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- Chapter 1

> Introduction

e Greater Alpine covenants are
models that some Hermetic magi
view enviously. If peace is the mea-

sure of success, the Greater Alps is the most
successful Hermetic tribunal. Since the for-
mation of the first regional tribunals, these
covenants, strung along the mountainous
spine of Europe, have avoided pitched mag-
ical battles. Without the disruptions of war,
the seven Alpine covenants have been able
to focus on the development of not only the
art, but also the culture of magic.

Saga Guide

Alpine Hermetic society is designed by
powerful magi, for powerful magi, but sagas
for just-gauntled magi are supported through-
out this book. This section contains ideas
that can be used to link new player characters
into any of the covenants given in the later
chapters. Each of the covenant chapters has
an insert that contains ways of incorporating
groups of young magi into that particular
covenant. The geography chapter describes
several places where a band of brave and cun-
ning young magi could found a settlement.

Adding Covenants

This supplement assumes that there are
seven publicly known covenants in the
Alps, each of which can be made up of
chapter houses. Chapters houses — “chap-
ters” for short — are geographically separat-
ed settlements that are bound together in
law, but negotiate their relationships much
as independent covenants do in other
Tribunals. If you want to use the Alpine cul-
ture, but want to leave it at the door of your
covenant, use one of the blank covenants. If
you want the space to design your own set-
tlement, but want elder magi hovering in
the background to generate stories, then
design a chapter house.

Two of the seven official covenants
haven’t been described in this book —
they’ve been left for you to design. The
number of chapters isn’t fixed. The regions
of Carinthia and Savoy are particularly suit-
able for Hermetic settlement, but if you
want a site that one of the current
covenants occupies, then just move the
sample covenant to somewhere with the
same land type.

Close Family Ties

Some of the chapters in the Alps draw
all of their members from a single Hermetic
lineage. The Close Family Ties virtue could
be applied to this situation, and gives the
characters a reason to work together and a



cluster of supportive non-player characters
with whom to interact. If you use this
method, the ‘family’ will be an ongoing
source of stories in the saga: magi trained by
your parens’s parens will ask for little favors,
their filii will need to be extricated from dif-
ficult situations, and enemies of the senior
members of the lineage may target their
younger filii. This style of saga works best for
those Houses whose members have a broad
variety of talents.

The Patron Virtue

This virtue, when selected for a new
magus, implies that he has the support of a
powerful figure. In negotiation with your
troupe, your character’s patron can be
defined as one of the leading magi described
in the covenant chapters. The character’s
place in the Alps has been secured through
nepotism. You have a place, but you need to
work hard to earn the respect of your peers.

The Heir Virtue

The rulership of some chapters, or even
one of the blank covenants, might be passed
along a Hermetic line of descent. Characters
with the Heir virtue might negotiate with
the troupe so that they will, one day, have a
free hand in the running of an Alpine chap-
ter house. In this style of saga the player
characters may live elsewhere until the heir
comes into his inheritance, usually after the
first story arc in the saga.

Older magi in the lineage can shame-
lessly manipulate heirs with threats to desig-
nate someone else. Many stories can be
linked by demands that they prove their
worth, learn how to govern their ancestral
covenant, or ingratiate themselves with
neighboring covenants. Ancestors can
throw together unlikely groups of heirs and
servants, then insist they stay together, giv-
ing a rationale for diverse player-character
groups to cohere.

INTRODUCTION




General Index

Aareschlucht 97

Adrasteia 46

alcohol 34

amaranth 14

Andru filius Astrolabe, primus
of Jerbiton 82

Angela filia Constance 87

Antares 52

Appenzellerland 97

Athena Alpina 45

Augsburg 111

Augustina filia Ragoneda 73

Baden 97

Baker’s Day 26

Balbina filia Havelock 69

barbegazi 103, 105

Basel 97

baths 98

Bavaria 111, 120, 122

Bavarian Common 44

Bean-Spitting Day 24

Beloved Enemy 51

Bergenland 113

Berne 98

Black Lineage 86

black quartz 54

blizzard demons 107

blood of the Sun 100

Boot Burning 26

Botzberg 98

Bronwyn filia Astrolabe 88

Capra filia Bullfinch 59

Cara filia Sigurd 70

Carlo filius Innocu 58

Carmine filia Susannah 92

Cato 46

Cave of Twisting Shadows 29

chapters 10

Charlotte filia Lupina 58

Childermas 27

Chloe, Minstrel 91

Church 15,93

Circum Perfico 36

Cirque d’Annibal 99

Constance 98

Constance filia Frederich et
Vortimer 84

Copper Rooster Inn 97

Crucifixio 86

crystals of Montjoux 54

cubic fluorite 54

cuisine and banqueting 91

Cymena the Redcap 76

Dachstein 114

Danu 113

Danube 111

Darius filius Yannes 33

Days of Trembling 23

Diedne 99

disorder 15

distaff 70

Dolomite 114, 115

Domleschg 99

Dragon of Brand 111

dragons and dragonets 106

Eastern Marches 113, 121

Echo filia Gribbinus 33

Eginhard 62

Einsiedeln 100

Eisenstadt 114

emeralds 116

emigration 16

Entisimon 52

Esther filia Gribbinus 33

faeries, Jerbiton view 94

family law 11

ferns 100

fetiales 23

Fingerbone of Cyrian 86

fluorites 54

follies 100

Fortuito filius Circum Perfico
34

Francois, Blacksmith 90

Fribourg 100

126

Frustration Week 23

games 27

Gardens of Valnastium 93

Geneva 100

genius loci 40

ghosts 40

Giselle filia Bertrand 59

gnomes of Pilatus 103

Grazia filia Natura 87

Gunther 38

Hagen 38

Hannibal 99

Heiligenblut 102

heir virtue 5

Hera, Autocrat and Chatelaine
37

Hermetic law 9

Highest Aspiration 18, 44

hoplites 13

Hubert filius Lorenz 67

iaculii 49

Icy North — Motherhouse 43

infernal bridges 108

Ingolstadt 15

Interlaken 102

Jacinta filia Nicoli, Archmaga
52

Jane, the Fifth Primus 38

Josephine, Chef 89

Juno’s Spire 51

Jura Mountains 96

Kalliope filia Bibliophilus 88

Kamilla 62

Katrina 50

Kentigern 47

Klagenfurt 116

La, primus of Criamon 32

Lake Constance 50

Larta Magi 89

Latrunculus filius Aurelia 35

Lausanne 101

law

family 11

Hermetic 9



peculiarities10

Legion of Mithras 14, 102

Leviathan 121

Liberalia 23

Library of Valnastium 88

Lickstone 77

lictor 14

longevity specialists 64

Lucerne 103

Lukerbad

maps

Bavarian Alps 112

Eastern Marches 115

Tribunal of the Greater Alps
7

Western Alps 101

Martigny 102

May Day Eve 24

Melk 116

Midsummer Eve 25

Midsummer Fair 17, 24, 44, 56,
66, 103

Miklos filius Kosma 59

Mircalla 45

Mittenwald 112

Mons Voctieus 98

Mont Blanc 58

Mont Joux 54

Mount Pilatus 103

Munich 112

Muscaria filia Darius 35

Muse 92

Narrative Map 75

octagonal fluorite 54

Order of Miscellany 13

ostracism 12

patron virtue 5

Paxon filius Valentin,
Archmagus 68

Pellam 38

Pennius 54

Peonn 54, 56

peril of excellence 36

Pfeffers 101

Phaelene 38

Philomena filia Rafe,
Archmaga 67

Pierres de Niton 101

Pietrine Lineage 51

Pietro, Archmage 14

Pietro, Archmage 51

Pontius Pilate 103

praetexta 19

Pralix 13,52

public vis source 5

pulla 19

Quaesitorial blindfold 48

quartz 54

Quinquennial 27

Ragoneda filia Elisa 70

rainbow fluorite 54

Rauhnachte 26

redcaps 20, 50

Regensberg 113

Regina 39

Reichenau

Rhaetia 103

Rhaetian 78

Righi 63, 105

Rosegarten 108

Rowan Sisterhood 53

Sabina of Flambeau 102

Saint Beatus’ Cave

Saint Bernard Pass 96, 101, 106

Saint Gallen 50, 96, 97, 107

Saint Gotthard Pass 96, 100,
103, 109

Saint Maurice 109

Saint Pierre 108

Saint Wolfgang 117

Salzburg 116

Savoy 109

Schwyz 117

Sebastian filius Luise 69

Secundi 81

Shadow Flambeau 53

Sinews of Knowledge 65

Siobhan filia Vespasian the
Auvaricious 36

Sirocco filia Andru 87

slaying the Primus 31

smoky quartz 54

Sourdine filia Bronwyn 87

spindle 70

Standard of the Shadowy Men
85

Staubbach Fall 117

stola 19

Styria 117

Tarragon Vale 75

Tatzelwurmli 97

Tobias 48

toga virilis 19

Tower of Ashes 52

trabea 19

training with Primi 39

Val Fanes 109

Valnastium 79

Veil of Fire 85

Vervay 109

Vienna 117

Vincent, Archmage 49

Vindonossa 97

vis sources 5, 9

Viscus filius Circum Perfico 36

Voralberg 110

voting rights 9

Werfen 118

Where Journeys End, covenant
55, 105, 114

whitlam 20, 22

Winterthur 110

Worthsee 118

wrestling 97

127

Yselt filia Rosalia 58
Zihringers 100, 123
Zurich 111

Index of New Spells

Blizzard of Down (CrAn 20), p.
61

Call the Basilisk (CrAn(re)
50), p. 48

Cocoon of the Mulberry Worm
(CrAn 30), p. 61

The Couturier’s Art (CrAn(He,
Im) 10), p. 61

Daughter of Zephyrs
(CrAn(Re) 45), p. 48

The Foes of the Ibis (CrAn(Re)
40), p. 48

The Hidden Skin of the
Serpent (MuCo(An) 30), p.
72

Intestinal Suffering (PeCo 40),
p. 73

Liar’s Chime (InMe(Im) 25), p.
49

Nagging Curse (PeCo 20), p. 73

The Ninth Stitch (CrAn(He,
Im) 10), p. 61

Rack of Thorns (MuCo 20), p.
72

Recreating the Inner Sea
(CrAq(Co) 25), p. 72

The Scold’s Bridle (CrAn 20),

p. 61
Shower of Needles (CrCo(Re)
20), p. 72

Statue of Bone (MuCo 50), p.
72

The Suffering of the Seer
(MuCo 35), p. 72

The Thief of Memory (PeMe
25), p. 49

Tickling the Humors (CrMe
20/25), p. 85
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