The fact that it is not should serve as a
reminder that not all OevilO comes from the
pit. Instead it is from the realm of magic,
the same realm that the Magi themselves
are tied to by the Gift. To inhumane Magi,

it shows them a reflection of what they
themselves are or may become. To kinder
Magi, it reminds them that magic can be a
dark force in the world. Magi who con-
demn the dragon as an ancient evil of great
woe should remember that the common ¥
folk say the same things about them and
their sodales. Ideas are larger, more pro-
nounced and made manifest in the Magical
realm, as this creature demonstrates.
Characters may eventually understand that
what they face is more a concept than a
creature, and come to fight it accordingly.

Story Hooks

¥

¥ The magi are looking for a site for a
new covenant, and find a magical aura
that at first seems suitable. However, as
they begin construction tempers begin
to flare and petty infighting among the
workmen becomes commonplace. The
magi also start scouting around for Vis
sources, and come across an ancient
barrow. Is the site still worth using, and
can they can prevent anyone from
angering the slumbering dragon?
Perhaps magi will be determined
enough to promote vengeful actions so
as to have a more powerful aura for
their covenant.

¥ The magi hear of the old legends of
Beowulf (perhaps even finding the text
that survives into the modern day in
our world), and of the hoard of treasure
within the Barrow. It is said to include
a magical Roman standard that glows¥
with light, perhaps a relic from the Cult
of Mercury. Of course, if they manage
to slip in and remove it, the dragon will
rise and wreak havoc on the entire
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region, burning down villages. The
Quaesitores are likely to look unfavor-
ably upon such a result if they trace it
back, since the destruction of mundane
resources in the region will impact on
other Covenants. On the other hand,
the player magi could be working to
investigate why a dragon is ravaging
the countryside, and how they can put
a stop to it.

The Roman Centurion placed the
relics there hoping that one day a
Roman would return to claim them
once more. The Order of Hermes can
actually claim to be the rightful heir to
old Roman glory, and perhaps one or
more magi can trace their family trees
(knowingly or otherwise) back to the
Romans. One of the player magi could
really be the true heir, come to reclaim
his lost ancestral birthright. All he
need do is have the courage to claim it
from its guardian.

One or more Seekers come across the
references in the legend. Some may
believe that the Olast survivor of a for-
gotten raceQ refers to an Old One,
and/or that the dragon is itself the Old
One in question. They therefore go to
investigate. Through they are set to be
disappointed, the treasure could con-
tain some relics from the Cult of
Mercury and so offer them another clue
in their ongoing search for the Old
Ones. However, the relics also depict
certain rituals already discovered and
keep secret by the Quaestores (see
Houses of Hermes), who will no doubt
prefer to maintain control of such
things and keep them out of the hands
of the rest of the Order. However it
would be politically difficult for the
Quaestores to simply come and claim
them from the magi.

The magi learn that the dragon has
endured for centuries, and seek to study
it to create or improve upon their
longevity potions. After defeating it,
they begin to experiment with its blood.




