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In the long distant days of old, before the dawn of industry and science, there existed a
simpler and more natural world, a world which had a different conception of life and cosmos
than we do today. It was the medieval world and it was filled with pageantry, mystery,
grace, honor, love and great, unspeakable terrors.

The people of this world spoke of themselves through song and poetry, and the beauty
of this art remains with us still. We have all heard of the bravery of Lancelot, the ferocity of
faerie stags, the terror of mighty dragons, and the foreboding power that true love, destiny
and curses had over people’s lives. Roland and Saint George were heroes of a different breed
than we have today, and were revered as men imbued with divine blessings which allowed
them to complete their tasks. It was indeed a different world.

The people of these “dark times” believed in the supernatural, and treated it as a more
integral part of life than our scientific and secular society does today. They believed in it and
took it seriously in a way we cannot fathom. In this book we assume that they were correct,
and that the supernatural does indeed exist, and that faeries, dragons and wizards do indeed
roam the world.

Our intention at Lion Rampant is to provide you, the roleplayer, with an opportunity to
experience the wonder and drama of the medieval world. Within our Ars Magica product
line, everything is set within this “Mythic Europe” setting. The Order of Hermes is our
latest atlempt to incorporate this mystical version of the Middle Ages into an intriguing and
exciting roleplaying setting. Describing the organization, politics, history and current status
of an entire secret society of wizards, we hope and believe this supplement will be useful to
any who wish to adventure in an environment of magic and fantasy.

While the background of this arcane Order is set in a mythical version of Medieval
Europe, it can be used with only moderate changes with any fantasy world. This supplement
describes and explains the Order as vividly as possible, giving you the opportunity to bringa
wealth of detail about wizards %0 your Saga or campaign. Though this Order is, of course,
only a figment of our collective imaginations, we hope you will find it as intriguing and
complex a subject as you have recently encountered. Our ambition was to make it as realis-
tic and complete as possible.

As you read this book, treat it as if you were taking a journey as a young wizard who
has only known your master’s laboratory and is now being introduced to the vast and com-
plicated world of magic. It will not be an easy journey, but it will be easily worth the effort,
for what you will learn shall stand you in good stead later on. Open the pages of this tome
carefully, for you are about to delve into a world of arcane mystery and unparalleled wonder.
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How to Use This

Supplement

This book describes the Order of Hertnes on all
levels, from the lives of individual magi, to the Order’s
history, to its current political composition. The purpose
of the supplement is two-fold: first, to help players
develop magus characters with interesting backgrounds
and possibilities for personal development; second, to
provide the information necessary to run a Saga in which
Hermetic politics play a significant role. Though the
background provided can be modified for any fantasy
world, it was designed to bring out the flavor of the
Middle Ages and is most fully utilized to this end.

For the Player

As a player, you can use this information to build a
complete and engaging magus character. First you
should read through the book, getting an idea of what the
Order is like. Then you should choose a House for your
magus and use the information found in the Houses
section as a guide to creating the character. Your House
determines much about the master you had, and because
your master had almost complete control over your
personal and magical development during your appren-
ticeship, your House has already had a great deal of
influence on who you are by the time you start play.

Like any young magus, you might have little knowledge
of other Houses or of Hermetic politics when you begin,
but this information will come to you during play, as
your character learmns and grows.

The “Life of a Magus” chapter also provides impor-
tant ideas that you can use in developing your magus.
You can best use these ideas by looking them over before
you create the character, because decisions you make
about your character’s background and ambitions are
important to your character conception.

If you already have a magus, choose the House that
best fits the character conception. Don’t worry about
finding a House that you fit perfectly, because individual
magi within each House always vary to some extent from
the norm. You may want to rethink some details about
your character based on the information here. You
should go through the “Life of a Magus” chapter as well
to fill in details about your character.

Even if you do not play Ars Magica, you will find
that this book can provide some very interesting ideas for
your wizard character. If your gamemaster will agree,
you can include the Order of Hermes in your campaign,
allowing you to fully flesh out your character in the garb
of a member of the Order.

For the Storyguide

As a storyguide, the background information will
allow you to develop the Hermetic environment in which
the Saga takes place. Who are the other magi nearby?
What attitudes and motivations drive them? What power
do they have over the player-characters, and what power
can the player-characters exert over local politics? What
major crises or concerns have developed in the Saga’s
locale, and what are the options currently being consid-
ered for dealing with these issues? All these questions
and more will be for you to determine, using this supple-
ment to provide the raw material and the structure to
your creation. Familiarize yourself in general with the
entire book, and then pick those topics that excite you the
most. You might, for instance, be particularly intrigued
by a certain House, by Wizard’s Twilight, by an event in
Hermnetic history, or by a conflict currently involving the
Order. Read about that topic in detail, provide your own
embellishments, and expand into other areas as the Saga
progresses.

If you are not currently a member of an Ars Magica
troupe, the ideas found in The Order of Hermes can be a
strong basis for any organization of magic-users. Based
in a magical setting where the powers of religion, the
sword and the spell can conflict or all be threatened by
outside menaces, this supplement can provide you with
many ideas concerning the unity, divisions and interac-
tions among wizards in a far flung, complex society.

A General Background —

In order to help you use this supplement, we have
provided a general explanation of the background of the
Order. If you have read other Lion Rampant products,
this will help refresh your memory about some of the
basic concepts of the Order of Hermes and its place in the
world. If you have bought this supplement as a resource
for your own campaign, it will give you a general over-
view of the Order. Everything described below is
discussed in far greater detail in later chapters.

Covenants

Some magi, concerned that rivals might steal their
hard-won secrets, live alone and in secrecy. The vast
majority, however, live together in small communities
bonded by vows of friendship and cooperation. A
covenant is a self-sufficient collegium of magical learming
where magi gather for protection and to share resources.
Usually it is located in a magical area, where magical
forces are more easily controlled and gathered. While
covenants can be of any size, most have fewer than a
dozen members. Some magi, however, live in huge
covenants where the centralization of power and lore
make them formidable, but where complex hierarchies
limit the individual magus' freedoms.
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Besides the wizard members of the covenant, there
are many others who live there, including guards, cooks,
servants, scholars, scribes, artisans, adventurers, and
often an assortment of friends and companions. The
magi support these individuals and, in return, they are
served by them. Asa community, a covenant is usually
self sufficient and its inhabitants are often highly loyal to
their arcane leaders. Though not actually a part of feudal
society, most folk relate to the magi in the same manner
as they would relate to a liege lord.

The politics within a covenant are entirely depend-
ent on the attitudes and behaviors of its members. Some
covenants have a rigid structure, while others are loose
collections of individuals, cooperating only occasionally.
Some are rife with internal schemes and attempts by
individuals or factions %o gain power over the others.
Most wizard characters belong to a covenant, but it is not
entirely unusual for a magi to return to their home only
occasionally, spending much of their time travelling. A
covenant is what a magus makes of it, so they can vary
wildly.

The Code of Hermes

Central to the Order is its Code, which regulates the
activities of magi, both among their peers and in society
atlarge. Magi want protection from their neighbors and
sufficient peace to carry out their arcane studies. They
know that their lives are potentially hundreds of years
long and that those who could most easily cut short this
long life are other magi. Therefore, by living within the
Order and avoiding mortal combat with each other, the
magi assure themselves a broad degree of security. Ad-
ditionally, there are other powers upon this earth, some
with strength equal to or greater than a wizard’s own;
only with unity can outside challenges be successfully
met.

Tribunals

The middle layer of organization between the Order
of Hermes itself and its individual covenants consists of
Tribunals. Tribunals are inter-covenant councils formed
by representatives from each local covenant, one for each
region of Europe. Each magus in the area covered by a
Tribunal gets one vote, either directly or through proxy.

Magi may give another magus the power to represent
them by giving the representative their “sigils,” which
are wands or other symbols given them by their masters
upon completion of their apprenticeship. Magi also meet
less formally in councils to decide less important mat-
ters. Covenants typically have council meetings to
decide covenant actions, and sometimes magi from
different covenants meet to discuss specific issues. The
authority of these informal councils is completely
dependent on what the participating covenants and
magi choose to grant them.

Wizards and Society

The Order is a threat to the hierarchy of society
since magi bow to neither Baron nor Bishop, butit is
powerful enough to deter rulers from attacking it
openly. The knight's courage and the priest’s prayers
have supernatural powers of their own, so members of
the Order rarely attack their mundane foes in open
warfare. Those who cause undue conflict between the
Order and society are subject to punitive action.

Young magi often find the restraints caused by
society annoying, and they sometimes skirmish with the
powers of the mundane world. Older magi, however,
usually find ways to pursue the art of magic despite the
anti-magical sentiment of society, and scorn those who
do not follow their example. Most magi are very wary
of the outside world and will go to any length to main-
tain the shaky peace which has been held for so long.

Fanatic voices within the Order and within the
Church have long called for an end to the long-standing
truce and a final confrontation between the two to settle
their differences. In the Ars Magica world of the thir-
teenth century, more reasonable voices have so far pre-
vailed.

For their part, most magi realize that, while they
wield great power, they have no defense against mir-
acles. As long as they stay out of the Church’s way, they
are largely left alone, but were they to threaten society at
large, they would no doubt suffer God’s fury. Besides,
many in the Order support the work of the Church and
agree with many of its teachings. Misunderstanding
and/or political intrigue are the bases of any conflict
between them, not moral antipathy.
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