
Subtle, and Quick to Anger 

This adventure can handle up to six players, including one playing two characters. 
Pregenerated characters are provided, and the adventure is designed to give each of those 
characters something important to do. 
Darius and Moratamis are magi. If you have people familiar with Ars Magica in your group, 
they should not be given the magi to play. Instead, they should be encouraged to make in-
character suggestions to the players who do have the magi, and, if necessary, provide out-of-
character explanations. 
Isabelle, Victor, and Jarvis are companions, although Victor, as a Redcap, is a magus in the 
eyes of Hermetic law. He has a number of enchanted items, but cannot cast spells. Wulther 
and Aeolus are intelligent, magical animals. Aeolus can talk to anyone, but Wulther can only 
talk to Jarvis. (More accurately, Jarvis can talk to animals in general, which includes 
Wulther.) A sensible pairing would be Isabelle and Wulther, as Wulther has more to do in the 
parts of the adventure where Isabelle has less to do, and vice versa. 
If you are short of players, Wulther and Aeolus can both be doubled up with other characters. 
Jarvis and Wulther should be played by different people, as should Victor and Aeolus. If 
there are only four players, Darius can stay at the covenant. His magical abilities are useful, 
but not essential. If there are only three players, Victor and Aeolus should stay behind as 
well, perhaps because Victor does not want to risk returning to the village. Alternatively, you 
could double up Jarvis and Isabelle, Moratamis and Aeolus, and Victor and Wulther; these 
pairs of characters will tend to be active at different times. The adventure probably won't 
work too well with only two players. 

In Your Saga 

While this scenario was written as a convention demonstration scenario, it can easily be used in most sagas. 
Most covenants probably do not have a wandering regio, so St Roswith's village needs to be fairly close. On the 
other hand, most covenants do have mundane members who travel, and the curse's initial victim could even be a 
Redcap. In a normal saga situation, it doesn't matter so much if the characters who go out first do not have the 
abilities needed to solve the mystery; they can always go back. However, a covenant full of magi fresh from 
apprenticeship is probably not powerful enough to handle some of the magical challenges, and it might be better 
to wait a while. 

What's Going On 

The relics have been stolen from a saint's shrine. The thief is a faerie fox, who hoped that the 
theft of the reliquary would weaken the Divine presence in the village, and allow the Faerie 
forest to spread. The presence of the holy object is now debilitating the faerie, who is no 
longer capable of getting the relics back where they belong. 

Meanwhile, the saint has cursed the village that used to house the relics. People are becoming 
tired and listless, their gums, noses, and eyes are bleeding, and their teeth are becoming loose. 



It is clear that there is a curse. The lord of the manor has asked the canons who look after the 
shrine to display the reliquary, and take it round the village, to avert the curse. 

The canons do not want to admit that the bones are gone. Really, really don't want to admit it. 
They are claiming that the saint is angered by the lord's refusal to grant the fields around the 
shrine to the saint. The lord doesn't believe this, and is refusing to make the grant. This had 
led to a standoff. 

Victor the Redcap passed through the village on his way back to Semita Errabunda, and has 
been struck by the curse. He wants to take some magi and companions back to sort it out, and 
restore his health. However, he has no idea what the cause of the curse is, so some 
investigation will be the first requirement. 

The player characters need to talk to the canons and the lord of manor to find out what really 
happened, and, ideally, resolve the stand-off. The canons do not know who took the relics; 
they think they just 'vanished'. The characters, however, have the resources to piece the story 
together. 

At the fox's lair, the characters will need to use magic to get to the relics. Getting them back 
to the village is also difficult, as the saint curses anyone without True Faith who directly 
touches the reliquary. Still, the characters have a number of ways of doing this. 

If the relics are returned, all the curses, including those for touching the reliquary, are lifted, 
and the saint's cult becomes stronger. 

Victor's Request 

Victor returns to the covenant with bleeding gums, loose hair, and a general feeling of 
tiredness. He has, in game terms, lost his Fresh Fatigue level, and will not get it back until the 
curse is lifted. The affliction started suddenly, and Victor is sure that it is a curse of some 
sort. Thus, he appeals for help getting it lifted. 

All of the player characters know each other, but Victor going around, with Aeolus, his 
talking horse, who is played by a different player, is a good opportunity for each player to 
introduce his or her character. Victor should be encouraged to actually persuade each 
character to come along, but, obviously, the player characters will decide to go on the 
adventure. It does make good sense; lifting a curse on one of your friends is a worthy goal, 
after all. 
Aeolus has not been affected by the curse. Neither he nor Victor knows why. 

But My Character Wouldn't Want to Go... 

Victor has good reasons for approaching all the characters he chooses. Isabelle is probably the best 
communicator in the covenant. Jarvis is easily the best woodsman, even better than Victor himself. Moratamis is 
the best magical investigator, and Darius is the most powerful magus. The characters also have good reason to 
help Victor: he's their friend. 

From the player's perspective, if their character doesn't go along, they can't play. If they don't want to play, why 
did they sign up for the demo scenario? 



Leaving Semita Errabunda 

The players do not need to worry about making preparations for the trip; this is handled off-
stage by Victor and Jarvis, who are both experienced travelers, with the help of the covenant 
staff. The characters are ready to leave by evening. 

The covenant is a cluster of buildings set on an island in a lake, surrounded by implausibly 
beautiful mountains. The sky is an intense blue, reflected in the mirror-like surface of the 
lake. To the north of the covenant, a high waterfall cascades into the lake, and to the south the 
lake empties over another waterfall. Despite this, the lake is, truly, extremely calm; the 
covenant is in quite a high Magic aura, which intensifies natural experiences — in this case, 
the beauty of the mountain scenery. (Semita Errabunda is described in detail in a free 
download available from Atlas's website: you might want to read this.) 

You should describe the scene as the characters walk to the edge of the island, where a beach 
shelves gently into the lake. The characters then walk out onto the lake, and continue across 
to the far shore. 
There is a reasonable chance that at least one of the players will interrupt you at this point to 
check that they heard correctly. The player characters, as residents of Semita Errabunda, are 
indeed all capable of walking on the water of the lake. This is a natural side-effect of living in 
the regio for a significant period of time, and everyone in the covenant is used to it. 
Once back on the shore, the characters follow a path that climbs the mountain. The lower 
slopes are wooded, and the scent of the pine trees fills the air. Brightly-colored birds fly 
about, and sing in exquisitely complex melodies. Small mammals dart across the path from 
time to time, but there are no threats. This level of the regio is still effectively part of the 
covenant, and the characters have nothing to fear. 
The path climbs to a pass west of the covenant, where there is a small hut to wait for the right 
moment. If the characters climb the pass early, they find a path on the other side, leading 
down to a beautiful lake containing an island on which stands the covenant. The shape of the 
land is such that you can't look into both valleys at once without flying, but you can check 
that, indeed, if you leave the valley in the west, you re-enter it in the east. 
As the sun falls low in the sky, it shines straight in the eyes of anyone using the pass. The 
characters walk through it at that point, and find themselves in rather different territory. 
Instead of a mountain pass, they are in a saddle between two hills, and the hills rapidly flatten 
out to farmland. Finding the way out of the regio from here is straightforward; just follow the 
track. 

At this point, you should make sure to explain the concept of a regio to the players, and 
mention that, while this regio leads to different places at different times, most regiones are 
fixed in place. You should also explicitly mention, both now and when the characters enter 
the mundane world, that their tracks just start at the regio boundary, and have stopped at the 
boundary on the other level. Later in the adventure the players need to realize that there is a 
regio involved, so draw attention to this one. 
Within the regio the sky is blue with lots of small white clouds chasing each other across the 
sky, although there is no wind at ground level. The path is deserted apart from the player 
characters, and there aren't even any birds. The sun is slightly higher in the sky than it was at 
the covenant, but such minor mismatches in time are normal. 
The path goes around a blind corner between two hedges, and the characters suddenly find 



themselves on a track a short distance from a large village. The sky is gray, a light drizzle is 
falling, and crows call from the trees. They have left the regio and are back in the mundane 
world. 

At the Village 

The village, St. Roswith, grew up around the shrine housing the relics of St. Roswith, and is 
quite large. It is the site of a monthly market, although it is not currently market day, and is 
dominated by two buildings, at opposite ends. 

The Gift 

The Gift, the ability to work magic, has an insidious effect on those around a magus or maga. People 
instinctively distrust and envy them, although they do not necessarily know why. Most people make up 
justifications for their feelings, believing that the magus 'looks like a cheat' or 'is that robber I've heard of'. The 
Gift also imposes a –3 penalty on all social rolls, making it hard for magi to overcome this initial impression. 

It is important to play this up while the magi are in the village. People at the covenant are used to their magi, but 
the villagers are not. Thus, if the magi try to talk to people in the village, they will find everyone uncooperative 
and slightly hostile, although not hostile enough to cause trouble if the magi are polite. The companions and 
grogs do not have any such problems, and, at least in this adventure, shouldn't have to overcome any lingering 
suspicion inspired by the magi. The characters already know that it is better for unGifted people to deal with 
mundanes, and the players should be told. 

In the north of the village is the parish church of St. Roswith, a large, stone building. 
Attached to the eastern end of the church is an almost separate building, the shrine that 
normally houses the relics of St. Roswith. The church is also home to a small community of 
canons, clergy who follow a rule of life similar to, but not as strict as, that followed by 
monks. There are three canons currently living at the church. 

Magic in the Village 

The power of God protects the village and the people in it from the influence of other powers. It has a Dominion 
Aura of 2, and as a result, all magical abilities suffer a –6 penalty to all rolls. This covers all of the magi's spells 
and Victor's Wilderness Sense. Jarvis's Wilderness Sense is faerie in origin, and thus suffers a –8 penalty, not 
that it is much use in a village anyway. His Animal Ken suffers a similar penalty, although he isn't likely to use 
that, either. 

The magi know that using obvious magic in a village can get you in trouble with the Quaesitores, and 
Moratamis is a Quaesitor herself, so she certainly won't want to breach the Code. For all these reasons, the magi 
should be encouraged to take a back seat in this part of the adventure, and let the companions and grogs handle 
negotiations. 

The other dominant building, in the south, is the manor house. This is a large wooden hall, 
surrounded by a moat. While it is definitely not a castle, it could hold off a band of robbers, 
or any similar small force. 

Languages 



For simplicity, this adventure assumes that all characters can talk to all others, with the exception of Wulther, 
who cannot form human language. It isn't a very good idea for Aeolus to talk to the villagers, though. 

In between are the houses of the village, much smaller structures, primarily of mud over 
woven panels (wattle and daub), with thatched roofs. The market green is near the center of 
the village, slightly to the west. 

When the characters arrive, most of the village appears deserted. A crowd of people, most of 
the villagers, is gathered outside the church, and an animated discussion seems to be taking 
place at the doorway. 

The Curse 

The curse strikes as soon as the characters enter the village. Victor is already afflicted, and so does not suffer 
again. Jarvis immediately suffers its effects, losing one Fatigue level as his gums start to bleed. If he runs his 
hand through his hair, some comes out. The other characters all have magic resistance strong enough to protect 
them, or are unaffected because they are animals. Isabelle, Darius and Moratamis all feel an effect try, and fail, 
to penetrate their magic resistance. The animals feel nothing, as they were not targeted. Since Isabelle does not 
have very strong magic resistance, the magi can deduce that the source of the curse is not particularly powerful; 
probably no more powerful than Darius. 

A Full and Frank Exchange of Views 

The player characters have little choice but to approach the villagers, as it is quickly obvious 
that they have been seen. The villagers are curious, and immediately wary of the magi 
(Darius should be hiding his face), but they are more concerned with the debate going on in 
front of them. The curse is a more immediate problem than an odd group of travelers. 

The two main figures in the debate are Sir Robert, the lord of the manor, and Father John, the 
parish priest and leader of the canons. Father John is standing just outside the door to the 
church, which is closed and barred from the inside by the other two canons. Sir Robert stands 
in front of him, and the villagers are crowded around, getting as close as they can while 
maintaining a respectful distance from their two leaders. Everyone shows obvious signs of 
the curse; patchy hair, traces of blood trickling from the nose, and a generally pale 
complexion. 

Unless the characters have deliberately tried to look like peasants, which is unlikely, at least 
in the case of the magi, the peasants think that they are important people of some sort, and 
allow them to make their way to the front of the crowd. From there, they can catch all the 
details of the discussion between Sir Robert and Father John. If the characters have any sense 
at all, they will listen for a while, to find out what the problem is. Sir Robert makes his 
request, for the relics to be brought out, and Father John explains the saint's demand, for half 
of the fief. Sir Robert queries whether that is really the saint's will; Father John insists that it 
is. Sir Robert angrily asks Father John why he is trying to exploit the situation, but 
immediately apologizes for his harsh tone. 

What if They Hide? 

It is not feasible for the characters to hide in a mundane fashion; they come into view of the villagers as soon as 



they leave the regio, so there is no time. On the other hand, they might be magically invisible. In this case, they 
can snoop around without being seen, but they won't actually learn anything useful unless they talk to the 
villagers. Since the villagers are inclined to ignore the characters until the immediate problem is resolved, 
invisibility grants no real advantage. 

Sir Robert 

Sir Robert is very worried about the curse, coming as it does on top of a series of mysterious 
thefts from the village. He believes, correctly, that some supernatural force is targeting the 
village, and wants to do something about it. He is genuinely concerned to protect his 
villagers, at least as much as to protect himself and his family. 

However, he isn't convinced by the canons' declaration that the curse is a result of his refusal 
to grant half his fief to the shrine. He hadn't promised this land to the saint, none of his 
ancestors had promised this land to the saint, and the canons had never really asked for it 
before. He thinks that Father John is simply trying to exploit the crisis for personal gain, and 
thus he is genuinely quite angry with the cleric, as well as somewhat disappointed, as it seems 
out of character. 
Sir Robert firmly believes that St. Roswith can lift the curse, and that if the reliquary is 
paraded round the village, as it is on her feast day, everything will be all right again. He 
would even be willing to promise some grant to the canons, after they had shown the relics, 
but certainly not half of his fief. 
Sir Robert, then, is trying to persuade Father John to be reasonable, while keeping his anger 
under control. He doesn't want to shout and make threats, but he is genuinely worried and 
angry, and occasionally briefly loses his composure. However, he quickly calms down again. 
The knight is a tall, well-built man in late middle age. Despite the curse, he is more robust 
than any of the peasants, and his clothes are much finer, being dyed in green, with some 
embroidery. He is wearing a sword, but no armor. While he is a competent warrior, that 
should not be relevant in this adventure. 

Father John 

Father John is frightened. The relics of St. Roswith have simply vanished from the shrine, 
and he has no idea where they've gone. He is sure that the curse is a result of the saint's anger 
at this violation, and he is right, and he thinks that the only way to break the curse is to 
recover the relics (right again). 
However, he has no idea where to even start looking for the relics, and does not want to admit 
that he has lost the village's greatest treasures. He is starting to wish that he had told the truth 
from the beginning, but he certainly can't back down now. He issued the ridiculous demand 
to Sir Robert as a reason to not produce the relics, and he is sorry that the knight's good 
opinion of him has been tarnished. 

For Father John, the player characters seem like a literal godsend. They are from outside the 
village, so he can tell them what has really happened and enlist their help without losing too 
much face. The problem is that he cannot simply ask them into the church; the current 
confrontation must be resolved first. 
The priest is an older man, his tonsured hair gray and thin. His priestly robes are in good 
condition, but not particularly rich, and he is thinner than most of the peasants. On the other 



hand, he seems somewhat healthier than they do; he eats less, but has a much better variety of 
food. 

Resolving the Confrontation 

Aeolus should not try to resolve the issue. A talking horse would certainly distract the 
participants, but real progress is unlikely. Similarly, The Gift makes it impossible for the 
magi to make any useful progress towards a reconciliation. Wulther might be intelligent, but 
he can't talk. That leaves Isabelle, Jarvis, and Victor. Isabelle is easily the best choice. Her 
appearance will get attention, and the wisdom and piety in her words gives both sides a good 
opportunity to back down a bit. However, Jarvis or Victor could succeed, if they chose their 
words well. 

Once a player character intervenes, the goals of the antagonists change a little. Father John 
wants an excuse to talk to the player characters alone, preferably in the church, so he can 
enlist their help to solve his problem. Sir Robert wants someone to talk some sense into the 
priest. Luckily, these two goals coincide, so the negotiations should go fairly easily. They 
should be roleplayed out for a while, before the crowd disperses and Father John takes the 
characters into the church to explain his problem. They may be a little surprised that he 
expects them to bring their animals in, too, although he does expect the animals to stay in the 
porch rather than entering the church proper. 

In Church 

The church of St. Roswith is rather more grand than might be expected for the village, 
because there is some pilgrim traffic. It has fine wall-paintings, showing the life of St. 
Roswith, and fine carved furnishings. At the moment, it is strangely empty and silent. 
As soon as they are alone, Father John turns to the characters with a look of deep concern. 
"I find that I must trust your discretion," he says. "The relics of St. Roswith have vanished 
from the shrine, and I do not believe that the curse will be lifted until they are returned. Will 
you help me to find them?" 

The player characters will doubtless have many questions. If the magi talk to him, the priest 
becomes extremely nervous, agitated, and evasive, as he feels sure that these people will 
betray his secret. With the companions he is much more forthcoming, and it is quickly clear 
that he deeply regrets starting out by lying. However, he is even more afraid of what would 
happen if he admitted everything now, so he hopes that the characters can solve his problem. 
It should be obvious that he will be very, very grateful if they do. 

Saint Roswith 

Saint Roswith is a local saint, a martyr from three centuries ago. She was in the habit of going into the woods 
behind the village to pray, alone, and on one such visit she witnessed a group of devil-worshipers practicing 
their foul rites. The devil-worshipers saw her, too, and fired a number of arrows at her. Every arrow broken as it 
struck her skin, and she was able to flee back to the village and rouse the population against the fiends. As the 
last diabolist died under the pitchforks of the peasantry, Saint Roswith collapsed, dead from dozens of arrow 



wounds. Because of the means of her martyrdom, she is portrayed as a woman holding a broken arrow. 

Divine Might: 20 (Corpus) 

Powers: 

Arrow Balm, 4 points, Corpus: The saint can cure any wound caused by an arrow, no matter how serious. She 
can also raise someone killed by arrows, but this costs ten points. (Penetration 0) 

Convulsions, 0 points, Corpus or Animal: If anyone without True Faith touches her reliquary directly, St. 
Roswith can inflict convulsions on them. These convulsions cause a Light wound, and render the target helpless 
for two minutes (one Diameter). The target also drops anything he is carrying. (Isabelle is not targeted by this 
power. The magi can resist it. All other player characters are affected.) (Penetration 20) 

Curse, 3 points, Corpus: St. Roswith can curse a person or a village with an unpleasant wasting disease. The 
disease never kills, but it can only be healed if the saint lifts the curse. (Penetration 5) 

True Messenger, 5 points, Corpus: The saint can bless someone carrying a message. The recipient of the 
blessing does not suffer from wounds, fatigue, or a poor environment until he has delivered the message. Once 
the message is given, however, all effects of the journey are applied at once, which can be very dramatic. 
(Penetration –5) 

He is willing to show them the shrine, at the eastern end of the church. A door in the east wall 
of the main church, behind the high altar, leads into the shrine, which is almost a separate 
building. It has several windows, although only the main east window is glazed, and its own 
altar. There is an obvious gap behind the altar, which, he explains, was where the reliquary 
used to sit. The reliquary is in the form of a statue of a woman sitting on a throne, holding a 
broken arrow, one half in each hand. It is about half life size, and contains the saint's bones, 
so it is large, awkward, and heavy. In addition, the saint strikes down anyone who touches the 
reliquary directly with convulsions; the canons use a special framework to carry it. The 
framework is still here. The reliquary wouldn't fit through the windows; they are far too 
small. Father John or one of the other canons is in the church at all times, and they saw 
nothing. 

He has no idea how the reliquary could have been stolen, or how to get it back. 

Magic in the Shrine 

The power of God is much more pronounced in the shrine than in the village; the shrine itself has a Dominion 
Aura of 5. All spells take a –15 penalty, as does Victor's Wilderness Sense, and Jarvis's Animal Ken and 
Wilderness Sense, if there was a use for them, would take a –20 penalty. This makes magical investigation 
rather harder. 

Outside the shrine, but within the church and churchyard, the Dominion Aura is 4, and the penalties 
are –12 and –16, respectively. 

Investigating the Shrine 

The obvious thing to do is to have a look around the shrine, both magically and mundanely, 
to see what can be found. The magi will almost certainly conclude that some sort of 
supernatural power was involved, but they should also look for mundane evidence. 

What Happened 



The information below covers what the player characters are likely to be able to learn. However, in case they 
come up with an investigative plan that really impresses you, or just get a really lucky roll, this is what actually 
happened. 

A faerie fox opened the wall of the shrine and came in, then grew to its full size. At this size, it jumped onto the 
altar and touched the reliquary, turning it invisible and levitating it. It jumped back down, guiding the reliquary 
out of the gap, and shrank down to normal fox size before leaving the shrine and closing the gap behind it. The 
fox could touch the reliquary safely because its magic resistance, despite the aura penalty, was high enough to 
resist the convulsion curse. 

The following table shows what Perception + Awareness checks reveal at various Ease 
Factors. This assumes that the characters just 'look around'; reduce the Ease Factor by three if 
a player specifies that a character is looking in an appropriate place, or in an appropriate way. 
A single search should yield a single piece of information, appropriate to the highest Ease 
Factor that was actually beaten. This may be redundant, if an earlier roll was better. 

Ease Factor Discovery 

6 The reliquary is gone. It isn't hidden anywhere, nor are parts of it hidden anywhere. 
9 The reliquary was taken out of the shrine intact. There are no traces of it, as there 
would be if it had been broken into pieces. 

9 The reliquary was not taken out through the windows, as there are no traces of it on 
the (stone) frames. 
12 A very large fox has been in the shrine recently. There aren't many traces of it, but 
there are enough. It must have been almost the size of a wolf, which is clearly unnatural. 
15 The fox went in and out through the north wall of the chapel, but that appears to be 
solid stone. 
The magi may wish to use spontaneous Intellego magic to make further investigations. They 
may be reluctant to use magic in front of Father John, but fortunately he is called back to deal 
with someone who wants to see the relics, leaving them alone in the shrine. 
Don't forget that spontaneous magic is inhibited by the aura of the shrine. Subtract 15 from 
the Casting Score, that is, the total before division. 

Spell Effect Where Information 

InAn 5 In the shrine A fox has been in here, and it went near the altar and the north wall. 

InCo 5 In the shrine Apart from the player characters, only three different people have been 
in the shrine recently enough that their hair (etc.) remains. Asking Father John confirms that 
all three canons come in here every day. 
InTe 5 While touching the north wall The stone here has been supernaturally opened and 
closed in the recent past. 
InVi 10 While touching the place where the reliquary was, or the north wall.
 Significant faerie power has been used here in the recent past. (Requires a spell 
seeking to detect faerie powers.) 

If the characters learned that something was strange about the north wall, they are likely to 
look there on the outside. Even if they don't, investigating outside the shrine is a good idea, 
and should be encouraged. Mundane searching, using Perception + Awareness, gives the 
following results: 

Ease Factor Result 

6 Lots of animals pass to and fro outside the shrine, but very few people, and no people 



recently. 
12 There are normal-sized fox tracks going to and from the outside of the north wall. 
15 There is a single giant fox print just outside the north wall, pointing out. 

The magi should be reluctant to use magic here; they are outside and in full view of the 
village. Using magic subtly, with the penalty from the Divine aura, is all but impossible. If 
they do use it, Intellego Vim or Terram of the same level as listed above confirms the use of 
magic on the northern wall, and Intellego Animal 5 allows them to detect the fox's tracks, as 
long as they are touching the relevant part of the ground. 

It is extremely likely that the characters' investigations will be successful, and since they need 
to be to get to the next stage of the adventure you should fudge die rolls if they are being very 
unlucky. At this point they should realize that it would be a good idea to follow the fox's 
tracks. 

Father John wants to know what they found, and is completely willing to believe their story 
of a supernatural thief. He knows that there are such things, and he can't think of any other 
way that the reliquary could have been taken. He certainly doesn't want to pursue such a thief 
himself, but he does ask the characters to return the reliquary without drawing attention, if at 
all possible. If they ask, he happily lends them the carrying frame, which Aeolus can carry 
without problems, but the priest will not think to mention this himself. 

Into the Forest 

Wulther can normally follow the trail of any beast, but he finds, quickly, that he cannot 
follow this trail. There is simply no scent at all; another of the fox's magical powers. Jarvis 
and Victor both have some skill in following tracks, although Jarvis is much better. 
Following the tracks requires a Perception + Hunt roll against an Ease Factor of 12, making 
one roll every thirty minutes. On a failed roll, the characters must retrace their steps and take 
up the trail again from where they left off. 
The trail leads into the forest, and the timing of encounters in the forest are given in terms of 
how long it is since the characters started following the trail. This time is successful time, so 
half hours spent getting lost and going back to where they started do not count. 
It is most likely that night will fall before the characters can find the fox and the reliquary; it 
becomes dark two hours after they leave the shrine. If the characters are trying to do things in 
the dark, add two botch dice to all stress rolls, and three to most Ease Factors. The magi can, 
and probably should, magically create light. 

While most medieval people are distinctly nervous about entering forests, with good reason, 
Victor and Jarvis are both extremely comfortable there. If the players can roleplay this 
difference, it should heighten the experience. 
The first hour is spent in a mundane forest, with no aura. Thus, all supernatural abilities work 
without any bonus or penalty. After the first hour, the characters enter a faerie forest, with a 
Faerie aura of 3. Magical powers, like the magus's spells and Victor's Wilderness Sense, get a 
+2 bonus. Faerie powers, like Jarvis's Animal Ken and Wilderness Sense, get a +3 bonus. 

Forest Sentry 



After one hour (two successful rolls) of following the fox, the characters enter a faerie forest. 
The transition to the faerie forest is obvious to the two magical animals. The faerie forest is 
more like the human conception of a forest than a natural forest, so while humans do not 
notice the difference, it immediately stands out to the animals. Aeolus can even mention this, 
if he wants. At the moment of transition, Moratamis and Darius both feel something fail to 
penetrate their magic resistance. 
Moments later, the characters round a bend in the track and are confronted by a wolf the same 
size as Aeolus, or possibly a bit larger, who stands across the path. He growls. Aeolus and 
Wulther can both understand him; human beings cannot. Aeolus can, however, translate. 

The wolf introduces himself as the guardian of the boundaries of this forest, and demands to 
know their business within. If Aeolus tries to speak, the wolf silences him, saying that he 
does not speak to potential meals. This ought to make Aeolus rather nervous. The wolf does 
not, however, seem to mind if Aeolus translates his conversation with Wulther for the benefit 
of the rest of the group. 

The Forest Guardian 

Faerie Might: 35 (Animal) 

Characteristics: Int 0, Per +3, Pre +1, Com +1, Str +5, Sta +5, Dex +2, Qik +2 

Size: +2 

Age: n/a 

Decrepitude: n/a 

Virtues and Flaws: None 

Personality Traits: Patient +3, Reliable +2 

Reputations: None 

Combat: Bite: Init +12, Attack +10, Defense +14, Damage +12 

Soak: +10 

Fatigue levels: n/a The guardian is tireless. 

Wound Penalties: –1 (1–6), –3 (7–12), –5 (13–18), Incapacitated (19–24) 

Abilities: [Area] Lore 6 (game trails), Brawl 6 (biting), Hunt 7 (in a pack), Living Language 5 (hunting 
terminology), Stealth 6 (stalking), Survival 6 (forests) 

Powers: 

The listed penetrations include the bonus for the forest's Faerie aura. 

Confront Intruders: 1 point, Init +20, Animal: The guardian can move instantly to face any intruders 
entering the forest. (Penetration 33) 

Detect Intruders, 0 points, constant, Corpus or Animal: The guardian knows if anyone enters the faerie 
forest from outside. (Penetration 38) 

Pack of One, 2 points, Init +10, Animal: The wolf can create five duplicates of himself, who can then 
fight as a trained group. For these purposes, treat the wolf as having a Leadership score of 5, so that he 
can get the full +15 group bonus to his attacks. The power lasts until the pack brings down its 
opponent, which may be a group, or disengages from the fight. As the pack is really all one creature, 
the nomination of a vanguard is arbitrary. Further, the group does not need to disengage and reform 
when the vanguard is killed; it can seamlessly transfer the role to another wolf. Finally, the wolf only 
dies if all the copies are killed. When the duplicates vanish, the least wounded wolf remains. 
(Penetration n/a) 



Speak with Animals, 0 points, constant, Animal: The wolf can speak to, and be understood by, any 
animal, whether supernatural or mundane. He can also understand the animal's answers. Mundane 
animals may not have much of interest to say. (Penetration 38) 

Equipment: None. He is still a wolf. 

Encumbrance: 0 (0) 

Vis: 4 pawns of Animal, one in each paw. One pawn of Intellego in each eye, and a pawn of Rego in 
his skull. 

Appearance: A gray male wolf, far larger than normal, and with leaves and twigs tangled in his fur. 

The guardian is very curious about this group, because he did not know that the two magi 
were there until he arrived in person. On the other hand, he cannot allow anyone to enter who 
is a threat to the forest. The presence of the magi and the magical animals means that he 
wants to talk, rather than attacking immediately. He isn't sure how powerful these intruders 
are. (In fact, if he does attack he is almost certain to win; the magi cannot penetrate his magic 
resistance, and, fighting as a group, he is far, far better than the player characters. If the 
situation breaks down to combat, you should give the player characters lots of chances to run 
away.) 

The wolf treats Wulther as the leader of the party, with Aeolus as his lieutenant or servant. 
He is curious as to why the dog has bothered bringing these humans along, and is actually 
quite insulting about them. However, he is most interested in the characters' purpose. 
As it happens, the truth will work here, as long as the characters have a fairly good idea of 
what they are doing. The wolf has become aware of the relics, and their divine power is 
having a bad effect on the forest. Thus, if the characters say that they are going to remove 
them, and make it clear that they have a chance of succeeding, he allows them to pass. 

Players being as they are, Wulther is more likely to lie. The wolf has no particular ability to 
detect the truth, so anything that sounds plausible and doesn't sound like a threat to the forest 
will be allowed to pass. Remember that the wolf is a predator; he does not feel that plans to 
hunt animals are a threat, unless the characters announce an intention to wipe out all the 
birds. 

Judge just how plausible you think Wulther has been. The wolf is almost certain to let the 
group pass, but if he is unsure of their actions, he will follow and observe. He can understand 
the human characters' speech, and even speak it — he just chose not to. If he discovers that 
the characters were lying to him, he will confront them again. Wulther will have some serious 
explaining to do. 
The wolf does not want to attack the characters. The wolf does not know that he is likely to 
win a fight, and the fact that he was, and still is, unable to detect the magi makes him very 
nervous. Thus, he will only fight in self-defense. If he does fight, of course, he will quickly 
discover that he out-matches the player characters, so they will have more difficulties if they 
come back to the forest. 

The Lair of the Thief 

After two hours of following the trail, it vanishes, abruptly and completely. A Perception + 
Hunt roll against an Ease Factor of 9 (with their bonuses, there is about a 0.01% chance that 
both Jarvis and Victor will fail this) reveals that the fox didn't even stop; it is as if it vanished 
from the world between one step and the next. 



This will immediately suggest the presence of a regio to all of the characters, although 
players new to Ars Magica may need to have the concept explained to them. Conveniently, 
Moratamis has a formulaic spell that allows her to see into, and thus enter, Faerie regiones, 
and she should be encouraged to use it. 

Magic in the Regio 

The regio has a Faerie aura of 4, stronger than the forest, so Magical abilities gain a +2 bonus, while Faeri 
abilities gain +4. However, the fox's lair currently has a Divine aura of 2, due to the presence of the relics, so 
Magic used there takes a –6 penalty, while Faerie-based abilities are at –8. 

With the aid of the spell, entering the regio is extremely easy. Things then get slightly more 
difficult. The regio contains a high, steep, and rocky hill, which is not there on the lower 
level. Perception + Hunt rolls against an Ease Factor of 12 pick up the fox's trail again, and 
show that it jumped up the rocks. Human beings cannot go up that way, and even Wulther 
would have problems. Aeolus can't do it at all, of course. Climbing the hill is difficult: 
Dexterity + Athletics against an Ease Factor of 12. Victor and Jarvis might manage it, as 
might Darius if he is very lucky. Lowering a rope from above would cut the Ease Factor to 6, 
and a failed roll would mean nothing but a wasted few minutes. 
Magic can also get the characters up. Lift the Dangling Puppet allows Darius to magically 
levitate people up the cliff face. (It only works on people; he cannot use it to levitate Wulther 
or Aeolus.) Spontaneous magic could also be used to make the climb easier, and even, with 
lucky rolls, to make a path allowing Aeolus to climb. There is no question about whether the 
characters can get up the hill; the only issue is how they do it. 
Near the top of the hill is a cave entrance. The fox tracks (Ease Factor 9 here) enter the cave, 
and don't come back out. Inside the cave, it is dark, as it is, at the earliest, evening when the 
characters get here. The best thing to do is magically create light, although that may be harder 
than the characters expect (see the insert). 
The cave appears to be empty. There are signs that an animal lived here recently, but no sign 
of the animal itself, and certainly no sign of a large reliquary. At this point, everyone should 
suspect a regio, and Moratamis will likely use her spell again. It reveals nothing; the reliquary 
is, indeed, in a regio, but a Divine regio, so her spell cannot reveal it. The fox is merely 
hiding, and scared. 

Finding the Culprit 

Finding the fox is not, in fact, very hard. A Perception + Awareness roll against an Ease 
Factor of 15 allows characters to simply spot it. If they actively search, for anything, the Ease 
Factor drops to 6, as it is hard for the fox to move without revealing itself. (Moratamis has a 
total bonus of +10 to this roll; the fox is going to be found.) 

The problem is that, once it is found, it appears to be a completely mundane fox. At the 
moment, it is. The presence of the relics in its home has suppressed its faerie nature, and 
while it still remembers being an intelligent faerie, it reacts much more like a normal animal. 

While in this form, the fox has no magic resistance, so Moratamis can use Opening the Tome 
of the Animal's Mind to find out what it knows. Jarvis, using Animal Ken, can simply speak 
to the creature. The spell is quick and efficient, but the conversation, with a confused and 



frightened fox, is probably more fun to roleplay. 
Either way, the characters learn that the fox is called Reynard, and that he did steal the relics. 
He was worried about the advancing power of the Divine in the village, and thought that, by 
stealing the relics, he would restrict its power and allow the faerie forest to grow again. 
However, soon after he got the relics back to his cave, he found himself in his current state, 
and the relics were gone. He put the relics in a small alcove near the back of the cave. While 
the alcove is now empty, it gives the characters somewhere to look. 
A level 5 Intellego Vim spell cast to detect Divine regiones will reveal that there is a Divine 
regio in the alcove; spells to detect other sorts of regio will show nothing. Unfortunately, 
actually getting in this way would need level 20, and unless someone gets a very lucky roll 
this is beyond the ability of the magi. 

At this point, you should reward creativity on the part of the players. Encourage them to 
come up with schemes to get the relics out of the alcove. Isabelle's True Faith can certainly 
help, particularly if people are getting a bit stuck. Normally, mundane means are no help in 
crossing regio boundaries, but in this case the regio is small and temporary. Certainly, 
begging St. Roswith to come out, and promising greater respect for her relics, will work. 
Imagine that the relics are a sulky child who refuses to come out and play. 

Medieval Saints 

Saints are, of course, not actually sulky, petulant, or vindictive. However, in medieval legends they frequently 
act that way. Theologically, this behavior is clearly designed to encourage people to treat God with more 
respect, and thus return to the path of righteousness. In game terms, it makes saints much more fun and 
interesting to deal with than always-helpful, perfectly tolerant, and supernaturally beneficent characters would 
be. 

The saint may favor the characters with signs of her displeasure, or hints as to what they 
should be doing. Essentially, the characters' schemes should work at the point when they are 
about to stop becoming fun. When they do work, the reliquary reappears in the alcove. 
Getting it out is the next challenge. Even with the Divine penalty to their magic resistance, 
Darius and Moratamis can touch it safely, as can Isabelle, thanks to her True Faith. Jarvis, 
Victor, and the animals would suffer convulsions if they touched the relic directly. If the 
characters thought to bring the carrying frame, getting the relic out of the forest and back to 
the village is quite easy. Getting it down the hill is harder. The reliquary has a magic 
resistance of 20, 22 in the cave, which makes it tough for the characters to manipulate it 
directly by magic, particularly given the penalty to their casting scores in the cave itself. 
However, the characters can affect other things by magic and use them, or devise a 
completely mundane solution. 

The reliquary is quite heavy. Add (5 + Strength) for every person helping, directly or 
indirectly, to carry it. A total of 15 points is needed to carry it comfortably, and a total of 7 
points to move it at all. This shouldn't be a problem, but it will require some co-operation. 
Again, this part of the adventure is about coming up with creative solutions, using magic and 
mundane abilities together. Anything not clearly stupid should work. 
When the characters get the reliquary to the bottom of the hill, something makes them look 
up. They see a giant fox, glowing slightly in the dark of the night, standing at the entrance to 
the cave. Reynard nods to them in acknowledgment, and returns to his cave. (This assumes 
that they didn't kill the fox earlier, but there's no reason why they should have.) 



Getting the reliquary back to the village without being seen is easy if it is still night, and 
unless they failed a lot of rolls when tracking the fox, it is still night. Note that, while Aeolus 
cannot carry the reliquary directly without suffering convulsions, he can easily carry it if 
some sort of harness is rigged. 

Aftermath 

Father John is waiting at the church, and is overjoyed when the characters return with the 
reliquary. He quickly helps them to reinstall it in the shrine, and offers them accommodation 
for the rest of the night. This accommodation involves giving the characters the canons' beds; 
they will spend the night apologizing to the saint. At this point, Father John is even polite to 
the magi, although he is more reserved with them than with the companions. (He still gets a 
terrible shock if he sees Darius's face, though.) 

After the relics have been returned, Jarvis and Victor notice that the curse is clearing up. 
They are not fully restored to health immediately, but by dawn they are back to normal; lost 
hair even regrows overnight. 
Shortly after dawn the villagers gather outside the church again. Father John goes out, and 
announces that, in her pity for the village, Saint Roswith has agreed to heal them. He then has 
the canons, assisted by one of the player characters, if they are willing, bring the reliquary 
out. Everyone who sees the reliquary is instantly healed of the effects of the curse. In 
gratitude, Sir Robert promises to give the shrine the right to cut wood in one of the forests. 
While a lot less than half his fief, this is still a significant gift. 

The return trip to the covenant is uneventful, and can either be glossed over, or used to 
provide the players with an opportunity to discuss the events of the adventure in character. 


