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Introduction

Chapter One

Welcome to Apprentices, a supple-
ment for Ars Magica Fifth Edition. 
Every magus, regardless of House, 
begins his magical career as an ap-
prentice, and this supplement fo-
cuses on that time in a character’s 
life. While power and prestige may 
await him, an apprentice’s life can 
also be tiring and unglamorous. 
He is surrounded by his studies — 
reading, writing, the seven liberal 
arts, the practice of spellcasting, 
and the intricacies of enchant-
ments — and is regularly subjected 
to noisome work and tedious labor. 
Living within a covenant, an ap-
prentice also plays with his friends, 
explores the wondrous magical and 
medieval world of Mythic Europe, 
and unavoidably gets into trouble.

Apprentices also includes guidelines 
and stories for other child characters 
as well — unGifted boys and girls 
with different backgrounds. The sons 
and daughters of the covenant’s in-
habitants, children are a natural man-
ifestation of any long-running saga. 
Grog and companion-level child 
characters are the playmates, friends, 
enemies, and antagonists of appren-
tices, and can be as important as they 
are. Descriptions of childhood dur-
ing the medieval period provide the 
stage for these characters, who await 
your troupe’s imagination to scamper 
through their own adventures.

Stories  
About Children

The legends of Mythic Europe 
include many stories about children. 
As a child, Merlin saw the under-
ground battling dragons that were 
preventing King Vortigern from 
building his castle, thereby saving 
his own life and preparing the way 
for Uther Pendragon. King Arthur, 
Herakles, and Cú Chulainn are 
other famous examples. The stories 
of their childhood are every bit as 
dangerous and exciting as those told 
about their adult lives. Apprentices 
will help you craft similar stories for 
your players’ characters’ childhoods. 

Remember that your group is 
telling stories about children, not 
for children. As a storyguide, you do 
not have to make a huge shift from 
the type of adventures you create 
for adult characters. Like any ad-
venture, you need protagonists, an-
tagonists, dramatic tension, conflict, 
and resolution. Adventures designed 
for child characters require the same 
elements as adventures designed for 
regular characters: a setting, a hook, 
a trigger, resolution, consequences, 
and NPCs. If you are using child and 
adult characters, you need few or no 
alterations to your regular stories. 

You could, for example, allow a team 
of grogs led by two adolescent ap-
prentices to stumble upon The Broken 
Covenant of Calebais. They may not get 
to the depths of the adventure be-
fore seeking help from their masters, 
but they could have many successes 
in the first half of the story.

If your adventure is for child 
characters exclusively, you need to 
think about the consequences of the 
players failing. It is much easier to 
fail as a child than as an adult charac-
ter. Child characters have low Abil-
ity scores and suffer an aging modi-
fier to their Characteristics. Keep 
this in mind when you design ad-
ventures. Be aware that your players’ 
child characters will fail. That is part 
of childhood. While you may want 
grim consequences, you might also 
want less severe results. Such fail-
ures naturally lead to more roleplay-
ing adventures. For example, rather 
than a dragon incinerating a helpless 
child, the beast commands the child 
to clean its cave. Who knows what 
he will find in the fiend’s lair?

Ages of Man
Medieval thinkers like to classify 

things, and the human life cycle or 
“the ages of man,” is included in the 
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vast repertoire of categorized items. 
Originating from the pens of pagan 
writers, Aesop expressed a threefold 
division, and Hesiod mentions four 
ages of man. But the most popu-
lar division was by Hippocrates, 
whose seven ages of man were later 
validated by Christian writers, most 
notably St Augustine and St Am-
brose. The first three ages of man, 
each seven years in length, are in-
fancy (infantia), childhood (pueritia) 
and adolescence (adolescentia).

The ages of man are apt titles for 
the different stages of life. Younger 
characters are more accurately iden-
tified by their age of man category: 
an infant character is between birth 
and seven years old, a child char-
acter between eight and 14, and an 
adolescent character between 15 
and 21. Between each stage of life 
is a liminal period, when a charac-
ter can change, transitioning from 
one stage to the next. The trans-
formational period allows a player 
to modifier his character, changing 
Virtues and Flaws that no longer ac-
curately describe the character.

How to Use 
This Book

Apprentices focuses on child char-
acters by providing opportunities 
for them in play, showing how in-
fants, children, and adolescents can 
have important roles in the daily 
functions of your covenant. New 
rules are kept to a minimum and are 

used to cover specific events and 
opportunities found when playing 
a young character. Because there 
are several nuances to creating a 
younger character, chapter two is 
devoted entirely to that task. Inher-
ited and Child Virtues and Flaws 
are new types of Virtue and Flaw al-
lowed only to young characters. 

The rest of the book is divided 
into three main sections mirroring 
the formative years of a character. 
Chapter Three: Infantia details in-
fants, both as characters and story 
elements. Birth and baptism are 
included, as are the difficulties and 
blessings of being born with The 
Gift. Infants with The Gift can 
experience Turbulences, magical 
outbursts spawned by a temper tan-
trum, paralyzing fear, or other emo-
tional trauma.

Chapter 4: Pueritia describes life 
between ages 8 and 14, a very good 
range in which to start a child char-
acter. Most apprentices are found 
and accepted at this stage, and the 
chapter covers finding an appren-
tice and opening the child’s Arts. 
Various teaching methods are cov-
ered, including rules for teaching 
Hermetic Virtues. Cantations, low-
level formulaic spells, give child 
apprentices the opportunity to cast 
formulaic spells in addition to their 
attempts at spontaneous magic.

Chapter 5: Adolescentia de-
scribes ages 15 through 21, the core 
of Hermetic apprenticeship. Labo-
ratory life is explored, from the 
mind-numbing daily chores to the 
opportunities for adventure within 
a season of lab activity. Some unfor-

tunates fail apprenticeship, losing 
their Gift but still remaining use-
ful in the Order. Bellum is magical 
game that adolescent apprentices 
and young magi play to practice 
their Arcane Abilities. An Her-
metic apprenticeship closes with 
the Gauntlet, a test to determine if 
an apprentice is ready to swear the 
Oath of Hermes and join the ranks 
of magi as a true magus. Other as-
pects of adolescence are included, 
those that affect both Gifted and 
unGifted boys and girls: growing 
up, getting married, and navigating 
the supernatural forces that await 
every adolescent in Mythic Europe 
with interest.

One final caveat: situations will 
occur in which you and your troupe 
must decide how to apply the in-
formation contained in this supple-
ment to rules found in other Ars 
Magica Fifth Edition products. Ev-
ery character has had a childhood 
and the childhood rules can be used 
for every character in Mythic Eu-
rope, but how that specifically hap-
pens depends on the character, her 
location, and her role in your sto-
ries. Learned Magicians, Muspelli, 
diabolists, spirit votaries, and faerie 
doctors all had childhoods, but a 
volume of this size cannot address 
all of the issues that arise when ad-
dressing specific concerns with the 
panoply of non-Hermetic traditions 
that exist in Mythic Europe. Use 
Apprentices as a guide to further the 
enjoyment of your adventures in 
Mythic Europe.
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