseless for an impetumus
Flambeau magus to seek her companion in an
even-natured Hound. The beast’s magical nature
clashes with the emotions of the magus, and the
relatiorship between the rwa is flawed at best, and
at worst impasgible to maintain, Magpi who do not
with to waste their valuable Hme are wise ok to
hastily chocese their companion, bul 1o use patience,
and to overlook a magical beast if its nassre is
unbwelitting.

Omce the animal is found, it must accept the
magus. Mo Familiar may be taken by force. The
use of magic or physical coercion 10 take an animal
spoils the binding. The binding is madc easier by
the animal’s ease in the presence of humans. 1f the
leenperaments of animal and magus are similar,
they usually take a liking to one ancther. The
neral distrust fell by animals toward magi is
absent, although a magus with a blatant Gift may
experience difficulties in his relationship with his
Familiar, and the beast's period of acclirmation may
be exterded.

The magus must attermpt to attract Uhe beasl with
gifts al food, with courleous treatment, and with
plzasant speech. It may requise anywhere from a
few days to months of such treatment betore a
vompatible animal accepts the magus,

CWPTNING THE ENCHANITMENT

I'he mags begins the process of transforming
Lhe animal into a Farmliar by attuning its magic to
the magua's own. The animal’s undisciplined
innats magics must be carcfully contralled and
brought into lime, just as iron can be made o attract
irom if it is repeatedly tubbwed with a lodestone.
The: wiages must use faw or Animal ois in an
AMouUnt congmaous with the creature’s size. Targer
animals require the expenditure of more pis, and it
1= for this reason that magi usually choose smaller
anirnals, such as Birds or Cats, over larger ores,
sich as Horses or Wolves,

The harmonizing process does not alter the
magus, but it shapes the animal, which often
undergees physical change. e shifting of its
nnate magics are usually such as to make it more
likz a perfect specimen of its type; il becomes richer
and brighter in color, mare sound of limb, heavar
in mass and strength, anc ceoner of eye,
Crrasinnally this physical change mimics some

aspect of the beast’s master, such as the color of her
eves. [tis well known in all the scholarly writings
that a person’s nature is revealed in his physical
frirm, 20 it 15 not surprising that atl animal bent into
similar nabure may show similar shape.

The varation and enhancermert of the animal’s
indigenons magic allows it to gain the power of
primitive speech, which may not be intelligible to
anyone but the magus. This speech is more closely
analogos to the imitative chatter of the Ma
than to reazaned hivmen speech. Mevertheless,
speech is some expression of the animal's crmotions
and feelinps. Since the animal has no soul as does a
humnan, it cannot express any higler thoughts.

The magical alignment rituals require the use of
many Muto Animédl, Creo Animdl, Muto Mentem,
and Cren Mentem spells. A mapus unskilled in
Animdl may find his efforts wasted and the animal
unrhanged, or worse, ruined. A particularly
disastrous effort might lead 1o terrible results,
warping the animal’s innate magic, or throwing its
natural mental state inlo disaray.

 FoORGING T1HE THREE CORDS

Oince the animal has been properly abuned o its
magus, the next stage in the process Is to forge the
three cords that permanently bind the magus to the
Familiar. These magical ‘cords” have np corporeal
nature, although cne with the power e pereeive
such magirs may note Fheir presence.

The: first cord forged is the “gokden cord,” which
solidifies the link between the magical abilities of
magus and andmal. It is the most important of the
three; without such a link, the joining of minds and
phrysical forms is impossible, The cord allows the
Familiar to protect itself with its master’s Parma
Magica, and to uze the magios’s knowledge of
Forms ir. defending itself from magical attacks.
The magus bencfits From the golden cord, in burn,
with ar improvement in the sureness and precision
ol spells cast,

The second cord, the “silver cord,” connects the
two minds, The animal's intelligence is not yet
maised to the level it eventmally renches when the
precess is complete, but the cord provides the
necessary conduit for the the magus's intellect to
reach and improve the base aniinal nund. Tt is this
cabrd il eventaally allews the @nlmal Lo learn and
comimunicate mrawch as would a human. The
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Familiar is always able to speak to 1bs master,
though the strength of the cord determines whether
others may understand it

The silver cord al3o givea the magus calmness of
moiend s fortifies Lis wlellect, A magus witha
Familiar is better able to resist the vagaries of
emotion, is more perceptive of others” rickery and
deception, and is more adept with magical spells
which affect the mind, The cord may even allow
the Familiar to "pull back” & master whose reason
is overwhelmed by a more powerful firce.

The final cord, the “bronze cord,” tethera the
physical forms. This cord improves the animal’s
being, allowing it to age at the same speed as its
master, but the strength of the bond usually does
oot permit the animal to outlive the magus by more
than a fortnight, and many a magus is warned of
impending docm by the sudden death of 2
Familiar. The beast alan lends its innate strength to
the mapus, inaeasing his endurance against
wounds, sickness, sleeg, bunpger, and thirst,

As base Mesh o otten drags on the limitless
reaches of the intellect, 50 the brevity of the bronze
cotd limits the effacts of the other cords, The
Familiar mast remain within eighty ells (100} of its
mastor at all imes, or the cords” length is exceedad
and the power of all three conds lapse. Should the
wo regain close proximity, the brorze cord renews
its eflecls and the magical link is no longer
elsliucied.

It is impossible to say which cord is deminant
over the others, although she bronze cord always
limits the effectiveness of the other twao. [k
possible to make certain gemeral skaterments about
the cords. A magus who grows streng through his
studies may establish maore lasting cords than can a
magus who, with lowly power, se¢ks his Familiar.
In particular, as with the vpening rilua , thie arts of
Animal and Mentern are most imporant to
forging of the cords.

The strength of the rords Alaws [rom the
personzlities and abilities of the magus and the
animal. In some rare individwals, one or tThore of
the vords Is extranrdinarily strong,  With the gold
cord, this strergrh often resclis in incraased
understanding of 211 the arts, as the magus sees all
things through bath his own ar< the Familiar’s
percoptions. A powerful silver cord often results in
a Familiar with a peculiar understanding of human
nehavior, and a surprising mastery ol its master's

Familiars

languages, Lastly, the bronze cord often results
the strongest link of all, where magus and Familiar
van share the olher's energies in spellcasting.
Many mayi with a powerful bronze cord ¢laim 1o
he able to conbact thelr Famniliar across any
distance.

GRANTING A POWER

Thuough lhe concduit provided by the existence of
the cords, the magus spends anuvtler scasen
granting the Familiar a magical pawer. The earlier
alipnment of the Familiar's magical nature makes it
malleable and able to receive the il of the magus.
This gift must always be one that is well within the
mapus’s knowledge and power, and is usually
linked to his preferred or most powerful Form or
Technique. A Flambeau magus is likely to grant
her Famnuliar with the power to control flame. A
Chiaesitoris’s Familiar may be able to detect
untruthe or sense enxlions in others.

The granting of powers may alter the animal's
form, or exacernate previous transformations. A
Fox glven Perdo abilities, for example, would
hecome more fernedous and malicious than it
previously was,

Croemic THE ENCHANTMERT

The Final season is spent sealing the enchantmen:
that ties magus Lo Famdliar. At the cod of this
process, which requires three further pasns of v,
the twir are inextricably bound, There can be no
raversal of the procedure that creales and links the
Familiar to magus. The newly-made Familiar is
nearly as intelligent as its master. This ‘gift’ is
passed from magus Lo animal threugh the power o
172 bonding rituals, This mental be alse impresses
the character of the magus upon the Familiar, the
laller gaining some of its master’s habits and
rature, However, the Faniliar may develop
frivolous cuirks, unrelated to ik master, as a rezull
of the changes wrought upon it. Typical
ecrentricities include continual chatter, a penchant
foor collecting shiny but valueless irmkets. a Laste
for a particular and often hard te-obtain food, a
lnss of the animal’s Tear of fce, or adoption of
human habits such as the wearing of clathes
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Lnsoar. Cognoe

It is possible, though rare, to forge cords other
than the three regular omes.  In particular, House
Criamon is renowned for the enigmatic cord, and
many Merinitans take faerie beasts as Familiars,
tying the beasts to themsalves with a “faeris” card
Still others have disrovered new ways o bind
animals through experimentation,

BjoRNAER AND Famiiiazs

The members of Hows: Bjynaer are unable to
obtain Famillars, Given their animalistlc nahare, it
is at first nod apparent why this is so. Once the
nanere of a Bornaer magus is urderstood,
howvever, it is clear that this deficiency runs to the
very nature of their House.

To ebtain and alter 2 Familiar, the magys must
have a human intellect and e ability to impreas
hugnan personsdity and thought onto an animal
The magl of Bornaer have the blood of beasts in
their veins, to one degree ol impurity or another,
Thetr bestality is exacerbated by their continual
indulzence in shape-shifting and by their affiliation
with the animal nature. Consequently, they are net
of sufficient disparity from the animal realm to
farm he necessary linkage with a Familiar. This
deficiency is further proof of Bjornaer's degeneracy
and what may be considered unfitness for L
Order — it can be said Uiat they are not even
human enough o influence the mind of an anirmal,
and should be denied parity with untainted magi.

Non-Bjomaer Shapeshifters may have the same
diffirulty Finding a Familiar, depending on the
purity of thair blocd and the frequency with which
they indulge in their altered fomm. The “beast-
wizards” of Tx Miscellanea, if not actual
Shapeshifters, are fond of taking Familiars and
often find it an easy task. Though the practice of
taking Familiars originated with House Merinita,
the split under Quendalon saused much of the cld
lare bo be lost, so Merinitan magi have no more
tacty with the ritual praocess than their colleagues
n the Cnder.

 DEMONIC Farnnrrars

Fowerful diabolists cften demamd a LNNpaniuT
fromn Que Drark Powers they serve. The diabolist
need not enchent the Fataliar, which is not a true

animal at all, but an Infernal spirit shapechanged
inka the torm of an animal for disguise. These
Familiars usually resemble the most hideous and
tepulsive of creatures: Toads, vile Lizards, Snakes,
ar Rats. Occasionally, a Witch Cat is sent to
accompany the diabolist, giving rise to the legend
that Cabs are Domenie Familiars. Other animmals
often avoid Demonic Familiars, attacking viciously
ot fleeing in terror. A Cat or Dog will nel chase a
Rat thal is (v Fawiliar of a diabwolist,

The evil of these creatures is perceptible in that
they are much larger tharn others of their kind, and
much more hideous in form; they are often Tame,
dizeased, mpdmed, or possess an extra number of
limbs ot eyes. Demonic Familiars are also far mare
intelligent than a Hermetic Farmiliaz, but otherwise
grant their master simiilar powers and benefits,
And, they often have magical powers of their own,
which they may use independently of the diabolist.

The Demonic Familiar is a companion, but never
a servant. Its yoals are thnses of its Demonic master,
nod 1he diabolist, and it serves the ends of that
Fower first, its owmn second, and the diabolist’s Laat.
Many a Familiar has doomed its master by
undertaking, independent mischied, leading to the
dirlist's discovery and destruction by his
enemies. A false-heartad or repentant diabelist
may even be slain or betrayed by his Familiar,

Nota-1 [ermeric FAMILIARS

1t is rumored that magi outside of the protection
of the Cnder are ahle to have Familiars It is most
likely that this is a kinship or understanding
between one of animal blood and a beast, rather
than a relationship Between the true bond of a
Fenmelic magus and a Familiar, The scholar
Malachi states that he has observed instances of
true bomding between non-Hermetic wizards ard
animals. He weites that there is no single ritual that
allews the bond to form. Rather, the wizard
spends vears in contact with the animal in an effor
Ea bond with ik The wirard lives near the animal,
eats the same faod a3 Ik sleeps when its sleeps, and
follows its meanderings. Gradually, after the
anima) comes tr accept the wizard's presence, the
wizard slowly relurins o liuwean behavior, Lsing
Animél magles o communicate with the beast and
imnpress Fis naiure and inkellect vpen it. The
process is not 2ssured; Malachi does not tell
whether viz is required, though it is certain that
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mach time is mecessary, and that an interruption
may ruin the ritual or require it to be started all
OFET Agdin,

New Rules for Familiars

Tue Corps

Any magus who takes a +3 cord gains an
additional special ability, varying from cord to
comd. This ability, like other Familiar powers, anly
winrks then the Familiar is within 1K feet of the
'I'I:‘IEE'.'LS.

* Gold Cord. Al ralls wo study raw 1is areat +1,
as are any Lab Totals under which the magus
experiments.

* Silver Cord. The magus gains a +2 on die rolls
that involve dealings other people, as if the magus
haz the Empathy Ability.

* Bronre Cord. The mapus adds 1 toall
formulaic spell rofls, as the Familiar helps with
some of the physical straim of spells. Furthermeore,
if either of the pair is weunded (o7 othenwise
ad vorsely alfecied, such as Ty Ri‘!u?!l:l_,. the lher
knows of it ona successiul Ing roll of 94, regardless
of the distance bebween the twa. IFa 12+ is rolled,
some specific detail of the compardon’s bardship
filbers throwgh the link,

Unisuar Corps

Although rare, certain magi have been able to
farge mate than the three regular tes, This
Tequines a minimum Ammdl sooce of 15

* The Enigmatic Cord, This cord allows its
bearer a deeper understanding uf the wmysierics of
Mature, as bestowed by the animal Familiar.
Almost exclusively in the hands of House Lriamor,
this cord cannot be forged unless the magns has an
Enigmatic Wisdom score of 2+, All magi who
succassfully forge the enigmatic cond gain the
Vizioms Talent with 2 sonre nf 1 (unless they
already have ith, with the cord’s Lavel adding to
any ¥isions roll - These visions are much mare
vivid and urusual than “regular” ¥Wisions, and
allow a magus insiphes into the mysberies o waluee.
If the magus i able to solve a riddlz of nature with
BEongrnatic Wisdomm, ke gains 1 experience point

toward that Ability. Tt's up to the Steryzuide Lo
determine whether a riddle is successfully solved.

* The Faerie Cord, Cstablishing a bond 1o a
laerie crealure, o ipagus gains greater insight into
and uncerstanding of facrie powers. Binding
onesell 1o a faerle creature 15 very rare, and usuglly
only the Merinitans allempt it A magus must
have a Faetie Maglc score of 5+ in order to
successfully bind a faerie creature, and he must
create a faerie card of at least +1. Rare individuals
without Faerie WMagic, but with other strong fies 12
fasrie e bound faere creatures, but the situation
is very rare.  The cord’s bonus applics b any roll ko
urderstaned faeric creatures as well s to any roll fo
ender ur exil a facrie Regio.

In general, non-Hermetic wizards are tied to
their Familiars by cords similar to those used by
magl Heowever, these cords are almost always
i

* The Dark Cord. Banned o all Hermetic maggi,
this is the cord which ties the diabuolist b an
Inlernal spirit. Its score may be added to any spell
roll ihe diabolist makes, provided the Familiar
choases to sapport the casting,

= Other Cords. Other cords might be possible,
parl_icular]}-' when an Exceptiunul SUCECSES 15
achieved durlig Familiar experimentation. One
possitlity is Lo treat the cord bonus as an affinity
for and bonus Lo certzin spell types. Spell types
affected are based on the type of creatare the
Familiar is. Asa rule, irregular cords are much
mare personal than the standard theee, so0 any
cifect they have should be discussed Between
plaver ard Storypmide. Tindque conds are cominon
among magi Ex Miscellanea, as their magic lies at
the fringes of Heemetic Theory. Non-Hermetic
wizards have none of the regular cords, instead
Telying entirely oo vneesuwal cords of the
Storvguide’s design, although these cords could
have similar eliccts to the Hermmetic cords.

COMMUNICATION

The streng:t: of the silver cond often gives an
indicatinn of how nnderstarddable a Familiar is.
S0, acord wilh a score of 0 means that ondy the
magus can understand the Familiar's speech, while
a +3 cot gives the Familiar speech without
impediment ar faw.
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Wizarn's TwiLiGHT

A Familiar may attempt to aid it master in
resisting the effects of Twilight:

* Gold Cord, Tl guld cord doesn't offer
anything special to the magus, but because of the
recluced chance of a botch, the magus is lass likely
Lo go into Twilight, The gold cord borus shiould
also be applied to any botch on chances to contrel 2
Twilight,

+ Silver Card, The
Famniliar may attempt to
aid the magus through the
Twilight. On a stress die
+ silver pord score roll of
94, the Familiar is
sucoessful and the magus
may add 2 to his conbrol
rall.

* Bronze Cord, The
Farniliar can reduce the
mnber of Twilight Paints
gained by the magus.

Roll a stress die + bronze
cord score, with a -8
penally. IF the result is
positive, subkract it from
the romber of Twili 04
Points gained (bul points
goinod can never be less
than onel.

If a Farniliar banches it
attempt bty contril the
Treilight. it & drawn inlo the Twilipght, for better ar
wirse, The magiis also subtracts 1 lrom his roll to
conltol the Twilight. .-‘-"a.n:,.r Twilight cifect endured
by the magus is likely to warp his Famikiar cords, in
a way determined by U Storyguide.

lla

" New SPELLS

These spells may be used by a magus in his
gearch for and acquisition of 3 Familiar.

Ferceive the Cords that Bind, InVi 15
Mear, Tnst., Animil/Carporem

Setises whether or not an animal is someone's
Faruiliar, If its master is mear enough for the cords
to be stromg, this spell
also detects the murnber
and type of cords, and
bells whach is the
strongest cord. To use
thiz snedl, the caster
st Bave a score in the
Sonama] Form,

‘Ihe spell can also be
cast om a magus to
determine whether she
has a Famikar, but this
use requires that the
raster have a acore in
Carporem.

Mamre’s Bond,
ha%i 25

Rimal, Tanech, Sum./f
Moon, Animal/
Chrporam

Farst used by Fax
lenis of House
Flambean in a
Wirard's Marck, this
spell has seen ocrasional use since, For the
duration of the spell, all of the cord s bonnses are
doubled, and the cords’ effects reach out to a
!eague‘s distance. Botches of the spell are always
disastrous, usually resulting in the severing of lhe
conds, immediate Twilight for the magus, or worse.
Ti use this spell the caster musk have scores in bath
Carporem and Aniimil.
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WEAKNESSES OF OWNDG 4 FaMILIAR

O of the major weaknesses of owning a
Familiar iz that if the animal is captured and
ensorcclled, spells can be worked through il
directly at ibs master. Suchspell wse bypasses the
normal magical resistance allowed a magus!

With an Animdl requisite, the Hermetic spell
Crpening the Intangibls Turne! can be used in this
fashion. The zmimal does get its normal magical
resistance (based on its master’s Forma) 1o resist
becoming a madium, but if the anirmal's roll fails, it
becomes a spell-corduit.

Trowh L Ty
L= i ‘f‘
LV oot rrea

INEw FLAW

Thaugh many magi are ablz Lo allain Famdiars
and actually have (e, some magi are incapable of
gaining Familiars, These unfortunate characters
acquire a Flaw to reflect their inadequacy. MNote
that this Flaw does not apply to Bjormaer magi as
they compensate for lack of Familiars in other
WRYS.

No Familiar -2. Becouse of a flaw in the magus's
magic or nahure, it is impossible for him 1o create
the conds (hal bind magus and Familiar, Mo
Familiar can be taken by the magus.

.
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Familiars 117



R smnaly, g L

T—
LS A




e e e
R

T A o NI T
= 850 S S R s RE)

Chapier Ten:
Animatate
(Bnimaies)

Learned magi have aspire to many tasks of
exoeeding worthiness. Some have dared to wender
at the mysteries of The Maker ol AL Things and
The First Cause, who in his Omnlpolence gave
existence to the angels, the heavens, stars, clements,
animals, plants, metals, and sbones. Wise men have
decmed it possible to create as did the First Mover,
and have delved with the Aris Celestal into the
sublime arcana of life itself,

Hure we do nol speak of the wondrous
mechanical ardfacts of the ancients. Those
autemata, somatimes in the form of a mechanical
servant or animal, are oiraculons irdeed, as is
eviderced by the reportings of Luitprand of
Cremona. He withessod the mernvelous Throne ol
Solamnn which was displaved at the !Il'IpE]"La]
Court of Constantingple:

Before the Emperor's seat stond 4 2ree wiade of brovze
grided cver, whose branches were flled il birds, alzo
e of gilded branze, whick wtterud differenl orics, sach
ercording 10 its varying spacies. The thrane ilsalf was 5o
marvelnzely faskioned fhat at one moment if seemezd @
Yo sbrurture, and af ancther rosz high into tie air. if
was of intmnanse size and guended by lians, made etier of
bronze or of woad coeiered sver uath aold, who beaf fie
g with therr tails @ird pavsa dreadfel roar with
et meoth ool gutoering LORg e

Animatae

The Hermetic brathers of House Yerditius are
known for their manutachare of like marvels bt
pven thedr best cannot compare with this tale (rom
the ezst. However, no maticr hew cunningly
crafted or arthally wrought these magical machines
are, they ate mere teflections of e Creation. To
the Order's knowledige, 2 trie living being has
never been crezted, regandless of the illusion of Life
Tor exarnple, a brazen Lion may roar to Frighten
those who Lrespass, or may even attack fhose who
theeater, bul at all fimes the desipres of e
craftsman delenmine these actions, The construct iy
never capable of acting treely, for it has no truck
wilh wishes, desire, emotion, or even hunger and
thirst. The construck lacks the driving forces of life,
despite ibs cunhing appearance,

The Brazen Head

Related to iifelss automala, yet for more sublie in
their wwkings, ars the artfjacts oreated by mrgd, brough
i 2 semblance of life bry the wndl af @ somit. Cfien die
miagi wha produce such constric!s ensaary i athin them
the matfve force of an Infernal spivit and in so doing gove
torrest rial exisience Lo a dialbelfs consclausnecss, Many
ancierl souvoes recount sfories of peigsis possessed of the
art of making staties ard stone gods exdooad with
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wderstanatng and even the gift of prophecy. Here i
il even be valuable to nole Ut Pape Syloester the
Second, who was o called by mony a conjursr, had
pessesainn of @ Rrazen Head that revealed pacrets wnto
ham. Gerbert, as Sylvester wes kemwn before his Holy
appoimtment, studicd as  youth in the cities of Spain,
Barcelona, Covdolu, end Seviile where he learmed the
urts of mathematics, astronowy, theology, and other,
deeper matters. 1} 15 rumred that he even learned under
Moarish masters, whose heathen ways perwit
Investigations info matters unhealthy to discuss.
Gerbert's wisdom grew to sursass that of kis faachers
and ke became widely regarded 25 one of the foremost
scholars in all of Christendom, Thus it uas that
Esmperar Otto I took hit on as his perseval butor.
Gerbert's rise to exaliedness began with appomtment t2
Btshopric of Revenea, und culminated with appaisfment
ecr the Huly Seg i 993, Hewoas reputed o have
knoepledye impossitle to gain through natural megns
Sorie hawe even spoker of a college of the Black Arts that
ke set up in Kome. Sirce the Hermetic Order never
included Sylvestor i ats pumber, it &5 possible that o
rival Orider of great wnizdom even now resides in Rome.

The Brazen Head of Sylvester is slmost certainly in their
hamds.

The Brazen Head

Infernal Might 75
Int +7 Per +6 Prs +5 Com +5
Powers:

Reveal What is Past, Present, and What 1s
To Come, InVi 50, 10 points — The Head may
speak with anthority about great events. For
example, it has knowledge of the death of the
Emperor, or of the fall of Rome to invaders, but
not of something as mundane as tomormow
| eveting’s dinnet menu. The Head has its own
purpoases and reveals only what it wishes ta.
The Head is bound to its possessor. Though
the nature of the Binding, prevents the Head
from speaking untruths, il is extremely
aunnling in ibs choice of words and in what
detalls it reveals to its mortal charge. Only a
spell of extreme mught can force the Head to
speak if it does not wish to.

Impart the Urknown, InVi 30, § points —
The Head has lore that no mortal man has fully
divined and it may teach this knowledge to its
charge. The Head has knowledge of astrology,
malheinadios, and of the properties of magical
stomes and herbs. Tt also has knowledge of the
arts of magic and teaches any of fthese arts as if
it ware 2 book of Level 20. In addition, the
Head krows many non-Hermetic magrics. The
Head iz very willing to teach the disciplines of
summoning and hinding spirits and reveals
Rego Vim spells to this effact. Assume that the
Head knows all spells of up to Level 20,
despite its inability to casl thetn, und reaches
those spells if that action sults & purposes,

Mastery of Men, ReMe 30, 5 points — The
Head can confer upon its charge the ability ta
dominate all men. Treat the ability like the
spell Euslive the Morial Mind, Ars Magica, P96,
Mete that it is the Head which has this power,
not the charge: the Head doesn’l have to use
the power unless willing to.

Bind Spirits, ReV1 45, 7 points — The Head
has the ability command all Infernal spirits
with an Infernal Might score less than its own.
These spirits are constrained to visibilily -
they cannot hide by disappearing — and by
the desires of the Head's mortal charge. Tl
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Head does not allow the cha ree Lo realize that
it 15 the real sowice of this power, preferring to
lel ils pawn belleve in his own false strength,
leaciny the charge into temyptation. The nature
of its Binding prevents the Head from giving
direct orders to the spirits, orders must come
from the charge, whom the Head must attempt
to influence.

Drescription:

The Head is cunningly crafted of plain
bronze and is studded with joining rivets. It
weighs approximately 20 pounds and appears
to be 3 mere ormament untd, on close
examnination, its articulated jaw and cyclids are
discoverad. [15 eyes, when opened, tno power
on carth can open them wlhen U Head wills
atherwiset spill forth a sickly green Alame hat
smells fainlly of saffron. Ik voice hasa
powerful ring that inspires a chill in the

listemer. The Head is a masterful orator.
A Brazen Head Story

When bis temple was being built King Solomen
heard the complaints of a young boy who had been
plagued by 8 Demon. The wise King prayed t be
given power over this Deman, and so the Angel
Michael appeared to him and granted him a ring,
With it Solomon bested the Demon and called upon
the greal chief of Demans, Beelzeboul, who kad
command over him. With the power of the ring to
support him, Solomon adjured Beelzebau] with
terrible WNames and bound him into a work of
Bronze. Solomon was then able to use the Demon
to angverer queries and provide him wilh
km::-wl{dg:}_. but it was ctly his owmn tegendary
wisdam which safegnarnded Sulumen from the
Mead's Infernal wiles. Unfortunately, lasser men
have praved to lack this fortitude. Beelzeboul, in
the Heacl, has since passed from hand to hand
causing murder, envy, war, and unnatural erime,
all the while plotling the eventual destrustion nf
the: world.

In order to tempt and lead its charges astray the
Head uses its knowledge to bring its charge inle
possession of great temporal power. Along the
way its charge learns to trust the Infernal advisar,
and this trast brings about the charge’s inevitaiie
fall [rom grace.

Mandragora

There are also steries of st ranys manservants of some
wizards nol of vur Hermes brethren. They fashion {kese
crafures from the most strange of plants, and From an
unrziiral tustmg and binding of rags and boves stoler
fromm an unkallowes grave. The minands fake up the ron)
of the Mandrake plant, said 1o be the unfinished form af
a mah, and shape i by vile sorceries, T the roof's end 15
crafted an unceuth Maikin of sorts, kalf of the plant
ard half of rags awd splintered bomes. In ways of which
i s mit permitted fo write they draz wnio this form g
wile spirit from banighted Phalomian regions, and coercs
it imio Lifelong service. These evil crestuns, called by
gomre Mandragora and by others Manikin, are repded
fv huve pomer of Fascination, the power £ couse offers
#ot to prosper bed to pall inio misery and sadress, and
the pownr to diving fulure events, They ars also seid to
know of the virtues of flore and Lo be able fo teack the
altrivutions of the slars to their masters. The mosi
comummn wse of the Mandragora is g2 horesshold slae.

The Mandragora

Taerie or Infenal Might 10

Size 3 Stm+2Tnt 05120

Urarmed atbacks: lat +12 A% 18 Darn -3
Fat nfa Def+15 Soak +4

Body Levels: OF, -3. Destroved
Abilities; Ferocity (master eimlungered) 4
Powers:

Fascination, ReMe 30, ReCa 33, 5 points
By fixing ils targe: with ita eyes the Manikin
can hold the person enrapt and Lninobile.
Meanwhile the mind of the victlm goes
temporarily blank and even afterward he
cannet remember what happened, but dees
have the remnants of an evil dream to rouble
hiz spirit,

Find Herk, InHe 10, 1 point — [f told to
locate and retrieve a herb or zlant will cerlain
attribrules — with the power to cure fever, for
example — the Manaragors unertingly travels
b the nearest source of an appropriate plant
and returns with 2 desized quantity. Tf there is
no smrrce in the imenediate locale or if, indeed,
there is ne such herb, the creature declines to
take the trip. A cunning wizard pays ztrembon
to hierls Fetrieved and also to their location,
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The Mandragora Continued

aned t]-.uq becomes leamed inthe mﬂ?_b:el
(and Matumal) values of plants

Vism 5 Vim, body

Description:

The Mandragiora 15 a twisted mockery of the
hurnan shages, mude vf o shambiing
combination of dirty rags, plant roots and
sphintered humat boties.

A Mandragora Storv

A Mandragone 1s made by an evil fusing of
inanimate materials and a spirit of the Fay of slight
powars. This spirit behaves wickedly and delighis
in the pain of bumans abeout it. Who can say
whelher Lhis is the SpiTit's natural condition or the
result of lis tortuous warping by an unfeeling
matal. In vourSaga, the magical hetbs of the
Covvenant could be craftily stolen in Lhe dead of
night. The grag placed on guard is found asleep
and is aferwarnd troubled I'-y strange dreams, Ifa
mragas is ahle to capture the Mamdragona, which
sinle the herbs, whar does she o with it? Desteoy
il, releare the trapped spirt, or release the creature
and lolios it back to it evil master?

LiviNG ANIMATES

There 15, however, another <incd of constract,
made from the courser malerials that men shape,
These are the rarest and maost sublime of Arimates

Fi

||J

il
L

;ulm.usl I

for within them course the mysterious vigers of
true life. This kind walk their own path, are free ba
choose, and have wills of their nwn. Many of them
are writzen of by the anclents, These tales may be
retold here.

Foremost among all this ilk was Talos, the
Bronze CGiant of Crete. He s said o hawve been the
prosduct of the ceaft of Haphaestus, smith of the
Anciemt Gods. Talos was reputedly mghted by
Jasen, Captain of the Arges, when the man's ship
drew mear to the Isle of Crele. Talos threatened o
crush the ship with immense rocks, and may have
dome s if not for the intervention of the Witch
Medea. She prayed for the Hounds of Hades to
come and destroy the Ciant, and the bronze man
was made to gmx:—rhi.ﬂ' ankle, wlhicly was said Lo be
a vulnerable looas. Some say a nall broke his skin
and the Hquid tires that sustained him dramed
away. Others speak of a great vein which burst,
causing Talus o bleed to death, a5 a man would,
The actual manner of the Bronze Ciant's death is of
ro consaqence. THis the fact of his existence which
is of import.

Another tale of Animates spueaks of the sculptor
Pygmalion. Scornful wis we ol all woinen, and
determining never to marty, drove himself into his
art. Yet, the statue that he devoted his genius to

was that of a women. Tt frew ko such beauky that it
was mare likened to 2 maiden held still than a
construct of Efeless stone, Pypmalion grew to love
his wark as if it truly was a maiden. He offfimes
dressed it in delicate robes, took it gifts of
wildflowers, and caressed b as would
& maiden’s lover. Pygmalion wos
wielched, though, for loving his
creation as he did, it was ook alive.
Thus, on the Feast Day of Venus,
Pvgmalion supplicated the Goddess.
Wenus became interested in this new
kind of lowver and gml‘l!.ﬁj true life
unte Pygmahon’s coeation. He
namied her Calatea and hey were
married. This tale may be dzemad
true as the city of Taphos takes its
nae from the lovers' Aestborm sot.

Uther penp]e tman the Ancients
have their legerds of Animates. Lhe
sea wolves —the Vikirgs — of the
Morth havee Heir own grim gods,
whnse everpresent [oes are the
powerbul Giants, e one tale, Thor
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the Thundzrer challer.ged the Glant
Hnmgr.i.r Flint-Skull to 2 Holmgang, a
duel Hrungnir had need of a saoond
and g0 he and his brathren
constructed a piant amoeng Clants,
out of clay, that was nine miles long.
A the Glanls could ol [imd a hunan
heart of sufficient size they anirmated
their creation with the heart of 3
mare This bestoweed upon the clay
Giant, whom they named Mokerkialfi
{Miztwader), a measure of
cravermess. Wistwader's life was
shiort indead for soan in (he battle
Thor's second, Thialfi, attacked and
killed the day monster with a a}'md-e.

S0 alse doe the Jews kel tales of
creatures wroaght from the lore of
their maost learned Rabbis. The
greatest fzat to which a Hebrew magician aspires is
that of creation. It issaid that Demons and magi
canmol actnally create it ofily assemble already
created, but umased, primeval matter, This leaves
thie actial act of e ceeation, or Genesis, o Cod
alone, Iowever, itis said that 2 second method of
creation utilizes the manifzst Laws of Creation —a
set of oral magical raditions saud 1o have been
passed down from the Beginning. In utilizing this
mysteriows means of creabion certain Rabbis are
told ko sit every Friday in comtemplation.

These Laws of Creation are spid to be related to
the Ealy Letters of the Names, by which the
uriverse 13 said o have been creabed. The JTewish
mystes therefore see their acts of creation as anes
of devotion, rot of pr.idi-*. and forbidden magic (as
righteous Christians de). Some of them are
rumored to 2ven be masters over 1he power of
human life itself, and can craft beings known as
Golems. This word likerally means shapeless nr
formless malter, referting to the clay from which
the beasts ane formed.

Liponimmernse pains, fesw Hermetic magi have
grasped the secrel knowledge of the Golem?’s
construction. The creature is to be shaped from
virgin clay found in a mountainous place where no
tan has ever dug. 5o was Adam the firat man
fashioned of clay by the hand of our Lord. A
lemgthyr series of incartations, rumored to h-:
comprsed of “the al phabets of the 221 gates,”
recited over wach 1[1I.]l"."]l.].L:I.nL|ll." soulphed urgan uf Eheet
ik human bady. The crucial cletail, vital w the

creabion's andmation, is the inserbon of &
parchrment beneath the construct's tongue, or the
carving oo its forehead of the secret name of God.
These crucial elements esstow Life.

The strenglh of these creatures are legendary and
a3 Urey age Lhey grow incieasingly more powerlul,
Oflen they are used as servants, laborers, and
PrECGeTpers. There is at least one tale of a Golem's
employment a5 a warrior — a defender of a Jewish
commmunity. Such z foe would indeed be fearsome.
As Colers age their seillful natures also wax until
they can pose a menaoe even unta their creators,
and run amock reveling in destruction far their
own sake Rezardless of the dangers posed by a
construct filke the Colem, the dongers posed by o
rival Crder that con create such a being are far
e Empsing. Fur tow long this fureit;n Chrder hias
worked under the nese of Hermes's magi I the
Urder of Hermes is to detend itself against the
lewish cabalists, the Order’s brethren must devote
rore b their shudy

Golem of Rabli Yelva

Rubbi Yeivw fushioned the Golews enf of clay tmprried
fram the legerdary Mouwn: Horeh, Hiz desive was fo
feshion a beaut _i':u:]' near perfect inaividunl, This, ke
rrafted it woith a face awd form stricliy fis men. He also
Irigd fo imsiall ot with h"::.:fn:lm 190 o -ugvd' QIFRTIRCE,
and sirengil via @ muscuior appearance. He further
wished e mstill a foze af the Lierd int the Golem by wsing
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cloy from: the Biklical Miunf, where Moses faiked unth
Ceod. His efforts sitcoeedand ro mare than anyene else's.

Yeiva's Golem

Magical Might 35

Size +1

Con O Per (1 Str +35%m +5 Pre 0 Com 0

Drex =1 Ok +1

Tist st 45 Atk +4 Dam +13 Fat +10 Def +3
Soak 1%

Body Lewels: OF, 0,/0,-1/-1, -3, -5,
Destroyod

I'owers:

Rise of the Magical Might, Re'Vi 3, 0
points — The average Golem bESiqu. writh a
Magrical Might of 35. For every other theee
seasong of the construct’s exstence, it= Magical
Mighl ncteases by T point, tea maximuom of
ol

Rise of Bodily Might, ReCo 30, 0 points —
All of a Golem's Characteristirs hegin at (&
Every other three seasons, alternating whith Risg
of the Magwoel Might, one Charactaristic is
improved. A ceiling of CungPer +3, Sir/Sim
+10, P're/ Com +1 Drex/Qik +3 may nol be
eaeeded, This growth resules ina
recalculaton of the Golem's comnbat stats (Base
Fat 45, Base Soak +14, Sase Fisk 44 /43 4111).

As it grows i power the Galam also
Decomnes strong-willed and wch less
cortrollatle it receives o Cun roll, against a
value of 14, to resist commmands).

Vis: 15 Vim, body

Description:

The Golem is a tall, imposing figure soulpted
a1 thee formn of a strongly muscled, old man.
The clay figure is sculpted with rough peasant-
style pants and sandals, bul is naked [rom the
walst up. It has a mid-length beard and
receding haitline. The whole is crafted ot of
pure white clay.

A Golem Story

Yeiva's Coletn was at first a pleasant servant,
Elacly taking sacks set for it. With the passage of
years it became more and more recalcitrant, and
Fermidainly streng. Evencually Yeiva became afraid
of his creation, and it tesponded bo his fear by

becoming increasingly wary of him and other
people, Then in the dead of night the Golem fled
from its household into the wilderness. As Yeiva
wAz too old o fallew, he used his influence to
rouse a troop of men to hunt the Golem down. Tha
first mamn to discover its cavernous hiding place
was brutally muardered, and in a sudden rush the
comstmact realized its own might. The craature
became imtoxicated with s own poswer and set out
o avenge sl on those who i felt had wronged it
Mot of the men Inuobmg: it reburmed.

Yeiva was devastated by this turn of events and
in sackeloth and askes set odit to do what the
younger men had Failed ko, He sought the Golem
in the mountains and fell upon its hiding place,
The CGolemn was ferodious and made to break the
venerable old sage o pieces, Tl when he was
drava close Yeiva snatched the parchment scrap
trinm the Golermn”s mouth and the breath of life
departed from the being, Yeiva died of his
wolnds, still clasped in the Golem’s imimohbile
artig. Wewks later the people of the village came
upon the scene of the tragedy and in fear relled a
great stone before the mouth of the cave. Some say
the two seill rest there.

Hariigncualus

Some: mags of the Ordar have dobbled tn mathods of
miaking their ooon artticen ween, of wihich one method
actuelly stmlar to these wsed Fy Hedge wizards. Hedge
unzards hawe lang knowog of the Mandragora, sbricn
rhest mice frome the Mindrake rood. Buf, there sre also
iegends af Mandnake roots whick, whﬁrtﬁ'd' hand, g.ﬁ.irt
e valition Lo meve abwst and parbaps ever think Treely.
Fuch a croabure is knotwn as the Homunoulus, and i
Faw, not magically alive. There are further tales of
Hﬁdg.rt:-imnf.—: wateyr fene Terned for ploce dn wnnared
subshince tn | duety e o spaen @ tiny Burman being,
miech itke a fetus. Flormbly, f 5 the blowd of the pery
wrizard that feeds the creature, The Homunoulns may
rrputadly gramy b near adulthond By this feeding, bt the
monel osity's education is laft Lo the wizard alone, and
tls matter must b delicate tndocd!

L o the Homuneulus's need for educatioe if {3
dontbtful thet ihes prodact of Hedge wizandny & the sone
i itz Mandreke cresture which Hermebic magialzo
term Homuneoulus, True, both mames mean “Tittle,”
wihich can easily be applivd fo boil. Howeoer, the ting
creafed by members of the Onder 15 veputed 1o be exrtively
a crafting of the lak and bears Tiftle resemblvace to the
plaed fuivg, aiteer e (5 need for blood,
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The Hapmetic Hornanetlis wust Be crafted by o
epgcial ritual calied Crafting the Wizard's Child | see
belen,. The Homunoulus is for all inlenis 2 srall mer,
perfeckly formed with unigue faatures, thet develops o
personality and life all # cam. Te essence the creating
rags credes howsell a child. [t s @ free-nilled heing
wuhor Torrniz 2Kills amd Enomledge as wwould a cld. A
Homunoulas moy miae learr magic. The only sfandard
featsire of this fype of comstriact s ils greet curfostty — &
souree of @ lot of stery meterial. Haising 2
Humnumouhas i a Mfedong commitment, much ke
ey g child. ¥ does, howrever, e dangers all its
O,

nfa, Sam Perm. Ritual. Mentern, Vim

This ritwal allows for the creaton of &
Hrancubus, Cne point of Sam must be spent
permanenity by the magus as he must feed the
creature regulardy, IF the spell™s casting is botchaed,
threr creativa atternpt fails, or altemmti vy suceods,
Trut e Hormeneuhes exists with an ugruﬂu elifFerert
leomn Ehve maggus’s The creaticn of a Aomanidies
requies 24 Vim, whiclearve Jost if thee spsel] Tails i
its imtended use.

Crafting the Wizard's Child, &GCo 75 |

The Howoreu s
Magic Might 25
I 1 =te-1 St 42 Per 4.2 Corn +2
Prs 0 Drex +1 Ok +1
Curious +7 Gize -2

Attacks: by wespan typs

Hands: 157 +4 Atk +7 Dam+?

Bite: st +4 Atk +4 Dam +2 Fat +10 5pak+5
Dref+15

Body Levels: OF, 1/0, -3, Destrayed

Vis: 5%im, body

A Homoncuhis Story

A Hedpe wizard approaches the Covenanl with a
request to join the Order's manks. She offers much
that the Covenant’s magi may leamn in the way of
Fer owm power, so ber acceptance indo the Chrder
does nut benefit the wizard alore. Though the
mingl may be wary of the wizard at fiest, she
hopefully wins their trust in the long run. The
truth eof the nulter s that e wizard inlends 1o
garner &5 muck: information as possble Tom the
Covenant and then leave. "la help bes :n her
acquisiticn of secrets, Lhe wizard utilizes a

_l‘
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Homurcielius which she created before approaching
the Covenant, The little man speake aronnd the
fortress at night, learning what secréts it can. With
knowledge gained by the Homuneelus the wizard
could not only blackmail the characters, bt IM}'bE
destroy them.

Bven the magical Animates who remin a will cf
their owm do not have souals as men do. Like
animals, thev have will, motion, and vigor, bul they
cannol aspire unto salvation. The Holy Spirit
cannot Al them and they are nok connted among
Cod's children. Because of this they fit more into
this Book of Heasts than they would a book on the
Faces of Man.

(M the Animates who have tree will, all have
something in comiman. They have either been
touched by some God or have been granted the
lifeblood of another — life does not come to ther
by natural or naly wavs. Talos the Bronze, for
example, was crafted by the smith Haphaestus,
while 2 Homunculus requires the Tlownd of its
crealor. This wuth validates the theory that though
Ll Ay asfrive o creation, the ineflable pawer of
life 15 boyond even the greates. of mag:. Itis in the
hands af the Loed,
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