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Ars Magica
Guardians of the Forests details the birthplace of the Order of Hermes, Mythic Germany. From the sinister faerie heights of the
Black Forest, home to Durenmar, through the prosperous and venerable cities of the Rhineland, to the fog-ridden Harz Mountains,
to the lowland plain and Crintera's island retreat on the Baltic coast, the northern Holy Roman Empire is a diverse landscape of
countless magical and faerie forests, interspersed with a patchwork of powerful realms, where prince-bishops vie with dukes and
merchant gilds for temporal power. This is the land of the epic Nibelungenlied, the heroic conquests of Charlemagne and Frederick
Barbarossa, the miracles of St. Boniface, the splendour of the Imperial Cathedrals, the gifts of minstrels and wood-wives, and the
curses of witches and the Wild Hunt.Guardians of the Forests reveals the many unique traditions of the First Tribunal, its archaic
politics and lost glories, its reverence for its founders and its woodlands, the workings of the Great Library of Durenmar, and the
secrets of those who pursue obscure wilderness paths in search of the primal power of the Forest. The richness of the German
landscape is fully explored, replete with numerous story and saga ideas. The region of the Rhine Gorge receives a special focus --
its lost covenants, vis sources, sites of legend, towns, castles, inhabitants, and a mysterious curse are all detailed -- providing a
perfect location to jump-start an Ars Magica 5th Edition saga.
This study examines roleplaying games (RPGs) as both a literary and cultural phenomenon, in which the text’s producers take the
role of an authorial multiplicity. --- ABSTRACT: Authorship has undergone drastic revision in the twentieth century. A fundamental
transformation in literature, wherein the author has become a multiplicity of voices, is evinced by the development of roleplaying
games as both literary and cultural texts. The literary roots of roleplaying games are self-evident, as they draw on writers such as
H. P. Lovecraft and J. R. R. Tolkien. However, a consequence of the development of the roleplaying game has been a subsequent
departure from these authorial beginnings; roleplaying games have irrevocably transformed the role of the writers who inspired
them, altering the authorial position to become a border-blurring multiplicity. Not only do roleplaying game designers reinterpret
literary texts as literary games, often borrowing rules material from other designers in the process, in modifying the function of the
author from a single creative entity to an empowered storytelling among groups roleplaying games further complicate previous
distinctions between author and audience. Players create a fictional world as a group endeavor, authoring a complex structure of
fantasy that addresses Freudian concepts of dreams and wish fulfillment. In this way, roleplaying becomes a locus for issues of
identity, including questions of performance, spectatorship, and gender construction. And by allowing play in regard to identity,
roleplaying games are able to transgressively navigate expressions of difference, encouraging players to subtly work against the
traditional split between spectacle and narrative. The thriving fan subculture surrounding roleplaying only emphasizes the
transgressiveness of the hobby; this is a social formation that aggressively utilizes new technology such as the internet, through
which fans are able to explore culturally subversive methods of authoring in the face of hostility from the surrounding cultural
environment. They, too, are active producers and manipulators of meanings, rather than passively accepting dominant ideology.
By fusing the broader perspectives of literary and cultural criticism with personal experiences, this study examines the
development of roleplaying games from the fiction of individual writers to the interactive roleplaying based on them, wherein fiction
writers, the hobby’s creators, designers, editors, publishers, fans, players, and the cultural environment are all invested with the
creative power to contribute meaningfully to the narrative.
Don Juan concludes the instruction of Castaneda with his most powerful and mysterious lesson in the sorcerer's art—a dazzling
series of visions that are at once an initiation and a deeply moving farewell.
A monumental history of a dangerous profession, exploring witches throughout the British Isles: their identity, magic and the
people who employed and suppressed them
Law is a particularly fruitful means by which to investigate the relationship between religion and state. It is the mechanism by which
the Roman state and its European successors have regulated religion, in the twin actions of constraining religious institutions to
particular social spaces and of releasing control over such spaces to those orders. This volume analyses the relationship from the
late Republic to the final codification of Roman law in Justinian's Constantinople.
Please note that the content of this book primarily consists of articles available from Wikipedia or other free sources online. Pages:
39. Chapters: White Wolf games, Ars Magica, Exalted, Geist: The Sin-Eaters, List of Exalted publications, Storytelling System,
Rage, Pendragon, Scion, Aberrant, Hunter: The Vigil, Trinity, Adventure!, Street Fighter: The Storytelling Game, Black Dog Game
Factory, Sword and Sorcery Studios. Excerpt: Exalted is a role-playing game published by White Wolf Publishing. The game is
classified as high fantasy, but may be more accurately described as "mythic fantasy," as the developer specifically avoided
drawing on J. R. R. Tolkien, but rather turned to a mixture of world mythologies for inspiration. The game is currently in its second
edition, and with revised and expanded second edition supplementary materials being released. First Edition is no longer in
development, but was originally created by Robert Hatch, Justin Achilli and Stephan Wieck. The original core rulebook was
published in July 2001. The basic premise of the game is that the player characters are chosen by a higher power and imbued with
the powers of a demigod (thus, "exalted," or "raised high"). There are numerous varieties of Exalted, though the core game is
based around the Solar Exalted, with the Core Rulebook covering the Solars and their abilities and skills. Other varieties of Exalted
are given rules in additional sourcebooks. According to the core sourcebooks and the supplementary materials, the history of the
setting begins with "the time before anything," where there were the Primordials: vast, unfathomably multifarious eternals similar to
the Protogenoi of Greek mythology or the Outer Gods of H.P. Lovecraft's works, even going so far as to use similar epithets to the
latter. The Primordials brought the Unshaped Chaos that was at the time, and formed it into the Creation - a flat world dominated
by five elemental forces located in poles in the utter north, ...
This book includes descriptions of Web sites where readers can find the hottest online real-time games, in addition to
how-to and strategy guides, non-real-time, proprietary, e-mail and listserv games.
This book explores the changing perspective of astrology from the Middle Ages to the Early Modern Era. It introduces a
framework for understanding both its former centrality and its later removal from legitimate knowledge and practice. The
discussion reconstructs the changing roles of astrology in Western science, theology, and culture from 1250 to 1500. The
author considers both the how and the why. He analyzes and integrates a broad range of sources. This analysis shows
that the history of astrology—in particular, the story of the protracted criticism and ultimate removal of astrology from the
realm of legitimate knowledge and practice—is crucial for fully understanding the transition from premodern Aristotelian-
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Ptolemaic natural philosophy to modern Newtonian science. This removal, the author argues, was neither obvious nor
unproblematic. Astrology was not some sort of magical nebulous hodge-podge of beliefs. Rather, astrology emerged in
the 13th century as a richly mathematical system that served to integrate astronomy and natural philosophy, precisely the
aim of the “New Science” of the 17th century. As such, it becomes a fundamentally important historical question to
determine why this promising astrological synthesis was rejected in favor of a rather different mathematical natural
philosophy—and one with a very different causal structure than Aristotle's.
Some people play roleplaying-games for the challenge; others play them for the story. Award-winning fantasy author and
freelance game writer Marie Brennan is unabashedly in the latter camp. In these essays she looks at tabletop and live-
action RPGs from a narrative perspective, exploring the ways the framework of a game can generate and support (or
undermine) your tale. Whether you are a player or a game master, Dice Tales offers insights on every facet of RPG
storytelling, including: * generating characters with rich narrative potential * scaling plot as PCs become more powerful *
managing the interaction between rules and roleplay * campaign planning at different stages * the social dynamics of
collaborative creation * and more!
An Ars Magica Player's SourcebookThe third and final volume in the Houses of Hermes series, Societates covers
Houses Flambeau, Jerbiton, Tytalus, and Ex Miscellanea. These houses are formed of wizards who have come together
out of shared interests and philosophies.House Flambeau includes the champions and knights of the Order, individual
warriors who fight for glory and honor, both their own and that of the Order as a whole. The House admires bold
adventurers who seek out and overcome fearsome opponents. Worthy opponents are chosen according to the magus's
sense of honor, not external rules. As a result, many of the Order's Hoplites are from House Flambeau, as are many of
the magi they hunt down.House Jerbiton live lives in pursuit of beauty, and in pursuit of living beautifully. This requires
interaction with the world beyond the Order of Hermes, both for the sake of the beauty found there and to avoid the
stunted lives that result from a life lived entirely within a covenant. Experts in the use of Mentem and Imaginem, followers
of Jerbiton generally prefer to interact subtly with the world. The fall of Constantinople has, however, been a great shock
to them, and has pushed the House onto a more active path.House Tytalus thrive on, and admire, conflict. The main
conflict they see is between an individual's nature and the rules imposed by surrounding society, but this central conflict
plays out in many, less abstract, contests. They are renowned for long-running rivalries with their Housemates,
convoluted political schemes, and activities that skirt the edges of legality.House Ex Miscellanea gathers together magi
who do not fit into any other House, normally because they are still tied to elements of a pre-Hermetic tradition. The
House claims to embody unity in diversity, but the emphasis is definitely on the diversity. This book provides eight
detailed examples of traditions within the House, complete with rules for their non-Hermetic abilities.
An exploration of the significance of medieval Rome, both as a physical city and an idea with immense cultural capital.
Ars Magica
The 1980s saw the peak of a moral panic over fantasy role-playing games such as Dungeons and Dragons. A coalition of moral
entrepreneurs that included representatives from the Christian Right, the field of psychology, and law enforcement claimed that
these games were not only psychologically dangerous but an occult religion masquerading as a game. Dangerous Games
explores both the history and the sociological significance of this panic. Fantasy role-playing games do share several functions in
common with religion. However, religion—as a socially constructed world of shared meaning—can also be compared to a fantasy
role-playing game. In fact, the claims of the moral entrepreneurs, in which they presented themselves as heroes battling a dark
conspiracy, often resembled the very games of imagination they condemned as evil. By attacking the imagination, they preserved
the taken-for-granted status of their own socially constructed reality. Interpreted in this way, the panic over fantasy-role playing
games yields new insights about how humans play and together construct and maintain meaningful worlds. Laycock’s clear and
accessible writing ensures that Dangerous Games will be required reading for those with an interest in religion, popular culture,
and social behavior, both in the classroom and beyond.
Fifty years ago, the covenant of Calebais was destroyed. No one knows how or why such a powerful and well-defended group of
wizards could possibly fall. Now the truth behind the tragedy comes to light as you and your friends uncover this mystery. From
faerie-inhabited forests to the long-abandoned ruins of a wizardly palace to the inner chambers of a secretive convent, The Broken
Covenant of Calebais goes to the roots of roleplaying -- to the early days of fantasy stories -- when realism, romance, mystery, and
magic were foremost in mind. This revised edition of The Broken Covenant of Calebais is the third version of the adventure to be
published for Ars Magica. Calebais was the first adventure published for the First Edition of the game, and was reworked for
Second Edition. Now, to coincide with the release of the game's Fifth Edition, this classic has been revised and expanded once
more. Although the plot, setting, and atmosphere remain the same, the text has been almost completely rewritten to integrate this
classic adventure into the newest and best version of Ars Magica.
Legends tell of the mighty wizards of the past, sorcerers with powers that dwarf those of the magi of the Order of Hermes.
Hyperboreans whose spells lasted a generation, necromancers of Canaan who could summon any of the dead, rune magic that
brushed aside Magic Resistance like cobwebs; all these stories circulate in the Covenants of the Order. Other forms of magic are
so ancient that even the legends have become rare. The Seekers are those magi of the Order who search for these secrets,
aiming for the glory of being the one to bring the power to modern magi.This book contains descriptions of nine forms of ancient
magic, and rules for integrating their secrets into Hermetic theory. From the frozen north to the westernmost edge of the world,
from humankind's earliest homes to grand temples of the classical world, the quest can lead your characters anywhere in Mythic
Europe, and even beyond. How far will they go for knowledge?
Ars Magica ("The Art of Magic") is the award-winning roleplaying game that focuses on wizards who are as powerful as the ones
we know from legend and literature, and the land of Mythic Europe, where those legends are real. The rules encourage players to
develop their characters over long periods of time, and make the covenant, the home base of the characters, as central to the
stories as any individual character. Troupe-style roleplaying allows players to take on the roles of different characters in different
stories, so that the players have equal access to power even though the characters do not. This new edition is rewritten to improve
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the rules for existing players, and to be more attractive and accessible to new audiences.
In Mythic Europe, kings rule their feudal lands, but their wives can be stolen by magic. The church preaches repentance, and
saints manifest on Earth to enforce their will. Countries can be changed into lakes, and whole islands hidden from all who are
unworthy to find them. A cat can be a guardian of great power, and a leopard the agent of divine justice. The dead might return to
further serve their infernal masters, or be led across the continent in Hellequin's Hunt.Living Lore is a hardcover supplement for
Ars Magica, containing dozens of medieval legends adapted for your saga. Whether you want a tempting faerie or a new mystery
cult, there is something for you in this book.
The Routledge History of Medieval Magic brings together the work of scholars from across Europe and North America to provide
extensive insights into recent developments in the study of medieval magic between c.1100 and c.1500. This book covers a wide
range of topics, including the magical texts which circulated in medieval Europe, the attitudes of intellectuals and churchmen to
magic, the ways in which magic intersected with other aspects of medieval culture, and the early witch trials of the fifteenth
century. In doing so, it offers the reader a detailed look at the impact that magic had within medieval society, such as its
relationship to gender roles, natural philosophy, and courtly culture. This is furthered by the book’s interdisciplinary approach,
containing chapters dedicated to archaeology, literature, music, and visual culture, as well as texts and manuscripts. The
Routledge History of Medieval Magic also outlines how research on this subject could develop in the future, highlighting under-
explored subjects, unpublished sources, and new approaches to the topic. It is the ideal book for both established scholars and
students of medieval magic.
The brief word-histories in this book are meant to provide background on some words that everyone learns when they study Latin, as well as
some rarer terms that have interesting stories to tell about Roman culture. This book lists a new word or phrase that came into American
English every year from 1975 to 1998, with a selection of early additions from 1497 to 1750, and discusses the history behind the adoption of
each. Teachers and students of Latin can benefit from the slightly more formal, but still anecdotal, approach taken here to some key words in
the Latin lexicon.
How the early Dungeons & Dragons community grappled with the nature of role-playing games, theorizing a new game genre. When
Dungeon & Dragons made its debut in the mid-1970s, followed shortly thereafter by other, similar tabletop games, it sparked a renaissance in
game design and critical thinking about games. D&D is now popularly considered to be the first role-playing game. But in the original rules,
the term "role-playing" is nowhere to be found; D&D was marketed as a war game. In The Elusive Shift, Jon Peterson describes how players
and scholars in the D&D community began to apply the term to D&D and similar games--and by doing so, established a new genre of games.
Fantasirollespil.
Historian Johan Huizinga once described game playing as the motor of humanity’s cultural development, predating art and literature. Since
the late 20th century, Western society has undergone a “ludification,” as the influence of game-playing has grown ever more prevalent. At
the same time, new theories of postmodernism have emphasized the importance of interactive, playful behavior. Core concepts of
postmodernism are evident in pen-and-paper role-playing, such as Dungeons and Dragons. Exploring the interrelationships among narrative,
gameplay, players and society, the author raises questions regarding authority, agency and responsibility, and discusses the social potential
of RPGs in the 21st century.
A collection of twenty original essays on the history of science and mathematics. The topics covered embrace the main themes of Whiteside's
scholarly work, emphasising Newtonian topics: mathematics and astronomy to Newton; Newton's manuscripts; Newton's Principia; Newton
and eighteenth-century mathematics and physics; after Newton: optics and dynamics. The focus of these themes gives the volume
considerable coherence. This volume of essays makes available important original work on Newton and the history of the exact sciences.
This volume has been published in honour of D. T. Whiteside, famous for his edition of The Mathematical Papers of Isaac Newton.
There are those within the Order of Hermes who transmit secrets of magic incomprehensible to outsiders. Pre-eminent among them are the
four Mystery Cult Houses, gatherings of magi Initiated into the same Mysteries. This book details the Mystery Cults, including full details of
their Inner Mysteries. House Bjornaer venerates animal ancestors, and strives to perfect the form. Their Mysteries enhance the heartbeast,
ultimately allowing the magus to unlock mythic forms. House Criamon follow ancient teachings and seek escape from time itself. The many
paths that they walk to this end grant powers that can include immortality. House Merinita move among the faeries, ultimately joining them.
Their spells can draw on faerie glamour, awaken the fay slumbering around them, or inflict curses on those who break their promises. House
Verditius crafts the greatest items, putting a little of themselves into their finest creations. Pride in their creations is often their downfall, and
these magi are terribly prone to the most deadly sin.
The essays in this volume present a collective study of one of the major problems in the recent history of science: To
what extent did the occult 'sciences' (alchemy, astrology, numerology, and natural magic) contribute to the scientific
revolution of the late Renaissance? These studies of major scientists (Kepler, Bacon, Mersenne, and Newton) and of
occultists (Dee, Fludd, and Cardano), complemented by analyses of contemporary official and unofficial studies at
Cambridge and Oxford and discussions of the language of science, combine to suggest that hitherto the relationship has
been too crudely stated as a movement 'from magic to science'. In fact, two separate mentalities can be traced, the
occult and the scientific, each having different assumptions, goals, and methodologies. The contributors call into question
many of the received ideas on this topic, showing that the issue has been wrongly defined and based on inadequate
historical evidence. They outline new ways of approaching and understanding a situation in which two radically different
and, to modern eyes, incompatible ways of describing reality persisted side-by-side until the demise of the occult in the
late seventeenth century. Their work, accordingly, sets the whole issue in a new light.
Consecrated by Christ himself, Glastonbury was the first Christian church in Britain. It survived the Roman persecutions,
sheltered Arthur and Guinevere during the wars against the Saxons, and nurtured St. Dunstan, the greatest archbishop
England has seen. Now a house of the black-robed Benedictine monks, it has fallen to diabolic corruption from within,
and Satan is praised in Gods place.This sourcebook features:Options for playing the adventure with either Ars Magica
rules or the D20 SystemDiabolism rules for both systems, including the D20 System Diabolist prestige class, and
information on Ars Magica demonic gifts, curses, and demonic servants.Details on the abbey of Glastonbury, its holdings,
its diabolist inhabitants, and the powerful magical locations in the area.Story hooks to make Glastonbury a continuing
feature of your campaign, even after the scenario portion of the book has been played through.Guidelines for running
games in thirteenth-century Britain -- a setting that promises hours of medieval adventure!
This collection of twelve articles presents a selection of papers delivered in the course of a seminar 1994-95 and its
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concluding international symposium at the Institute for Advanced Study in Princeton. The common theme is the
interrelation between magic and religion, focussing particularly on the Mediterranean world in Antiquity - Egyptian,
Graeco-Roman and Jewish beliefs and customs - but also treating the early modern period in Northern Europe (the
Netherlands and Germany) as well as offering more general reflections on elements of magic in language and Jewish
mysticism. The volume is characterized by an interdisciplinary approach and the use of varied methodologies,
emphasizing the dynamic nature of the often contradictory forces shaping religious beliefs and practices, while dismissing
the idea of a linear development from magic to religion or vice versa. The contributors are outstanding scholars in their
fields: Ancient, Medieval and Modern History, Religious Studies, Jewish Studies, Classical Studies, Early Christianity,
Islamic Studies, Anthropology, Egyptology and Comparative Literature. Without a doubt this re-evaluation of a fascinating
age-old subject will stimulate scholarly discussion and appeal to educated non-specialist readers as well.
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