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                    be used to trick or force the Pater into 
 re-vealing the location of the Itius. If the 
 Pa-ter realizes what is going on, he considers 
 the caster to be in league with the demons, 
 and orders the revenants to harass them as 
 long as they remain within the regio.



r
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The Mithraists left behind followers 
 to maintain the Itius. They served 
 devot-edly within the regio, and when they died 
 there, the magic of the place brought them 
 back as revenants. Even in death, their 
 de-grees of initiation into the mysteries of 
 Mithras shape them and determine their 
 powers. The Pater is a unique individual 
 whose ghost retains its awareness and free 
 will. The Leos serve as the keepers of the 
 temple, both defending it and 
 maintain-ing its feastmaintain-ing rites. The Corax preserve 
 and repair the Itius. Note that these beings 
 have not created a ‘society’ within this 
 re-gio. Each Revenant now endlessly repeats 
 the most fundamental service that it 
 pro-vided in life, and if they are prevented 
 from doing so, they strike out violently.


The Pater rules over the other 
rev-enants, and keeps the passage to the Itius, 
and the Rite of Admission. After a 
thou-sand years of the same task, the Pater does 
not handle change well. He still sees the 


Infernal as the enemy, but has all but 
 for-gotten why he is maintaining the temple 
 and the Itius. As a result, he does not 
 in-terfere with characters who do not seem to 
 interfere with those tasks, even if he sees 
 them removing the Grass Crown from the 
 regio. The Pater wears the other half of 
 Giuseppe ‘s lodestone as a necklace.


The Pater has two tasks: the 
 Mithrae-um’s upkeep through adherence to its 
 ritu-als, and the upkeep of the ship Itius. 
 Be-cause of this, the majority of the revenants 
 are in and around the Mithraeum, while 
 teams of three Corax are sent out to check 
 on and repair the Itius.


The Pater has a Presence score of +1, 
 and a Penetration Ability of 3, specialized 
 in Commune with the Grades. He has the 
 Powers of the Leo and Corax-grade 
 Reve-nants, and the following additional powers.


Commune with the Grades, 0 points, Init +1, 
 Mentem. The Pater can access the mind of 
 anyone whom he Initiated into the cult. This 
 includes all of the revenants. The Pater can 
 use the target’s senses, and give commands, 
 which must be obeyed. Over years, the 
 Pa-ter could change the revenants’ default tasks 
 through this power, but at present he has no 
 interest in doing so. Note that this power 
 must Penetrate Magic Resistance (with a 
 Penetration of 9), so any magi who join the 
 cult are effectively immune.


Itius’ Chart, 6 points, Init +1, Vim. The 
 Pater is able to divine the precise location 
 of the Itius, as well as its general course of 
 travel. This course check must be updated 
 on a daily basis, as the currents of this 
 re-gio are prone to unexpected changes. This 
 power is used to guide Corax-grade 
 rev-enants to the Itius.


Leo Revenants: These are the ‘lions of 
 the den’, who serve as caretakers of the 
 My-thraeum. They follow their routines, unless 
 given instructions by the Pater.


Leo-grade Revenants have the Powers 
 of the Corax-grade Revenants. They also 
 have the following additional Powers.


Leo’s Batillum, 2 points, Init +1, Ignem: 


Creates a shovel’s worth of small red-hot 
 coals that are ‘tossed’ onto a single, specific 
 target (Damage +10). The coals last for a 
 Diameter.


Thunder of the Leo, 2 points, Init +1, 
 Auram: The revenant roars, affecting the 
 target as Jupiter’s Resounding Blow (ArM5, 
 page 125).


Corax Revenants: These ‘ravens’ travel 
 between the Mythraeum in Level 1 and 
 the Itius in Level 2. These creatures are 
 also under the Pater’s control.


Restore the Carpenter’s Efforts, 6 points, Init 
 +1, Herbam: Returns a damaged or rotted 
 area of a wooden structure to its pristine 
 state. It takes the revenant hours to 
 per-form the rituals that create this effect, but 
 it does not need any materials.



Onward!


The next level of the regio can be 
 reached through the nearby inlet. On the 
 first level, the inlet goes into the mists, 
 and soon after the temple shore 
 dispears into the mist, another shore 
 ap-pears, bringing characters back to the 
 stoney ground. If they pass through the 
 entrance to the next level, the mist clears.


The second level is a limitless sea. The 
 water is pure and infinitely deep, as are 
 the skies above. Day and night are exactly 
 12 hours long, but there is no sun, and no 
 moon. At night, the fixed stars are visible, 
 but there are no planets, either. From time 
 to time, soft music is heard drifting from 
 on high. The Magic aura of this level is 4 
 (again, doubled for Auram effects).


While the Itius is not a small ship, it 
 has sailed a limitless sea for almost a 
 mil-lennium. Its course has not been a straight 
 one, nor has it simply coasted in circles. It 
 is all but impossible to find the ship 
 with-out some guidance. The Pater can provide 
 the necessary information, either directly 
 or to the Corax, but otherwise the 
 charac-ters must come up with some magical way 
 to find the ship. They do not have any 
 Arcane Connections to it, which sharply 
 limits their options.


If the characters have guidance from 
 the Pater, the Itius happens to be relatively 
 close to the inlet, and they find it within 
 hours. If they are following the Corax, or 
 their own magic, it may take much longer, 
 and while the revenants have no need for 



The Rest of the  Sphere


If the characters did not 
 man-age to retrieve the whole Sphere 
 from Ombres, Giuseppe brings the 
 remaining pieces. He claims to have 
 been guided to them by his visions, 
 and, if questioned about the demons 
 in the fallen covenant, says that there 
 were no demons there. Investigating 
 Ombres shows that he is telling the 
 truth; the demons have gone.



Strategic Truth


Almost everything that Giuseppe 
 tells the characters is true. He really 
 has had visions, and he does think 
 that the demons will use the Grass 
 Crown to raise an army (they lied to 
 him). Simple magic used to check his 
 truthfulness does not expose him as a 
 demonic cultist. The Spirit of Fraud 
 intervenes, using its Mastery of 
 Misdi-rection power, to maintain the charade 
 against more thorough magic. If it 
 cannot, Giuseppe is exposed, and 
 the characters must decide what to 
 do about the demonic cult. The 
 se-quence may well skip this story, and 
 move straight to Story III. After 
 de-stroying the colossus, the characters 
 may decide to investigate the Grass 
 Crown, just in case.



Lodestones of   Caelus’ Octahedron


An unbroken Caelus’ Octahedron 
Lodestone is a form of Auram vis 
(1 pawn). Each Lodestone has a 
fis-sure along its equator. If the stone is 
separated along this fissure, then the 
pawn of vis is expended, but each half 
becomes a fixed Arcane Connection 
to the other. The other half of 
Gi-useppe’s Lodestone is owned by the 
Pater, within the regio (see later).


food, the same is not true of the 
 charac-ters. The storyguide may add problems 
 here if the troupe finds them entertaining.



The Itius


The Itius is a Roman trireme. The 
 Grass Crown is stored in the hold, 
 in-side a ward against demons. The ward 
 is a circle, inscribed on the planks 


form-ing the floor, and strong enough to keep 
 out most demons.


Once the ship was crewed by 
 Mithraic cultists, but as they died, they 
 returned as manes (see earlier), and 
 con-tinued rowing. Nero was able to 



whis-Spirits of Fraud


Order: Fury


Infernal Might: 20 (Imaginem)


Characteristics: Int –3, Per +3, Pre –3, 
 Com +3, Str +2, Sta +3, Dex 0, Qik +2
 Size: +3


Confidence Score: 1 (3)


Virtues and Flaws: Sense Holiness and 
 Unholiness, Theft of Emotions (see 
 later); Cruel, Wrathful


Personality Traits: Cruel +3, Angry +3
 Reputations: None


Hierarchy: 6
 Combat:


Body Bludgeon: Init +1, Attack +9 (+12 
 if Fury Power is used), Defense +7, 
 Damage +14


Dodge: Init +2, Attack n/a, Defense +7, 
 Damage n/a


Smothering Grapple: Init +2, Attack +8 (+11 
 if Fury Power is used), Defense +8, 
 Damage +2


Tentacle: Init +2, Attack +8 (+11 if Fury 
 Pow-er is used), Defense +8, Damage +2
 Soak: +3


Fatigue Levels: OK, 0, –1, –3, –5, 
 Un-conscious


Wound Penalties: –1 (1–8), –3 (9–16), 
 –5 (17–24), Incapacitated (25–32), 
 Dead (33)


Abilities: Athletics 7 (climb), Awareness 5 
 (determining effect), Brawl 7 (tentacle), 
 Emotion Theft 5 (trust) Latin 5 
 (nego-tiation), Sense Holiness and 
 Unholi-ness 3 (evil), Stealth 5 (shadowing).


Powers:


Coagulation, 2 points, Init –1, Aquam. 


See Lemures, earlier.


Envisioning  (A great stage or puppet 
 show), 1 or 5 points, Init +0, Mentem. 


See Lemures, earlier.


Fury of the False Veneer, 2 points, Init +0, 
 Imaginem. See DuPurin, earlier.


Incorporeal Darkness, 0 points, Init 
 con-stant, Vim. As the Incorporeal Power, 
 but creates shadows as the spell 
 Gloom of Evening. See ArM5, page 142.


Infatuation, 4 points, Init +0, Imaginem: 


The spirit ‘speaks’ with a voice so rich 
 with lustful promises that a strong 
 desire to approach washes over the 
 target group (up to 10 people). 
 Char-acters may resist the lure with an 
 In-telligence stress roll against an Ease 
 Factor of 9. Those affected do 
 what-ever is necessary to reach the demon 
 in as straight a path as possible: 
 leap-ing off bridges, steerleap-ing ships into 
 the rocks, or climbing cliffs. They 
 will not take obviously suicidal 
 ac-tions, but they will take insane risks, 
 and do not care about risks to others.


The Lie Affirmed, 1+ point, Init –1, 
 Men-tem: The targets completely believe 
 the next lie that they are told, no 
 matter how outlandish. The cost is 1 
 point per target. The demon 
 normal-ly has a good idea of what the next 
 lie will be, but even if it is wrong, the 
 targets believe the next lie they are 
 told. This power can backfire.


Mastery of Misdirection, 1–8 points, Init +0, 
 Imaginem: The Spirit of Fraud is 
 capa-ble of producing an Infernal copy of 
 any non-ritual Imaginem spell of 40th 
 level or lower that pertains to 
 misdi-rection and concealment at a cost of 
 1 Might point per magnitude of 
 ef-fect. Most forms of magic, including 
 Hermetic magic, are incapable of 
 de-termining that these effects are false.


Obsession (will agree with any expressed 
 opinion), 1-3 points, Init –5, Vim. 


See Lemures, earlier.


Possession, var points, Init +2, Mentem. 


See DuPurin, earlier.


Weakness:  Silvered mirrors held to 
 re-flect the demon act as though the 
 holder is within an effective Circular 
 Ward Against Demons of 1 pace radius, 
 centered on the mirror, when dealing 
 with a Spirit of Fraud.


Vis: 4 points, appearing as a hand-sized 


swirling mass of black fluid.


Appearance: A flowing blob of black 
 ichor that may shrink as small as a 
 normal man’s footprint. Normally, 
 it appears as a flowing, 
 tentacle-grasping thing of black water 3 paces 
 across. It moves across fluid surfaces 
 as though they were solid, but 
 can-not enter said surfaces.


When a spirit under Nero fully gives 
 in to fury and avarice, it is reborn from 
 the blackest of pits. These are beings 
 without shape or form. They are shadow 
 forces that make all true things appear 
 pointless through fraud.


The Theft of Emotion Ability allows 
 the demon to manipulate the emotions 
 of others as a Supernatural Ability. The 
 demon must first find a person 
 express-ing the emotion it wishes to instill in 
 another. Then it makes a Presence + 
 Emotion Theft roll against an Ease 
 Fac-tor of 6 + the target’s Personality Trait 
 for that emotion. If successful, the 
 emo-tion is removed from the target, leaving 
 her devoid of it (although it may 
 natu-rally recover, over time). The demon 
 then transfers the emotion to another 
 by touch. The target feels the emotion 
 as strongly as the original ‘donor.’ The 
 demon cannot transfer feelings of True 
 Love, True Friendship, or True Faith.


In combat, Spirits of Fraud may 
at-tack up to 3 targets with a tentacle. A 
tentacle strike that succeeds by more 
than 6 + the target’s Size grapples the 
target, and draws him to the demon. The 
victim is then subject to a smothering 
grap-ple in the next combat round, and the 
de-mon can still make three tentacle attacks 
against other targets. Against a single 
foe, it attacks with the Body Bludgeon 
and one tentacle strike, seeking to draw 
the victim into a smothering grapple.


per to the spirits through the crown 
 and corrupt them, and learned that the 
 crown was at sea. After several 
 centu-ries, he realized that it was in a regio. 


The demons (larvae, see later) are 
 indi-vidually too weak to move the crown, 
 even if they could touch it, and, in any 
 case, they do not know where to take it. 


If they destroy the ship, the crown will 
 sink into the ocean, and most likely be 
 lost forever. The situation on the ship 
 has thus been a stalemate for centuries.


The characters break this stalemate. 


They have been followed by three 
 Spir-its of Fraud, so there are enough 
 de-mons to carry the Grass Crown if they 
 cooperate. Fortunately, demons are not 
 good at cooperation. Unfortunately, 
 they cannot bear to see the characters 
 take the crown where they have failed. 


Once a battle starts, the demons are 
 un-concerned about damage to the ship, at 
 least in the heat of the moment.


The number of demons should be 
 chosen to present a challenge, but not 


a deathtrap. As many manes as larvae, 
 and as many of each as there are player 
 characters, is a good place to start. The 
 ship could hold 170 oarsmen, but over 
 a thousand years most have passed on.



A
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A handful of manes oarsmen are the 
 power behind the craft. There are many 
 empty seats, as most of the manes have 
 either found peace and ascended, or have 
 succumbed to rage and have become 
 In-fernal larvae.
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The Larvae are oarsmen who have 
 fallen to the Infernal. These Infernal 
 Spirits wander the hold, seeking some 
 way to get the Crown.



The Grass  Crown


A grass crown was the height of 
 honor in the Roman military. It was 
 wo-ven from the bloodied blades of grass 
 where a major military victory was 
 earned, and then presented to the 
 lead-er of the victorious army to represent 
 the field, sacrifices, and men who took 
 part in that conflict.


This Grass Crown fits atop a 
 30-pace-tall colossus. It is composed 
 of welded brass ‘grass blades’ forming a 
 woven circle roughly a half-pace thick 
 and tall, and seven paces in diameter. It 
 weighs about 2,000 pounds.


The crown is a powerful Infernal 
 ar-tifact, and the characters may want to 
 destroy it. This is not easy, as it is 
 pro-tected by the effect Beneath Me, Folly of 
 Thetis!, described earlier. The characters 
 may also worry that there is a good 
 rea-son why the Mithraic cultists did not 
 destroy it. If they do destroy it, that has 
 little effect on the story; Nero knows 
 that it has been destroyed, and moves 
 ahead with his plans.



Option: Piloting the Ship


If the Itius does not sink during the 
 battle, the Corax continue to maintain it. 


Although it has always been crewed by the 
 cultists of Mithras, other characters, or 
 en-chantments, could move it, and it is large 
 enough to house a laboratory.



The Return


If the characters still have the Sphere 
 and the Lodestone, leaving the regio is easy. 


The Sphere can find the entrance to the 
 low-er level, and show them how to get through, 
 and then they can follow the road to the 
 exit. Of course, as the regio moves, the exit 
 could lead anywhere in Mythic Europe.


The Grass Crown is large and heavy, 
 and the characters will almost certainly 



Revenant of Caelus


Magic Might: 6 (Corpus)


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


Virtues and Flaws: Magic Human
 Magic Qualities and Inferiorities: No 


Fatigue, Improved Soak (x3), Lesser 
 Power, Baneful Circumstances 
 (out-side of Caelus’ Octahedron).


Personality Traits: Vengeful +3
 Combat:


Bony Claws: Init +2, Attack +8, Defense 
 +8, Damage +2


Soak: +11


Wound Penalties: –1 (1–5), –3 (6–10), –5 
 (11–15), –5 (16–20), Destroyed (21+)
 Abilities: Brawl 3 (claws), Cult of 


Mithras Lore 5 (tasks)
 Powers:


See individual Revenant Grades.


Equipment: Tattered burial shroud.


Vis: 1 Corpus in skull


Appearance: A leering skeleton whose 
 bony fingers are as sharp as claws.


These walking skeletons differ from 
 ghosts in that their only form is an 


ani-mate, material corpse where the spirit is 
 bound to a physical body. These beings 
 are connected to the living world through 
 an overwhelming personal need. In this 
 case, the need manifests in the form of 
 servitude to the lore of the Mysteries of 
 Mithras. From this base, each individual 
 spirit derives its own unique personality 
 and motivation.


Revenants tend to keep Abilities related 
 to their mortal ties. They are tireless and 
 inexorable opponents. They are immune to 
 fatigue and pain, and having no blood or 
 vi-tal organs, they ignore wounds that would 
 be fatal to a living person. The No Fatigue 
 and Improved Soak Qualities represent this 
 supernatural resilience.


Magic can affect both the revenant’s 
body (Corpus), and the animating spirit 
(Mentem). Destruction of the body does 
not harm the spirit, although the spirit 
lacks any power to affect the physical 
world once its body is destroyed. The 
rev-enant’s attacks are blocked by Magic 
Re-sistance, as the physical form is animated 
through the power of the bound ghost.


need to use magic to move it. If desired, the 
 process of getting it back to the covenant 
 could easily give rise to further stories.



A Petition


If Giuseppe accompanies the characters, 
 he starts to have real doubts about the 
 Broth-erhood. He has not previously encountered 
 actual demons, and once he has, the path of 
 virtue seems more appealing. He may 
 aban-don the cult, and tell its secrets to the magi, 
 if that will move the story along.



Option: A New Home


Caelus’ Octahedron is a huge Magic 
 regio that is difficult to gain access to, 
 and thus a possible location for a 
 cov-enant. As the exit is mobile, such a 
 covenant would have access to a wide 
 range of regions and stories. The cult 
 of Mithras may not be the only ancient 
 group that knew of it, and of at least one 
 place where an entrance could be found.


There are also potential stories 
with-in the regio. The revenants remawith-in, and 
at least one character would almost 
cer-tainly have to join the cult to win them 
over, although wiping them out is also 
an option. At present, there are no 
sup-plies within the regio, so the covenant 
would either have to develop them, or 
find a reliable way to bring them in from 
outside. The regio may also have further 
levels, and more inhabitants.


There are also potential stories 
with-in the regio. The revenants remawith-in, and 
at least one character would almost 
cer-tainly have to join the cult to win them 
over, although wiping them out is also 
an option. At present, there are no 
sup-plies within the regio, so the covenant 
would either have to develop them, or 
find a reliable way to bring them in from 
outside. The regio may also have further 
levels, and more inhabitants.
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