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Tales of the Dark Ages

INTRODUCTION

Welcome to the first anthology of adventures
published for the Ars Magica™ game, and the first
product to appear under the label of Atlas Games.
While we have obviously designed this product for
players of Ars Magica, we would hope that players
of other RPGs may be intrigued by this collection. In
the tradition of Ars Magica, our emphasis has been
on writing a good story, not legislating rules or
catering to their peculiarities. We hope that we have
successfillly done so, and that these stories will
appeal to adherents of every game—and perhaps
even intrigue non-gamers.

ABOUT ATLAS GAMES

Atlas Games is a brand new company, a small
publisherofrole-playinggamesand related materials.
By special arrangement with Lion Rampant Games,
we are licensed to produce materials for the Ars
Magica™ game. Atlas Games is envisioned as a
small company, one that caters to the sophisticated
gamer, the reader willing to delve into the unusual
and experimental, as well as to enjoy creative new
variations on mainstream design.

This vision isinformed by the belief that any art,
such as role-playing, grows through risk and
experimentation. Large companies, because of the
scale on which the operate, are often hesitant to take
suchrisks. Asinotherarts(and technologies), many
of the exciting innovations originate in the small,
obscure, “underground” companies. These ideas,
and the companies that spawned them, may later—
often in “watered-down” form—become accepted as
“mainstream.” The creation of role-playing games in
the first place attests to this process.

This all means that torenew and grow, the hobby
requires a continuous supply of small ventures,
business risks that may survive or fail, but which
inevitably make theirimpression on the hobby. While
theaveragegamermay neverhaveread Ars Magica,
for instance, he may have already felt its
repercussions. This is because the best designers,
though they maybe employedby thelargercompanies,
keep a close eye on the “underground.” They know

that new ideas and approaches will show up there.
Consciously or not, each designer is influenced by
those ideas to which he or she has been exposed; in
this fashion, the best ideas are distilled out and
preserved as a legacy for all games.

Atlas Games is pleased to be a small company.
Certainly we will not throw away profit, should it
come our way; but at the outset our dedication is
foremost to innovation, to experimentation, whether
exploring new territory or re-charting the familiar.
We believe this approach will have a crucial impact
on the gaming hobby, whether or not a particular
product is widely recognized; and we hope that the
core of quality that survives the ravages of time and
criticism will redeem whatever inferiorcontentsmay
have been discarded along the way.

Tales of the Dark Agesis the first step toward our
vision. In it, we invite you to taste the cutting edge
of role-gaming design. Won’t you join us?

WHAT IS ARS MAGICA™?
(AND WHAT IF I PLAY

SOMETHING ELSE?)

Ars Magica is a fantasy role-playing game
published by Lion Rampant Games(P.O. Box 29942,
Atlanta, GA 30359). The game focuseson the medie-
val wizard in an authentic setting, as close to the his-
torical Medieval Europe as possible. It has received
critical acclaim from nearly every quarter for its
fresh approach to role-gaming, and its innovative
magic system.

Tales of the Dark Ages was designed specifically
for Ars Magica. If you use another game system, do
not fret; you can still adspt these adventures for your
campaign (—or “saga,” as we would say in ArM
terms)! Here we’ll give you a quick introduction to
the basics of ArM game mechanics. If you have some
idea of what all the numbers and abbreviations
mean, it should be easier to draw up analogous
details for the game of your choice.
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