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(6)
Introduction


Each chapter of  Thrice-Told Tales is a 


sequence of three stories, all connected, 
but separated by a number of years. Each 
chapter is, if you like, a thread in the 
tapestry of a saga. Each chapter could be 
run by a different member of the troupe, 
the players taking turns as storyguide as 
the events unfold over time. This chapter 
contains short summaries that avoid 
giv-ing away too many secrets; only the 
per-son who intends to storyguide a chapter 
should read the main text.



Earth and Sky


Almost a century has past since the 
covenant of Ombres L’assomption 
disap-peared, quite possibly into a regio. Now, 
a last survivor has come to the covenant, 
with word of an ancient evil. Demons 
threaten the whole area, and the 
char-acters must find what was hidden, and 
thwart their plans.



The Mound


Situated in the peat bog between 
two baronies lies a mound, a place long 
forgotten by the local lords and 
neigh-boring peasants. It has recently been 
discovered by a Bonisagus Seeker, who 
has not returned from his initial 
explo-rations. The Seeker’s parens approaches 
the magi and asks them to find the lost 
magus. Upon arrival, the magi find that 
both baronies have been attacked by 
savage revenants, corporeal ghosts who 
kill those they meet. The baronies blame 


each other, but is there another culprit? 
Can the magi find the lost Seeker and 
keep the baronies from war?


The mound is a persistent problem, 
and the revelations the magi find refuse 
to stay buried. Twice more evil surfaces, 
sowing strife and discord throughout 
both baronies, forcing them ever closer 
to open conflict. The final threat 
dis-gorges a nightmare so harrowing that it 
threatens the very kingdom, and unless 
stopped will return society to a dark age 
of blood, murder, and lost hope.



Servants of God


The story starts with a Quaesitor’s 
routine investigation of possible 
mun-dane meddling by magi from a 
neigh-boring covenant. A nearby town has 
suf-fered a major fire, and the characters are 
asked to help determine whether any 
magi were involved. A high official in 
the Church has complained to the 
Or-der, and as the investigations proceed, 
links between clergymen and magi, and 
with supernatural power, become 
appar-ent. The characters find themselves 
fac-ing a serious threat to the Order, from 
an unusual source.



Summer Is 

Icumen In


Nominally set in the Provençal 
Tri-bunal, this story can be told anywhere 


that magi have to peacefully co-exist 
with feudal society. When a noble lady 
in distress comes to the covenant to tell 
a most unusual story, the magi 
investi-gate her plight and unmask a terrible 
plot. They must make hard choices 
about truth, morality and love; magic 
grants great power, not necessarily 
great wisdom.


After five years the noblewoman 
again calls upon the magi to assist. This 
time it is their own secrets they must 
guard, and a race against time develops 
to resolve the problem before hostile 
forces uncover what should best be 
for-gotten. Finally, some fifteen to twenty 
years later the story comes to fruition, 
as the full ramifications of the events of 
the previous stories threaten to shatter 
the political security of a nation and 
two Tribunals. Have the magi made the 
right choices, and can they live with 
the consequences?



The Traitor’s 

Game


A redcap has gone missing, and it 
seems like a straightforward search and 
rescue mission. However, a web of deceit 
and betrayal leads to a darker story of 
envy and hatred, with its roots in the 
an-cient history of the Order. Acts of spite 
threaten to destroy the covenant, and the 
magi find an innocent caught up in plots 
that go back far beyond his birth. 



(7)The player’s covenant is in the same 
Tribunal as an infamous magic aura, where 
the lost covenant of Ombres L’assomption 
seems to have simply vanished. It was 
known as a small, weak covenant that 
housed a device allowing people to find 
regio entry points. It is suggested that the 
device drew the entire covenant into an 
unknown regio when it was mishandled, 
but this is nothing more than speculation. 
The Tribunal considers the covenant and 
its grounds to still be under the control 
of Ombres L’assomption until it is proved 
that the covenant has truly ceased to exist.


This game is designed for late Spring 
or early Summer covenants and makes use 
of Realms of Power: The Infernal.



Expected Sequence        

of the Stories


The hermit Dium comes to the players’ 
covenant after receiving a vision and offers 
to lead them inside Ombres L’assomption 
to claim a device called The Sphere of 
Caelus’ Octahedron.


The Sphere of Caelus’ Octahedron is 
found, as well as notes about the ancient 
ship called the Itius and her cargo: The 
Grass Crown. The missing piece needed 
to make the Sphere operate is a lodestone 
from Caelus’ Octahedron.


Allies of the Brotherhood of Zenodorus 
come to the covenant with a lodestone and 
an offer to work with the magi to 
investi-gate Caelus’ Octahedron. In the end, the 
Itius is found and the Grass Crown claimed.


Once the characters have the Grass 
Crown, the Infernal spirit of Nero and the 
Brotherhood of Zenodorus prepare for 
war. They attack the covenant with the 
colossus. The characters can fight back to 


Nero’s Pit to defeat them, but to 
complete-ly destroy the colossus they must use the 
Grass Crown as an Arcane Connection to 
destroy Nero’s animating spirit.



Pre-History


During Nero’s reign over Rome, a 
co-lossus was built by misguided members of 
the Cult of Zenodorus. Through Infernal 
incantations, a Grass Crown was created 
to provide the Arcane Connection that 
infused Nero’s corrupted soul into the 
statue. During the years following 
Ne-ro’s death, the cultists were defeated by 
Mithraist cultists, who stole the Crown. 
Unable to destroy it, they hid it on a ship, 
the Itius. Nero’s spirit became trapped 
within the colossus.


The Mithraists also animated the 
physical form of the colossus and forced 
it to bury itself. Although they were 
un-able to damage the colossus’ form, they 
were able to remove the great pins that 
anchored the head, arms and legs to the 
torso. These six parts of the colossus were 
walled away in separate chambers of the 
pit that the colossus had excavated. 


The group of Mithraists who held 
the Grass Crown entered a traveling 
regio and eventually lost contact with 
the outside world. They carried their 
responsibility beyond death itself, and 
became revenants.


Whispering through the Crown, Nero 
was able to corrupt some of the spirits in 
the regio, resulting in a demonic presence 
therein. Some of these demons were able 
to escape and eventually find the colossus. 
For centuries, the demons worshiped at this 
site, shaping it into an Abyssal regio called 


Nero’s Pit. The route to this place came to 
be known by the locals as the Quiet Slope.


The colossus was lost to history until 80 
years ago. An elder craftsman from a town 
within the Tribunal had suffered a grievous 
loss. In desperation, he wandered out of the 
town to the Quiet Slope. There, while he 
was contemplating suicide, a Green Snake 
of Malebolge came to him, showing the 
ru-ined man the passage to the chambers of 
the colossus. The Brotherhood of 
Zenodor-us was founded upon the craftsman’s return 
to the town. Over the course of the 
fol-lowing decade, the Brotherhood gathered 
members, discovered the buried colossus’ 
chambers, and created an Infernal shrine.


In another part of the tribunal, 
Ti-tus of Jerbiton of the covenant Ombres 
L’assomption was researching regiones. 
The magus made important discoveries, 
and created a device that could find any 
regio, if an Arcane Connection to 
some-thing within the regio was placed in it. 
This device could also open a way into 
the regio. Titus demonstrated the device 
at Tribunal, greatly impressing everyone.



Earth and Sky



Demonic Weaknesses


Each demon described has a 
uniquely defined Weakness. A 


charac-ter with Infernal Lore or who has had 
appropriate exposure to such literature 
has a chance to discern the Weakness 
of a given demon. This is done with 
an Intelligence + Infernal Lore roll 
against an Ease Factor of 9 + (Might / 
5). Some of the Weaknesses provided 
are also named, as they were once used 
as specific rituals. Named rituals allow 
the players to use Magic Lore or 
The-ology in the place of Infernal Lore.



(8)The Brotherhood of Zenodorus 
learned about the device, and sent an agent 
to convince Titus to use the device to find 
the Itius. The agent was very convincing. 
Unfortunately for the Brotherhood, they 
did not know all the powers of the device. 
Once the lodestone from the regio was set 
within it, the magus was able to find the 
regio, and find out a great deal about what 
was inside it. Suspecting a plot, Titus split 
the device into pieces to hide it, and took 
the agent of the cult prisoner. Alas, the 
cultist had already succeeded in 
corrupt-ing a priest livcorrupt-ing at the covenant.


The priest, Father Carth, distributed 
Aegis tokens to the Brotherhood of 
Ze-nodorus. The cultists returned to Ombres, 
with reinforcements. The demons were 
powerful, and Titus performed a ritual he 
had developed to move the covenant into 


a regio that could only be entered by 
resi-dents, and those they guided. 
Unfortunate-ly, as far as the ritual was concerned, 
“resi-dents” meant “anyone in the regio when it 
is created”. The demons were not cast out, 
and the covenant fell. Titus sent Dium, his 
apprentice, to safety at the last possible 
mo-ment. Dium fled in fear, joined a monastery, 
and eventually became a hermit.



Dramatis Personae


The following characters are 
impor-tant to the three stories, as they bring 
hooks and provide additional information 
to the players throughout the tales.



The Brotherhood      

of Zenodorus


The Brotherhood of Zenodorus aims to 
restore the Colossus Neronis and assume 
power, under Nero, their lord. As part of 
this, Nero seeks to retrieve the Grass Crown 
from the regio, but he does not know where 
it is. The cult got hold of half of a lodestone 
(see later), which serves as an Arcane 
Con-nection to the regio hiding the crown, but 
they have no way to use it. However, they 
know that the Sphere of Caelus’ 
Octahe-dron, which was in Ombres, can, somehow, 
use the lodestone to get to the regio. The 
demons have set the cult to finding and 
us-ing the sphere, and the cult has passed this 
dangerous task onto a young candidate for 
membership, Giuseppe.



Dium Manesica Penater


Characteristics: Int +3, Per +2, Pre –1, 


Com +1, Str –2, Sta +1, Dex –1, 
Qik –2
Size: 0
Age: 83 (83)
Decrepitude: 4
Warping Score: 2 (2)
Confidence Score: 1 (3)


Virtues and Flaws: The Gift; Wanderer; 


Guardian Angel; Disfigured, 
Reclu-sive, Visions


Personality Traits: Quiet +3, Reclusive 


+3, Manipulative +2 (sinful trait)


Reputations: Oracle of God 1 (Local 


Monastery)


Combat:


Dodge: Init –2, Attack n/a, Defense –2, 


Damage n/a


Soak: +6


Fatigue Levels: OK, 0, –1, –3, –5, 


Un-conscious


Wound Penalties: –1 (1–5), –3 (6–10), 


–5 (11–15), Incapacitated (16–20), 
Dead (21+)


Abilities: Animal Handling 3 (birds), 


Area Lore: Ombres L’assomption 
re-gion 2 (legends), Area Lore: hovel 
location 5 (legends), Artes Liberales 
5 (ceremonial magic), Awareness 5 
(alertness), Bargain 4 (distrusting 
client), Code of Hermes 2, 
Concen-tration 5 (prayer), Craft: 


Hidework-ing 2 (shoes), Craft: 
Woodwork-ing 5 (whittlWoodwork-ing), Dominion Lore 
6 (angels), Faerie Lore 1 (Ombres 
L’assomption), Folk Ken 5 
(peas-ants), Hunt 4 (small game), Intrigue 
1 (gossip), Latin 5 (Hermetic usage), 
Living Language 4 (storytelling), 
Magic Theory 1 (Corpus), Native 
Language 5 (expansive vocabulary), 
Organization Lore: The Church 6 
(legends), Organization Lore: 
Om-bres L’assomption 2 (children), 
Pro-fession: Apothecary 3 (finding 
ingre-dients), Profession: Architecture 2 
(small structures), Profession: Brewer 
2 (herbal infusions), Survival 5 (near 
his hovel), Teaching 3 (Biblical)


Arts: Cr 5, In 5, Mu 1, Pe 0, Re 1; An 3, 
Aq 1, Au 1, Co 4, He 4, Ig 0, Im 0, 
Me 1, Te 0, Vi 0 


Twilight Scars: None apparent.


Equipment: Hand-carved wooden cross, 


woodland survival gear, hermit’s rags.


Spells Known:


Chamber of Spring Breezes CrAu5/+7
Wind at the Back ReAu5/+3
Footsteps of Slippery Oil CrAq5/+7
Bind Wound CrCo10/+10
Physician’s Eye InCo5/+10
Sight of the True Form InCo5/+10
Eyes of the Cat MuCo5/+5


Spasms of the Uncontrolled Hand ReCo5/+6


Conjure the Sturdy Vine CrHe5/+10
Hunt for the Wild Herb InHe5/+10
Intuition of the Forest InHe5/+10
Dance of the Staves ReHe5/+6


Sight of the Transparent Motive InMe10/+7


Appearance: Dium is a frail, thin, and 


ancient hermit. He wears a wooden 
cross carved by his own hand with a 
dried rose wound around it. The left 
side of his face is dominated by the 
scar of an old wound. Dium’s spells 
are accompanied by the sound of 
distant monastic chanting.


Dium is on a Divine task for his 
Guard-ian Angel, so feel free to provide Dium 
with Divine protection from the players 
characters upon their initial meeting.


After 10 years of Jerbiton 
apprentice-ship, Dium has some skill in the Arts. He 
could serve as a laboratory assistant, but 
most of his Abilities reflect his past as a 
monk and hermit. Note that although 
the records of the Order show him as an 
apprentice at Ombres L’assomption, and 
he would now be a Failed Apprentice in 
the eyes of the Order, no magi know that 
he is still alive before the story starts. 
Di-um’s record within the Order should not 
come into play unless he becomes active 
in the Order once again.
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Zenodorus was a Gently Gifted 
as-tronomer who lived around 250 BC. His 
work with perspective, circles, and spheres 
developed into a cult of builders who 
aid-ed in creating some of the greatest 
struc-tures of the pre-Christian era. During this 
period, the writings of Zenodorus became 
corrupted by Infernal plots set upon 
ex-panding idolatry through great structures 
dedicated to prominent humans.


Over the years, the copies of 
Zenodor-us’ On Isometric Figures were manipulated to 


change the cult into the misguided tradition 
(Realms of Power: the Infernal page 127) called 


the Cult of Zenodorus, which came to Nero 
with a design to create the Colossus Neronis.


This Infernal cult itself effectively died 
out after the fall of Nero. However, the 
colossus and Nero’s spirit still exist today, 
and have rebuilt the cult. Nero is the sole 
ruler, or Finial. The demons and infernal 
spirits who have gathered below him are 
his Chapiter-classed grand masters. Mortals 
who have been brought into the cult and 
al-lowed to make a copy of On Isometric Figures 


serve as the next level, known as the 
Plinth-class masters. Finally, hand-picked 
appren-tices and potential sponsors who display 
the appropriate sinful traits of pride, 
fraudu-lent desires, and theft are approached and if 
interested, are given the title of Stylobate. 
Uninterested individuals generally meet an 
untimely end, unless useful to the 
Brother-hood in some other fashion.


For the purposes of this story, the 
Brotherhood is restricted to a large town 
within the troupe’s Tribunal. The 
Broth-erhood is currently housed in a property 
near the Quiet Slope. It functions as a 
suc-cessful crafting guild (stonemasons, 
car-penters, or blacksmiths).


The cult uses incantations found in On 
Isometric Figures to call Infernal spirits 


com-mon to Greek and early Roman culture. 
Using the Powers of Effusion and Diablerie 
(Realms of Power: the Infernal pages 106–108), 


the incantations allow the cultist-builders 
to create structures that are recognized as 
the ultimate symbol of a single mortal.


The supernatural abilities commonly 
associated with the Brotherhood of 
Ze-nodorus are Ceremony, Diablerie, and 
Ef-fusion, and Incantation.


The cultists can invoke Infernal powers, 


or maleficia. To perform an Incantation, a 
player spends 1 Confidence Point and rolls:


incAntAtion roll: 


stressDie + communicAtion +      
incAntAtion + poWer + AurAbonus


The rules for ceremonial magic 
ap-ply. All Incantations for the Brotherhood 
of Zenodorus appear to be mundane in 
nature; usually the crafting of a symbolic 
keystone or anchor pin accompanied with 
songs of strength, pride, valor, and 
con-quest of community and ideals. All 
Cer-emonies involve of 13 participants, each 
adding in their Ceremony Ability score to 
the total, minus 13. Full rules are given in 


Realms of Power: the Infernal.


Incantations found in On Isometric 
Fig-ures are as follows.



b
eholD t
he p
resence      



o
f t
he s
ymbol

Incantation/Diablerie, Level 55


R: Touch, D: Forsaken, T: Structure


This incantation binds a soul to a 
struc-ture. The spirit must have an Infernal Might 
score, or be the spirit of a person with 
In-fernal Warping. If a living being is bound, 
the person commits suicide at the 
conclu-sion of the ritual, and the spirit returns as an 
incorporeal being with an Infernal Might 
score of 15 + highest sinful personality 
trait. After that, a portion of the spirit’s 
In-fernal Might diffuses into the structure, 
giv-ing the structure an Infernal Might score as 
well. The maximum Might of the structure 
is 18 (soft stone), 24 (hard stone), or 30 
(base metal). Pure metals like silver or gold 
cannot be used as part of this incantation. 
Within the structure, the structure’s Infernal 


Might / 5 acts as an Infernal aura.


When the bound spirit touches or 
pre-sides within the structure, the two Mights 
merge. Once merged, treat the structure as 
the spirit’s physical body. Any powers of 
the spirit are cast through the structure. All 
the powers and abilities of the structure are 
available to the bound spirit when merged.


(Base 15, +1 Touch, +4 Forsaken, 
Structure +3)
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Incantation/Diablerie, Level 60


R: Eye, D: Forsaken, T: Ind


Imbues an Infernal Spirit with the 
power Lord of the Structure; see 
DuPu-rin’s Ghost, later. This incantation must 
be cast within the bound spirit’s structure.


(Base 35, Eye +1, Forsaken +4)
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Incantation/Diablerie, Level 60


R: Touch, D: Forsaken, T: Ind


This incantation allows the spirit of a 
structure to grant bonuses to the people 
within. When this power is inscribed into 
a structure, it aids people in a spiritually 
unhealthy way. People with sinful traits 
will perceive elements of the structure 
as a positive representation of said trait. 
Skill checks for sinful characters within 
the structure that reflect the character’s sin 
gain a bonus equal to that character’s sinful 
personality trait. It costs the spirit of the 
structure 5 Might points to grant the 
bo-nus to a single character, and those points 
are recovered when the bonus is 
with-drawn, or the target leaves the structure. 
More than one character may be affected 
at a time, if the spirit has enough Might.


(Base 35, Touch +1, Forsaken +4)
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Incantation/Effusion, Level 70


R: Eye, D: Forsaken, T: Ind


Once a spirit has been bound to a 
structure, the bound spirit may have this 
effect placed upon it. This effect allows 
the spirit to summon the structure to their 
location, much like a true demon’s 
Coagula-tion Power. To summon the structure to the 


bound spirit must spend Infernal Might 
equal to the structure’s Might / 5.


(Base 45 (to grant a power that would 
require more than one Major Virtue), Eye 
+1, Forsaken +4)
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Incantation/Effusion, Level 55


The structure is warded against all 
natural, non-living materials.


(Base 15, Touch +1, Forsaken +4, 
Structure +3)



Story I: An 

Angry Wound


The hermit Dium is troubled by 
recur-ring visions that seem to be connected to the 
covenant of Ombres L’assomption, where he 
was trained as an apprentice. The troupe’s 
covenant is the nearest to that location, so 
he goes to see them, explaining what 
hap-pened, and offering access to the remaining 
treasures of the covenant if they will help 
him prevent the disaster he foresees.


The covenant is now trapped within an 


Infernal regio, but Dium can lead the 
char-acters inside. There, demons fight each other 
while searching for the fragments of a map, 
the importance of which none of them truly 
understand. Dium remembers that his 
cov-enant fell to a demonic assault, and warns the 
characters of the threats they are likely to face.


If the characters do find the map, 
Dium does not know what they should do 
with it next. He does keep his promises 
re-garding the site and resources of Ombres 
L’assomption, as he has no interest in such 
matters now.



Expanding Ombres


Certain details and history of Ombres 
L’assomption have been left vague for the 
storyguide to expand upon within the scope 
of their saga. The Order considers Ombres 
to be a small covenant that provided a single 
important breakthrough (the Sphere).



The Hook: Destiny 

Comes Knocking


To begin these stories, Dium comes 
to the player’s covenant, seeking to speak 
with magi of the Order. He carries three 
glass flowers (see Entering the Lands of 
Ombres, later) that contain 6 pawns of 
Creo vis. These serve both to gain the 
at-tention of the magi and to demonstrate his 
ties to Ombres. He wants to discuss his 
vi-sions with the magi.


In the visions, Dium sees hordes of 
ter-rible demons, all wearing much-dripping 
crowns of woven grass, pour out of the 
old covenant of Ombres L’assomption and 
lay waste to the surrounding lands, 
includ-ing the troupe’s covenant. The rampaginclud-ing 
monsters leave Dium alone in Ombres, 
where his long-dead master, Titus, hands 
him a bone scroll case. Dium is sure that 
he needs to do something to avert disaster, 
but does not think that he could do it alone.


If the characters offer to help, Dium 
is grateful, and offers them whatever 



re-Giuseppe


Characteristics: Int +2, Per 0, Pre 0, Com 


+2, Str +1, Sta 0, Dex +1, Qik –1


Size: 0
Age: 22 (22)


Confidence Score: 1 (3)
Warping: 0 (2)


Virtues and Flaws: Craftsman


Personality Traits: Determined +3, 


Loy-al (Brotherhood of Zenodorus) +3, 
Fair –2 (sinful trait)


Reputations: Worthwhile Apprentice 1 


(his hometown)


Combat:


Dodge: Init –1, Attack n/a, Defense +0, 


Damage n/a


Fist:  Init –1, Attack +2, Defense +0, 


Damage +1


Mason’s Hammer: Init –1, Attack +5, 


De-fense +1, Damage +3


Kick:  Init –2, Attack +2, Defense –1, 


Damage +4


Soak: +0


Fatigue Levels: OK, 0, –1, –3, –5, 


Un-conscious


Wound Penalties: –1 (1–5), –3 (6–10), 


–5 (11–15), Incapacitated (16–20), 
Dead (21+)


Abilities: Animal Handling 2 (beasts of 


burden), Artes Liberales 5 
(geome-try), Athletics 2 (climbing), Brawl 1 
(bludgeon), Carouse 3 (drinking), 
Concentration 2 (reading), Craft: 
Stonemason 3 (buildings), Folk 
Ken 4 (townsfolk), Infernal Lore 2 
(powers of mortal diabolists), Local 
Language 5 (business talk), Latin 
3 (academic usage), Leadership 2 
(work crews), Magic Lore 1 
(Ro-man cults), Profession: 
Architec-ture 2 (grand designs), Profession: 
Stonemason 5 (planning projects), 
Ride 3 (long distances)


Equipment: An (unfinished) copy of On 


Isometric Figures, stone mason’s 


cloth-ing and gear, overland traveler’s gear.


Appearance: Giuseppe is a thin, wiry 


young man from the local stock. 
He dresses in loose, mason’s tunics. 
His eyes are sky blue and spark with 
excited intellect. He is a passionate 
speaker and tends to punctuate his 
words with hand gestures. His hands 
are workman’s hands, but carry the 
stains of ink.


Giuseppe is being groomed to join 
the Brotherhood of Zenodorus. He does 
not know that his mentor has succumbed 
to the Infernal. Giuseppe himself has no 
true exposure to the Infernal arts, 
be-yond his master’s copy of On Isometric 
Figures. He has little understanding of the 


Brotherhood, but believes it has much to 
offer those who are worthy. He initially 
considers the members of the Order to 
be over-indulgent children of magic who 
have little respect for ‘true’ crafting skills. 
Giuseppe is being groomed for 
cor-ruption. During Stories I and II, Giuseppe 
is simply doing the guild’s bidding to gain 
access to his masters’ deeper secrets. As 
he spends time with the magi he becomes 
friends with them, regarding the Order as 
a potential affiliate of the Brotherhood.


Between stories he gains 10 
experi-ence points per season, and he spends a 
total of 2 seasons with his mentor. The 
apprenticeship will end four years after 
this story begins. The events of these 
stories will have a strong influence on 
whether Giuseppe ever formally joins 
the Brotherhood.
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While it is not absolutely clear that he has 
the right to do this (he was only an 
ap-prentice, after all), it would give the 
char-acters a much better claim than anyone 
else, particularly if they saved the 
resourc-es from demons. If the characters refuse to 
help, Dium asks them to house him at the 
covenant while he writes to a Quaesitor to 
draw attention to the possible threat to the 
Order. This may convince the characters 
to change their minds. If the players are 
simply uninterested, you can drop the 


sto-ry, or skip forward a few years to Story III, 
and face them with the Colossus Neronis.


If the characters are working with him, 
Dium tells them that Ombres was 
dedicat-ed to the study of Divine, Fey, and Magic 
regios, and disappeared during an Infernal 
assault 68 years ago. Dium is sure that the 
magic of Titus, his parens, was responsible 
for the covenant’s disappearance, but does 
not know the details.


Dium blames the fall on his pater’s 
quest to find “mystical currents.” Within 
these currents was a device called the Grass 
Crown. Dium is not sure what these 
“cur-rents” are, but he does know that the Grass 
Crown is magical in nature. When Titus 
came to suspect that demons were also 
seeking the Grass Crown, he planned an 
escape route from the covenant. Dium was 
able to use that route to escape, and is sure 
that he will be able to lead the characters 
into the regio by following it back again.
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Ombres L’assomption should be 
locat-ed near a town, and the troupe’s covenant. 
It was a poor covenant that struggled to 
make it from one year to the next. The 
player characters or their parens might 
have heard about the Sphere being 
pre-sented at Tribunal some 70 years ago; they 
may even have been in attendance. Also, 
it is common knowledge that Ombres 
L’assomption simply vanished shortly after 
the Sphere became public.


Characters may know about the 
cov-enant; roll Intelligence + Organization 
Lore: Order of Hermes against the 
follow-ing Ease Factors. Most of this information 
is also available from Dium, but relying on 
the characters’ own knowledge provides 
some assurance that he is telling the truth.



Plinth and Stylobate 

Cult Member Creation


As the Brotherhood is based on 
a group of stonemasons, its members 
all have some ability in that craft or 
profession. Most members also have 
some training in a bow skill, due to 
the founder’s love of archery. Use The 
Specialist (ArM5, page 21) or The 


Tough Guy (ArM5, page 22) for 


gen-eral laborers, and The Rogue or The 
Witch (ArM5, page 23) for Plinth 


characters. As these characters have 
Major Virtues and Flaws, they must 
be companions, rather than grogs.
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Usually in their mid-20’s and past 
apprenticeship, with the 
appropri-ate Craft at level 3 or higher. They 
have a copy of On Isometric Figures and 


might be trained in Bows. They have 
embraced a sinful personality trait 
and have at least 1 point of Infernal 
Warping. They have the Virtues of 
Incantation (Major, Unholy Method) 
and Diablerie (Major, Unholy Power) 
or Effusion (Major, Unholy Power).
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Age a Stylobate-classed member 
10-20 years. Increase the Infernal 
Warping by 1 point per five years 
aged. Add Leadership (work teams), 
Guile, and Area Lore Abilities. 
Incan-tation and the Unholy Power should 
also be increased substantially.
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9    The covenant is rumored to have
 been harassed by demons.
12   This covenant had incurred 


numerous debts in its initial 
construction. It was founded with 
the lofty intent of integrating of
Magic, Divine, and Faerie powers,
     and led by three middle-aged magi:


Sequnda of Merinita, Caeso of  
Bonisagus, and Titus of Jerbiton.
15    In its final years, its magi were  


said to have focused their
studies on works that referenced  
cults of early Rome.


18    A Roman map of 


mystical currents was said to have
been collected from a  


Mithraeum site. Even at the
time, there was nothing more  
than speculation as to the
     nature of those currents.
21    It is said that Ombres


   L’assomption was born of an idea
formed by Titus, when he 
noticed the two shadows that he  
cast while harvesting a vis source
that glowed on a sun-lit day.



Local Beliefs about 

Ombres L’assomption


The local authorities consider the land 
ruined and lost.


The place of old magics is a haunted place. A 
place of diabolic spirits and Satan’s lap-dogs. My 
grandfather once had to enter those lands, before the 
time of Ombres’s fall. Those within wore the garb 
of monks and the robes of the educated. They dealt 
with grandfather as shrewd merchants, greedily 
seeking to trade sand for silver. Still, buildings were 
erected, a church was built, walls were made, and 
the lands were given over to the plow.


That was before the fall, though. These days, 
most folks don’t care to look in the direction of 
Om-bres L’assomption. Not unless they want something 
to look back.


No good ever comes of that place.
Never has. Never will.



Ombres L’assomption


The 53-year life of this covenant was 
plagued with small scale Infernal attacks, 
and it fell in a demonic assault. Today, the 
covenant is a battlefield of the Infernal, 
with a few Magic spirits hiding within the 
ruins. The Infernal struggles that carry on 
are effectively eternal, as the three factions 
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Zenodorus wrote the treatise 


On Isometric Figures, which contained 


deeper, mystical secrets that 
eventu-ally developed into a Greek cult of 
architects. Thorough students of 
his-tory may find hints that the cult of 
Mithras actively sought the 
destruc-tion of the “Zenodorus philosophy,” 
which was accused of plotting to 
disrupt the activities of the gods. The 
corrupted forms of the volume 
avail-able in 1220 are summae of level 5 
and quality 18 in Ceremony, 
Incanta-tion, Diablerie, and Effusion.



(13)(Lemures, DuPurin, and Father Carth) have 
no ability to truly eliminate the others.


The area around the covenant has an 
Infernal aura of 1 by night, but this is 
over-ridden by the natural Magic aura of 1 
dur-ing the day. The covenant itself is within a 
level 3 Infernal regio, in a Perfidious aura.
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The Infernal auras near Ombres are 
Perfidious auras, as described in Realms of 
Power: the Infernal, pages 15–17. In addition 


to the standard modifications to 
super-natural powers (ArM5, page 183), the aura 


has the following effects.


Recovery rolls suffer a penalty equal 
to the aura’s strength, and diseases never 
improve within the aura; the best that can 
happen is that they stabilize.


Lies become more believable, with 
the aura strength added to the Ease Factor 
when attempting to spot a lie.


All Infernal beings within the aura gain 
1 Confidence Point.


Any character who fails a roll modified 


by Confidence within the aura is struck by 
the mind-numbing contempt of Hell, 
im-mediately losing all remaining Confidence 
Points, and is stunned for one round per 2 
points lost.
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All demons in Ombres take on a solid 
form at sunset, if they have the Might to 
do so. Any Infernal beings destroyed in 
Ombres L’assomption are reborn on the 
night of the next new moon, until Nero 
realizes that the map has been taken away.


Note that some characters still possess 
a Social Virtue or Flaw, even though they 
are ghosts. This remains, as that character 
plays to that aspect of their personality 
when coagulated into their physical form.
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No animals live here. Plant life 
ap-pears to be struggling with the first signs 


of blight. There is an eery, chilling sense 
of quiet through the landscape at night. 
The outer lands of Ombres L’assomption 
were vast, with a Magic aura of 1 
stretch-ing a full 3 miles from its center. Durstretch-ing 
the day, the Magic aura overcomes the 
Infernal aura, but when the Infernal aura 
rises to 2 at night, it takes over.


There are two vis sources within this 
aura. Dium knows them both, and shows 
helpful characters how to harvest them.


Creo, 2 pawns in spring. Form: A 
sin-gle glass flower opens under the first full 
moon of the season. This flower blooms 
for the whole season.


Ignem, 1 pawn in summer. Form: Two 
streams merge in a small creek. In this 
lo-cation, a rock studded with quartz 
gath-ers the heat from the sunlight of the 
cen-tral day of the season. At twilight, a tiny, 
boiling Ignem-based whirlpool appears, 
and persists for 3 days before dissipating.


A single road winds round the lands 
from the east, traveling counter-clockwise 
until it ends at the front gates of where the 
covenant once stood. There was also once 
a direct route through the forest, but it is 
long since overgrown. 



(14)Dium leads the players to the northern 
barn on the property, which is dry rotted 
and ruined. This was shelter for the oxen 
of the covenant, but a pack of DuPurin’s 
Black Dogs has torn through a side wall 
and now uses it as a den.


If desired, the storyguide may run 
en-counters in this area. A pack of DuPurin’s 
Black Dogs might launch a hit-and-run 
strike. Once the attack is complete, the 
dogs retreat back to DuPurin’s base camp 
to report on the strengths and 
weakness-es of the invaders. Second, Father Carth 
may visit the group and attempt to 
pos-sess a grog or companion. Carth hopes to 
persuade the party to ‘put down’ 
DuPu-rin’s dogs, and DuPurin himself.



r
etrAcing D
ium’
s e
scApe

When Dium fled the covenant, his 
pa-ter gave him a scroll case sealed with wax 
telling him that it contained important 
in-formation about the fate of the covenant. 
Fearing that it would condemn him to hell, 
but too frightened to destroy it, Dium 
bur-ied it under the floor of the barn. Now, 
af-ter a life of service to God, and driven by 
his visions, Dium is ready to read the 
mes-sage. The scroll reads as follows.


Markos the Wanderer


I am Markos Heliodromus who observes the 
traveling border of the Octahedron. It is my duty 
to pass the Lodestones of Caelus’ Octahedron on to 
Solon Heliodromus. As is the Way of Passage, I 
hand this list of my actions to my successor.


My first duty was to attend to the Pater as he 
used the secrets of the Sphere’s six wedges to enter the 
Octahedron.


Our primary duty was the protection of the 
Co-rax as they harvested. Within the Octahedron was 
the frame of the ship, known to us as the Itius. We 
called upon our arrows of silver fire to touch upon the 
shadows that followed the Corax’s wagons.


The playful ship was released into the mists 
with 30 oarsmen. We were allowed to attend the 
passage of the Itius, carrying the great Crown into 
the mists of the unknown. As part of this 
ceremo-ny, I was gifted the Sphere and taught to unite the 
pieces so that I might serve the Pater. The shadows 
have stopped. I have hidden the Sphere.


Meditate on these words, Dium.


Dium has no idea who Markos, Solon, 
or the Corax are, has never heard of the 
Itius, and only knows that a crown was 
con-nected to the demons in some way. This is 
what is known within House Jerbiton as 
a paradoxographic letter (Houses of Hermes: 
Societates, page 48). Such letters are written 


within the House as a means of expressing 
experiences to intimates using a mixture 
facts and humorous lies. This letter was a 
first draft by Dium’s pater, intended to serve 
as an example of paradoxographia to the 
(then) budding apprentice. When the 
de-mons invaded, Titus had no time to write a 
clearer explanation of what was going on.


The entrance to the secret passage 
that Dium took out of Ombres is near the 
barn, hidden in an overgrown rocky area. 
The passage is two miles long, and it was 
built by the covenant’s stone mason and 
laborers, with the aid of Terram magics. 
It leads to a storeroom in the covenant.


If the characters follow the passage 
without Dium, it is blocked after a 
cou-ple of hundred yards, where the roof has 
caved in. If he is with them, they cross 
into the regio at the same point. The exit 
into the covenant is closed by a trap door. 
The side of the trap door facing the tunnel 
has been magically carved with the words 
“Look to the Next World where water 
joins the Powers.” Dium recalls that his 
pater often referred to the three fountains 
in the courtyard as “The Next World.”


If Dium is killed during the approach 
to the covenant, his ghost guides the 
char-acters into the regio before passing on.
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Ombres L’assomption’s ruins are a place 
of conflict, an Infernal regio with a 
Perfidi-ous aura of 3 (see earlier for details of the 
effects of the aura). There are few, if any, 
treasures remaining within the covenant, 
as it has been picked clean by the demons. 
There are, however, two vis sources, which 
are tainted by the Infernal as long as the 
aura remains. Originally, the covenant had 
a Magic aura of 3, which will suppress the 
Infernal aura if the latter aura is weakened.


Perdo, 2 pawns in winter. Form: A 
one-pace wide patch of rotted earth appears 


on the first full moon of the season in the 
shadow of a wall. It remains for one week.


Imaginem, 1 pawn in winter. Form: A 
shimmering droplet of dew that contains 
the image of the full moon appears at the 
rise of the season’s first new moon.


The Walls and Six Towers: Sixty-odd 


years without upkeep has taken its toll. The 
stonework’s mortar is beginning to 
crum-ble, and some weaker sections of stone lie 
broken and shattered on the ground. The 
wooden ramparts, roofs, and flooring all 
suffer from dry rot and decay, making them 
dangerous places to walk. Moving on them 
requires a Perception + Athletics stress roll 
against an Ease Factor of 6, or the flooring 
gives way in a 1 pace area.


The Main Gate: A rusting gate lies in 


ruins, with the cart laden with stone that 
was used to smash it also lying in 
frag-ments. The is the location of Segher’s 
spirit (see Manes, earlier). He knew that a 
secure gate might allow the magi time to 
save the covenant, and stood his ground 
when the gate fell.


The Tower Gate: The wooden doors 


have long since fallen into the yard and 



be-Giuseppe


If the troupe spends any amount 
of time in the nearby town, 
Gi-useppe (see earlier) crosses the 
players’ path. He is under orders to 
take note of anyone curious about 
the lands of Ombres, and to find a 
“map to a great crown of magical 
power” that is supposed to be in the 
area, but he fears the rumors of 
de-mons.


Giuseppe offers the characters 
what information he has, but he 
can-not tell them anything useful at this 
point. If it becomes apparent that the 
characters have found the covenant, 
Giuseppe seeks them out to ask about 
it, but is a little vague as to his 
rea-sons for being interested. He should 
appear to be a minor character, as he 
becomes more important in Story II.
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Lemures


Order: Fury (Master)
Infernal Might: 25 (Mentem)


Characteristics: Int +2, Per +2, Pre +2, 


Com 0, Str +1, Sta 0, Dex +1, Qik +2


Size: 0


Confidence Score: 1 (within the Infernal 


Aura)


Virtues and Flaws: Intuition (to find 


sin-gular object); Greater Malediction 
(no Powers in true daylight)


Personality Traits: Judgmental +3, 


Re-clusive +3, Compassionate -3


Reputations: Terrible ghost who haunts 


family members +3, Collection 
agents for Nero +1


Hierarchy: 3
Combat:


Bludgeon (corporeal form): Init +2, Attack 


+7, Defense +5, Damage +3


Dodge:  Init +2, Attack n/a, Defense +5, 


Damage n/a


Grapple (corporeal form): Init +2, Attack +6, 


Defense +6, Damage +3 (suffocation 
rules apply when the victim is drawn 
into the watery form)


Throw Stone (corporeal form): Init +2, Attack 


+2, Defense +1, Damage +3


Soak: +0


Fatigue Levels: n/a; watery form is 


ele-mental-like in nature.


Wound Penalties: –1 (1–5), –3 (6–10), 


–5 (11–15), Incapacitated (16–20), 
Dead (21+)


Abilities: Area Lore: Ombres 


L’assomption 3 (location of collected 
objects), Awareness 5 (searching), 
Bargain 2 (hard sell), Brawl 4 
(grap-ple), Guile 2 (elaborate lies), Hunt 3 
(specific object), Intrigue 2 
(rumor-mongering), Latin 5 (area of 
obses-sion), Stealth 3 (sneak)


Powers:


Coagulation, 3 points, Init –1, Corpus: 


Us-ing the ambient, unformed matter of 
the universe, a specific form is forged 
for the demon. This form is the one 
described in that demon’s appearance 
section. It takes 1 round per point of 
Might possessed to take this form. 
The effect may be canceled at any 
time, leaving the body to breakdown 
to its base elements in a matter of 
mo-ments. Note that demons in Christian 
lands are forced to abandon their 


physical form on Holy Saturday.


Envisioning, 1 or 5 points, Init 0, Mentem: 


This power allows one of two 
dream-like powers. At a cost of 1 point, the 
demon appears in a target’s dream. The 
dream itself is gradually imposed upon 
and twisted to take a darker and more 
frightening tone. The demon speaks 
through figures in the dream. At at a 
cost of 5 points, the demon forces the 
target into a waking dream. The 
wak-ing dream is a powerful hallucination 
of whatever the demon desires. The 
shocking aspects stun the victim for 
a round, requiring a Brave Personality 
roll (Ease Factor 9) to avoid an extreme 
reaction (retching, convulsions, abject 
terror). Demons use this power to 
ma-nipulate the dream states of their 
vic-tims. It also serves as a method to 
pro-vide visions to a victim, with the end 
goal of leading them into corruption 
through a desire to obsess and hoard 
some object.


Enslave the Mortal Mind, 8 points, Init +0, 


Mentem. See ArM5, page 152.


Grasp and Crush the Good Intent, 2 points, 


Init +0, Vim: This effect is the same 
as as a Mastered, Fast Cast Unravelling 
the Fabric of Vim, level 10. 


Kinesis, 5 points, Init 0, Terram. See 


ArM5, page 193


Obsession (hoarding one item), 1–3 


points, Init –5, Vim: This power is 
used only when there is a chink in 
the armor of virtue, through the 
in-dulgence in a venial sin. This allows 
the demon to impose its particular 
sin upon the target. Magic 
Resis-tance must be Penetrated, as normal. 
The victim is assaulted with sinful 
thoughts and acquires a Personality 
Trait to represent this. This 
Person-ality Trait has a score equal to the 
number of points used by the demon 
to activate the power. This becomes 
the target’s Obsession Trait. (Realms 
of Power: the Infernal, page 32)


Wreaths of Foul Smoke, 2 points, Init +0, 


Auram. See ArM5, page 125.
Equipment: Hoards a specific item 


(dag-gers, horse shoes, parchment etc) in 
a specific location.


Weakness: An item from a Lemure’s 


trea-sure hoard may be used as an Arcane 
Connection to the demon (+2).


Vis: 2 pawns of Corpus vis, in the 


ghost-ly remains of its grasping hands.


Appearance: Humanoid in appearance, 


but in a disturbing way. They are 
shapes of watery darkness that 
con-stantly flow within a roughly 
human-oid outline. The only constant is a 
set of black within gray eyes that are 
constantly seeking, and insistently 
grasping hands.


Lemures are spirits of avarice. Each 
delights in scavenging and hoarding 
a specific object (be it spoons, black 
pebbles, silver jewelry, or anything 
else). They prefer to get these items 
by violence or deceit, and claim the 
location of the hoard as a private 
sanctuary. In most cases, Lemures 
specialize in preying on their mortal 
relatives, and gain a +5 bonus to 
Pen-etration when doing so. However, 
un-less there is a good reason to say 
oth-erwise, none of the player characters 
are related to these Lemures, so the 
issue does not come up.


The Lemures have been set to find 
a “map sphere” that will lead to the 
Grass Crown. They have no idea what 
the map might look like, nor do they 
know anything about the Itius. This 
ignorance is why they have yet to find 
anything. If the characters appear to 
be looking for something, anything, 
the Lemures see them as competition, 
and become actively hostile. Once 
in-terest is shown in the fountains, the 
Lemures come to suspect that the 
fountains have something to do with 
the map they seek. If that occurs, the 
Lemures attempt to collect the 
foun-tains for themselves, or guard them if 
unable to move them.


Note that although their physical 
form is water-like in nature, it cannot 
diffuse into other liquids, nor is it able 
to ‘flow’ through small spaces. A 
Le-mure must keep its shifting humanoid 
appearance when coagulated.
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DuPurin’s Ghost


Order: Fury


Infernal Might: 20 (Corpus)


Characteristics: Int –3, Per 0, Pre +1, 


Com +2, Str +4, Sta +3, Dex +2, 
Qik +1


Size: +2


Confidence Score: 1 (within the Infernal 


Aura)


Virtues and Flaws: Outlaw; Giant Blood, 


Greater Immunity (fire); Bound 
Ghost, Disfigured (death wound), 
Wrathful


Personality Traits: Angry +3, 


Dedi-cated (to controlling Ombres 
L’assomption) +3


Reputations: Marauder (local) +4
Hierarchy: 2


Combat:


Dagger: Init +1, Attack +8 (+11 if Fury Power 


is used), Defense +7, Damage +7


Fist: Init +1, Attack +7 (+10 if Fury 


Pow-er is used), Defense +7, Damage +4


Flail: Init +2, Attack +11 (+14 if Fury Power 


is used), Defense +9, Damage +12


Grappling: Init +1, Attack +8 (+11 if Fury 


Power is used), Defense +8, Damage 
+4


Soak: +3 (as ghost), +10 (coagulated)
Fatigue Levels: OK, 0, –1, –3, –5, 


Un-conscious


Wound Penalties: –1 (1–7), –3 (8–14), 


–5 (15–21), Incapacitated (22–28), 
Dead (29+)


Abilities: Brawl 5 (grappling), Great 


Weapon 5 (Flail), Local Language 
5 (insults)


Powers:


Black Dog Lord, 0 points, Init constant, Animal: 


This power derives from those ghosts 
who have taken an oath to follow 
Du-Purin. DuPurin understands the Black 
Dogs’ barks, growls, and body language, 
and they understand his commands. The 
Black Dogs obey DuPurin’s commands 
without question.


Coagulation, 2 points, Init –1, Corpus. See 


Lemures, earlier.


Eyes Like Lanterns, 5 points, Init +5, Mentem: 


DuPurin paralyzes a victim with terror. 
This requires eye contact, and the victim 
must fail a Brave check against an Ease 
Factor of 9. The victim may make a new 
check each round if attacked, against an 
Ease Factor of 6. Slapping or shaking the 


victim also allows a check, against an 
Ease Factor of 6.


Fury of the False Veneer, 3 points, Init +2, 


Mentem: Add the Angry +3 trait to 
DuPurin’s combat rolls. DuPurin stirs 
his anger up so much that he is better 
at fighting. When using this power, 
which has a Diameter Duration, 
Du-Purin fights in a rage.


Incorporeal, 0 points, Init Constant, 


Men-tem.


Lord of the Structure, 5 points, Init +5, 


Ter-ram: This power is much like the spell 


Lord of the Trees (ArM5, page 139), but 


Terram based with Herbam requisites. 
Doors slam into people, gates fall, and 
shackles fixed to the wall whip out at 
anyone within range. This power can 
move anything that is both 
perma-nently attached to the structure, and 
normally capable of being moved. 
The maximum size is an area of 10 
common rooms. The Duration of this 
effect is Concentration.


Obsession (obedience to DuPurin), 1-3 points, 


Init –5, Vim. See Lemures, earlier.


Possession, var points, Init +2, Mentem: 


The demon spends points to create a 
Possession Might Pool. These points 
actually enter the victim and are not 
regenerated by the demon until the 
possession ends. The demon may 
choose the number of points to spend 
on possession. Spending more points 
allows the possessing demon to do 
more, but reduces Penetration as 
nor-mal. If the target’s Magic Resistance is 
overcome, then possession is 
success-ful. If the demon uses its entire Might, 
the demon disappears into the victim, 
with any physical manifestation of the 
demon vanishing. The demon may 
also divide its consciousness by only 
placing a portion of its Might within a 
victim, allowing the possessing part of 
it to act independently from the rest. 
Communication between the ‘parts’ 
may not occur unless they are within 
sight of each other. The Possession 
Might Pool allows the demonic 
frag-ment to use any of its Powers, as long 
as it has the points to do so. Points 
cannot regenerate until the 
posses-sion ends. The demon may choose to 


apply the Possession Might Pool as 
Magic Resistance, with the host being 
affected by wards and supernatural 
be-ings as though it were a demon. The 
demon may also choose not to apply 
the Magic Resistance allowing the evil 
spirit to ‘hide’ within the body and 
by-pass wards with impunity.


Weakness: DuPurin can only regain 


Might within the Infernal aura of 
Ombres L’assomption.


Vis: 4 pawns of Corpus in the form of 


mist-like ghost eyes that follow the 
closest living being.


Appearance: A bear of a man, standing a 


little over seven feet tall. He is dressed 
in patched and tattered leather scale 
armor, and he sports the weapons and 
tools of his highwayman’s trade. His 
disfigurement upon death due to a fall 
from the southernmost tower (crushing 
damage to face and upper body).
Pierre DuPurin was a roguish brute 
whom the demons raised against 
Om-bres L’assomption. He worked for the 
Brotherhood, and his soul was lost to 
Nero as his greed-based raids became 
more and more driven. Upon death, 
Pierre became an Infernal tool that 
was first used by Nero to attack 
Om-bres L’assomption, and then to serve as 
the overseer of the property. The 
spir-it now seeks to control the structure 
of Ombres L’assomption. When he has 
secured his power there, he plans to 
control the lands around. Those 
sub-jugated by DuPurin are forced to 
wor-ship him, being cursed with the form 
of Black Dogs upon their deaths.


Ultimately, DuPurin is an 
unwit-ting instrument of Nero’s plans. He 
and his Black Dogs are the strong 
arms of Ombres L’assomption, serving 
as distractions that allow the Lemures 
to continue their search for clues that 
would lead them to the Grass Crown. 
When DuPurin coagulates into a 
physical form, the Giant Blood, his 
full suit of leather scale armor, and the 
weapons listed in the Combat section 
come into play.
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