


2

AUTHORS: Christian Roesenkjaer Andersen (Servants of God), David 
MacGregor (Earth and Sky), Christian Jensen Romer (Summer 
Is Icumen In), Matt Ryan (The Mound), Mark Shirley (The Trai-
tor’s Game)

DEVELOPMENT, EDITING, & PROJECT MANAGEMENT: David Chart
ART DIRECTION & LAYOUT ASSISTANCE: Cam Banks
LAYOUT: Joseph Hanna
PROOFREADING & PUBLISHER: John Nephew
COVER ILLUSTRATION: Christian St. Pierre
CARTOGRAPHY: Matt Ryan
INTERIOR ART: Brett Barkley, Jason Cole, Jenna Fowler, Jethro Lentle, 

Christian N. St. Pierre
ARS MAGICA FIFTH EDITION TRADE DRESS: J. Scott Reeves

FIRST ROUND PLAYTESTERS: Jason Brennan, Justin Brennan, Elisha 
Campbell; Leon Bullock, Peter Ryan, Chris Barrett, John A 
Edge; Christian Jensen Romer, Jonathan Elcock, Lloyd Graney, 
Peter Hiley, Phillip Jenkins, Thomas Nowell, Kevin Sides; Ja-
son Fryer, Matt Dyson, Emily Dyson; Donna Giltrap, Malcolm 
Harbrow, Aaron Hicks, Richard Love; Helge Rager Furuseth, 
Martin Granseth, Ola Hulbak, Karl Trygve Kalleberg, André 
Neergaard; Rasmus Andreasen, Rasmus Strandgaard Sørensen, 
Martin Lindhardt, Christian Rosenkjaer Andersen, Pelle Kofod

SECOND ROUND PLAYTESTERS: Alexander Bader, Tanja Bader, Claus 
Coschurba, Julia Coschurba, Peter Coschurba, Mark Pesendorfer, 
Marco Serra; Jason Brennan, Justin Brennan, Elisha Campbell, Rob-
ert Major; Leon Bullock, Peter Ryan, Chris Barrett; Donna Giltrap, 
Malcolm Harbrow, Aaron Hicks, Richard Love; Mads Jessen, Ras-
mus Strandgaard Sørensen, Rasmus Andreasen, Martin Lindhardt, 
Pelle Kofod, Christan Rosenkjaer Andersen

THIRD ROUND PLAYTESTERS: Leon Bullock, Peter Ryan, Chris Bar-
rett; Donna Giltrap, Malcolm Harbrow, Aaron Hicks, Richard 
Love; Helge Rager Furuseth, Håvard Futsæter, Ola Hulbak, Karl 
Trygve Kalleberg, André Neergaard; Christian Rosenkjaer An-
dersen, Pelle Kofod

FOURTH ROUND PLAYTESTERS: Christian Jensen Romer, Lisa Langood, 

Phil Jenkins, Thomas Nowell, Peter Hiley, Lloyd Graney; André 
Neergaard, Helge Rager Furuseth, Karl Trygve Kalleberg, Ola 
Hulbak, Håvard Futsæter; Pelle Kofod; Jeff Bassett, Paul Grosser, 
Patrick M. Murphy, Rick Shafer

AUTHOR BIOS

Christian Rosenkjaer Andersen is an engineer living in Denmark. This 
is his fifth contribution to the Ars Magica line, but he is unlikely to 
quit his day job. His part in this book is dedicated to his continually 
supportive wife, and his rapidly growing son and daughter. There is 
still time to mold them into being gamers.

David MacGregor gratefully dedicates this writing to his ever-patient 
wife and daughter. Two ladies who have been the cornerstones in 
the development of the Criamon / Jerbiton Dyskolos Covenant... of 
Wisconsin. He would also like to thank David Chart for his guid-
ance and patience!

Christian Jensen Romer lives in Cheltenham, England with three cats, 
Marmalade, Hansine & Cuddles. Each year he hosts an Ars Magica 
convention, Grand Tribunal, to which you are cordially invited. 
Find out more at www.grandtribunal.org.

Matt Ryan lives in the Finger Lakes region of New York State, several 
thousand miles and 800 years from the swampy bogs of 13th cen-
tury Ireland. “The Mound” combines his fondness for ancient Irish 
mythology with old school role-playing games. He’d like to thank 
the many playtesters who helped mold “The Mound” from its initial 
presentation into its final form, and the encouragement of his fellow 
authors, his son August, and his sweetheart KC.

Mark Shirley is a biological modeller who lives in the north of England. 
Mark first ran the stories (or variants thereof) which are his contri-
bution to this book in 2004. It didn’t end as well for those characters 
as he hopes it ends for yours, since the events therein resulted in 
repercussions in the saga that still reverberate today (yes, they are 
still going: 57 game years and fifteen real years at the time of writ-
ing!). Mark would like to thank Andrew, Camo, and Roddy for their 
part in that story.

Ars Magica players participate in a thriving fan community by subscribing to email discussion lists (like the 
Berkeley 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 © 2015-2016 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 or registered trademarks of White Wolf Publishing, a 

Paradox Interactive AB company, and are used with permission.

Digital Version 1.0

Thrice-Told Tales

Credits



3

Introduction 6
EARTH AND SKY ................................. 6
THE MOUND .................................... 6
SERVANTS OF GOD ............................. 6
SUMMER IS ICUMEN IN ........................ 6
THE TRAITOR’S GAME ......................... 6

Earth and Sky 7
Expected Sequence 
of the Stories ..................................7

PRE-HISTORY .................................... 7
Dramatis Personae .........................8
The Brotherhood          
of Zenodorus .................................8

The History of the Cult .................. 9
Behold The Presence            
Of The Symbol .............................. 9
Forge The Lord                   
Of The Structure ............................ 9
Desperations Of True Reverence ...... 9
My Symbol 
Shall Come Unto Me ...................... 9
Beneath Me, Folly Of Thetis! ....... 10

STORY I: AN ANGRY WOUND ............ 10
Expanding Ombres ......................10
The Hook: Destiny 
Comes Knocking .........................10

General Knowledge         
about Ombres .............................. 11

Local Beliefs about 
Ombres L’assomption ...................12
Ombres L’assomption ...................12

The Perfidious Aura ..................... 13
Denizens of                    
Ombres L’assomption .................... 13
Entering the Lands of    
Ombres L’assomption .................... 13
Retracing Dium’s Escape ............... 14
The Ruins of                  
Ombres L’assomption .................... 14
A Series of Avaricious Events ........ 18

The Sphere is Collected ..............19
The Sphere of                
Caelus’ Octahedron ...................... 19

What to Do with the Ruins? ........20
INTERIM .......................................... 20
STORY II: WATER’S VISTA .................. 20

Currents of         
 Caelus’ Octahedron ....................20
Within Caelus’ Octahedron .........20
The Mithraeum           
at the Inlet ....................................21

Plan 1: The Rite of Admission ...... 21
Plan 2: Stealth Mission ................ 21
Plan 3: Forcing Compliance ......... 21
Revenant Grades .......................... 21

Onward! .......................................22
The Itius .......................................23

Above Deck.................................. 24
Below Deck .................................. 24

THE GRASS CROWN ......................... 24
Option: Piloting the Ship ............24
The Return ...................................24
A Petition .....................................25
Option: A New Home .................25

INTERIM .......................................... 25
STORY III: THE EMPEROR RETURNS ..... 25
RETRIEVING THE CROWN ................... 25
THE RISE OF THE COLOSSUS .............. 25

The Pit of Nero ............................26
Inside the Pit of Nero ..................26
The Colossus ...............................27
The Story’s End ............................29

The Mound 30
STORY 1: THE MISSING MAGUS ......... 30

Starting Things Off .....................30
The Location,             
an Overview .................................31
Templeport and Domnach 
Mór (The Big Church) .................31
En Route to the Mound ...............32
Inside the Bog ..............................32
The Mound ..................................33

The Hall of Revenants Regio ........ 34
The Chamber of Sacrifices Regio ... 36
The Obsidian 
Throne Room Regio ..................... 37

The Return Trip ...........................37
Lest we Forget the Barons ............38

INTERLUDE ONE: FIVE YEARS PASS ...... 39
STORY TWO: RED KNIGHTS RETURN ... 39

Setting the Infernal Stage ............41
The Basalt Tower ......................... 41

Involving the Magi ......................41
To Templeport .............................43

Hard Men and                 
Cruel Mistresses ........................... 43
A Beacon in the Night .................. 43

The Dogs of War .........................44
Penetrating the Peat Bog .............44

The Mound Revisited ................... 45
The Basalt Tower Regio ............... 45
The Prison Regio ......................... 46

The Aftermath .............................46
FIVE MORE YEARS PASS .................... 47
STORY THREE: THE BLESSED UNION ... 48

Prenuptial Visitations ...................49
The McGovern Castle .................. 49
The McTiernan Castle .................. 49
The New Church ......................... 50

The Wedding ...............................50
The Night Before  ......................... 50
The Morning ............................... 52

His Hellish Bonds Broken ............52
Dealing with the Dark One .........53

On the Field ................................. 54
Event One: Attacking the Line....... 54
Event Two: Awash 
among the Infantry ....................... 54
Event Three: Take 
the General’s Head ........................ 54
Below Ground .............................. 54

Dealing with the Diabolist ..........56
The Conclusion ...........................56

Servants of God 57
THE ANTAGONIST ............................ 57

The Plan .......................................57
The Catalyst ................................57

PREPARATION ................................... 58
Geography ...................................58

Contents
Thrice-Told Tales



4

Thrice-Told Tales
The Town .................................... 58
The City ...................................... 58
The Neighboring Covenant ........... 59

Hardship and Blessing .................59
Divine and Infernal Influence.......60
Political Climate ..........................60

STORY I: A FIRE IN THE TOWN ........... 60
Eutropia Arrives ...........................61
What is Known ............................61
Aftermath .....................................62
Observing the Inhabitants ...........63

Pious and Successful Group .......... 64
Sinful and Unsuccessful Group ..... 64
The Town Council........................ 64

The Town Church .......................65
The Priest .................................... 65
A Traitor in the Order? ................ 66

REPORTING TO THE ARCHDEACON ...... 66
The Report ...................................67
Petrus the Archdeacon .................67
Investigation Concluded ..............67

INTERLUDE: SILENCE 
FOLLOWS THUNDER ......................... 68

The Clue, the 
Bait, and the Trap .........................68

STORY II: THE URBAN CHURCH ......... 70
The Crypt and Sanctum ..............71
The Holy Mystics ........................72
Resolution and        
Legal Matters ...............................73
Staying in the Shadows ...............74

INTERLUDE: PREPARATION 
FOR TRIBUNAL ................................. 74
STORY III: TRIBUNAL ........................ 76

Running the Tribunal ...................76
Charges Against Fabianus ............77

Scrying ....................................... 77
Spreading Parma Magica ............. 77
Voting ......................................... 77
Wizard’s War .............................. 77

A Petition to Join the Order ........78
A Holy Societas ........................... 79

NEW ALLIANCES, NEW TENSION ......... 80
CONCLUSION .................................. 81

Consequences for 
the Player Magi ............................81
The End .......................................81

Summer Is Icumen In 82
Locating the Story  ......................82

PART ONE: SUMER IS ICUMEN IN ........ 82
What Has Gone Before ...............82
Lady Gracia Arrives .....................83

What is known about       
 Lady Gracia St. Daune? ............. 83

Lady Gracia’s Story ......................84
Eloise, The Maidservant. .............. 86

Finding the Comte .......................86
Travelling to Montcuq .................86

The Gates of Montcuq .................. 87
The Church ................................. 87
The Market Building .................... 88
The Castle ................................... 88

Meeting Little Valentin ................89
Talking to the Citizens ................89
Finding Sir Vital ...........................90
Finding Galafre ............................90
What If The 
Comte Returns Early? ..................90
Resolving the Story ......................91
Galafre  ........................................91

PART TWO: LHUDE SING CUCCU! ...... 91
A Redcap Arrives .........................92

Questioning Jacobella .................. 93
Arriving in Montcuq ....................93
The Haunted Castle ....................94
The Bishop’s Response .................94
Resolving the Problem .................95

PART THREE: GROWETH SED ............. 96
What Has Transpired ...................97
Involving the Magi ......................97
Arriving at Lolmie ........................97

Talking to Valentin’s Troops .......... 99
Finding Gracia ...........................100
What Follows Lolmie .................100
The Meeting in the Forest .........101

The First Day ............................ 101
The Second Day: The Hunt ....... 102

Resolving the Story  ...................103

The Traitor’s Game 107
BACKGROUND ................................ 107

The Death of Damhan-Allaidh ..107
Galera .........................................107

PREQUEL: INTRODUCING RUFUS ....... 109
STORY ONE:    
A TALE OF  TWO REDCAPS .............. 110

Rufus’s Vision .............................110
Galera’s Arrival ...........................111

Uncovering Galera’s Plan ........... 111
On The Redcap’s Trail ...............112

Searching the Room .................... 112
Encounters on the Road .............. 112

Caught (Kid-)Napping ..............113
Cob’s Band ................................. 113
The Trail to the Lair ................... 114

A Grisly Fate ..............................114
A Web-Shrouded Ruin ............... 114
Beneath the Ruin ........................ 115
A Redcap’s Ghost ....................... 116

Galera’s Gambit ..........................117
The Traitor’s Fate ....................... 117

INTERVAL ONE ............................... 117
Research .....................................118

Giaro’s Claw .............................. 118
Damhan-Allaidh ....................... 118

Actions of the Antagonists .........118
The Fate of Giaro’s Claw ............ 118
The Fate of Galera ..................... 118

STORY TWO: THE TANGLED WEB........ 119
The Swarm .................................119

Option One:                
Averting the Plague .................... 121
Option Two: Village of the Dead 121

Caught Red-Handed ..................122
A Battle in the Village ................ 122

Lord Abel’s Castle ......................122
Galera Under Lock and Key ....... 122
Formal Inquiries ......................... 123

Galera’s End ...............................124
At the Castle .............................. 124
At the Hideout ............................ 125
Surrender ................................... 126

INTERVAL TWO .............................. 126
Simon Runs Away ......................126
The Dark Passenger ...................127

STORY THREE:  THE CAPTURED FLY ...... 127
A Stalking Killer ........................127

Reunion with Simon ................... 128
Return to the Ruined Fort ..........128

Galera’s Hidey-Hole ................... 130
At the Stones .............................131

Inside the Tumulus ...................... 131
The Ritual Begins ...................... 131

On the Horns of Dilemma ........132
The Characters Fail ................... 133
The Characters Kill Simon ......... 133
The Characters 
Kill Damhan-Allaidh ................. 133

Appendix: The Spider War 134
The Isle of the Mighty ...............134

First Contact .............................. 135
Early Battles ...............................135

The Massacre in 
Bowland Forest .......................... 135
The Battle of Hunnum ................ 136
The Battle of the Wounded Glen .. 136

Three Years of War ....................137
The Battle on the Irthing ............. 137
The Siege of Goole ...................... 137
The Battle of the Awful Hand ..... 138
The Battle of Clennell Street ........ 138
The Night of the Sluagh ............. 138

The Battle of Blencathra ............138



5

Thrice-Told Tales
The Battle of the False Sun ........139

Repercussions ............................. 139
The Ordo Miscellanea ...............139

THE SAXON RUNES ........................ 139
A, Ac, “Oak” ...............................139

Sample Ac Rune Spells ............... 140
Æ, Æsc, “Ash” ............................140

Sample Æsc Rune Spells ............. 140
Yr, Yr, “Arrow” ...........................140

Sample Yr Rune Spells ............... 141
Ea, Ear, “Grave” ..........................141

Sample Ear Rune Spells .............. 141
G, Gar, “Spear” ...........................141

Sample Gar Rune Spells ............. 142
K, Calc, “Chalk” .........................142

Sample Calc Rune Spells ............ 142
Q, Cweorth, “Fire-twirl” ............142

Sample Cweorth Rune Spells ....... 143
St, Stan, “Stone” .........................143

Sample Stan Rune Spells ............ 143
Or, Ior, “Water monster” ............143

Sample Ior Rune Spells ............... 143

List of Inserts
Demonic Weaknesses .............................................. 7
Dium Manesica Penater ........................................... 8
Giuseppe .................................................................10
Plinth and Stylobate Cult Member Creation .......11
Giuseppe .................................................................14
Lemures ...................................................................15
DuPurin’s Ghost .....................................................16
DuPurin’s Black Dogs .............................................17
Father Carth’s Ghost ..............................................18
Manes: Lost Souls of Ombres L’assomption .........19
The Rest of the Sphere ..........................................22
Strategic Truth ........................................................22
Lodestones of  Caelus’ Octahedron ......................22
Spirits of Fraud .......................................................23
Revenant of Caelus.................................................24
Manes: The Oarsmen of the Itius ..........................25
The Crown Sinks ...................................................26
Larvae ......................................................................27
Nero, the Infernal Ghost .......................................28
Green Snakes of Malebolge ...................................29
The Grass Crown ...................................................29
A Warmer Beginning .............................................32
It’s All in the Names ...............................................33
Father Pádraig .........................................................35
Father Uallachán ....................................................35
Tadhg ......................................................................36
Bog Revenant ..........................................................37
Aillén Trechenn ......................................................39
Storyguide Character 
Advancement, Five Years Later ..............................40
The Red Knights ....................................................42
Hell Hound ............................................................46
Fiona McTiernan ....................................................48
Where is Lord Scirlin? ...........................................48
Storyguide Character 
Advancement, Five Years Later ..............................51
Pádraig’s Entrancement ..........................................52
Uallachán’s Ars Goetia ...........................................53

Crom Dubh, The Dark One .................................55
Holy Societas: Servants of God ............................58
Expected       Sequence of Play ..............................59
Involving the Player Covenant ..............................61
Quaesitor Eutropia of Guernicus ...........................63
What Caused the Fire? ...........................................64
Alternative Crises ...................................................65
The Guild ...............................................................66
Father Charles ........................................................67
Magical Investigation .............................................69
The Divine Effects .................................................70
Archdeacon Petrus .................................................72
Clerical Personnel ..................................................73
Resources for the Servants of God ........................74
Holy Mystic ...........................................................75
Holy Magic ............................................................75
Edward the Apprentice ..........................................76
Fabianus, Magus ex Miscellanea ............................78
Zurfiel, a Guardian Angel ......................................79
Decarius of Tremere ...............................................80
Arctura of Flambeau ...............................................80
Alternative Legal Interpretations ...........................81
Why Do Cathars Despise Mothers? .....................86
Comtes and Counts in the Provence Tribunal .....87
Montcuq: Why is this Funny to the French? ........88
The Shield of the Trencavels .................................89
The Cherry Bough Crown ....................................90
Sir Vital’s Lute .........................................................91
Galafre of Merinita .................................................92
Flashback: An Option ............................................93
Who is the Bishop of Cahors? ...............................95
Is this a Poltergeist? ................................................95
Hork the Hobgoblin ..............................................96
The Faerie Host ......................................................98
Rebellion! ................................................................99
Varying the Setting ..............................................100
If Everybody Died ................................................100
Lolmie & Montcuq ...............................................101

Who Is The King? ................................................102
The Treaty of Paris ...............................................103
Dramatis Personae ................................................104
Damhan-Allaidh, The Spider ..............................108
Galera, Redcap of House Mercere ......................110
Rufus, Redcap of House Mercere ........................111
A Redcap’s End .....................................................112
Magical Investigations .........................................112
Cob’s Band ............................................................114
Monstrous Spider .................................................115
Expanding the Caves ...........................................116
Spiders in Mythic Europe ....................................118
Rufus, a Redcap’s Shade .......................................119
Spider Swarms ......................................................120
The Jars of Galera.................................................121
The Morbid Ague ................................................122
A Lord in the Covenant’s Pocket .........................124
Running the Court Case ......................................124
Galera After Five Years .........................................125
Simon Spidersoul .................................................127
Simon ....................................................................129
Inspiderwiht ..........................................................130
What if Simon’s Master is a Player Character? ...132
The Origin of the Tumulus ..................................132
Is Damhan-Allaidh Truly Dead? ..........................132
Giaro of Mercere ..................................................134
Who was Damhan-Allaidh? .................................136
Ac Guidelines .......................................................138
Æsc Guidelines.....................................................140
Yr Guidelines ........................................................140
Ear Guidelines ......................................................140
Gar Guidelines .....................................................141
Calc Guidelines ....................................................141
Cweorth Guidelines .............................................141
Ior Guidelines .......................................................142
Stan Guidelines ....................................................142



Chapter One

Introduction

6

Each chapter OF Thrice-Told Tales is a 
sequence of three stories, all connected, 
but separated by a number of years. Each 
chapter is, if you like, a thread in the 
tapestry of a saga. Each chapter could be 
run by a different member of the troupe, 
the players taking turns as storyguide as 
the events unfold over time. This chapter 
contains short summaries that avoid giv-
ing away too many secrets; only the per-
son who intends to storyguide a chapter 
should read the main text.

Earth and Sky
Almost a century has past since the 

covenant of Ombres L’assomption disap-
peared, quite possibly into a regio. Now, 
a last survivor has come to the covenant, 
with word of an ancient evil. Demons 
threaten the whole area, and the char-
acters must find what was hidden, and 
thwart their plans.

The Mound
Situated in the peat bog between 

two baronies lies a mound, a place long 
forgotten by the local lords and neigh-
boring peasants. It has recently been 
discovered by a Bonisagus Seeker, who 
has not returned from his initial explo-
rations. The Seeker’s parens approaches 
the magi and asks them to find the lost 
magus. Upon arrival, the magi find that 
both baronies have been attacked by 
savage revenants, corporeal ghosts who 
kill those they meet. The baronies blame 

each other, but is there another culprit? 
Can the magi find the lost Seeker and 
keep the baronies from war?

The mound is a persistent problem, 
and the revelations the magi find refuse 
to stay buried. Twice more evil surfaces, 
sowing strife and discord throughout 
both baronies, forcing them ever closer 
to open conflict. The final threat dis-
gorges a nightmare so harrowing that it 
threatens the very kingdom, and unless 
stopped will return society to a dark age 
of blood, murder, and lost hope.

Servants of God
The story starts with a Quaesitor’s 

routine investigation of possible mun-
dane meddling by magi from a neigh-
boring covenant. A nearby town has suf-
fered a major fire, and the characters are 
asked to help determine whether any 
magi were involved. A high official in 
the Church has complained to the Or-
der, and as the investigations proceed, 
links between clergymen and magi, and 
with supernatural power, become appar-
ent. The characters find themselves fac-
ing a serious threat to the Order, from 
an unusual source.

Summer Is 
Icumen In

Nominally set in the Provençal Tri-
bunal, this story can be told anywhere 

that magi have to peacefully co-exist 
with feudal society. When a noble lady 
in distress comes to the covenant to tell 
a most unusual story, the magi investi-
gate her plight and unmask a terrible 
plot. They must make hard choices 
about truth, morality and love; magic 
grants great power, not necessarily 
great wisdom.

After five years the noblewoman 
again calls upon the magi to assist. This 
time it is their own secrets they must 
guard, and a race against time develops 
to resolve the problem before hostile 
forces uncover what should best be for-
gotten. Finally, some fifteen to twenty 
years later the story comes to fruition, 
as the full ramifications of the events of 
the previous stories threaten to shatter 
the political security of a nation and 
two Tribunals. Have the magi made the 
right choices, and can they live with 
the consequences?

The Traitor’s 
Game

A redcap has gone missing, and it 
seems like a straightforward search and 
rescue mission. However, a web of deceit 
and betrayal leads to a darker story of 
envy and hatred, with its roots in the an-
cient history of the Order. Acts of spite 
threaten to destroy the covenant, and the 
magi find an innocent caught up in plots 
that go back far beyond his birth. 
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