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Significant Changes from the Previous Version

This is Version 1.0, there are no changes from a previous version.

Many of the rules in this book are obscure and of little regular use.  The lack of a comment should not be taken as an absolute approval of any rule.

Introduction, Chapter One

No changes or comments.

Wisdom from the Order, Chapter Two

No changes or comments.

Vocations, Chapter Three

The inclusion of new Virtues and Skills within the character templates is a horrible presentation technique, insuring that they are lost to anyone who is not reading the entire book closely.  Therefore , the new Virtues and Skills are listed here for easy reference.

Virtues

+1
Exceptional Equipment, page 26

Skill, Social


Teaching, page 25

Knowledge, Formal


Astronomy, page 25


Page
Notes




25
Skills: Social, Teaching.  Ignore this skill.  As presented, the Teaching skill makes it effectively impossible to train apprentices in the manner described in the Ars Magica (3rd Edition) rules and other reference books.  That is, magi do not as part of their skills have Teach, and it is required to teach anyone.  This is clearly a poorly thought out idea.



The skill of Teach was independently defined in the Ars Magica (3rd Edition) MCA.  Use that skill instead.

Magic Theories, Chapter Four

Hermetic Virtues and Flaws


37
Study Bonus (+2 Virtue).  Studying from a book or from raw vis must be treated separately with this Virtue.



Studying from raw vis anywhere other than in a laboratory will suffer the full penalties under the rules in this book and the Ars Magica (3rd Edition) rule book.  Note that it is almost impossible to construct a laboratory in most natural settings.



Studying from a book may be done at no penalty, provided that the reader has a reading desk at the location and the situation permits the act of reading.  Further, the penalties in any rules related to the possibility of damage to or the loss of the book will be doubled in even the best of circumstances.  Should the circumstances be hostile (ex., bad weather), the possibility of damage or loss of the book will be tripled or quadrupled (Game Master’s determination).


37
Living Vis (+4 Virtue).  Delete the last phrase in the third sentence.  That is; “This allows boosting spells and powering Ritual magic, but you cannot extract vis from your body for later use or for use in enchantments.”  The phrase contradicts capabilities of spells in other reference books and is potentially confusing.

Apparent Aging


39
Disregard this rule.  It is too complex for its purpose and unnecessary.  Refer to the Ars Magica (3rd Edition) MCA for a replacement rule.

Laboratory Characteristics


43
General Quality.  A burner (third sentence)?  One wonders if the author has any real idea about the “scientific” equipment of the subject period.


43
General Quality.



Description.  This talks about “outdated” equipment.  Outdated may not be possible in the subject time period.  Given the general lack of serious advances for centuries, anything old enough to be close to outdated would be of Roman origin, which would probably be superior to much of what was available in 1200 AD.  While this is not a direct problem with the rules, it, combined with the comment above bring the entire discussion into question for background accuracy.



Improvement.  The monetary and time requirements in this section are, at best, lubricious.  According to this, it requires six seasons (one and one-half years) for a person with Magic Theory to organize a laboratory to Level 0, along with 600 pence (for someone in a comfortable position that would be about one-quarter of a year’s gross income).  It seems that this is aimed at established magi, not the sort of persons typical to a new campaign.  It would be years before any starting magus could possible have the time or money to create a laboratory ... something which almost every magus wants and needs from the start.  To bring the rule into a usable form, most of the numbers will have to be changed.



Getting to Level 0.  To improve from a -10 laboratory to a -5 laboratory will require no money, no time, and no Magic Theory.  All that is required will be; 1) a space fully protected from the elements (ex. a room), 2) a reasonably sturdy table, and 3) a reading desk.  To improve a laboratory to -1 (levels -4, -3, and -2 are deleted), will required one season of work by someone with a Magic Theory score and cost 100 pence.  From -1 to 0 will required the same.  The improvement from -5 to 0 may be performed in one season by someone with a Magic Theory score of 3 or greater at a cost of 250 pence (vice two seasons and 200 pence).



Improvements Above 0.  Any improvement to a laboratory above level 0 will require 100 pence (not 200) times the “spell level”.  In performing the work, up to two willing persons with Magic Theory scores may help, and add their Intelligence and Magic Theory to the improvement “lab total”.



Math Improvement.  The computation for determining the number of seasons required for an improvement in the example (5th paragraph) is poor math and fails to explain how the answer of two seasons is obtained.  To simplify -- Divide the improvement “lab total” by the improvement “spell level”, and round any remainder up.  Thus, in the example, the computation is 12 / 8 = 1.5 which rounds to 2 seasons.


43
Safety.  Replace all references to 200 pence with 100 pence.


44
Risk.  Replace all references to 300 pence with 150 pence.



The rule states that Risk may come from either the magus being “sloppy or disorganized”, or intentionally taking risks.  The two are not logically compatible under this rule as it is written.  The rule assumes that Risk is an intentional addition to a laboratory to increase the potential for learning.  Also, one does not normally pay money and spend time to intentionally increase one’s “sloppiness”.  As there are no rules for assigning a “sloppiness” factor to a laboratory, ignore all parts of the rule which address this.


45
Specialization.  Someone should have proofread this section and organized the paragraphs by subject.



Delete the last sentence in the second paragraph; “If your specialization is in a Technique ...”.  This is included as part of an example (or perhaps it is completely out of place), and the requirement is stated no where else in the rule.  Regardless, it creates an unnecessary distinction between Specializations for Forms and Techniques.  It is an example of a rule which is guaranteed to be forgotten.



Description.  In the second sentence one must wonder exactly what “all sorts of changed and changing things” must look like.  [This isn’t a rule change, just a snide comment about the often poor descriptive text included throughout the book.]



Improvement.  Ignore the second sentence; “The rules for improving specialization ...”.  The rest of the rule is effectively one giant exception to this statement, in which almost everything is different.


New
Despecialization.  The second-to-last and last paragraphs in this section contain an interesting idea, Despecialization, but provide no rules with which to effectively implement it.  That will be corrected.



Despecialization is a score which modifies a laboratory total in the same manner as for a Specialization (it is adding a negative value).  The score is created by specific Flaws, and applies to all laboratory efforts unless the laboratory has the Despecialization removed.



The Flaw Minor Magic Deficiency causes a -1 Despecialization for the affected Art.  The Flaw Major Magic Deficiency causes a -2 Despecialization score for the affected Art.  If both flaws are present and apply to the same Art, then they add.  Unlike Specializations, it is possible to have more than one Despecialization, if a magus has more than one of the Flaws.



When working to eliminate a Despecialization use the absolute value of the current score as the basis for all computations, not the target score as when improving a Specialization.  For example; when improving a Despecialization from a -2 to a -1, use +2 as the score to determine the time and cost required.



A magus who has a Flaws which causes any Despecialization may never benefit from a Specialization in the Art affected by the Despecialization.  This applies whether that Despecialization has been removed from a laboratory or not.  For example; a magus with a Minor Magic Deficiency in Ignem may never have a laboratory with a Specialization in Ignem nor benefit from such a Specialization in someone else’s laboratory.



Finally, ignore all of the last paragraph in the Improvements section except the first sentence (note also that the first sentence is not related to the rest of the paragraph -- poor English and bad proofreading).  What this appears to be trying to do is equate Despecialization with negative Specialization.  This does not make sense, as the previous paragraph separates the two concepts.



Note that a negative penalty imposed by a high score (+5 or greater) in a Specialization (see the beginning of the Specialization rule) is not a Despecialization.  It is a penalty, and cannot be eliminated using this Despecialization rule.


New
Removing Improvements.  This section assumes that a laboratory is being “improved”, that is, having its characteristics increased.  It is possible to removed a characteristic (notably a Risk).  When this is done, use the current score to determine the time required.  The cost for the removal is one-quarter of what the cost would be to install the “improvement”.  Note that the removed equipment is an asset which the removing person may sell (be sure to record the type and level of change).



To remove an improvement when a laboratory is taken over (see Taking Over Laboratories, page 46) the type of improvement (Risk, Specialization, etc.) must be fully understood.


47
Laboratory Color.  Note that the materials of which any such “color” item which is made must be available to the creator.  The creator must also have the skill to fabricate the item, or have access to (and pay for) help from others in the making.  This simple, logical, and obvious requirement makes some of the following example items notably difficult to create.



Jerusta’s Silent Apprentice.  The creator would have had to possess sufficient gold to create the “apprentice” as described.  It is also possible that the services of a master goldsmith would have been needed.



The Gremlin.  Obtaining the block of black rock from which the Gremlin was created would probably be an expensive task.



The Rainbow Fountain.  This item is possible, but the effect violates the rules for the permanent destruction of anything without the use of vis.



The Mirror of Dreams.  The gold and silver used in the mirror must be available when it is made.



Loemar’s Spell Orb.  The crystal described would be expensive to acquire, or require a separate creation via magic.

On the Creation of Homunculi


50
Prohibition.  This section deals with a creation which belongs to much later practices of magic and alchemy.  It is not really appropriate for a medieval setting and, therefore, is not permitted.



For those that just have to have this, the following comments are included.


50
The Ars Magica (3rd Edition) MCA ruled that feces does not include an arcane connection to the “creator”.  Therefore, it would not be useable in the creation of a Homunculi.  This intentionally eliminates a relatively easy method for accumulating the material needed.  One might also wonder what type of personality would exist in a homunculi whose primary component was feces.



The flavor text in the final paragraph of this section is interesting, but fails to realize that the issue is already effectively decided.  The descriptions of faeries is functionally the same as that of a homunculi here -- alive but soulless.


51
The Homunculus (standard profile).  Note that this is somewhat at odds with the statement in the second paragraph on page 50 which says a homunculus is for all practical purposes human.  The Skills provided and the presence of a Magic Might value run contrary to “human”.

On the Creation of Golems


51
Enchanting and Animating the Golem.  [Sigh] The authors were clearly severely challenged in the presentation and use of simple mathematics.  Let us restate the amount of clay needed in a manner which is easy to understand.



A golem may have a Size from -2 to +2.  A golem of Size -2 requires 300 pounds of pure yellow clay.  For every increase in Size above -2, an additional 200 pounds of clay is required.


52
Step One.  The last sentence of the first paragraph requires a pawn of vis for “every five full points of the modified difficulty Level”.  As the difficulty Level is the Size multiplied by five and added to 30, it is not possible to have other than multiples of five.



The second paragraph may be shorted by noting that the computation in this step is the same as for inventing a spell.



At the end of this step the Storyguide rolls a simple die (not a Botch die).  If this results in a zero, one Botch die is rolled for each pawn of vis used in this step.  [A Botch die is rolled in response to a possible Botch situation.  The original die rolled is never a “Botch die”.]


52
Step Two.  No time requirement is given.  Assume this step occurs as part of the time requirement for Step One.



At the end of this step the Storyguide rolls a simple die (not a Botch die).  If this results in a zero, one Botch die is rolled for each pawn of vis used in Step One.


52
Step Three.  No time requirement is given.  Assume this step occurs as part of the time requirement for Step One.



At the end of this step the Storyguide rolls a simple die (not a Botch die).  If this results in a zero, one Botch die is rolled for each pawn of vis used in Step One.


53
Step Four.  The flavor text in the final paragraph of this section is interesting, but, as with Humunculi, fails to realize that the issue is already effectively decided.  The descriptions of faeries is functionally the same as that of a golem here -- alive but soulless.

Faerie Familiars



This section of the rules has never had any use in the many, many years of play experience by this author.  The lack of comments should not be taken as unguarded acceptance of the rule.


53
The Faerie Cords.  Although not mentioned here, as with any familiar, the creature must become a familiar of its own choosing.  It cannot be forced or coerced.

Magic Items that Learn



Prohibition. The logic problems and inconsistencies with the rest of the Ars Magica (3rd Edition) rules which occur in this section are far too numerous to list here.  A limited attempt will be made so as to justify a prohibition against using this rule.



The only way a device such as is described in this section could function is if it had Characteristics (notably Intelligence and Perception).  The possession of such is clearly excluded, and if this were not true a problem would exist in an inanimate object have the Characteristics of living beings.



In the third paragraph the wand is given Alertness and its lack of Perception is noted.  How is something incapable of perception able to be alert to things which must be perceived?  Further, the lack of Perception is not treated as a negative modifier.  If this were a Skill, there would be a -3 modifier.



The sixth paragraph allows an item to gain up to six experience points per season.  It is not normally possible for a character to gain more than three experience points.  One wonders how an inanimate object is able to learn faster than a person (well, the author has met a few people for which that was unquestionably true, but it isn’t the norm).



The fifth paragraph describes a grog teaching the wand “the art of perception”.  This clearly is not possible.  Should it have said “the art of Alertness”?

Storing Raw Vis in Devices



It is not possible to remove vis stored in a device other than by expending it for an effect created by the device.

Open Potions


61
The final paragraph of this section contains a highly flawed statement.  Potions, as described in the Ars Magica (3rd Edition) rules are not of necessity, liquid in form and do not necessarily required that they be ingested to work.  A common alternative is the poultice, which is applied to an object.  Regardless of the form, a “potion” works when used as intended.



Therefore, there are multiple answers to the question in the final sentence of the section.   An Aegis of the Hearth could be in the form of a poultice which is smeared on some spot which forms the center of a covenant, and some is applied to each person who would have participated if it were cast as a ritual.  Alternately, a potion could be poured over the spot, and each participant also takes a sip.

Criamon Imprints


62
Creating Imprints.  The third paragraph takes the long way to express a simple concept.  The ability to make imprints is part of the Enigmatic Wisdom Arcane Knowledge.  A magus must have a score in the Knowledge to create imprints on themselves.


62
Form and Effect Bonuses. This rule is either inconsistent with the rule for Talismans, or so poorly written as to appear so.



As “You can only have one talisman at a time” (Ars Magica (3rd Edition), page 243), it is not possible to have multiple tattoos on a body, all acting as talismans and giving Form and Effect Bonuses.  One talisman tattoo would have to be destroyed to create another.



The procedure for making a talisman tattoo is not made clear in the rule (which is consistent with the Ars Magica rules for all enchanted devices), and appears to be different from the basic rule for making talismans.  To make a talisman tattoo requires only one season, not two; and does not require the prior enchantment of the item (the body).  In the single season, the tattoo is drawn and enchanted in the same manner as for Preparing for Enchantment (Ars Magica (3rd Edition), page 242).  The Form and Effect Bonuses are instilled in the tattoo at this time to make it into a talisman.



Although not clearly stated, it is implicitly obvious that the Form and Effect Bonuses provided by a talisman tattoo may come from only two sources; 1) the design of the tattoo, and 2) the materials used in the creation of the tattoo.



The last sentence of the rule is incorrect and is not consistent with the preceding sentence for which it is supposed to be an example.  The clam shell cannot provide a Form and Effect Bonus, because it is not part of the tattoo.  However, if the dye used in the tattoo were made from a clam shell, then that dye could provide the Form and Effect Bonus as for a clam shell.


62
Instilling the Effect.  The third paragraph (starts “It is possible to create ...”) may be abused.  Therefore, to be clear, it is not possible to tattoo the entire body in order to gain the benefits of this paragraph at half of the level.


63
Disenchanting.  This rule does not apply to talisman tattoos.  As a talisman is different from an enchanted device or imprint, it may be removed whenever desired.

Spells, Chapter Five

Animal Spells


67
Voice for the Bjornaer.  R: Self, Ritual.  Due to the length of this spell, it should be a ritual which only affects the caster.


68
The Unraveled Seam.  Delete the Requisite.  This spell only work on animal products such as wool.  [For plant products such as linen or cotton a Muto Herbam spell of the same level would be required.]



Note that this spell does not undo the stitching of a seam (contrary to the spell’s title).  It unravels the cloth itself.



Also note the spelling correction in the spell’s title.


69
Revenge of the Slaughtered Lamb.  Spell Focus: Claw or paw from the carcass to be animated.  The hyena would not be known in Europe, except perhaps as a rumor.



Also note the spelling correction in the spell’s title.

Aquam Spells


69
Denial of the Frozen Ice.  Focus: None.  The description of the focus is too vague.  [Also, to be snide, isn’t “Frozen Ice” redundant?]


70
Blade of the White Death.  The sword must be held by the castor.  It might be possible to modify this spell to Level 30 with a Range of Touch to allow the target to hold the sword.


71
Ice Slide.  The angle of descent and the rate of travel listed are the maximum values, assuming the terrain permits.  If the terrain is less steeply sloped, the angle of the slide conforms generally to the slope and the rate of travel is proportionally less.


71
Ink of the Traitor’s Contract.  D: Moon & Spec.  As written, it is possible, by never casting a second spell on the ink to make the ink effectively permanent.  This would violate the laws of magic, which require the use of vis.  Limiting the change to a maximum of Moon while retaining the rest of the effect solves this problem.


72
Protection of the Seas.  The target’s image becomes wavy and unstable as if it were (as it is) made of water.  [Would not a better title for the spell have been “Protection of the Waters”?]


72
Touch of Pure Water.  The last sentence regarding protection from poison applies only if the poison is a liquid.

Auram Spells



No changes in this section.

Corporem Spells


76
Earthly Remains of the Man.  Ritual.  D: Sun / Moon.  The Permanent Duration and Level of the original spell is inconsistent with other spells for creating undead.


77
Eyes of the Hawk.  For the duration of the spell the target’s eyes will look like those of a hawk.


77
Eyes of the Owl.  For the duration of the spell the target’s eyes will look like those of an owl.


77
Medusa’s Locks.  The focus (A small snake) must be alive.


78
Curse of the Serpent.  The focus (A small snake) must be alive.


79
Blessing of Anteaus’ Fortitude.  “Buildings qualify” for this spell only if made of mud, brick, stone, etc. (Terram related objects), and the target must be standing on that part of the building.  A Herbam Requisite will not remove this limitation - a separate spell would be required.


79
Unwished Gift of Returned Pains.  If the caster dies, the Body Levels lost in the round of death will transfer, but the death will not.  The spell is broken after death.


81
Exchange Between Prison Bars.  The Focus coin may be painted or otherwise colored to create the required colors.

Herbam Spells


82
Forester’s Hut.  Focus: Palm sized piece of wood from the lintel of a demolished house.  The created hut is clearly wooden, so a stone would not be appropriate as a Focus.


82
Thaumaturgical Transformation of the Wooden Staff to Snake.  The staff returns to its original form, and does not retain a serpentine shape (unless it had that shape before the spell was cast).



“Envelope” here shall mean simply that the snake skin is wrapped around the staff.


83
The Animated Attire.  Note that while this spell cannot be resisted by natural Magical Resistance, it may be resisted by Parma Magica.  This is within the description of the protection provided by Parma Magica.  Further, such a casting would violate the Code of Hermes.

Ignem Spells


85
Hourglass of the Frozen Heart.  The phrase “Auram (if a cold water body is involved)” should read “Aquam (if a ...”.

Intellego Spells


87
Illusion of the Purring Cat.  To include “a warm, wet spot on the pillow” the must be Requisites of Ignem and Aquam.  If either Requisite is not included, the related effect does not occur.


88
The Mind’s Eye.  Requisite: Mentem.


88
Decoration of the Pleasant Chamber.  The Palette of Paint must include fresh paint to work as a Focus.


89
Phantasmal Carrier Pigeon. The spell Focus crumbles to dust when the spell is cast.  To direct the carrier pigeon something of an appropriate size from the destination is required.  If the message is for a specific person, an arcane connection must be used (and goes with the pigeon).  If the destination is a location, something from the location must be used (ex. a bit of earth or a leaf from a plant).


90
Eyes of the Future.  While a Game Master is expected to run a scenario in which any visions seen with this spell are consistent with actual events, other Game Masters or a Campaign Master are under no obligations to insure the future accuracy of the vision.


91
Passivity of the Spell Casting Wizard.  As this includes a Corporem Requisite, the physical movements of the caster cannot be felt, just as the movements cannot be seen.  Without the Corporem Requisite, only vision is affected (i.e., someone close enough to the caster could detect the physical movements).


91
Sealed Lips of Written Secrets.  To have meaningful text replace the original writing a text with the desired replacement must exist at the time of casting.  That text appears.  This text is not expended in the casting of the spell.  If there is no replacement text then the concealing text is nonsense.



To designate the persons allowed to view the original text an arcane connection is required for each viewer.  The connection becomes part of the spell and may not be used as an arcane connection later.


92
Shame of the Proud Man.  Requisite: Herbam, Animal (not Corporem).  As described below, the spell is case on the clothes, not the person; therefore Corporem is not required.  Both Herbam and Animal are required to handle both plant (linen or cotton) or animal (wool) cloth.



The description of this spell contains a notable error.  Although the first sentence and the second paragraph make it clear that the spell is cast on the clothes, the rest of the first paragraph indicates that any new clothes put on also become invisible.  Clearly this is not possible.  The spell is cast on one set of clothes.  If those clothes are removed they become visible and any new clothes are not affected by the spell.

Mentem Spells


95
Trail of the Lost Ways.  No Spell Focus.  Maps of the period were too general to be of any use in the manner described.


95
Glade of Contentment.  The use of this spell in a covenant’s council chamber or on any other gathering of magi is questionable, and would be viewed as a violation of the Code of Hermes.


96
Eyes of the Abyss.  R: Corporem.  This is need to cause the change in the appearance of the eyes.


97
Entrancement of the Starry Sphere.  Any means of breaking the sight of the stars will break the spell; contrary to what is said in the spell description (if clouds break the spell, a veil over the eyes will break the spell).  The target may not, however, willingly take any action which will cause the spell to be broken.

Terram Spells


98
Wizard’s Boulder.  A boulder one foot in diameter does not normally require four persons to lift it.  The boulder will be two feet in diameter.


98
Jongleur’s Flying Blade.  The Duration of this spell is Spec., not Inst.


98
Silver Coin with No Value.  Spell Focus: A coin of the desired type.  Greater numbers do not help.


98
Silvery Scales of the Knight.  With an Imagonem Requisite this spell will create armor which resembles any metal.


99
Beam of the Pearls of the Stony Way.  The pearls remain on the ground for only a few moments.  As the spell has a Duration of Inst., the stones should not exist for any time at all.


99
Wizard’s Sleeve of Practical Tools.  The tool created may not have moving parts.



To duplicate a specific tool with a nearly identical copy, the tool must be present when the spell is cast and an Imagonem Requisite added.


101
The Unerring Iron.  This spell is not allowed.  The compass did not come to Europe until about 1300, well after the stated time of the game.  Even then, it was not commonly used for many decades.  [This follows the generally accepted diffusion of Chinese knowledge of the compass to Europe through the Middle East.  The alternate theories on the independent invention of the compass in Europe in the last Twelfth Century are not used here.]


101
The Gleaming Silver.  The Duration of this spell is Sun/Perm.  Vis is required to make any such change permanent.  If applied to a metal surface which is enameled or painted, the covering begins to slowly flake off while the spell is active.


101
Spirit of the Sword in the Iron Rod.  R: Animal (leather is commonly used for the grip).  The sword created will be of good workmanship with no special decoration.


102
Eye of the Wizard’s Swamp.  The swamp has a depth of about four feet.


103
The Obedient Clasp.  The last sentence of the last paragraph applies only if vis was used in the casting of the spell.  Also note that the word “enchanted” in this case is not the same as for “enchanted” devices.


103
The Well-Swept Chamber.  Requisite: Herbam.  This Requisite is necessary to move rushes and other plant material.  Note that this spell does not effect vermin or insects in the room.


103
Order in the Wizard’s Laboratory.  Requisite: Herbam, Animal.

Vim Spells


104
Burning the Power of the Body’s Youth.  As written, this spell is subject to abuse and may form the basis for spells to draw large amounts of vis from other persons or creatures.  Therefore, to restrict the use of the spell, it and any derivative spells only work to draw vis from a human body which possesses The Gift.  Magical creatures and people without The Gift are not effected by the spell.


104
Rune of Connection.  Duration: Spec. & Moon / Spec. & Perm.  As written, the rune is permanent, which is not possible without the use of vis.  If vis is not used, the duration is Moon or until removed.  If vis is used, the duration is Perm. or until removed.


105
Sensing the Arcane Link.  This spell appears to make assumptions about Arcane Connections which are not consistent with the description of such in the rules.  Arcane Connections may exist to anyone, not just magi (as is implied in the spell), and are connections to the person whether or not they are used “to affect a distant target.”  The spell tells the castor only that an object is an Arcane Connection to someone, nothing else.


106
Sense the Pools of Magic.  Maps of the early Thirteenth Century were too crude and in exact to be of serious use as described in this spell (remember, scale and perspective do not yet exist in such maps).  The best discrimination possible with this spell on a large local map might be in the order of; “there is a magical region within a couple miles of the crossroads at the north end of the valley.”


106
Strings of Arcane Connection.  The exact use of this spell is unclear from the description.  Is it case on a person, an object, or is it an area affect?



To clarify, this is not a general area spell.  It is cast on an object or a person.  The “strings” radiate outwards up to thirty miles.  If cast on an object, the “string” goes to the person for whom it is an Arcane Connection.  If cast on a person, strings go to all connections.  If the other end of a string is beyond thirty miles, the string still projects, but fads to nothing as it reaches the spell range limit.

Faerie Spells (Chapter Five)

Although the beginning of this section makes it clear that the spells “conform to Hermetic tradition”, the spell durations constantly and incorrectly allow permanence or the possibility of permanence without the use of vis.


109
Introduction.  The beginning of the third paragraph; “When a member of Merinita casts one of these spells ...” is changed to read; “When a magus with the Faerie Magic Skill casts on eof these spells ...”  Membership in a house of Hermes grants no special abilities in and of itself.



(Fourth Paragraph)  Members of the Order of Hermes who do not have the Faerie Magic Skill may not cast these spells.  Many of the spells make little or no sense at a lower level, and attempting to have two forms of a spell is an administrative mess.  A magus either can or cannot cast Faerie spells.  This does not, however, prevent Hermetic magi from creating Hermetic spells with somewhat similar effects (at, of course, a higher spell Level).

Animal Spells


109
Faerie Helper.  Ritual.  Delete the Spell Focus.  This spell is similar to the Faerie Companion spell (page 115) which is a ritual and is more consistent with the way Hermetic magic works.



Per the description, the created faerie may or may not be well disposed towards the caster.  Therefore, the faerie  may or may not be suitable as a familiar.  That is, a faeries created by this spell is not automatically able or willing to be a familiar.


110
Hairless Hound.  Contrary to the description, the hair does return at the end of the spell.  To do otherwise would require vis to extend the duration, which cannot be done with these faerie spells.  The Spell Focus may be the hair of any animal.

Aquam Spells


111
The Ever-Full Flagon.  The liquid so created, although having all the normal properties (ex. ale causes drunkenness), is not nourishing.  The liquid disappears when the spell ends, as do any derived effects (such as drunkenness).  The Spell Focus (a Skin of Wine) must be full.


112
Trace the Path of the Vintage.  This spell works on both faerie and mundane drinks.


112
Water of the Solid Form.  This spell works on both faerie and mundane bodies of water.


113
Rain of Wine.  The “wind” does not remain.  When the shower ends the wine turns back into water over a  few minutes.  Further, regardless of the length of the shower, the spell lasts only until sunrise or sunset.


113
Construction of the Watery Heights.  Any artistic design to be made with the water will require a check against an appropriate artistic Skill.

Auram Spells


113
Hear the Wind’s Whisper.  The beginning of the first sentence of the description should read; “The caster (or target) can hear ...”  Also change all references to “caster” to read “target”.  The effect is always on the target, noting that with a Self Ranged spell the caster is also the target.

Corporem Spells


115
Faerie Companion.  Per the description, the created faerie may or may not be well disposed towards the caster.  Therefore, the faerie  may or may not be suitable as a familiar.  That is, a faeries created by this spell is not automatically able or willing to be a familiar.


116
Beautiful as the Day Is Long.  The Duration is Spec. & Moon, that is, the effect alternates by alternate days until the moon changes.


116
Gift of the Impenetrable Water.  This spell cannot be used to trap someone under water.  It is for keeping them on top of the water.

Herbam Spells


117
Introduction.  Contrary to the statement, faerie plants created by Hermetic magic (even a faerie modified version of Hermetic magic) are not permanent.  If a faerie plant so created is observed to be permanent, it would be proof of the “transported” theory of faerie “creation”.


119
Castle of the Living Tree.  To stop the plant from growing as mentioned in the description, add a Perdo Requisite.  This may be used on both faerie and mundane trees.

Ignem Spells


120
Robes of Light.  Inanimate objects which come into contact with the robes do burn (to quote the description; “give off light and heat equivalent to a campfire”).  The effect either harms all it contacts or nothing (a Level 15 spell would be able to avoid harm).


121
Darkling Fire.  The Duration is Spec. & Sun, that is, it lasts until the fire goes out naturally or sunrise or sunset, whichever comes first.


121
Painted Flames.  Requisite: Imagonem.  The Duration is Spec. & Sun.


121
Lightless Fire.  The Duration is Spec. & Moon.  Delete the Spell Focus, “A Darkened Lantern”, which is undefined.


122
Dancing Candles.  The dancing flames will burn or set alight anything which is too close.  This spell, based on Ignem, causes the actual flames to move.  The effect described (without the heat) would be an Imagonem spell in which the images of the flames dance about while the heat stays with the burning candle.

Imagonem Spell


122
The Warring Twin. The Corporem Requisite causes a physical twin to be created, not just an image, as stated in the description.  If the Corporem Requisite is not included, then only an image is created (there is no physical substance).



Given the Level of the following The Decision Unmade spell, the Level of this spell must be raised to 35.


122
The Decision Unmade. The Corporem Requisite causes a physical twin to be created, not just an image, as stated in the description.  If the Corporem Requisite is not included, then only an image is created (there is no physical substance).


123
Hear the Secret Insult.  The Spell Focus (A Small Bird) must be alive.


125
Gift of the Invisible Raiment.  This spell is cast on the person, not the clothing.  This allows any new clothing to also become invisible.  The clothing remains on the person, and could be felt if touched.

Mentem Spells


127
Curse of the Absent Magic.  The spell description goes in a long, round-about way to say that when the target casts a spell, the spell works normally, but the caster is convinced the spell did not work.

Terram Spells


128
Accompaniment of the Falling Fossils.  The shapes of the falling rocks may not exceed the artistic shaping ability of the casting magus.


129
Seat of Yielding Stone.  This is another spell which fails the permanence test.  The rock returns to its original form within a few minutes of the caster moving away from it.


129
Golden Protection.  Any changed weapon reverts to its original metal and form when the spell ends.


130
The Broken Link.  Note that when inspected moments after the spell takes effect, the buckle will be intact.

Vim Spells


131
See the Linkages.  While the spell lasts for only an Instant, the knowledge gained remains with the caster.

Magic Items, Chapter Six


136
Amulet of Open Ways.  What is a “Verditius symbol of Muto” or a “Verditius symbol of Mentem”?  How is this different from a Hermetic symbol?


146
Maris’ Golden Compass.  When the pin is in the “S” hole, the compass points to the location of the North Star.  Not only is the compass was not known in Europe at the beginning of the Thirteenth Century, but “true north” is a modern concept and requires a gyrocompass to track or a thorough knowledge of magnetic deviation.


153
Uth Veran.  Broadswords did not exist “centuries before the Order of Hermes came into existence.”  Change the description to “Outwardly, the sword appears as a sturdy, but well-used sword of archaic design.”

Appendix, Chapter Seven

[Editorial note:  A section like this is usually either an appendix or a chapter, not both.]

Quills


158
Hermetic Techniques.  Ignore the last sentence.  The dodo was not know to Europe until described by the Dutch in the Sixteenth or Seventeenth Centuries.  Fortunately, this is effectively color text.

Study


160
Inferior Books / Small Books.  Note that an exemplar is an inferior book only to the extent that it is not good as a source for study.  An exemplar is a good source for copying a book.

Practical Difficulties


163
Writing and Binding.


(Third Paragraph) Remember that a -3 penalty applies to a mundane scribe working on a magical librum without a Magic Theory skill.



(Fourth Paragraph)  A magus may oversee the work of a scribe by spending one season for every two seasons of the scribe’s work.  [Requiring a magus to spend seasons on a one-for-one basis means it would easier for the magus to do the work himself, rendering this rule useless.]

Interpreting the Code

Far too many of the “rulings” in this section are just plain silly.  What they show, if anything, is that the Code may be interpreted to support or condone just about anything.  Ultimately what one may deduce from this section is that magi cannot safely interact with anyone outside the Order of Hermes, and maybe not with many within the Order.

In the final analysis, this flavor text is something which should be taken with a very large grain of salt, and probably ignored by more players, as each Campaign Master will interpret the Code differently.


165
Concerning Demons, Faeries, and Mundanes.

165
Rhine, A.D. 1093.  Magi may not deal with mundanes as a servant, even if the mundane is someone whom everyone serves.  This ignores the social order of the times.


165
Provence, A.D. 1165.  Magi may not have religious beliefs, even though religion permeates all of society.


165
Roman, A.D. 1173.  This ruling runs contrary to all logic, and should be totally ignored.  Effectively what it says is that magi may not, for any reason, deal with demons; and this includes defending one’s self.  Of course the demons would have to agree with that rules; which they do not.  No sane person would hold with such a situation.  This sounds like something produced by a politically extreme socialist liberal - good sounding rhetoric, but totally unworkable in practice.


166
Iberia, A.D. 1172.  Just ignore this one too.  It contradicts Concerning Apprentices / Provence, A.D. 1179 (page 165), and the later Levant, A.D. 1179 (page 166).  A master is not responsible for an apprentice’s actions, nor is an apprentice.


166
Levant, A.D. 1179.  Magi may not have personal or religious beliefs or may not follow them if they do.


166
Provence, A.D. 1179.  Magi may not interact with mundanes or use magic in everyday life where they might be observed.  [Sort of cuts down on the benefits of being a magus, doesn’t it?]

This is just too depressing to continue to critique.  Ignore the entire section on Interpreting the Code, unless a Campaign Master explicitly includes a ruling.
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