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WELCOME TO Dies Irae — the Day of
Wrath — the culminating story for your
Ars Magica Fifth Edition saga. Within are
four chapters, each setting out a story of the
destruction of Mythic Europe as your player
characters know it. Yet in the darkness is a
thin ray of light; each chapter also offers a
variety of means for the magi to stop the
catastrophe and save the world, or at least
survive in the aftermath.

The title, Dies Irae, is derived from the
medieval Latin hymn, "Dies Irae,” composed
sometime during the 13th century and sung
most often at funerals during the Requiem
Mass, the Mass for the dead. Nineteen stan-
zas long, the first warrants repeating:

Dies irae! Dies illa

Solvet saeclum in favilla:

Teste David cum Sibylla.

(The day of wrath, and in that day
The world in ashes pass away

As David and the Sibyl say.)

Most troupes will only use one of the fol-
lowing four chapters; pick the one that best
suits your troupe’s style of play. Nothing pre-
vents you from using more than one chapter,
and if your players characters are especially
good at saving the world, they may like to
do so more than once. While that may be
overly dramatic for many troupes, it is well
within the bounds of legitimate role-playing.
Indeed, some of the chapters work well as a
set, if that is what you want.

Why destroy the world? Everything has
a cycle, and just as covenants are measured
in seasons, growing from Spring to Summer,
to Autumn, and eventually to Winter, so too
do sagas age and mature. Winter brings the
death of things, but Spring sprouts life. Per-
haps your saga has run its course and your
troupe is looking for a fitting end before be-
ginning anew. If your player characters are
exceptionally powerful, as many magi can
be, perhaps you need a world-ending chal-

Introduction

lenge to separate the wheat from chaff, to see
which characters are truly powerful enough
to withstand such an apocalyptic threat. Per-
haps you simply want an epic story to guide
your players through, and there are none
more epic than the following four.

The following four apocalypses are in-
tended to combine with your current saga
and close it. The early stages of each should
seamlessly mesh with ordinary events, blend-
ing with any current story arcs you are run-
ning. As the years progress, the apocalypse
moves to center stage, overriding the magi's
current concerns due to its cataclysmic im-
portance. Each of the four apocalypses covers
many in-game years, and will take sessions of
play to resolve. More than a straightforward
series of interlinked adventures, such as we
presented in the ArM5 supplement Thrice-
Told Tales, each of the following four chap-
ters is an extended campaign, designed to
include your current stories before dashing
the magi's hopes and dreams against rocks of
impending doom.

The Gnd of Time

The limit of the Lunar Sphere has been
a prize for Hermetic researchers since the
founding of the Order. Breaking that limit
could open up new forms of magic, whole new
worlds even. Or it could, in the wrong hands,
bring about the Apocalypse and the end of
time itself. A doomsday cult within the Order
is working to bring about just such an end.

No simple grab for power, the threat
comes from the last place the Order would
think to look. Driven by an unshakable be-
lief, this cult at the heart of the Order is
nearing the end of its plan. As that end draws
nigh, signs and portents start to appear to
those who recognize them; the rise of the
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four horsemen, the rising of the beast from
the sea, stars falling from the sky.

Can the magi recognize these signs,
identify the cultists, and can they con-
vince a skeptical Order that those they
once called friends will submit the Earth to
conquest, war, famine, and death. Can they
prevent the end of time?

Fimbulwinter

Before the great battle of Ragnarok, be-
fore the battle of the Jotnar and the Aesir, the
eddas tell of a terrible, unnatural season, a
time of three winters without summer where
starvation, death, and war rule the land: the
Fimbulwinter. And now someone has found
a way to bring this winter to Mythic Europe.

Things start slowly, as the plotters seek
out the places of power and allies they need
to carry out their plans, and as the magi seek
out vis and write their books, they may not
realize that winter is coming. If the enemies
are not stopped, however, they summon As-
pects of Primeval Winter from the Magic
Realm to blanket the land in unending snow,
bringing war, famine, and despair.

The Great
Prestilence

Plagues are notorious horrors of Mythic
Europe, striking without warning and stem-
ming from no known cause. The Order of
Hermes generally ignores such calamities,
its magic more than equal to protecting its
members from such pandemics. Magi sit




safely and smugly in their ivy-clad towers,
waiting out plagues as if they were nothing
more than a passing rainstorm.

Until their vis mysterious rots away, their
magical animals and creature allies grow sick
and die, and the land encompassed by their
Magic aura emits noxious vapors that poison
the surrounding countryside. All this with no
advance notice, no known origin, and with
no end in sight. Dubbed “The Great Pesti-
lence,” this fearsome blight overwhelms the
Magic Realm, eating it away one Form at a
time, and slowly rendering its magic inert
and useless. As the magi lose power, the
Great Pestilence continues to spread. Man-
kind falters, stricken by wave after wave of
various poisons generated from every Magic
aura and regio across Mythic Europe.

Can the magi discern what is happening
and survive long enough to stop it, or will they
too suffer the ravages of the Great Pestilence?

The Twilight
of the Gods

Millenia ago, the Magic titans and
the Faerie gods clashed in a cosmic battle
called the Titanomachy. The titans lost,
and were imprisoned in the Magic Realm;
their powers tempered by the chains that
bound them. Now someone plots to fulfill
the prophecy that will bring about a second
war with the gods: a war which the titans
are fated to win. As the metaphorical chains
binding the titans are loosened one by one,
the approaching apocalypse is presaged by
wars, armies of giants, invasion by mon-
sters, the swallowing of the moon, and the
return of the pagan dead. Unless the plan
can be thwarted, mankind will be caught in
between the warring powers.

Should they fail, the new world that
emerges from the chaos of the war between
Magic and Faerie is one ruled by magic. Far
from being a magician’s idyll, magi will dis-
cover that magical power can no longer be
freely acquired; the titans are back in control
and they jealously guard magic and closely
regulate its flow. The world has become a
dangerous place where monsters roam free
and magic warps the edifices of man.

‘Daimons and Aspects

Daimons are featured in more than
one chapter in this book, so some general
notes are offered here.

Daimons are spirits that embody the
elements of creation. They dwell in the
Magic Realm, but interact with the mun-
dane world by a creating a spirit called an
Aspect. Aspects are normally in constant
mental contact with their Daimon, and
are Arcane Connections to them. Creat-
ing an Aspect does not cost the Daimon
any Might points, and it can have any
number of Aspects active at any one time.
The Daimon knows what all its Aspects
are thinking and doing, although it does
not necessarily share this information
with other active Aspects. An Aspect has
its own Might Score, although its Might
pool does not replenish; instead when it is
exhausted of Might points it is recreated
by its Daimon. Destroying an Aspect has
few consequences for the Daimon; the As-

pect can be restored instantly, although it
cannot return to the same location where
it was destroyed or dismissed until a day
has passed. An Aspect also cannot appear
within several miles of another Aspect of
the same Daimon, or where one has been
in the last day. Powerful Daimons have
several Aspect types, each with a unique
identity and name, personality, and pow-
ers. They can also manifest multiple copies
of the same Aspect simultaneously. More
information about Daimons can be found
on page 102 of Realms of Power: Magic.

Destroying an Aspect is the same
as destroying any supernatural crea-
ture, but destroying a Daimon is much
harder; Perdo Vim directed through
the Arcane Connection provided by an
Aspect does not work. Even in the Ti-
tanomachy, the Daimons were not de-
stroyed, merely imprisoned.
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