
Throughout the 
Order of Hermes’ history, some 

of its members have stood out from 
their peers, whether for their brilliance or for 

their sheer stubborn pursuit of a goal. They are 
the legends of the Order, whose tales are still told and 

even emulated by lesser magi. Some of these powerful 
wizards have left legacies yet to be fully uncovered.

This book details fi ve such magi: a brilliant researcher who 
extended Hermetic theory at the cost of her own soul; a master of 
ancient magics, whose hidden island is still the domain of bound 
spirits; an advocate of peace slain on the eve of the Schism 
War, whose magical garden hosts a war of its own and the 

secret of growing vis; a master strategiest and obsessive 
constructor of magical defenses; and the fl amboyant 

creator of a fl ying castle. All have left treasures 
behind — treasures waiting to be found by 

living magi. Because legends are 
never complete.

A
G

0297 • ISBN
 1-58978-121-X

©2011 Trident, Inc. All rights reserved.WWW.ATLAS-GAMES.COM

AG0297 • ISBN 1-58978-121-X • $29.95

9 781589 781214

52995



2

AUTHORS: Timothy Ferguson (Thomae), Mark Lawford 
(Conciatta), Mark Shirley (Hérisson), Neil Taylor (Fortunata), 
Erik Tyrrell (Hermanus)

DESIGN CONTRIBUTIONS: Erik Dahl
DEVELOPMENT, EDITING, & PROJECT MANAGEMENT: David Chart
PROOFREADING: Jessica Banks
LAYOUT & ART DIRECTION: Michelle Nephew
PUBLISHER: John Nephew
COVER ILLUSTRATION: Grey Thornberry
INTERIOR ART: Jason Cole, Kelley Hensing, Jeff Menges, Robert 

Scott, Grey Thornberry
CARTOGRAPHY: Eric Hotz, Jeff Preston
ARS MAGICA FIFTH EDITION TRADE DRESS: J. Scott Reeves
PUBLISHER’S SPECIAL THANKS: Jerry Corrick & the gang at the 

Source.

FIRST ROUND PLAYTESTERS: Christian Rosenkjaer Andersen, Pelle 
Kofod; Chris Jensen-Romer, Kevin Sides, Lloyd Graney, 
Luke Price, Andrew Oakley, David Curtin; Donna Giltrap, 
Malcolm Harbrow, Aaron Hicks, Richard Love; Alex Coyne-
Turner, Mark Barltrop, Mark Lawford, David Staveley, Simon 
Turner; Nicholas Peterson; Paul Briscoe, Erik Johnson, Kurt 
Konegen, John Nienart, John Post; Matt Ryan, Alexis Kristan 
Heinz, Daniel Ilut, Robert W.B. Llwyd, Tobias Wheeler

SECOND ROUND PLAYTESTERS: Jason Brennan, Elisha Campbell, 
Robert Major; Leon Bullock, Peter Ryan, Chris Barrett; 
Donna Giltrap, Malcolm Harbrow, Aaron Hicks, Richard 
Love; Daniel Bishoff, Gregor Gál, Andreas Hajdu, Romana-
Samira Polansky, Christoph Safferling, Jan Sprenger

AUTHOR BIOGRAPHIES

Timothy Ferguson is a librarian on the Gold Coast, in Aus-
tralia. At writing, he is preparing for GenCon Oz 2009, where he 
will bring Ars Magica fandom to (some of) the masses. He always 
dedicates his books to his wife, Linda, because she’s so nice.

Mark Lawford lives in Eastbourne on England’s south coast. 
He splits his free time, in somewhat equal measure, between writ-
ing for Ars Magica and wondering why he isn’t down at the gym 
more often. Despite the best efforts of a volatile financial market, 
he works in IT for a well-known international bank. And to those 
at the 2009 San Francisco Grand Tribunal, this is “the book that 
should not be alluded to.” Mark would like to dedicate this book 
to Simon, Dave, Mark, and Alex, while giving Pauline an honor-
able mention for putting up with us all for so long.

Mark Shirley is a zoologist and ecologist who has studied 
hedgehogs for the last five years. He is fascinated by the fact that 
their spines evolved to permit them to bounce; this is something 
he witnessed first hand with Bumble, a three-legged hedgehog 
and colleague for over two years. He’d like to thank Camo and 
Andrew for providing an additional playtest of this material.

Neil Taylor lives near Schola Pythagorensis in the Stone-
henge Tribunal. When not plotting the next Grand Tribunal, he 
crafts Imaginem spells using devices of cunning artifice. He’d like 
to thank Angela for inspiration, and Caribet and Cassandra for 
feline cuteness.

Erik Tyrrell lives in a well-protected sanctum in the northern 
suburbs of St. Paul where, with the help of his wife Joyce and 
his son Adam, he gathers his stores of wealth to prepare for fu-
ture need. He often can be observed spending an inappropriately 
great quantity of effort defending his positions on the Ars Magica 
message board.

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

Copyright 2012 Trident, Inc. d/b/a Atlas Games. All rights reserved. Reproduction of this work by any means 
without written permission from the publisher, except short excerpts for the purpose of reviews, is expressly 
prohibited.

Ars Magica, Mythic Europe, and Charting New Realms of Imagination are trademarks of Trident, Inc. Order of 
Hermes, Tremere, and Doissetep are trademarks of White Wolf, Inc. and are used with permission.

Credits
Legends of Hermes

DIGITAL VERSION 1.0



3

Contents

Legends of Hermes

I. Introduction 8
MAGI OF LEGEND ................8

Conciatta of Bonisagus ........8
Fortunata of Jerbiton ...........8
Hérisson of Bjornaer ...........9
Hermanus of Tremere .......10
Thomae of Tytalus ............10

WHAT THE  
ORDER REMEMBERS ............10

II. The Four Aspects 
       of Conciatta 12
LEGEND ............................12

Research ............................12
The Growing Ailment .......13
The Death of Conciatta ....13

LEGACY ............................14
New Virtues ......................14

Confluence of the Realms ......14
Insight of the Realms ...........15
True Understanding  
of the Realms .......................15

New Flaws .........................16
The Constant Expression .....16

New Spells ........................17
New Intellego Vim Spells .....17

To See What Binds  
this Magical Place ...... 17
This Heart  
of Darkness ................ 17

New Rego Vim Spell ...........18
Dominance Over  
the Infernal ................. 18

ADVENTURE: FOUR CORNERS  
OF THE WORLD .................18

Précis .................................18
Foreshadowing ..................19

Difficulties with Auras .........19
Books and Spells ..................19

The Art of Currito ...............19
History Unfolding ............19

The Vestige of Study  
(Studious) ...........................19
The Vestige of Acclaim  
(Proud) ..............................20
The Vestige of Seclusion  
(Bitter) ................................20
The Vestige of Death  
(Fearful) .............................20

Currito’s Journal ................21
THE TOWER BY THE WATER ..22

Zaragoza ...........................22
The City in 1220 ................22

La Torre No Vista ..............23
Finding the  
Covenant Remains ...............23
Reyes de Barbastro ..............23
The Cellar ...........................24
The Tower Revealed .............25
Currito’s Sanctum ................25
Conciatta’s Sanctum ............25
Conciatta’s Spells, Devices,  
and Laboratory Texts ..........26

Subsume the  
Apparent Dominion ... 26
The Sands of Time ..... 27
The Lodestone ........... 27
The Tome of Binro ..... 27
Ward Against  
Woodland Spirits ....... 27

HER FINAL RESTING PLACE... 27
The City of Toledo ...........27
Convento de San Ildefonso 28

Conciatta’s Grave ................28
The Spirit and the Vow .......28
Gaining the Abbess’s Trust ...29
An Audience  
with Immaculada ................29
Freeing Conciatta ................32

THE LOST CITY .................32
The City of Qadis .............32

The Roman Theater ............33
Habib al-Hadi  
the Astrologer ......................35

Tartessos ............................35
Finding Tartessos .................35
A Eudokian Story ...............36
The Silver King ...................37
Leaving Faerie .....................39

THE DESCENT ...................39
Narixa ................................40

The Sights and Sounds ........40
Attitudes to Foreigners .........40
The Al Narixa Mosque .......40

The Caves .........................40
Navigating the Caves ..........41

Sense the Line ............ 41
Inscribe the Line ........ 41
Note These  
Landmarks .................. 41

Conciatta’s Army ...............43
Fighting the Infernal ............44
Binding Conciatta ...............44

THE RETURN .....................45
The Ritual .........................45
Effects on the Aura ............45
Rewards .............................45

AFTERMATH .......................45

III. Fortunata’s Island 
         of Bound Spirits 46
LEGEND ............................46
LEGACY ............................47

Fortunata’s Initiations ........48
Cult Lore: Fortunata’s  
“Principles Lore” ................48
Self-Initiation of  
Mystery Virtues .................49

3



4

Legends of Hermes
How to Use a Script  
With No Cult .....................49
The Need to Vary a Script  
to Increase the Bonus ...........50
Keeping Track of Ordeals &  
the Previous-Ordeal Bonus ..50
Multiple or  
Overlapping Scripts ............50

Initiation of Puissant  
Principles Lore ..................51
Initiation of  
Spirit Familiar ....................51
Initiation of  
Minor Magical Focus  
(commanding spirits) ........52
Initiation of Major Magical 
Focus (spirit magic) ...........53
Initiation of Spell Binding ...53

Initiation of Hermetic  
Empowerment ...................54

ADVENTURE:  
FINDING FORTUNE..............55

Précis .................................55
Story Starter:  
In a Locked Box .................55
Story Starter:  
A House In Venice ............56
Story Starter:  
Chrétien the Roamer.........57
Foreshadowing ..................57
Story Starter:  
The Witches’ Quests .........57
Story Starter:  
Fortunata the Thessalian? ...57
Story Starter:  
Viea’s Legacy .....................57

Story Starter:  
A Vengeful Father .............58

FORTUNATA’S ISLAND ..........59
Bound Spirits .....................59
A Tempestuous Approach ...59
Geography of the Island ...60
Fortunata’s Villa .................61

The Villa Inhabitants ..........61
The Villa Graveyard ...........62
The Villa Rooms .................62
Fortunata’s Laboratory  
and Library ........................62
Fortunata’s Books ................62
Fortunata’s Treasures ...........65
Calling The Dead ...............65
Maintain the Caster’s Spell ... 65

ISLAND INHABITANTS  
AND GUARDIANS ................66

List of Inserts
II. The Four Aspects 
       of Conciatta

Currito of Jerbiton ............13
What The Order  
Remembers of Conciatta ...14
The Nature of Vim ............15
New Spell Guidelines  
for Auras ............................17
Integration vs. Research ....18
Relocating the Story  
to Other Tribunals ............19
Story Seed:  
The Invisible Enemy .........21
The Life of Currito............22
A Note on Languages ........22
Story Seed: The Books  
of Al-Mu’taman .................23
Reyes de Barbastro ............24
Traversing the Regiones ....25
The Magical Conciatta .....26
Toledo and the  
Holy Orders ......................28
Abbess Prudencia ..............29
Automatic Writing ............30
Novice Immaculada ..........31
The Divine Conciatta .......31
Seiffeddin the Actor ....32–33
Habib al-Hadi ...................34

Story Seed:  
The Ghosts of Qadis .........35
Bruja, the Marsh Witch .....37
Arganthonios.....................38
The Faerie Conciatta.........39
Imam Hamid ibn Harun ....40
Conciatta’s Scrolls .............41
Hyena ...............................42
The Infernal Conciatta ......43
Scorpion Swarm ................44
Bonisagus House Acclaim ...45

III. Fortunata’s Island 
         of Bound Spirits

Of Spirits, and  
Mystery Virtues .................47
Principles Lore ..................47
Ancient Lores or  
Hermetic Delusion? ..........47
What the Order  
Remembers of Fortunata ...48
Borrowing Cult Lore  
and Initiation Scripts .........49
Initiation Mechanics .........50
Virtue: Spirit Familiar ........52
Speaking the  
Names of Spirits ................52
Virtue: Spell Binding .........53

Splitting Major  
Virtue Initiations ...............53
Temporary Laboratories ....54
Virtue: Hermetic  
Empowerment ...................54
Where is Fortunata’s Island? ..56
Accumulating  
Geographic Evidence ........56
Alternative Versions  
of Omaion .........................58
Tempestas:  
a Spirit of Storms ..............58
Vis Sources ........................60
Lucida, an Airy Spirit ...60–61
Monocaudus,  
a Magical Servant ..............63
Monocaudus’ Binding ........64
Story Seed: Monocaudus’s 
Incitements ........................64
Spells to Summon  
and Command Spirits .......65
Fax, a Firebrand Spirit ...66–67
Cantus, a Spirit of Song ....67
Mnemos, an  
Ancient Ghost ...................68
Error, a Spirit  
of Recollection ..................68
Lapidosus, a Spirit  
of Stony Ground ...............69



5

Legends of Hermes

IV. The Magical Garden 
        of Hérisson 70
LEGEND ............................70

A Descendant of Myanar? ...71
The Sept of Hérisson ............72

LEGACY ............................72
Viresculture .......................72
The Stirps ..........................72

Vitalizing Vis .....................72
Stirpes from Lesser  
Enchantment Vis .................73
Invigorating a Stirps ...........73

Growing and  
Harvesting Vis ...................74

Caring for Vis .....................74
Weakening an Aura Through 
Hermetic Viresculture ...........75

ADVENTURE:  
IN SEARCH OF EDEN ...........76

Précis .................................76
Foreshadowing ..................76

A Wreath of Pale Flowers ....76
A Gruit Local Custom .........77

Hérisson’s Treasure ............77
Hérisson’s Descendants .........78
Variña’s Tomb .....................79
The Garden’s Location .........80
Richard Strabo  
of Bonisagus ........................81
Caerfloron ...........................82

HÉRISSON’S GARDEN ...........83
The Three Tribes ..............84

The Leaders of  
the Three Tribes ...................85
The Battle of the Trees ..........86

Contents of the Garden ....87
Magical Enchantments ........88

Bloodthorn ................. 88
Fruitful Medlar ........... 88
False Mandrake .......... 88
Traveling Thistle ........ 88
Creeping Buttercup .... 88
Everlasting Orpine ..... 88
Ever-Flowering  
Bramble ...................... 88
Hazel of Many Tools ...89

Stirpes .................................89
Lesser Enchantment Vis ........89

Daisy of Intellego Vis ...89
Mistletoe Sprig  
of Herbam Vis ............ 89
Honeysuckle  
of Mentem Vis ........... 89

List of Inserts (cont’d)
IV. The Magical Garden  
        of Hérisson

What The Order  
Remembers of Hérisson ....71
New Supernatural Ability: 
Hermetic Viresculture .......72
New Cultivars ...................73
Lesser Enchantment Vis  
and Spell-Like Vis .............73
Example of Hermetic  
Viresculture .......................75
Labor Points ......................75
Story Seeds:  
Hermetic Viresculture .......76
Tasso Agricola Areleins  
of House Bjornaer .............78
Variña, an Owl of Virtue ...78
Richard Strabo of  
House Bonisagus .........80–81
Caerfloron’s  
Magical Tradition ..............83
The Role of the Garden  
in Mythic Europe ..............84
Linum, a Flax Plant ............84
Mandragora, a Mandrake ...85
Malus, a Crab Apple .........86
Warped Plants ...................88
Wrestling in the  
Herb Garden .....................90

Dodder ........................90–91
Laboratory Texts  
from the Garden ...............92
Further Reading .................93
Story Seed:  
A Burning Desire ...............93
Story Seed:  
The Kidnapped Totems ....93

V. The Sunken Laboratory  
      of Hermanus

What the Order  
Remembers of Hermanus ...96
Trojan Clothes Horse .......98
Using the Creations of  
Hermanus in a Game ........98
Unexpected Copies ..........99
Dispatched ........................99
Enchantment of  
Incorruptible Vellum .......100
Setting the Story in  
a Different Location ........101
Typical Ghost of  
an Ancient Sailor .............102
Genius Loci of  
the Aquatic Valley ...........103
Being a Fish .....................105
Herald of Imperative .......106

Justiciar Triggering Action ..107
Rego Vim Guidelines ......107
Ferox and Fidelius: Summoned 
Elemental Spirits .............109
A Note on Warping  
by Enchanted Devices.....112
Breaking into  
the Laboratory ................117
Scraping Razor  
of Memory ......................120

VI. The Flying Castle 
         of Thomae

What the Order  
Remembers of Thomae ...122
A Note on  
Boundary Effects .............123
Story Seed:  
Incubation Methods ........125
Elemental Blizzard ..........129
Despair Demon ...............130
The Dogs of the Castle ...132
Female Adult Griffon ......134
Female Juvenile Griffon ...134
Male Adult Griffon .........135
Male Juvenile Griffon ......135
Female Hatchling Griffon ...136
Male Hatchling Griffon ...137



6

Legends of Hermes
Fennel of  
Herbam Vis ................ 89

Enriched Herbs of Virtue ......89
Henbane of Virtue ..... 89
Wild Teasel of Virtue ...90
Valerian of Virtue ....... 90

Magical Plants ...................90
AFTERMATH .......................91

The Garden as a  
Source of Breakthrough ........91
The Garden as a  
Source of Study ...................92
The Garden as an  
Hermetic Laboratory ...........92

V. The Sunken Laboratory  
      of Hermanus 95
LEGEND ............................95

The Adamant  
Rook Vexillation ...............96
Hermanus’ Passing and the 
Growth of his Legend .......97

LEGACY ............................98
The End of Hermanus .......98

ADVENTURE: SEARCH FOR  
THE SUNKEN LABORATORY ...99

Précis .................................99
Foreshadowing ................100
The Story of  
Amarantha of Tremere ....101
The Aquatic Valley  
and Mannequin ...............101
The Ghosts .....................102
The Return of  
the Laboratory ................103

A Less Conspicuously  
Convenient Return  ............104

Journeying Underwater ...104
Cloak of Fins and Scales ...105
Form of the  
Aquatic Predator ...............105
Shape of the Siren ..............105
Breeze from Within ............106
Eyes of the Fish .................106
Ring of Aquatic Freedom ...106

Beyond Reach  
of the Sea ................. 106

THE LABORATORY  
OF HERMANUS .................106

Hallway ...........................107
Ward Against Water ........108

Circular Ward  
Against Demons ................108
Circular Ward  
Against Faerie Spirits ........108
Locksmith’s Will ................108

Herald of  
Imperative ................ 108
Lock Improperly  
Opened .................... 108

Statue of  
Conjured Assistants ...........109

Summon the  
Stony Servants ......... 110

Scriptorium .....................110
Handle of Ill Will ..............110

Test of Motive .......... 110
Net of Patient Thieves .......110

Elevation of  
the Interloper ........... 110

Store Room .....................110
Censer of the Unseen ..........110

Room of  
Pleasant Incense ....... 111
Ascertaining the  
Absence of Images ... 111

Pebble of the Stone Prison ...111
Box of Stone ............. 111

Receiving Room ..............111
Ear of Truth ......................111

Alarm of  
Dissemblance ........... 111

Box of Vines .....................112
Chamber of Thorns ...112

Staves of the  
Wooden Soldiers ................112

Pretense of  
Humanity ................. 112
Animate Mannequin ...112
View from  
the Mannequin ......... 113
Ears of the  
Mannequin ............... 113

Spare Laboratory .............113
Hourglass of  
Airy Trespass ....................113

Sense the  
Airy Trespass ............ 113

Prison of  
Audacious Spirits ..............113

Insubstantial Prison ... 113
Sanctum ..........................114

Ward Against  

Foreign Steel ......................114
React to  
Naked Blades ............ 114

Carpet of Loyalty ..............115
Interrogation  
of Interlopers ............ 115

Turtle of  
Welcome Reflection ............115

Armoring  
the Intruder .............. 115

Oracle-Countering  
Tapestry ............................115

Masking the  
Magical Chamber .... 115

Charm of the  
Herbam Padlock ................115

Chamber of  
Heartwood ............... 115
Insubstantial  
Wooden Foundation ...115

Laboratory .......................116
Staff of the  
Wooden Soldiers ................116
Tapestry of  
Confident Possession ..........116

Assurance of  
Ownership ............... 116

Cross of the  
Preempted Conflict .............116

Beneficent Gift  
of Loyalty ................. 116

Butterfly’s Gaze .................117
Gaze of  
Maker’s Mark ............ 117
Counter  
Intruding Magics ...... 117

Wolf’s Gaze ......................117
Awareness of Fire ..... 117
Protection of  
Cool and Dark ......... 117

Orb of Obedient Sunlight ...117
Obedient Sunlight ... 117

Helm of Unravelling ..........117
Sight of  
Forming Spells ......... 118
Shout of  
Unravelling .............. 118

Enchantments on  
the Laboratory Itself ..........118

Foreboding  
of Stones .................. 118
Skin of the  



7

Legends of Hermes
Sapphire Tortoise ..... 118
Protection of the  
Mason’s Vision ......... 119
Invisible Eye  
Uncovered ............... 119

Riches Contained in the  
Laboratory of Hermanus ...119

Circular Ward Against  
Magical Spirits ......... 119
Cargo of  
Angel’s Wings ........... 119

AFTERMATH .....................119

VI. The Flying Castle 
        of Thomae 121
LEGEND ..........................121
LEGACY ..........................122

The Flying Castle  
of Thomae .......................122

The Flight Disk .................123
The Control Chain ............123

Thomae and  
His Equipment ................123

Laboratory Notes ..............123
Training Bell .....................124
Thomae’s Tender ................124
Covenant Goods ................125
How Much is  
Bronze Worth? ..................125

Griffon Treasures .............125
The Nest of Gold ...............125
Eggs of Agate ....................125
Baby Griffons ...................125

The Townsfolk and  
Site of Santa Lucia ..........126

ADVENTURE:  
FLIGHTS OF FANCY ...........126

Précis ...............................126
Foreshadowing ................126
The Hidden Thief ...........126
To Catch the Thief .........127
The Thief and  
His Medallion .................127

Aerial Dancer ...................127
Failure to Fall ...................128
Veil of Invisibility .............128
Whispering Winds ............128

Recognizing the Link ......128
Following the Lead  
to Santa Lucia ..................129

Combat .............................130
Environmental Puzzles .......130

The Santa Lucians ...........131
The Folk Stories  
of Santa Lucia ..................131

The Dogs of the Castle ...131
The Crash Site ................133
Sneakery ..........................133
The Lair of the Griffons ...133

Female Griffons .................133
Male Griffons ...................133
Griffon Alternatives ...........137
Ties To Earlier Books .........137

AFTERMATH  ....................138
Thomae’s Secret ..............138

Verditius Assistance ...........138
Faerie Dealings .................138
Found Object ....................138

Timeline of the Order 139



8

Today, the Order of Hermes enjoys 
a new golden age of cooperation and en-
lightenment. The trials of the past have 
been overcome and the Order is all the 
stronger for the strife it has endured.

But the history of the Order is defined 
not only by political shift or internal con-
flict and resolution, but also by the lives 
and achievements of its individual mem-
bers. This book introduces five such magi 
who shaped the Order as it exists today. 
All of these magi have become legends 
within the Order, though the truth be-
hind their stories has been embellished 
and blurred by time, deception, and ru-
mor. But their stories are far from finished 
— each has left behind treasures waiting 
to be rediscovered by living magi.

Magi of Legend
Each chapter is devoted to a single 

magus, presenting a faithful telling of 
that wizard’s story as well as describing 
his or her singular achievements. Each 
chapter also provides the framework 
against which stories of the magus’ re-
discovery can be told, and once-lost leg-
acies can be brought back to the Order.

Conciatta of Bonisagus
Lifetime: c. 885 AD – 1007 AD  

(Final Twilight)
Overview: A brilliant researcher who 

advanced Bonisagus’ theories, unify-

ing the four Realms under Vim mag-
ic. It’s said she left behind the secret 
of fueling Hermetic magic with Di-
vine auras. But her spirit — fractured 
into four aspects — guards this se-
cret and more.

Conciatta of Bonisagus occupies a 
singular place within the Order. Early 
in the tenth century, a hundred and fifty 
years after the founding of the Order, 
Conciatta successfully extended Bonisa-
gus’ grand theory such that all the four 
supernatural realms were included under 
the art of Vim, something that the origi-
nal theory did not support and genera-
tions of magi before Conciatta wrestled 
with. But while her advances forever 
changed the theory and her name lives 
on both in the primers that apprentices 
study and in the hallowed records of 
House Bonisagus, perhaps her greatest 
discoveries have yet to be published.

Conciatta spent her early years de-
fending herself against the prejudices 
and preconceptions of her House and the 
stigma arising from a master fallen into 
corruption. But against this backdrop of 
hardship she published an extension to 
Hermetic Theory that few among her 
peers even thought possible. Her fame 
spread as fast as copies of her work, and 
soon the whole supernatural world was 
laid open to the Order of Hermes.

With the aid of her loyal friend and 
later husband, Currito of Jerbiton, Con-
ciatta traveled Iberia and beyond seeking 
out auras, regiones, and powerful spirits 
from which she could learn. She was 
not content with her initial discoveries, 

though, and became driven to extend 
Hermetic Theory further. For many, es-
pecially those in House Bonisagus, this 
was a sign of hubris, or even delusion; 
she had made her great discovery and to 
attempt more was surely arrogance. And 
so she became isolated. Fearing ridicule, 
she did not share her research with the 
Order and she became withdrawn.

Those magi she did meet on her trav-
els later talked of ramblings concerning 
a lost city, a city ruled and populated 
by ghosts, and even a trip to Hell itself. 
Through this the loyal Currito followed 
her and protected her. But eventually, he 
too left and Conciatta continued her re-
search alone. 

While the name of Conciatta is 
known to every apprentice brought up 
in the Order, her fate is only guessed at. 
Her original research is venerated but her 
arrogance, at least within House Bonisa-
gus, is held up as a cautionary tale.

Currito rarely talked about the re-
search and discoveries that he’d seen; 
indeed, he rarely talked about Conciatta 
at all. But in his less-guarded moments, 
when he felt the time was right to tease 
out some of her secrets, he told of a 
great prize — the ability to fuel Her-
metic magic from the aura of the Do-
minion itself.

Fortunata of Jerbiton
Lifetime: 986 AD – 1123 AD  

(Final Twilight)
Overview: A master of ancient magics, 

who created a Mystery Cult of her 

Chapter One

Introduction
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