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Mythic Earth as a Campaign Setting for Dungeons & Dragons 5th Edition
The following sections will act as inserts or additions to sections found in the D&D 5th Edition rule books. Each
section can be thought of as a sidebar that details a certain aspect of the rules as it pertains to Mythic Earth, the
Ars Magica campaign setting.

PHB Chapter 1: Creating a Character
Character Types in Mythic Europe
There are three basic character types in the Mythic Europe setting that transcend classes. There are Hermetic
magi (magi), companions (consortes), and grogs (custodes). Hermetic magi can take class levels in any class but
must take the Hermetic Magus background. Companions can also take levels in any class, but can never use any
class feature that involves spell slots (this is the province of Hermetic magic in this setting). Thus, companions are
effectively limited to non-magical (fighter and rogue) or quasi-magical (certain barbarians and monks) classes.
Companions can take any background except for Hermetic Magus. Grogs are not constructed as D&D characters at
all. The DM will use the monster creation rules to create statistics blocks for the grogs of the covenant.
Players should make one Hermetic magus character and one companion character for use in the campaign. The
DM and players collaborate on the creation of the covenant’s grogs, and each grog can be played by anyone, DM
or player (they are not assigned to a particular player, nor are they always NPCs).

PHB Chapter 2: Races
Descriptors (not Races)
All characters must start as human. Take a Descriptor for your character, or make one up. Eventually, a Merinita
magus can become a demi-human through the Inner Mystery of Becoming. This means they cast a special version
of reincarnation on themselves that they can invent (regardless of their spellcasting class; it comes with Faerie
Magic) as long as they are of high enough spellcasting level.
Descriptor

Bonus

Bonus

Skill

Alert

+1 Dex

+1 Wis

Insight or Perception

Alert

Astute

+1 Int

+1 Wis

Investigation or Perception

Observant

Athletic

+1 Str

+1 Dex

Athletics or Acrobatics

Athlete

Attractive

+1 Con

+1 Cha

Persuasion or Endurance

Lucky

Charming

+1 Wis

+1 Cha

Persuasion or Deception

Actor

Clever

+1 Int

+1 Cha

Investigation or Deception

Keen Mind

Graceful

+1 Dex

+1 Cha

Acrobatics or Performance

Dual Wielder

Imposing

+1 Str

+1 Cha

Intimidation or Persuasion

Inspiring Leader

Intrepid

+1 Con

+1 Wis

Survival or Endurance

Skulker

Lively

+1 Str

+1 Int

Athletics or Investigation

Savage Attacker

Resilient

+1 Dex

+1 Con

Acrobatics or Endurance

Resilient

Resolute

+1 Con

+1 Int

Investigation or Endurance

Tough

Stalwart

+1 Str

+1 Wis

Intimidation or Insight

Durable

Swift

+1 Dex

+1 Int

Stealth or Investigation

Mobile

Tough

+1 Str

+1 Con

Athletics or Endurance

Tavern Brawler

Endurance is simply "proficiency with Constitution Checks."
Endurance does not apply to Constitution attack rolls or saving throws.
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Feat

Faerie Characters
If you break down and allow Faerie characters (because you can, because canon Ars Magica has rules for it), then
you need some guidelines. You have to decide if the character will replace a player’s Hermetic magus character or
a Companion character. Faeries don’t have the flexibility of humans, so they shouldn’t be able to multiclass
(ironically enough). Thus, you can have elven druids, dwarven artisans, and gnome thieves.
Another option is to allow “demi-humans” in keeping with the Strong Faerie Blood, Giant Blood, Mythic Blood, and
other Virtues. In this case, if a player is playing a “mountain dwarf” what they’re really playing is a human that had
a mountain dwarf parent or a mountain dwarf changeling. A half-elf is just a human that has some faerie blood. A
half-orc has a troll, giant, or ogre parent. Other ideas come to mind as well. This could be a good compromise to
give the player the mechanical aspects of the race they want without violating the nature of Faerie or the
verisimilitude of the setting.
The half-elf race represents the various almost human-looking faeries that exist while the half-orc race represents
the more bestial faeries. The other races can be interpreted liberally as well. Each race should represent some
sort of broad archetype of faerie. Alternatively, the half-elf can be some sort of changeling character and a halforc can be an actual half-orc (if you have orcs active in the campaign). Half-orcs have normal souls, however, and
are not damned.
But we’re trying to avoid parties full of demi-humans.

PHB Chapter 3: Classes
The Alchemist
Use the Alchemist class (see the ‘Artisan’ Word document in this folder) for the Artisan. This class is good for other
Houses as well. Criamon magi can be irezumi. Verditius are artificers. Flambeau might be pyromancers. And any
Alchemist tradition can be part of Ex Miscellanea. Use this one, it’s probably the most “5th Edition.”

Clerics
There are no clerics in the Order. Use the cleric class to approximate Divine, Faerie, and Infernal Realm characters.
The European pantheons are even in the back of the Player’s Handbook. In keeping with monotheism, true clerics
of the Abrahamic religions can choose any domain. House Diedne contained the original (pagan) clerics of the
Order and their magic is considered to be Diedne magic (and thus, forbidden now). Divine clerics would never join
the Order and Infernal clerics are separate as well.
I’m rethinking the ‘no cleric’ rule now that Houses are just Backgrounds. You could just rule that clerical magic is
simply some form of Theurgy (the invocation of god-forms to achieve effects). Clerics combine spellcasting with
armor and weapon use, so they might be suitable for Flambeau magi, hoplites, Guernicus magi, Tremere magi, etc.
It’s just another form of magic and it might annoy some players if they can’t play a cleric when they want to. You
just have to diminish the “divine” aspects of the magic and just say it’s from the Magic realm (capital M) like
everything else. You can still keep Alchemists too.

Companions
Companion characters (i.e., those without The Gift) can take any class, except they can never gain the Spellcasting
or Pact Magic class features. This may render some classes useless for Companions. They can never get cantrips
or have spell slots.
They can take Invocations if they are warlocks, though. They can take Wild Shape as druids. They can take the
Path of the Totem Warrior as barbarians. If they are bards, they can use the Song of Rest and Bardic Inspiration.
As a cleric or paladin, they can Channel Divinity. As monks, they can have ki points. They can Lay on Hands as a
paladin and use Divine Sense. There are a lot of magical and supernatural powers they can still get. They just can’t
be “full” members of those classes.
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Grogs
Grogs are made like monsters. Use the appropriate human monster entries in the Monster Manual for grogs.
Grogs are never constructed like PCs. You may want to (separately) figure out how to have players play and
advance “monsters” in the system by using the DMG monster creation rules. Skilled and unskilled hirelings are
also considered grogs.
Okay, I figured it out, sort of. Monsters each have an XP value based on their Challenge Rating. In the DMG,
encounters can be built on an XP budget based on the levels of the characters involved. If you consider two
characters of equal level to be evenly matched, then it follows that perhaps a character of a certain level and a
creature that grants XP equal to the “Deadly” XP limit for a character that level should be evenly matched. As an
example, a 1st level character has a Deadly XP threshold of 100 XP. This corresponds to the XP granted by
defeating a 1/2 Challenge Rating monster. This would indicate that a Challenge Rating 1/2 monster would be the
equivalent of a 1st level character. From there, tables of correspondences between levels and Challenge Ratings
can be devised.
Challenge Rating
0
1/8
1/4
1/2
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30

XP Value
10
25
50
100
200
450
700
1,100
1,800
2,300
2,900
3,900
5,000
5,900
7,200
8,400
10,000
11,500
13,000
15,000
18,000
20,000
22,000
25,000
33,000
41,000
50,000
62,000
75,000
90,000
105,000
120,000
135,000
155,000

Equivalent Level
0
0
0
1
2
3
4
5-6
7
8-9
10
11
12-13
14-15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
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XP Earned

0
300
900
2,700
6,500 / 14,000
23,000
34,000 / 48,000
64,000
85,000
100,000 / 120,000
140,000 / 165,000
195,000
225,000
265,000
305,000
355,000
385,000
415,000
445,000
475,000
505,000
535,000
565,000
595,000
625,000
655,000
685,000
715,000
745,000
775,000
805,000

The levels after 20th are simply added in to represent “epic” characters (ones who have earned an additional
30,000 XP per level over the 355,000 XP for 20th level).
This table can be used for a number of things. If someone wants to play a monster out of the book, you can see
what that monster’s level is (instead of its Challenge Rating) so you can match it to the levels of the PCs. You can
also start with a CR 1/2 monster and use the guidelines in the DMG to advance that monster into new “levels” by
raising hit points, attack bonuses, special abilities, etc. Imagine taking the Scout from the MM (CR 1/2), treating
this character as a grog and then raising up the character’s traits so that they qualify for a new CR, and thus a
higher level. This is how you can advance monsters.
This table also conveniently gives you the XP Values of player characters too. In case you need to know….

Divine/Infernal Characters
I guess you could also let a player play a Divine or Infernal character in place of a Hermetic magus character.
But we’re trying to avoid mixed parties that have characters drawing upon various Realms.

Troupe Style Play
I am assuming that players will one Hermetic magus character and one Companion character, just like in normal
Ars Magica. Grogs will be handed out as necessary and player by whomever like normal.

Familiars
Use the normal rules. Bjornaer magi can never have familiars. They can have a Ranger’s Companion. It is
interesting to note that some of the extraplanar and special familiars grant their master advantage on saving
throws versus magic if within 10’ (under the normal rules).

Classes as Arts or Skills, Rather Than Classes
Because magi of the Order of Hermes have their Arts Opened, which in D&D means they have a hidden “zero
level” for each class, each class could be thought of as some sort of Art or skill. Meaning, instead of thinking of
your character as a “wizard” or “sorcerer” you might think of them in terms of being a Hermetic Magus who is
skilled in “wizardry” or “sorcery” instead. Here are the names of the classes, changed to a skill or Art.
Class
Alchemist
Barbarian
Bard
Cleric
Druid
Fighter
Monk
Paladin
Ranger
Rogue
Sorcerer
Warlock
Wizard

Art or Field of Study
Alchemy
Primalism
Bardistry
Theurgy
Animism
Martialism or Bellimágia (from belli magia)
Mysticism
Errantry or Salutífery (from salutiferia)
Rangercraft
Knavery or Venéficy (from veneficia)
Sorcery
Witchcraft or Warlockry
Wizardry

Remember that supernatural or superhuman class abilities can still count as “magic” in a Mythic Europe campaign
using D&D. So you could have a Guernicus magus who specializes in the terrae magic of the Founder (through
animism) and who is also skilled at errantry (because they wander, detect Infernal influences, and solve problems
while defending the Order). Characters are really defined by their status as Magi and their Houses. The class
levels they happen to have a more like the Arts they’ve chosen to learn and practice.
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Additional Paths for Classes in Mythic Europe
Because some of the classes are extremely non-magical and all Hermetic magi are supposed to be wizards, I’ll
make some paths that can perhaps be used by the classes to make them more magical.

Path of the Primal Spirits (Barbarian)
To take this path, the barbarian must give up the signature Rage ability. Any barbarian taking the Path of the
Primal Spirits loses the Rage (1st level), Relentless Rage (11th level), and Persistent Rage (15th level) barbarian
class features. However, the barbarian gains druid spellcasting at a level equal to half his barbarian class level
(rounded up). Thus, at 3rd level, the barbarian learns two druid cantrips and gains three 1st level spell slots.
Wisdom is the spellcasting ability. This druid spellcasting takes the place of any specific Path features that would
be gained at higher levels (in other words, there are no extra abilities gained at 3rd, 6th, 10th, and 14th barbarian
level).

Path of the Ancestral Hunters (Barbarian)
To take this path, the barbarian must give up the signature Rage ability. Any barbarian taking the Path of the
Ancestral Hunters loses the Rage (1st level), Relentless Rage (11th level), and Persistent Rage (15th level) barbarian
class features. However, the barbarian gains ranger spellcasting at a level equal to his barbarian class level. Thus,
at 3rd level, the barbarian learns three ranger spells and gains three 1st level spell slots. Wisdom is the
spellcasting ability. This ranger spellcasting takes the place of any specific Path features that would be gained at
higher levels (in other words, there are no extra abilities gained at 3rd, 6th, 10th, and 14th barbarian level).

Sorcerer-Knight (Fighter)
Upon taking the Sorcerer-Knight archetype, the fighter’s hit dice are reduced to 1d8 per fighter level starting at 4th
fighter level. The normal d10 hit die is gained at 3rd fighter level at the same time this archetype is chosen. In
return for reduced combat endurance, the fighter gains sorcerer spellcasting at a level equal to half his fighter class
level (rounded up). Thus, at 3rd level, the fighter learns four sorcerer cantrips, three 1st level sorcerer spells
known, and three 1st level spell slots. Charisma is the spellcasting ability. This sorcerer spellcasting takes the place
of any specific Martial Archetype features that would be gained at higher levels (in other words, there are no extra
abilities at 3rd, 7th, 10th, 15th, and 18th levels).

Wizard-Knight (Fighter)
Upon taking the Wizard-Knight archetype, the fighter’s hit dice are reduced to 1d8 per fighter level starting at 4th
fighter level. The normal d10 hit die is gained at 3rd fighter level at the same time this archetype is chosen. In
return for reduced combat endurance, the fighter gains wizard spellcasting at a level equal to half his fighter class
level (rounded up). Thus, at 3rd level, the fighter learns three wizard cantrips, gains a spellbook with eight 1st level
wizard spells, and gets three 1st level spell slots. Intelligence is the spellcasting ability. This wizard spellcasting
takes the place of any specific Martial Archetype features that would be gained at higher levels (in other words,
there are no extra abilities at 3rd, 7th, 10th, 15th, and 18th levels).

Way of Mystic Contemplation (Monk)
To embark on the Way of Mystic Contemplation, the monk must give up the Ki class feature. This means the monk
has no ki points, so cannot spend ki points to power monk special abilities. Other special abilities that mention ki,
but do not require the expenditure of ki points, work normally. Any monk going the Way of Mystic Contemplation
loses the Ki (2nd level), Stunning Strike (5th level), Empty Body (18th level), and Perfect Self (20th level). In return
for this sacrifice, the monk gains cleric spellcasting at a level equal to half his monk class level (rounded up). Thus,
at 3rd level, the monk learns three cleric cantrips and gains three 1st level spell slots. Wisdom is the spellcasting
ability. This cleric spellcasting takes the place of any specific Monastic Tradition features that would be gained at
higher levels (in other words, there are no extra abilities at 3rd, 6th, 11th, and 17th monk level).

Way of the Spiritual Warrior (Monk)
To embark on the Way of the Spiritual Warrior, the monk must give up the Ki class feature. This means the monk
has no ki points, so cannot spend ki points to power monk special abilities. Other special abilities that mention ki,
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but do not require the expenditure of ki points, work normally. Any monk going the Way of the Spiritual Warrior
loses the Ki (2nd level), Stunning Strike (5th level), Empty Body (18th level), and Perfect Self (20th level). In return
for this sacrifice, the monk gains paladin spellcasting at a level equal to his monk class level. Thus, at 3rd level, the
monk gains three 1st level spell slots. Wisdom is the spellcasting ability. This paladin spellcasting takes the place
of any specific Monastic Tradition features that would be gained at higher levels (in other words, there are no
extra abilities at 3rd, 6th, 11th, and 17th monk level).

Beguiler (Rogue)
To become a Beguiler, the rogue must give up the signature Sneak Attack class feature. Any rogue becoming a
beguiler loses the Sneak Attack (1st level) class feature and the associated Sneak Attack extra damage. By giving
up this signature rogue ability, the Beguiler gains bard spellcasting at a level equal to half his rogue class level
(rounded up). Thus, at 3rd level, the rogue gains two bard cantrips, five 1st level bard spells known, and three 1st
level spell slots. Charisma is the spellcasting ability. This bard spellcasting takes the place of any specific Roguish
Archetype features that would be gained at higher levels (in other words, there are no extra abilities at 3rd, 9th,
13th, and 17th rogue level).

Pactbreaker (Rogue)
To become a Pactbreaker, the rogue must give up the signature Sneak Attack class feature. Any rogue becoming a
pactbreaker loses the Sneak Attack (1st level) class feature and the associated Sneak Attack extra damage. By
giving up this signature rogue ability, the Pactbreaker gains the warlock Pact Magic feature at a level equal to his
rogue class level. Thus, at 3rd level, the rogue gains two warlock cantrips, four 1st level warlock spells known, and
two 1st level spell slots. Charisma is the spellcasting ability. This warlock spellcasting takes the place of any
specific Roguish Archetype features that would be gained at higher levels (in other words, there are no extra
abilities at 3rd, 9th, 13th, and 17th rogue level).
With these new paths, ways, and archetypes, the four “non-spellcasting” classes can now have spellcasting equal
to that of rangers and paladins as long as they give up a key signature class feature (or ki, in the case of monks).
Now, you have six full spellcasting classes in the Order (alchemist, bard, druid, sorcerer, warlock, and wizard), two
semi-spellcasters (paladin and ranger), and eight additional possibilities for semi-spellcasters (primal spiritualist,
ancestral hunter, sorcerer-knight, wizard-knight, mystic contemplator, spiritual warrior, beguiler, and pactbreaker).
So all ‘magical’ possibilities, suitable for use as Hermetic magi, are:
Class
Alchemist

Barbarian
Bard

Druid
Fighter

Monk

Archetypes
Artificer
Metamorph
Poisoner
Pyromancer
Irezumi
Path of the Primal Spirits
Path of the Ancestral Hunters
College of Lore
College of Valor
College of Swords (UA 4)
College of Satire (UA 4)
Circle of the Land (eight different lands)
Circle of the Moon
Eldritch Knight
Sorcerer-Knight
Wizard-Knight
Way of Mystic Contemplation
Way of the Spirit Warrior
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Paladin

Ranger

Rogue

Sorcerer

Warlock

Wizard

Oath of Devotion
Oath of the Ancients
Oath of Vengeance
Hunter
Beast Master
Deep Stalker (UA 2)
Arcane Trickster
Beguiler
Pactbreaker
Draconic Bloodline
Wild Magic
Shadow (UA 2)
Favored Soul (UA 3)
Storm (UA Waterborne)
The Archfey Patron (Faerie)
The Fiend Patron (Faerie or Magic for Order of Hermes, Infernal for NPCs)
The Great Old One Patron (Magic)
The Undying Light (Divine) (UA 2)
School of Abjuration
School of Conjuration
School of Divination
School of Enchantment
School of Evocation
School of Illusion
School of Necromancy
School of Transmutation
School of Artifice (UA Eberron)

And the Companion options, the ones without spellcasting, are:
Class
Barbarian
Fighter

Monk

Ranger
Rogue

Archetypes
Path of the Berserker
Path of the Totem Warrior
Champion
Battle Master
Cavalier (UA 4)
Scout (UA 4)
Way of the Open Hand
Way of Shadow
Way of the Four Elements
(UA 3, Ranger with No Spells)
Thief
Assassin
Swashbuckler (UA Waterborne)

There are 52 options for Hermetic magi now, encompassing all classes. There are 21 options for Companions, and
you can use some of the others as long as you don’t include Spellcasting or Pact Magic. The eight cleric options
can be used for NPCs (or even Companions if the backstory is right, like a Christian priest or monk). Monk is listed,
but it’s probably not suitable for Mythic Europe.
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Infernal Warlocks
No Warlocks should take the Fiend as their patron, since this implies aligning with the Infernal. But you can use
the template, just say that it has to do with a patron from the Magic or Faerie realm.

PHB Chapter 4: Personality and Background
Alignments
Don’t use the alignment system in D&D. You can make a note if a player tends to play the character a certain way.
Use your judgment if you must apply alignment effects. A rough way to resolve any situations is to consider a
Divine Realm character to be “good” and an Infernal Realm character to be “evil.” Those affiliated with the Magic
Realm can be considered “lawful” while Faerie Realm-aligned individuals are “chaotic.” Note the quotes around
each. Just because a character is aligned with the Magic Realm they may not actually be lawful, in the D&D sense.
Even though a magus Tytali is aligned with the Magic Realm, they probably aren’t lawful. And just to fill in the gap,
an unaligned character or NPC can be considered to be “aligned” with the Mundane Realm which is “neutral.”
The best way to use alignment in Mythic Europe is to pick two Personality Traits that evoke a sense of the
character’s ethical and moral alignment. Thus, a lawful good grog might be “Loyal” and “Kind” while a chaotic evil
Tytalan maga might be “Cruel” and “Unpredictable.” You can use your extensive library of alignment information
as a reference. Players are, of course, free to choose any two Personality Traits, then it is up to the DM to decide
what the character’s “alignment” is. If you can’t figure out what alignment a trait goes with, then it’s Neutral (like
“Brave” or “Talkative”). In addition to this, taking an Ideal from your Background will give you another data point
to figure out your character’s alignment. Finally, players can also use the NPC Ideals chart (DMG, 90) to pinpoint
their character’s alignment.
So there are many ways to pick an alignment using real world descriptors.

Languages in Mythic Europe
Use normal languages. No need for all of the extraplanar languages. Demi-humans and humanoids might appear
to have their own languages, but it’s all faerie glamour.

The “Druidic” Language in D&D
Druidic is simply trail signs that can be left in the wilderness relating to wilderness and fey phenomenon.
Otherwise, it doesn’t make much sense.

Houses, Backgrounds, and the Hermetic Magus
Houses, houses, houses, what do we do with Hermetic Houses?
First, let’s make Hermetic Magus a Background. That’s it. We don’t need a different Background for every House.
This background is more powerful than the other Backgrounds in the PHB, but a Hermetic Magus is supposed to be
more powerful than other types of characters anyway.
A character’s House should be jointly chosen by the DM and the player. The character’s starting class will
definitely suggest certain Houses. Use all of the information (from this document, from the spreadsheet, etc.) to
help you figure out the character’s House.

Hermetic Magus (New Background)
Skill Proficiencies: Arcana, Parma Magica.
Language Proficiencies: Latin and one additional language representing the character’s native tongue.
Tool Proficiency: Alchemist’s supplies.
Equipment: Alchemist’s supplies, a scholar’s pack, a set of common clothes, and a pouch containing 10 gp.
Hermetic Magus Feature: The Gift. The Gift gives your character the ability to work magic. In Mythic Europe, a PC
must have this Background to be able to cast spells using spell slots (from any class). If a character has any other
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Background, they are considered a Companion character and cannot learn, prepare, cast spells, know cantrips, or
have spell slots. The Gift has a drawback, however. A Hermetic Magus has disadvantage on all Charisma-based
skill and ability checks (but not Charisma-based attack rolls, saving throws, or any other rolls). To eliminate this
penalty, take the Gentle Gift feat.
Hermetic House Feature: Every Hermetic Magus must be a member of a House. Choose one House and gain a
Feature associated with it. For simplicity, most of these Features are taken from the Player’s Handbook and the
original Background is given as Origin. If more than one is listed for a particular House, you must choose one to be
your House Feature.
House
Bjornaer
Bonisagus
Criamon
Flambeau
Guernicus
Jerbiton
Mercere

Merinita
Tremere
Tytalus
Verditius
Ex Miscellanea

Feature
Heartbeast
Position of Privilege
Research
The Enigma
Gladiator
Retainers
Position of Privilege
By Popular Demand
Position of Privilege
Guild Membership
Rustic Hospitality
Wanderer
Faerie Magic
Military Rank
Retainers
Criminal Contact
False Identity
Verditius Magic
(Choose One)

Origin
New Feature
Noble
Sage
New Feature
Entertainer
Noble
Noble
Entertainer
Noble
Guild Merchant
Folk Hero
Outlander
New Feature
Soldier
Noble
Criminal
Charlatan
New Feature
(Any Background)

Note
See below
Typically taken by Magi Trianomae
Typically taken by Magi Bonisagi
See below
Two shield grogs and a Companion/apprentice
Due to being a Quaesitor (within the Order)
Due to being an actual mundane noble

See below
Military rank within House Tremere
Two shield grogs and a Companion/apprentice

See below

Hermetic Magic: All characters, regardless of their initial class, who have this Background are spellcasters. To
reflect this, the player chooses two cantrips and one 1st level spell from among all spell lists available in the
campaign. Cantrips can be cast as normal. The 1st level spell can be cast one time. The spellcasting ability score
for these spells are determined by the class list that the 1st level spell came from. The ability to cast this 1st level
spell is regained after a long rest. If the Hermetic Magic system is used in the campaign (see below), this benefit is
not a part of this Background.

Heartbeast (New Feature)
The player chooses a Heartbeast for their Bjornaer character, subject to the following restrictions:
1. The Heartbeast must have the beast category in D&D.
2. The Heartbeast must be large size or smaller.
3. The Heartbeast must be an animal that exists in the medieval real world and cannot be the giant form of a real
world animal (in other words, the Monster Manual entry cannot start with the word “Giant”). The Heartbeast
cannot be a Swarm (but this should be obvious).
4. The Heartbeast cannot have a Challenge Rating greater than 1.
5. Just to address this (because it’s different from Wild Shape), the Heartbeast can have a fly speed and/or a
swimming speed.
A Bjornaer can change into (and out of) the Heartbeast form by taking an action. The hero’s equipment does not
meld into the form, so it must be left behind when assuming the form of the animal. After assuming human form,
all equipment must be donned again. The Bjornaer cannot cast spells while in the form of the Heartbeast unless
they have the ability to cast a spell without verbal or somatic components (like the sorcerer’s Subtle Spell
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metamagic ability). While in Heartbeast form, adhere to the first four points in the Druid class description of wild
shape. The fifth (the ability to meld equipment) is not possible.
Bjornaer magi can never take a familiar.

The Enigma (New Feature)
All Criamon magi have The Enigma. Its effects are described under Warping and Twilight below.

Faerie Magic (New Feature)
You gain the Rustic Hospitality Feature of the Folk Hero Background, but instead of commoners, it applies to all
creatures of the Faerie Realm. In D&D, this definitely includes creatures with the Fey type and possibly creatures
with the Beast, Dragon, Giant, Humanoid, Monstrosity, Plant, and perhaps even Undead type. The DM will
determine if a given creature is considered to be part of the Faerie Realm and let you know. Note that even
though these creatures may welcome you as one of their own initially, they may still act in accordance with their
normal propensities if you wear out your welcome. You have been warned.
Faerie Magic also encompasses a special version of the reincarnation spell that a Merinita magi must develop for
themselves. They can create this spell regardless of their spellcasting class(es) as long as they can use a 5th level
spell slot using normal spell creation rules. Once cast, they choose a race on the reincarnation table and become a
full, real member of that race. They can keep their human Descriptor, it’s fine. They may only cast this spell once,
to become the type of faerie creature (demi-human) they want to be. They are considered a member of their new
race by all faeries (for good or ill) and treated appropriately. Many Merinita magi that undergo this Inner Mystery
of Becoming retire to Arcadia before Final Twilight takes them.
Finally, Faerie Magic allows a magus to use powers from the Magic realm as if they were from the Faerie realm in
Faerie auras.

Verditius Magic (New Feature)
You gain the Artificer’s Lore and Tinker traits (as detailed for the Rock Gnome race in the Player’s Handbook).
Characters with the Verditius Magic Feature can use any set of artisan’s tools in which they are proficient as a
spellcasting focus for the spells of any class (in addition to any others granted by a class feature for the spells of
that class). Furthermore, they must use a spellcasting focus for every spell they cast, even if the spell does not
have a material component. When making magic items (see below) they may reduce the cost in raw vis by their
proficiency bonus (minimum of one pawn) as long as the magical item (or a significant part of it) could be made
with a set of artisan’s tools in which they are proficient. Thus, it behooves a Verditius magus to become proficient
in as many types of tools as possible. This ability doesn’t apply to casting spells with a raw vis cost.

D&D Backgrounds and Ars Magica Social Virtues and Flaws
I should do a correspondence between 5th Edition backgrounds and Ars Magica Social Virtues. I’m just going to
stick with the main rulebook.
D&D Background
Acolyte
Charlatan
Criminal
Criminal (Spy)
Entertainer
Entertainer (Gladiator)
Folk Hero
Guild Artisan
Guild Artisan (Guild Merchant)
Hermit

Ars Magic Social Virtues
Mendicant Friar, Priest
Branded Criminal, Outlaw, Outlaw Leader

Peasant (but they wouldn’t be “heroes.”)
Craftsman
Merchant
Outcast
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Noble
Noble (Knight)
Outlander
Sage
Sailor
Sailor (Pirate)
Soldier
Urchin
Any
Any with Magic Initiate and/or Ritual Caster feat(s)

Landed Noble, Gentleman
Knight
Wanderer
Magister in Artibus, Clerk

Mercenary Captain
Custos, Covenfolk, Failed Apprentice, Redcap
Wise One, Failed Apprentice, Heraclean Hero

This is just to give you an idea of some of the ways these backgrounds can fit into Mythic Europe.

PHB Chapter 5: Equipment
Standard Currency
Just keep everything in “gold pieces.” This may not represent actual “gold” coins and the characters would really
be referring to local currency perhaps.

Equipment in the 13th Century
Keep the normal Mythic Europe starting year of 1220 A.D. Chain mail is heavy armor now! There is no half-plate,
splint, or plate armor. Or you can be anachronistic and keep it. It’s not a big deal.

PHB Chapter 6: Customization Options
Multiclassing
Use normal D&D rules. In this setting multi-classing only exists within the Order of Hermes because Bonisagus
created a unified theory of magic (heroic powers are considered magic). Opening the Arts gives every magus a
hidden “zero level” with every class. Get rid of ability score minimums for multiclassing for Hermetic magi.

Gentle Gift (New Feat)
Prerequisite: The Gift
You have The Gift, but you do not suffer disadvantage on Charisma-based skill and ability checks because of it. You
may have disadvantage on Charisma-based checks if another effect calls for it, but never from The Gift.

PHB Chapter 7: Using Ability Scores
Parma Magica
Okay, let’s do something different with parma magica. Parma magica grants you your proficiency bonus on all
saving throws against magic. That’s it. If you already have proficiency in a particular saving throw (like Dexterity
for a lightning bolt, for example) then you just double your proficiency bonus. This is the same as adding the
parma magica bonus, but since you can’t stack proficiency bonuses in the game I’m calling it a ‘double’ like a
rogue’s Expertise.
Extending the parma means that you give a portion of your bonus to another. You must touch them to grant it,
you can revoke it at any time, and it expires at sunrise or sundown regardless (whichever comes next).
We’ll consider Parma Magica to be a skill.

14

Parma Magica (New Skill)
Your proficiency bonus is added to all of your saving throws against magic. This is over and above any ability score
modifiers and/or proficiency bonuses gained by being proficient in a certain type of saving throw. This skill does
break the normal rule that proficiency bonuses cannot be added twice to one roll. If your campaign uses Defense
rolls, then you add your proficiency bonus to Defense rolls against magical attacks as well.
Furthermore, you can extend your parma magica to others. This ritual takes two minutes and you must touch the
recipient. You choose how much of your proficiency bonus to extend to the recipient, but you cannot lower your
own portion of the bonus to zero or less. You can revoke this extension at anytime, regardless of how far away the
recipient is at the time of revocation. This parma magica extension ends at the next sunrise or sunset, if you do
not revoke it before. You may extend your parma magica to more than one recipient as long as each gets at least
a +1 bonus (including yourself).
For example, Grimgroth is a 10th level Hermetic magus and is proficient in Parma Magica. He gains a +4 to all
saving throws against magic. He can extend his parma magica to three other recipients (each having a +1,
including himself), two other recipients (two have +1, another has +2), or one other recipient (with bonuses adding
up to +4 between himself and the other recipient). The extended parmae magicae end at the next sunset or
sunrise, at which time Grimgroth’s parma magica reverts to its full +4 bonus. He can revoke the parma magica
that each recipient enjoys at any time (thus regaining that portion of the bonus).

D&D Skills Representing Knowledge
You can use Arcana, History, Investigation, Medicine, Nature, and Religion broadly to represent the various other
types of knowledge skills available. You can also grant the proficiency bonus to an Intelligence check if you think
the character would have the knowledge being tested. Arcana should be used for Code of Hermes, all of the Realm
Lores, and Magic Theory. History can pertain to actual history and also Civil, Common, and Canon Law (historical
precedents and such). Nature covers Natural Philosophy and Metaphysics. Religion encompasses Moral
Philosophy and Theology. Medicine is Medicine (same skills). Investigation can cover Artes Liberales and
Philosophiae since Investigation isn’t really a knowledge, per se.

Creating New Skills
The skills that appear in the Ars Magica game (for use with Mythic Europe) do not always have parallels in D&D. As
DM, you can make new skills, of course. Creating a new skill is quite simple. First, determine which ability score
the skill will fall under. This determines the ability score modifier that will be used when a player rolls a skill check
for the skill. Secondly, name the skill. After that, write up a small paragraph describing what types of actions
warrant the player getting the benefits of using that skills (meaning, when the proficiency bonus would apply if the
character is proficient in the skill). That’s it. The Player’s Handbook gives some examples of actions that could be
made into additional skills in each ability score’s “Other *Ability Score+ Checks” section. For example, let’s use the
first bullet point in the Other Strength Checks list and make that a skill.
Force Open. Your Strength (Force Open) covers any situation where you are trying to force open a stuck, locked,
or barred door through brute force. If successful, the door may be rendered inoperable and it’s apparent that the
barrier has been forced open. This skill can always be used when trying to force open a locked container, push an
extremely heavy stationary object aside, or any other situation where a feat of strength can be used to move an
otherwise immovable object (at a DC set by the DM).
It’s that easy. Creating new skills can be used in conjunction with the Free-Form Character Generation and
Advancement system to create tailor-made skills for characters to enhance role playing (at an XP cost).
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PHB Chapter 8: Adventuring
Players Make All of the Rolls
To make things more interesting, you can let players make all of the rolls. Instead of the DM rolling monster attack
rolls, the player of the attacked PC rolls a defense roll. Also, DMs don’t roll saving throws for monsters, the players
roll power rolls or attack rolls. The GM simply has to come up with “scores” for the monsters, which are analogous
to DCs. Luckily, this is easy. Use the following guidelines.
Player Action
Initiative
Attack
Defend
Make Save
Use Skill
Cast Spell vs. Save
Cast Spell vs. AC
Deal Damage
Take Damage

Roll
d20 + Character’s Initiative Bonus
d20 + Character’s Attack Bonus
d20 + Character’s Defense Bonus
d20 + Character’s Save Bonus
d20 + Character’s Skill Bonus
d20 + Character’s Spell Attack Modifier
d20 + Character’s Spell Attack Modifier
Roll Character’s Damage Dice
Monster’s Fixed Damage

Versus DC =
10 + Monster’s Initiative Bonus
Monster’s Normal AC
12 + Monster’s Attack Bonus
Monster’s Normal DC for the power or attack
10 + Monster’s Skill Bonus or DC
14 + Monster’s Save Bonus
Monster’s Normal AC
Subtract from Monster’s HP.
Subtract from PC’s HP.

A character’s Defense Bonus is equal to their AC minus 10. A monster’s Attack Score is 12 + Attack Bonus. Each of
the monster’s Save Scores is 14 + each Save Bonus. A Skill Score is 10 + Skill Bonus.
Advantage and disadvantage have to work differently in this system.
If the monster has...
Advantage on an Initiative Roll
Advantage on an Attack Roll
Advantage on a Spell Attack Roll vs. the PC’s AC
Advantage on a Save vs. the PC’s Spell Attack
Advantage on a Skill vs. the PC’s Skill

The player has...
Disadvantage on the Initiative roll
Disadvantage on the Defense roll
Disadvantage on the Defense roll
Disadvantage on the Cast Spell vs. Save roll
Disadvantage on the Use Skill roll

Disadvantage on an Initiative Roll
Disadvantage on an Attack Roll
Disadvantage on a Spell Attack Roll vs. the PC’s AC
Disadvantage on a Save vs. the PC’s Spell Attack
Disadvantage on a Skill vs. the PC’s Skill

Advantage on the Initiative roll
Advantage on the Defense roll
Advantage on the Defense roll
Advantage on the Cast Spell vs. Save roll
Advantage on the Use Skill roll

Other Notes and Considerations for the “Players Make All of the Rolls” Option
Instead of using advantage and disadvantage “switches” for monsters, you can simply give the monster +5 to its
score for advantage and -5 to its score for disadvantage. This makes things easier. See Beacon of Hope and
imagine a player casting that on an NPC.
Mathematically, however, it should only be a -3/+3 for disadvantage/advantage (see spreadsheet). You might
want to go with this bonus, otherwise advantage would be very (too) good for creatures.
Magic Resistance means a creature has advantage on saves. This translates to disadvantage for the player’s spell
attack roll unless the spell targets AC, then it’s a normal roll. Or you can be a bastard and extend this to attack rolls
as well (which you should).
If you want to introduce some “indie” elements to these rolls, consider adding a partial success band. In this case,
success is meeting or beating the DC. Failure is normally rolling below the DC. If you add partial success, then it
equals DC-5 to DC-1. In other words, if you miss your roll by up to five points, it’s a partial success. A partial
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success means that the character will suffer the results of failure unless the player accepts another bad outcome
proposed by the DM. For example, if a player fails his character’s Defense roll by three points and that character
would take 7 damage (reducing him to zero), the GM might say “You can take the 7 points of damage, or your
character can fall prone to avoid it, giving that orc advantage on his next attack against you.” This would allow
other players to jump in and save the downed PC, or maybe it really sets the character up to be hit again. If you
use this system, make it clear that you are under no obligation to grant a partial success. You can just rule that
missing the roll by one results in damage, plain and simple.
And you can use this idea for every kind of failure. It’s the way for the DM to ‘fudge’ the roll, since normally a DM
behind a screen can fudge rolls. You can’t fudge rolls if they’re all made out in the open by players. So you do
need a method to soften blows. You just attach a price to your generosity. Use it to make things more
complicated.

PHB Chapter 9: Combat
Zero Hit Points
Okay, D&D is a little too lenient on damage now. If you go to zero hit points and stabilize, you get 1 hp after 1d4
hours. After that, you can take a long rest (eight hours) and get all of your hit points and half your hit dice back.
This means you can go from death’s door to full up in less than 24 hours. This is unacceptable for a Mythic Europe
campaign. I definitely don’t want the campaign to be as deadly as a normal Ars Magica game, but something has
to be done. Tentatively, consider using the Injuries section of the DMG (page 272). The injuries listed don’t have
to be used exactly, but there should be some lasting, annoying effects from going to zero hit points.
“Hit points represent a combination of physical and mental durability, the will to live, and luck.” (PHB, 196). In this
game, damage really isn’t physical damage. It’s the wearing down of a hero. If a PC takes 8 points of damage from
an arrow, they weren’t really hit by the arrow (as long as their hit point weren’t reduced to zero). The 8 points of
damage represents the physical and mental exhaustion of moving a shield at the last minute to avoid being hit or
the using up of 8 points worth of luck. Taking 25 points of damage from a lightning bolt means that the PC had to
use 25 points of his “will to live” to dodge or quickly conjure up a brief magical defense to stop the real damage.
Only when a character is reduced to zero have they been injured, and badly. So under this system a good night’s
sleep fully restores a character’s physical and mental durability, will to live, and luck. It doesn’t actually heal
massive amounts of damage from that day’s adventuring. The cure spell is a quick way to restore some of this
ephemeral energy. Real damage requires powerful spells. Lost body parts require regenerate (7th level); scars
require heal (5th level) or regenerate (7th level); blindness or deafness require lesser restoration (2nd level) if
you’re lenient (if you’re blind because you lost your second eye, you need regenerate); festering wounds need
greater restoration (5th level); a limp, internal injury, or broken ribs needs a healing spell (any).
To reflect the nature of hit points, you might want to rename them. In keeping with the focus on Latin, you could
call it vis vitalis. Hermetic magi would, perhaps, be familiar with this term, since they have spells to restore it. We
can simply call this Vitality. Uh, oh. Looks like I’m going into the realm of Vitality and Wounds now. I’d better stop
now.

More on Going to Zero Hit Points
Going to zero hit points should have longer term, more lasting effects in an Ars Magica campaign. I don’t mind
having hit points restored through Recovery spells and all coming back after a long rest, but if someone goes to
zero hit points, there should be consequences.
We’ll take our cues from Ars Magica itself and have Light, Medium, Heavy, and Incapacitating Wounds. After a
character goes to zero hit points, taking additional damage causes Wounds.
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Hit Points of
Recovery
Damage
Wound
Penalty
Interval
Stability DC
1-5
Light
-1
One week
7
6-10
Medium
-2
One month
10
11-15
Heavy
-3
One season
15
16+
Incapacitating Cannot act Twice per day
1*
*A result less than 1 indicates immediate death.
** A result of 1 to 14 indicates slight worsening. Next roll has a -1 penalty.

Improvement
DC
17
20
25
15**

D&D Spell
1st Level
2nd Level
3rd Level
4th Level

The Penalty is to all resolution rolls (i.e., d20 rolls). The Recovery Interval is the time between Recovery checks.
Recovery Intervals can be shortened if desired (like one day/one week/one month). The Recovery check is d20 +
Constitution modifier + applicable Proficiency Bonus for healer + magical Recovery bonus. A result below the
Stability DC means the Wound gets one category worse. A result at or above the Improvement DC indicates the
Wound gets one category better. All other results mean the Wound category stays the same and you get an
additional +3 on future Recovery rolls for that Wound. Recovery rolls don’t suffer from the Penalty. The D&D Spell
shows the minimum spell level of cure or healing spell that must be cast to instantly eliminate the Wound (with
such spells only being available to characters drawing powers from the Divine Realm, most likely). Hermetic Creo
Corpus ritual spells can also cure Wounds instantly, but they require raw vis.

Certamen
The aggressor in the duel chooses the Technique. Techniques in this D&D form of certamen consist of the six
ability scores. The defender chooses the Form. Forms are the schools of magic (i.e., abjuration, enchantment,
etc.). Each magus may veto the other’s first choice. They must, however, go along with the second.
These two choices determine the Technique and Form Scores that the participant have available.
The Technique Score is equal to the saving throw bonus the character has in that ability score. This includes the
ability score modifier and the proficiency bonus in that saving throw (assuming they are proficient in saves of that
ability score).
The Form Score calculated a little differently. First, find the highest level of spell of the chosen school that the
character knows or has prepared. Having a spell in a spellbook doesn’t count, they must have the spell prepared.
Divide the level of this spell by two, round up, and then add one. This is considered the character’s “proficiency
bonus” in that Form. To this, add the character’s spellcasting ability score modifier for that particular spell. If the
highest level spell of that school you have is a cantrip, you get +1 for the “proficiency bonus.” If you have no spell
at all of that school, you must rely only on the spellcasting ability score modifier. If you have more than one (say,
you have levels in cleric and wizard), you may choose whichever one you desire.
If you want to get really complicated, you can allow the player to choose a spellcasting ability score modifier
outright if the combination of a spellcasting ability score modifier + school “proficiency bonus” would be less. For
example, let’s say you’re a cleric/wizard with Int 12, Wis 18. Your opponent chooses necromancy and you have a
1st level necromancy spell prepared as a wizard. This would give you a Form Score of +3. But your Wisdom alone
(the spellcasting ability score for cleric) would give you a +4. You don’t have any cleric necromancy spells
prepared, so you can take +0 for that proficiency bonus. So your Form Score can be +4 in this case.
A few examples might be good at this point. Let’s say two Flambeau magi are engaging in certamen for love (for
the love of certamen; basically they’re just screwing around). The aggressor chooses Constitution. The defender
chooses Enchantment. They do not veto each other’s choices. The aggressor is 7th level, has Con 17, and is
proficient in the Constitution saving throw. His Technique Score is +6. The defender is 9th level, has Con 15, and is
not proficient. His Technique Score is +2. The aggressor knows a 3rd level Enchantment spell and uses his Cha 17
as his spellcasting ability score. This makes his Form Score (Enchantment) equal to +6. The defender has a 5th
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level Enchantment spell prepared and uses Int 18 as the spellcasting ability score. His Form Score (Enchantment) is
+8. So we have:
Aggressor:
Defender:

Technique Score = +6
Form Score = +6
Technique Score = +2
Form Score = +8

Certamen is conducted much like normal D&D combat with some changes. Initiative is rolled as normal. Every
round, each participant decides whether to use their Technique Score or their Form Score as their Attack Bonus
leaving the other Score as their Defense Bonus. When attacking the attacking player (or DM) rolls d20 + the
chosen Attack Bonus (either Technique Score or Form Score). The opposing player (or DM) rolls d20 + the chosen
Defense Bonus. The character’s proficiency bonus due to the parma magica is added to this defense roll.
Attack Roll = d20 + Technique Score (or Form Score)
Defense Roll = d20 + Form Score (or Technique Score) + Parma Magica Bonus
Damage is in the form of Exhaustion (except 6 Levels yields unconsciousness, not death). The defender gains one
level of exhaustion for every 5 points (or fraction thereof) the attacker beats the defender’s roll. A simple table:
Attacker’s Roll minus Defender’s Roll
0 or less
1 to 5
6 to 10
11 to 15
16 to 20
21 to 25
26+

Exhaustion Levels Gained by Defender
None
1
2
3
4
5
6

All effects listed in the Exhaustion Table (PHB) occur, except Death becomes Unconscious. And note that Level 3
Exhaustion means the person has disadvantage on attack rolls (but not defense rolls in this case). This
disadvantage applies to certamen attack rolls as well.
Any participant can yield at any time and give victory to their opponent. If a participant is rendered Unconscious,
the winner is allowed to cast one real spell on them. But keep in mind that murdering the loser in certamen will
result in a Wizard’s March, so take care what spell you cast.
Certamen requires concentration (per spellcasting rules). If a participant loses concentration, they are considered
the loser of the certamen. This gives three ways to ‘win’ certamen:
1. Opponent concedes.
2. Opponent is rendered unconscious through certamen.
3. Opponent loses concentration. Winner can choose to not accept victory and continue the certamen.
Magi of House Tremere have a special affinity for certamen. A Tremere magus may take advantage on either the
Attack Roll or Defense Roll each and every round (but only one of these rolls).
In the case of certamen, only a short rest is required to remove all Exhaustion levels. This is due to the special
nature of certamen as a quick means to resolve disputes. No one needs to be out a week after a certamen.
Here are the Latin names for the “Techniques” and “Forms” just for fun.
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Technique
Strength
Dexterity
Constitution
Intelligence
Wisdom
Charisma

Latin
Potestas
Celeritas
Tolerantia
Consilium
Sophia
Charisma

Form
Abjuration
Conjuration
Divination
Enchantment
Evocation
Illusion
Necromancy
Transmutation

Latin
Abjuratio
Conjuratio
Divinatio
Incantatio (or Defixio)
Evocatio
Praestigio
Maleficio
Transmutatio

That’s it for certamen.

PHB Chapter 10: Spellcasting
Warping and Twilight
If the player has a Hermetic Magus character, that character is subject to the Warping and Twilight rules.
1. Whenever a player rolls a natural ‘1’ on a d20 roll that is involved with spellcasting, such as a Spell Attack roll
(either against a creature’s Armor Class or a Save Score), there is a chance that the character’s magic has gone
out of control. If you are a sorcerer with the Wild Magic sorcerous origin casting a sorcerer spell, this happens
without a further check. (Many Criamon magi are Wild Magic sorcerers for just this reason.) If a spell doesn’t
require some sort of d20 roll, then have the player make a separate d20 roll (to check for a ‘1’).
2. If you rolled a ‘1’ on a spellcasting d20 roll, roll a d20 again, add the level of the spell, and any adjustment due
to a Realm aura (see the section ‘Auras’ below). If this number is 20 or more, then the character has lost
control of his magic. Characters with The Enigma have advantage on this roll (meaning they take the higher
result, naturally, making them more likely to lose control).
3. If control is lost, the player decides if the character will attempt to bring his magic under control or accept a
wild magic surge.
a. Bringing magic under control takes two full minutes (twenty rounds). If the character takes the two minutes
to bring his magic under control, there are no other effects. During this time the character must maintain
concentration (see PHB, 203). If the character’s concentration is broken before twenty rounds have elapsed,
a wild magic surge occurs, proceed to 3.b.
b. If the player accepts the wild magic surge (or one occurs due to broken concentration), the DM will have that
player roll percentile dice to get an effect from the Wild Magic Surge table (PHB, 104) or the DM can roll
herself, if she’s so inclined. The DM applies the effect of the wild magic surge and the character gains one
Warping Point to be added to his Warping Score (which starts at zero for every character). DMs are
encouraged to make new results for the Wild Magic Surge table as they are used so that the same result
never happens twice.
Warping Points are permanent. The Warping Score can only go so high before a character enters Twilight. When
the character gains a Warping Point and the character’s Warping Score exceeds his character level, that character
enters Twilight. This occurs each time the character gains a Warping Point as long as the Warping Score exceeds
the character level. The length of time in Twilight depends on the character’s Warping Score.
Warping Score
2-4
5-10
11-16
17+
21+

Time in Twilight
Two minutes
Two hours
Twelve hours
Twenty-four hours
Final Twilight (if the player rolls a natural ‘1’ on the comprehension check)

This length of time is what passes in the real world. For the character in Twilight, the time could seem like an
instant or a lifetime.
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While in Twilight, the character must attempt to comprehend the experience. In game terms, this is a Wisdom
(Insight) skill check. Characters with The Enigma (Criamon magi) have advantage on this roll. The DC is equal to 5
+ the character’s Warping Score. If the roll is successful, the Twilight is comprehended. If the roll fails, the
character failed to comprehend the Twilight. If the player rolls a natural ‘1’ and the character’s Warping Score is
21 or greater, the character enters Final Twilight.
The effects of the Twilight depend on whether the character comprehended it or not.
If the character comprehended the Twilight:
Twilight Scar: Something minor and magical, and also neutral or beneficial. For example, the area around the
maga always smells faintly and pleasantly of roses, the maga’s eyes glitter with many colors, the maga walks a
fraction of an inch above any surface. In the case of a maga who wants to keep her magic inconspicuous, the
effect may not be obviously magical: people around her become slightly more cheerful, insects don’t bite her, and
so on.
In addition, the DM picks one of the following effects:
Increased Knowledge: The character gains proficiency in one skill, set of tools, kit, language, gaming set, musical
instrument, weapon, or armor.
New Virtue: The character gains one feat.
New Spell: The character gains one spell having a level equal to no more than half his Warping Score. This spell
can be cast once. Use of the spell is regained after a long rest.
If the character did not comprehended the Twilight:
Twilight Scar: Something minor, magical, and annoying. For example, the area around the maga smells faintly of
sulfur, the maga’s touch stains skin black (it washes off, with effort), the maga’s footprints create myriads of fine
cracks in any surface. At the DM’s discretion, a maga who tries to keep her magic inconspicuous might get a scar
she can hide. For example, the smell of iron makes her feel nauseous, or insects always bite her given the chance.
In addition, the DM picks one of the following effects:
Lost Knowledge: The character loses proficiency with one skill, set of tools, kit, language, gaming set, musical
instrument, weapon, or armor.
New Flaw or Lost Virtue: One of the character’s ability scores is reduced by two points, the character loses one
saving throw proficiency, or the character loses one feat.
Lost Spell: The character loses the ability to cast one particular spell (that they can normally cast) forever.
If the character enters Final Twilight:
The duration of the character’s Twilight becomes eternal. The character is removed from the game. They are not
dead, so no effect that brings the dead back to life can recover them. Hermetic magic has not been successful in
bringing anyone back from Final Twilight, ever.
See the Ars Magica Core Rulebook for more details on Warping and Twilight.

Spontaneous Magic
If you choose to use this, here’s the simplest way to do it. You can spontaneously cast a spell that appears on the
spell list(s) of your class(es) if you could possibly cast a spell of that level for that particular class and you can use a
spell slot that is at least double the spell’s level. Cantrips are considered half-level (thus requiring a 1st level spell
slot).
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So imagine you’re a bard 1/wizard 19. You have the multiclass spell slots of a 20th level spellcaster. Even though
you could use an 8th level spell slot to cast a 4th level bard spell spontaneously, you can’t cast 4th level bard spells
anyway. You can use a 2nd level spell slot to spontaneously cast a 1st level bard spell (since you are able to cast
1st level bard spells). You can use an 8th level spell slot to spontaneously cast a 4th level wizard spell (since you do
have the ability to cast 4th level wizard spells, being a 19th level wizard).
Keep in mind that players may want to use spontaneous magic to create an effect that doesn’t have a D&D spell
for it already. This should be allowed if the spell is for flavor or narrative reasons. Any spell does damage, grants
game bonuses, heals, or otherwise has an actual, real effect on game rules should be discouraged (by making the
required spell slot very high). “Harmless” spells should be allowed by making the spell slot low. The DM is under
no obligation to make successive uses of such a spontaneous spell just as easy (especially if a player has found a
way to make a low level spell grant an advantage unforeseen the first time it was allowed). Magic is mysterious
and can be fickle. Spontaneous effects are unresearched, untested, and sometimes dangerous!
A rule-of-thumb for such effects is to require the character to have a spellcaster level equal to at least the
magnitude of an Ars Magica spell that does the same thing and require the highest spell slot a character of that
level could use. The spell must also be within the spirit of what the character can normally do. Thus, a 10th level
druid should be able to make a sapling reach maturity in a couple of hours by using, say, a 2nd level slot.
If you want characters to be able to spontaneously cast 5th level and higher spells, employ this rule. A spellcaster
can use a 9th spell slot to spontaneously cast a spell of 5th level or higher as long as his spellcasting level is at least
four times the spell level minus one and all previous rules are followed. Thus, a 19th level spellcaster can
spontaneously cast a 5th spell using a 9th level spell slot as long as he could normally cast a 5th level spell
appearing on the class spell list in question. A spellcaster must be 23rd level to spontaneously cast a 6th level
spell, 27th level for a 7th level spontaneous spell, 31st level for an 8th level spell, and 35th level for a 9th level
spell. These higher levels refer to the concept that the number of Epic Boons equate to levels above 20th.
The whole idea is to reward the creativity of the player with this system, not give the power-gamer another tool to
destroy enemies and gain XP.

Expanding Ritual Magic
Expanding ritual magic is a great idea because there is a lot of ritual magic spells in the Mythic Europe of Ars
Magica. In D&D, the Ritual Magic feat grants all character classes the ability to use a ritual book to cast spells. To
expand the number of spells, implement the following rules.
All spells in the Players Handbook now have the tag ‘ritual’ if they meet the following criteria:
1. They already have the ‘ritual’ tag. In this case, they are ‘grandfathered in’ and don’t have to meet the other
criteria listed below.
2. They do not have ‘concentration’ listed in the duration.
3. They have a duration of one hour (or more), ‘instantaneous’, or ‘until dispelled’.
4. They do not affect hit points in any way, either through damage, healing, temporary hit points, restoration of
hit points, causing a creature to die, or other cases relating to altering a hit point total. They can use hit points to
determine whether a creature is affected by the spell but the spell just can’t affect a character or creature hit point
total in any way (either up or down).
5. DM’s approval to become a spell with the ‘ritual’ tag.
Some examples of new ritual spells from the Player’s Handbook (even though some uses may not be very useful):
arcane lock, charm person, counterspell, disguise self, dispel magic, etherealness, foresight, freedom of movement,
imprisonment, knock, lesser restoration, light, mage armor, mass suggestion, misty step, passwall, power word
stun, prestidigitation, remove curse, spare the dying, time stop, true seeing.
Examples of spells that don’t make the cut (and why):
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acid splash (causes damage, thus affecting a creature’s hit point total)
aid (meets all requirements, except that it alters a hit point total)
antimagic field (is a ‘Concentration’ spell)
astral spell (has a duration of ‘Special’)
cure wounds (raises a creature’s hit point total)
death ward (raises a creature’s hit point total from zero to one if conditions are met)
dimension door (could affect hit point totals if cast poorly)
dream (it can do damage)
greater restoration (one effect is to get rid of an effect that reduces hit point maximums)
raise dead (brings a creature back to life and gives it one hit point)
resurrection (brings a creature back to life and restores full hit points)
revivify (as raise dead)
teleport (a mishap causes damage)
warding bond (caster takes damage when subject takes damage)
The whole idea is to make it easier for characters to use non-tactical magic without having to use up spell slots.
These new ritual spells still have all of the same requirements for ritual magic (increased casting time, requiring a
ritual book, spell book, or the spell to be prepared, etc.).

PHB Chapter 11: Spells
The magic missile spell
This spell is considered to be the lancea magica. Thus, it is “forbidden.” If a character has this spell, they need to
take care to keep it a secret. There are other ‘no save’ and ‘no attack roll’ spells as well. It’s not that big a deal,
just something to keep in mind to make things more interesting perhaps.

Aegis of the Hearth
A special form of the hallow spell that all character classes have access to (it is 5th level). Provides Magic
Resistance to the area covered (when spells are cast from outside into the Aegis-protected area). Aegis of the
Hearth also has the Extradimension Interference effect of hallow. It blocks scrying as well (use judgment on what
constitutes scrying). Creatures normally hedged (celestial, elemental, fey, fiend, and undead) can enter if formally
invited and given a casting token. Magi need not be able to cast the spell to participate in the ritual.

D&D Spells in Mythic Europe
The D&D spell system is very different from the Ars Magica magic system, but I don’t want to substantially change
the D&D system in an annoying attempt to make it exactly like ArM (Limit of the Divine, Limit of Essential Nature,
etc.). Instead, a few broad guidelines can be used to invoke a sense of the setting.
Spells that bring the dead back to life are normally non-existent in the canonical Mythic Europe setting, but they’re
a staple of D&D. In D&D Mythic Europe, such spells work as long as the intended target was not buried in
hallowed ground, given last rites, etc. Essentially, if an agent of the Divine ministered over the deceased, no
Magic, Faerie, or Infernal power can bring them back from the dead. Curiously, I don’t think Infernalists would be
allowed to come back either. Once the Adversary has a soul, he’s never letting it go, so spells raising the dead
should not work on Infernalists either. They can be made into undead though, that’s not a problem. They can’t
redeem themselves then, the Adversary is guaranteed his soul, AND he can still use his minion on Earth (by
threatening them with worse punishments in Hell if they don’t comply). Intelligent undead are a win-win for the
Adversary. This leaves Magic and Faerie aligned individuals as the normal recipients of magic bringing them back
from death. Of course, any devout character who was buried outside of the Dominion is still subject to raising (but
may not want to come back after witnessing Heaven!).
D&D spells break many of the limits inherent in the normal Mythic Europe setting, but these are just finer points
for a normal Ars Magica campaign and you shouldn’t worry about them. The Limit of Arcane Connections is
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broken all of the time as is the Limit of Creation. The Limit of Energy is rarely broken (in D&D this would have to be
in the form of a spell or magic item that regenerates spell slots). The Limit of Time and the Limit of the Soul are
routinely violated as well. But, hey, this is D&D, not Ars Magica, so don’t worry about it.

Conversion of Ars Magica Spells to D&D
Pandora’s Box or Can of Worms?
To really capture the flavor of Mythic Europe, you might want to consider a system for using the spells from Ars
Magica in your D&D campaign. Spells in Ars Magica don’t necessarily have some sort of tactical purpose, which is
the perfect way to round out the otherwise drab, combat-driven D&D spell list. But what are some good ground
rules for this sort of usage? First, you need a consistent Ars Magica spell level to D&D spell level conversion. I
recommend using the ‘tens’ digit of the Ars Magica spell level as the D&D spell level. Keep in mind that this
conversion will produce results that don’t correspond to the D&D spell level required to achieve the same effect.
This brings us to a second ground rule, if the conversion produces a D&D spell level that doesn’t make sense,
change the D&D spell level or don’t use the conversion. As a third guideline, don’t use a converted spell in your
campaign if D&D already has essentially the same spell effect in one of its spells. And for a fourth guideline, don’t
attempt to convert an Ars Magica spell if that spell’s game mechanics are inherently “Ars Magical” and wouldn’t
translate well into D&D.
Now, for the details of using Ars Magica spells. As stated before, use the tens digit of the Ars Magica spell level as
the D&D spell level. If the tens digit is ‘0’ then the spell is a cantrip (like Tip of the Tongue, PeMe 5). If a spell does
damage, you probably shouldn’t convert it (D&D has plenty of damage causing spells), but if you must, use the
DMG guidelines to assign the damage based on making a new spell. Ease Factors convert to DCs like so:
ARM EASE FACTOR ÷ 3 × 5 = D&D DC
which gives us the following table:
Ars Magica Difficulty
Simple
Easy
Average
Hard
Very Hard
Impressive
Remarkable
Almost Impossible

Ars Magica Ease Factor
3
6
9
12
15
18
21
24

D&D Difficulty Class
5
10
15
20
25
30
35
40

D&D Difficulty
Very Easy
Easy
Medium
Hard
Very Hard
Nearly Impossible
[no descriptor]
[no descriptor]

Given these equivalencies, it might be good to make any Ars Magica Ease Factor which is 18 or more simply equal
to a D&D DC of 30. But the choice is yours (as it always is).
As far as bonuses and penalties on rolls go, just keep the Ars Magica bonus or penalty (even though, technically, a
+1 in Ars Magica is a +10% and a +1 in D&D is a +5%).
Ars Magica spells of Level 50 and higher must be rituals, and they should remain rituals in D&D (where these spells
will be 5th level and higher).
Most spells should not be converted. D&D has enough damage-causing, healing, transportation, conjuration,
protection, and other types of spells. Use the Ars Magica spell lists to glean interesting spells that have no
representation in D&D.
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Monster Manual
Realm Affiliations for D&D Creatures
Creature types should be tied to realms. These are general guidelines. Specific creatures and types of creatures in
each category could probably have any realm.
Creature Type
Aberration
Beasts
Celestials
Constructs
Dragons
Elementals
Fey
Fiends
Giants
Humanoids
Monstrosities
Oozes
Plants
Undead

Realm
Faerie, Infernal, or Magic (case-by-case)
Mundane, unless not real, then Faerie
Divine
Magic
Faerie, Magic, and Infernal
Magic
Faerie
Infernal
Faerie
Faerie (except Orcs, which are Infernal)
Faerie or Magic
Magic
Faerie
Infernal (or possibly Magic or Faerie in some cases)

Divisions within The Infernal
With the Adversary absent, his minions fractured into various camps. Devils, demons, and more obscure
classifications now exist. They are all evil, but embrace different ethical alignments. The Blood War (if you choose
to keep it) is simply the war that is raging to see who will succeed the Adversary as the Lord of Evil. Demons,
devils, and daemons (yugoloths) are all part of the Infernal Realm (according to Ars Magica cosmology). Serving
any of them means you’re an infernalist. It is interesting to note that the ranks of demons also comprise faeries
that have embraced the Infernal (like Lolth). You may find ancient pagan gods as demons now, if they’ve decide to
become Infernal.
All fiends are of the Infernal Realm. However, there are different factions. Devils want to dominate Creation and
work to that end (making bargains to gain souls, corrupting mortals, etc.). They are lawful evil. Demons want to
destroy Creation utterly and are not interested, necessarily, in trying to force mortals to come over to their side.
They are chaotic evil. The daemons (yugoloths) just want to spread evil. They will use any means available,
domination, destruction, what have you. They play both sides in the Blood War. The Adversary is absent,
otherwise these factions might not exist. Asmodeus claims that he is the Regent of Hell in the Adversary's absence
but only the devils support this. Some heroes in Ex Miscellanea are warlocks who have the Fiend as their patron.
They need to be careful. [Later: you could use the mechanics of a warlock having the Fiend as their patron, but the
patron shouldn’t actually be Infernal.+ Outside of the Order, the Infernal uses evil Clerics, Warlocks, dark Paladins
(Witch-Hammers), and all other types of character classes among the Gifted who have been drawn into the
Infernal.

Angels
Angels in the Monster Manual are lawful good. Currently, there are no listed neutral good or chaotic good
creatures with the same role. Chaotic good could be when faeries choose to embrace the Divine.

DMG Chapter 1: A World of Your Own
Mythic Europe
Use the 1220 sources. Keep the effects of The Gift. Keep parma magica as it is. Use the Order of Hermes. Use
Warping and Twilight. Keep the new Background features you developed for the Mystery Cults. Make every PC
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human. Keep the history of the setting the same. Use certamen as you created it. Use your rules for the longevity
ritual and raw vis. Use any other notes found in this document that don’t conflict with the finalized rules in this
section. I think I finally figured all of this out. It all seems to have come together.

Overview of Using the Setting
Overall with this setting, don’t worry too much about trying to “get it right.” The whole idea is to have a nice
campaign world that has a lot of resources, is easily accessible (since it’s Earth), and uses material that you’ve
invested in. It’s D&D Fifth Edition, set in the Ars Magica setting, using all of the modules you’ve got, with campaign
rules that explain some of the idiosyncrasies of the game. That’s it. Even with this, it is unique and very different
from normal D&D settings.
Don’t forget to include whatever fairy tale elements you want. Mythic Europe can be like a big Busch Gardens with
plenty of places to explore. You can pull a little from different time periods if you want. The whole thing should be
vivid.

Spirit Conversion, Not One-for-One Conversion
Make sure you don't get bogged down in trying to use the actual mechanics of Ars Magica. The books exist for
inspiration. For example, there's a chapter on Laboratories on Covenants. Don't try to build them with the rules
given, just use the ideas contained there. D&D has less gradation in things. The finer points and bonuses don't
matter.

Renown
You can use the Renown system in the DMG to award standing within the Order as a whole (Order of Hermes
Renown) and in individual Houses (House Renown). Magi Bonisagi get House Bonisagus Renown for creating
spells, writing books, and other scholarly pursuits, for example. You can earn Renown in a House other than your
own (think Merinita Quaesitor for House Guernicus or a noted hoplite for House Flambeau). This can be very loose
and provides another way to reward your players for good play.

Keeping D&D Fantasy Elements
If you want to keep overt fantasy elements, use some of the notes found in your Middle Ages document (like the
nature of orcs and such). If you want to keep demi-humans, then have them live in isolated regio-like kingdoms,
towns, villages, etc. Certain areas could open up at certain times to grant access to a demi-plane containing one
faerie realm. Or perhaps following a certain path would get you there (a way that would be next to impossible to
happen to meander through without knowledge). Demi-humans shouldn’t mix with humanity very often. They
can mix with the PCs and live in covenants, however.
You can even have entrances to Arcadian realms. Perhaps Averoigne can be entered from Auvergne. Whole
kingdoms might exist side-by-side with real places. You can go a bit more fanciful when using D&D.
Orcs, as Infernal creatures, need to come from Infernally-aligned regiones. Kobolds, goblinoids, ogres, trolls, and
giants are Faerie in this setting.

“Canon”
Remember that this is your campaign world for D&D 5th Edition. You don’t have to bend everything to fit the
Mythic Europe setting as presented. Mythic Europe is the solid foundation for the kind of campaign setting that
you’ve always wanted. You’ve got the base of historical resources. After that, you have the intermediate structure
of the Ars Magica line. At the top, and most important, is whatever you create to define the campaign setting,
which can deviate from both Ars Magica and Dungeons & Dragons. These features will make the setting unique.
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Using Tribunal Books
Also, it should be easy to use all of the Ars Magica tribunal books, since you don’t need to use the statistics. Many
of the books are light on statistics anyway. I have every book as a hardcopy, so the whole world is detailed (see
Fantastic Europe document for more notes).
Book
Ordo Nobilis
Guardians of the Forest
The Lion and the Lily
The Sundered Eagle
The Cradle and the Crescent
Against the Dark
The Dragon and the Bear
Ultima Thule
Sanctuary of Ice
Land of Fire and Ice
Blood and Sand
Lion of the North
Tribunals of Hermes: Iberia
Tribunals of Hermes: Rome
Mythic Europe
Heirs to Merlin
The Contested Isle
Faith & Flame
Between Sand and Sea
Lands of the Nile

Area Covered
Mythic Europe
Rhine Tribunal
Normandy Tribunal
Theban Tribunal
Middle East
Transylvanian Tribunal
Novgorod Tribunal
Scandinavia
Greater Alps Tribunal
Iceland
Levant Tribunal
Loch Leglean Tribunal
Iberian Tribunal
Roman Tribunal
Mythic Europe
Stonehenge Tribunal
Hibernian Tribunal
Provencal Tribunal
Africa
Egypt, Nubia, Ethiopia

Type of Source
Hardcopy
Hardcopy/Softcopy
Hardcopy
Hardcopy
Hardcopy
Hardcopy
Hardcopy/Softcopy
Hardcopy/Softcopy
Hardcopy
Hardcopy
Hardcopy
Hardcopy/Softcopy
Hardcopy/Softcopy
Hardcopy/Softcopy
Softcopy
Hardcopy/Softcopy
Hardcopy
Hardcopy
Hardcopy
Hardcopy

Edition
4th Edition
5th Edition
5th Edition
5th Edition
5th Edition
5th Edition
4th Edition
4th Edition
4th Edition
4th Edition
4th Edition
3rd Edition
3rd Edition
3rd Edition
3rd Edition
5th Edition
5th Edition
5th Edition
5th Edition

I have source material for all thirteen Tribunals plus Scandinavia, Iceland, the Middle East, Egypt, Nubia, Ethiopia,
Persia, the Silk Road area, Transoxiana, North Africa, the Sahara, and the Asian Steppes. That’s more than enough
area (bigger than the Flanaess even).

Other Sources to Use for Mythic Europe
There are other sources that can be used for Mythic Europe, obviously. Here’s a list:
- Shepherd’s Historical Atlas
- Palladium Arms, Armor, and Castle books
- Pendragon RPG (for a small area of the Stonehenge Tribunal)
- Robin Hood (Rolemaster RPG)
- Daily Life in the Middle Ages and other historical books that I have
- The Crusades (AD&D 2nd Edition) - covers up to 1192 (conclusion of Third Crusade)
- Vampire the Dark Ages
- Cthulhu Dark Ages
- Mage the Sorcerers Crusade
- Dictionary of Imaginary Places (ideas for places)
- The Riddle Book (for adventures)
- The MENSA Book (for puzzle traps and such)

Latin Names for Mythic Europe
English
Order of Hermes
Greater Alps Tribunal
Hibernian Tribunal

Latin
Ordo Hermae
Tribunal Rhaetiae
Tribunal Hiberniae

Note
A masculine noun in the 1st declension.
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Iberian Tribunal
Levantine Tribunal
Loch Leglean Tribunal
Normandy Tribunal
Novgorod Tribunal
Provençal Tribunal
Rhine Tribunal
Roman Tribunal
Stonehenge Tribunal
Theban Tribunal
Transylvanian Tribunal

Tribunal Iberiae
Tribunal Orientis
Tribunal Caledoniae
Tribunal Galliae Lugdunensis
Tribunal Sarmatiae
Tribunal Galliae Narbonensis
Tribunal Germaniae
Tribunal Italiae
Tribunal Britanniae
Tribunal Achaiae
Tribunal Daciae

DMG Chapter 2: Creating a Multiverse
The Multiverse
Instead of existing within the normal D&D multiverse, “the planes” should be regiones with extremely high auras.
Most should be Faerie regiones, many Magic, a few Infernal, and very few Divine. The elemental planes are
aligned with the Magic realm. The Astral and Ethereal planes are Magic, but touch upon other realms. The
Feywild is, of course, Arcadia (in the Mythic Europe sense). The Shadowfell is Infernal in nature. The Outer Planes
are aligned Faerie if chaotic, Magic if lawful, Divine if good, and Infernal if evil. This multiverse is most like “The
Omniverse” and “The Otherworld” entries on page 44 of the DMG and is vastly more “compartmentalized” under
the regio system. In fact, most modules with stranger elements should involve travel to a regio even if the regio is
just the full extent of the module itself (think EX1 Dungeonland and EX2 Land Beyond the Magic Mirror). Faerie
regiones of up to level 5 will not affect most PC spellcasting (except for Merinita magi). Default placement could
be a Magic or Faerie regio with level of 2 to avoid constantly altering PC spellcasting.
PCs should never travel directly to the actual Heaven or Hell of the Divine and Infernal.

DMG Chapter 3: Creating Adventures
Using D&D Modules
Old modules (yes!) can be used with this setting. Dungeons entrances obviously lead to regiones. When a
dungeon is cleared or the mission completed or whatever, the entrance disappears and the dungeon either
doesn’t exist or is a smaller, mundane version (a dungeon complex becomes a simple cave with some indication of
what it was). A lot of this can default to the Faerie Realm, but some should be Magic or Infernal. Humanoids need
to be converted to humans, unless you need faeries or infernal orcs for some reason. Keep on the Borderlands, for
instance, would have different bands of brigands and such. You’ll have to stretch your imagination a bit, but hey,
it’s a game.

DMG Chapter 4: Creating Nonplayer Characters
The Celestial Chorus
In the Chœur Celeste you need to have the Knights of Saint Cuthbert, who will be their Gifted paladins. They are
typically white (lawful good) or dark (lawful neutral). This is of course a nod to Greyhawk. Other parallels can be
used. [But check The Divine and The Church to find Mythic Europe canon groups.]

House Diedne
Ars Magica does point to House Diedne being made up of followers of pagan gods. This would translate to neutral
Clerics. The Celtic pantheon grants all Domains. This is why the order doesn't have good healing anymore. A
character that wanted to play a neutral Cleric would have to be in Ex Miscellanea and would have a Dark Secret.
Also, Merinita started off as a House interested in wilderness magic (druids). So, even though Diedne may have
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been druids (in the game world) they were neutral Clerics as far as the game is concerned. And even though
Merinita consists of members of the Druid class, they are not druids as far as the game world is concerned. Got it?
[This may change if clerics are re-included.]

Infernal Pacts
Infernal pacts can be entered into (by NPCs). In game terms, this can be as simple as converting alignment through
the use of the atonement spell by an evil cleric or Infernally-aligned creature. The powers they receive can be
anything the DM wishes.

Opening the Arts
If a character is 5th level, they can open an apprentice's arts fully, meaning that that apprentice has the ability to
advance (take levels) in any character class. If the master is 1st through 4th level, then the apprentice will only be
able to take levels in the classes that his master possesses at the time of the opening (which, presumably, could be
up to four classes). Consider abandoning the ability score requirements listed in the PHB.
Apprenticeships don’t have to last for fifteen years, but they can. You can keep the exact time-frame loose. Older
children and adolescents should be able to start an apprenticeship and still pass Gauntlet at young adulthood.

Gaining Experience Points through the Years
As a campaign baseline, consider that PC magi gain 1,000 XP per year after Gauntlet. Also, 5th level is considered
the lowest level that an apprentice can be taken (so this will occur about seven years past Gauntlet). If you say
that most characters pass Gauntlet at age 25, that D&D human life expectancy is about 70 years, and since potions
of longevity can reliably grant an extra 70-77 years, then an average character will have about 115-123 years of
time past Gauntlet. This meshes nicely with the Ars Magica guideline that the most a character should probably
get is 120 years past apprenticeship. This means that 13th level is a practical maximum in normal cases (120,000
XP) and someone dedicated to one full spellcasting class can eventually cast 7th level spells (right at the end of
their life). This puts 6th level spells within reach (while still having some life left) and 5th level spells well within
reach (requiring only 48 years of practice post-Gauntlet). PCs, of course, are exceptional even among the Gifted
and can get up to 9th level spells (and way earlier than normal progression rates would indicate). Thus, levels 1-4
(“apprentice adventurers”) indicates characters that are no longer apprentices, but not yet masters
(journeymen?). Levels 5-10 indicate normal levels of mastery, while anything higher is exceptional in the Order of
Hermes.

DMG Chapter 5: Adventure Environments
Auras
Auras are rated on a scale of ten in Ars Magica and come in four varieties based on the Realms. These auras affect
powers from the various Realms to varying degrees as given in the Realm Interaction Table.
In D&D, auras affect the required spell slot (or equivalent) required to cast a spell, use an arcanum, or activate any
other sort of power that has the equivalent of a spell level. Being in an aura favorable to your Realm lowers the
level of the spell slot required to cast a spell while being in an opposing aura raises the required level of the spell
lost.

Magic Aura
Divine Aura
Faerie Aura
Infernal Aura

Magic Power
Lower by Aura ÷ 5
3
Raise by Aura X /5
Lower by Aura ÷ 10
Raise by Aura ÷ 5

Divine Power
no effect
Lower by Aura ÷ 5
no effect
no effect
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Faerie Power
Lower by Aura ÷ 10
4
Raise by Aura X /5
Lower by Aura ÷ 5
2
Raise by Aura X /5

Infernal Power
Raise by Aura ÷ 5
Raise by Aura
Raise by Aura ÷ 5
Lower by Aura ÷ 5

‘Raise’ indicates that the required spell slot level must be raised by the amount indicated (making it ‘harder’ to cast
the spell). ‘Lower’ means that you lower the required spell slot level by the amount indicated (making it ‘easier’ to
cast the spell). A spell slot level cannot be lowered below 1st level. If the required spell slot level is raised above
9th level, this means spells of that level are impossible to cast in the aura. Drop all fractions when calculating the
spell slot level change. The table above is simply the Realm Interaction Table from Ars Magica with all values
-1
multiplied by /5. Expanded tables with all level additions/subtractions are below. Cantrips count as 0th level
spells for the purposes of these adjustments. Thus, if you want to cast a cantrip in an area that adds a level, you
must use a 1st level spell slot to cast it. This means that any level adjustment of +10 or higher deems powers from
your source impossible to use.
It is important to note the all characters in the Order of Hermes use powers from the Magic Realm (for the
purposes of Mythic Europe) regardless of whether D&D classifies their spells as arcane or divine. Some
Companions and NPCs may use powers from the Divine (uppercase ‘D’) Realm.
Realm Interaction Tables
Magic Aura
1
2
3
4
5
6
7
8
9
10

Magic Power
+0
+0
+0
+0
-1
-1
-1
-1
-1
-2

Divine Power
+0
+0
+0
+0
+0
+0
+0
+0
+0
+0

Faerie Power
+0
+0
+0
+0
+0
+0
+0
+0
+0
-1

Infernal Power
+0
+0
+0
+0
+1
+1
+1
+1
+1
+2

Divine Aura
1
2
3
4
5
6
7
8
9
10

Magic Power
+0
+1
+1
+2
+3
+3
+4
+4
+5
+6

Divine Power
+0
+0
+0
+0
-1
-1
-1
-1
-1
-2

Faerie Power
+0
+1
+2
+3
+4
+4
+5
+6
+7
+8

Infernal Power
+1
+2
+3
+4
+5
+6
+7
+8
+9
+10
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Faerie Aura
Magic Power
Divine Power
Faerie Power*
1
+0
+0
+0
2
+0
+0
+0
3
+0
+0
+0
4
+0
+0
+0
5
+0
+0
-1
6
+0
+0
-1
7
+0
+0
-1
8
+0
+0
-1
9
+0
+0
-1
10
-1
+0
-2
* Also applies to Merinita magi using powers and spells from the Magic realm.
Infernal Aura
1
2
3
4
5
6
7
8
9
10

Magic Power
+0
+0
+0
+0
+1
+1
+1
+1
+1
+2

Divine Power
+0
+0
+0
+0
+0
+0
+0
+0
+0
+0

Faerie Power
+0
+0
+1
+1
+2
+2
+2
+3
+3
+4

Infernal Power
+0
+0
+0
+0
+1
+1
+1
+1
+1
+2

Infernal Power
+0
+0
+0
+0
-1
-1
-1
-1
-1
-2

The default Magic Aura for a covenant is 3, so this means all required spell slot levels are not reduced. If the Magic
Aura is 5 through 9, characters can cast 2nd level spells with 1st level spell slots, and on up to casting 9th level
spells with 8th level spell slots. Note that characters must have access to the spell levels before the spell slot level
adjustment is taken into account. Thus, a 3rd level wizard can cast 2nd level spells with 1st level spell slots in a
Magica Aura of 5, but 1st and 2nd level wizards cannot (because they don’t normally have access to 2nd level
spells anyway).
However, if an aura raises the required spell slot level (like a Divine Aura for Magic Powers), if the character cannot
use a spell slot of that level, they can’t cast the spell. So if a 1st level wizard enters the Dominion (in an area with
Divine Aura of at least 2), they can’t cast 1st level spells and must use their 1st level spell slots to cast cantrips.
This makes Divine Auras extremely powerful in the context of a D&D Mythic Europe, because cities and towns
typically have a Divine Aura of 3, villages Divine Aura of 2, and the fields around the village a 1.
The aura score (directly) adds to the d20 roll in the rules for Warping and Twilight (Step 2) if the aura opposes the
power used. Any powers from the Divine Realm are not affected by opposing auras. If you use a power aligned
with the aura (like a magic spell for a Magic aura), subtract the aura score from that d20 roll (in Step 2). Normally,
in Ars Magica, friendly auras don’t aid in this way, but I need a way to distinguish weak auras that don’t otherwise
affect spell slot level.
For example, a Hermetic magus casting a spell in an area with Magic aura 5 would have a -5 to the second d20 roll
to check to see if control is lost. If it was a Divine, Faerie, or Infernal aura 5, he would have a +5 (making a ‘botch’
more likely). So in the default aura for a run-of-the-mill covenant (Magic aura 3), Hermetic magi have a -3 on the
roll to see if control is lost (making it more likely to retain control).
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DMG Chapter 6: Between Adventures
Longevity Ritual
Staves off aging effects for 3d4 years with a 1% cumulative chance per longevity potion consumed in a lifetime that
the latest potion is the last one to be effective (i.e., longevity potions no longer work). Consuming even one
longevity potion induces sterility.
Statistically speaking, longevity potions (3d4 years, 1% cumulative) grants 70 plus or minus 7 years in 99.98% of
cases. If you drink a potion while another one is in effect, it only extends out past the coverage of the previous
potion (assuming you roll high enough). For example, if a character drinks a longevity potion and gets 11 years, he
may drink another one in 7 years (with four more years left on the first one). If he rolls 3-4 on 3d4, the second
potion has no effect (but still roll the cumulative chance). If he rolls 5-12, he actually gets +1 to +8 added onto the
effects of the previous potion. So you get 3d4 minus the years you have remaining on any previous potion(s).
A longevity ritual takes a number of pawns of vis equal to the number of potions a character has already taken,
plus one. So, when a character takes his first potion of longevity, it can be made with one pawn of vis (for him).
His second potion requires two pawns, the third requires three, and so on. The exact type of vis is variable. It can
be tied to the character's nature, but necromancy or evocation vis will always work. There is a 1% cumulative
chance per potion consumed that that particular potion is the last effective potion for the character (i.e., these
potions, or other items like these potions, will no longer work).
Given the number of pawns of vis required to create the longevity ritual (in whatever form it takes), you can now
classify the longevity ritual as a magic item of common (one to four pawns), uncommon (five to nine), rare (10 14), very rare (15-19), or legendary (20+) status. See the section on raw vis and magic items below. Longevity
rituals should never take more than one season to create and cast.
And remember that these are longevity rituals. They don’t have to be potions.

Vis and Magic Items
The formula for the amount of raw vis to use for both spellcasting and magic item creation is:
PAWNS OF RAW VIS = LOG (GOLD PIECE AMOUNT / 50 G.P.) X 5 PAWNS [MINIMUM OF ONE PAWN, DROP FRACTIONS]
So now true resurrection costs 25,000 g.p. or 13 pawns of necromancy vis. This would be the same amount for a
magic item costing 25,000 g.p. as well. Common items vary from one to four pawns, uncommon items from five to
nine pawns, rare items from 10 to 14 pawns, very rare items from 15 to 19 pawns, and legendary items require 20
or more pawns of raw vis. This formula keeps things reasonable and within the normal amounts found in ArM.
There’s a direct correlation between gold piece values and raw vis. However, raw vis can never be bought with
money. This is just a way to tie it into a D&D game. Substituting raw vis for gold means that you don’t spend the
gold. You will spend whatever amount you need to spend on the item to be enchanted, though (but this could be
considered zero).
Magic item construction times must be changed as well (and the DMG even encourages this). A distinction will be
drawn between temporary (one-shot) magic items and permanent magic items. Permanent magic items require
one month of construction time per pawn of raw vis required to create the magic item. This means that a
legendary magic item will take almost two years. This is a long time for the D&D game, so it’s fine. Temporary,
single-use magic items (like potions, scrolls, and some other magic items) take one day per pawn of raw vis. In this
case, a legendary potion (if any exist) would take 20 days to brew and 20 raw vis. These times are fine for the D&D
game.
A table with rounded off values appears below:
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Pawns of Vis
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25

Minimum Amount
in Gold Pieces
1 gp
100 gp
200 gp
300 gp
500 gp
800 gp
1,000 gp
2,000 gp
3,000 gp
5,000 gp
8,000 gp
10,000 gp
20,000 gp
30,000 gp
50,000 gp
80,000 gp
100,000 gp
200,000 gp
300,000 gp
500,000 gp
800,000 gp
1,000,000 gp
2,000,000 gp
3,000,000 gp
5,000,000 gp

Type of Magic Item
Common
Common
Common
Common
Uncommon
Uncommon
Uncommon
Uncommon
Uncommon
Rare
Rare
Rare
Rare
Rare
Very Rare
Very Rare
Very Rare
Very Rare
Very Rare
Legendary
Legendary
Legendary
Legendary
Legendary
Legendary

Extracting Vis in the Laboratory
A Hermetic magus can extract a number of pawns of raw vis in the laboratory equal to their proficiency bonus per
season (or in a shorter amount of time if the campaign supports). The Art that is attuned to can be any of the D&D
schools of magic, within the narrative limits imposed by the DM (based on location, character’s specialties, etc.).

Covenants
Covenants are extremely important to Mythic Europe campaigns featuring the Order of Hermes. Luckily, the DMG
gives simple rules for building and maintaining bases and businesses. We’ll use these rules.
The reference is the Recurring Expenses and Downtime Activities in the DMG. Consider the covenant to be
nothing more than a property with recurring expenses. The default covenant should be an “Outpost or fort” listed
in the Maintenance Costs table (p. 127). Smaller and larger covenants can exist (just use what’s in the table).
Skilled and unskilled hirelings are the grogs. To run at 100% efficiency, you need to have the number of skilled and
unskilled hirelings indicated. If you want more than that, you must pay extra (2 gp per day for skilled, 2 sp per day
for unskilled). If you have less than the number indicated, subtract your deficit (as a percentage) from the Running
a Business roll that month. If you have more than the number indicated then add the surplus (as a percentage) to
the Running a Business roll that month. Properties can be upgraded in this way (from a fort to a keep for
example). This whole thing isn’t a science, so feel free to modify results that don’t seem appropriate.
To figure out how the covenant is doing logistically and financially, use Running a Business in the DMG on page 129
with some changes. First, assume that there is a grog that is assigned as the leader of the day-to-day operations of
the covenant who spends the whole month running things (the Autocrat, I believe). Roll on the Running a Business
table once per month and add 30 (as long as the grog “castellan” was allowed to run things full time). Modify this
roll by personnel deficit or surplus. If a profit is indicated, instead of multiplying the roll by 5 gp, multiply it by the
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Total Cost per Day in the Maintenance Costs table. Larger structures have more expenses but can have larger
profits while smaller properties have lower overhead, but less potential for profit.
Make extensive use of Ars Magica material when detailing the covenant from a narrative point-of-view. Don’t try
to convert anything from Ars Magica. Just use the material for ideas.
Any sort of addition to the covenant (structure, privileges, vis sources, personnel) can be a result of adventures.

DMG Chapter 7: Treasure
Magic Item Attunement
This is purely a house rule, and has nothing to do with Mythic Europe. I think characters should be able to attune
more magic items as they become more powerful. The house rule is that a character can attune a number of
magic items equal to their proficiency bonus (2 to 6). This replaces the rule that says characters can be attuned to
a maximum of three magic items.

DMG Chapter 8: Running the Game
Awarding XP
To kill the bookkeeping and to eliminate the tendency for players to seek combat to advance their characters, you
might want to implement a “per session” advancement. After the first session, advance characters to 2nd level.
another session grants 3rd level. PCs reach 4th level after two more sessions (a total of four sessions, so far). For
each level after, two or three sessions are required. If you make sessions self-contained within a level, you can
advance the game world months or years before the next adventure (time to make magic items, expand your
holdings, do other downtime activities, etc.).

Advancement Pace
Characters should advance a lot slower than they do in normal D&D. An NPC hero gains 1,000 XP per year past
Gauntlet. At this pace, 9th level (and 5th level spells) are gained at 64 years past Gauntlet. It is recommended that
adventure pacing be on the order of years, rather than days or weeks. In ArM, characters can have a short
adventure, which counts as a season’s worth of advancement. I would say that adventuring should add, at most,
an additional 250 XP beyond the 250 XP that a hero normally gets per season. Thus, if a hero adventures for the
entirety of their lives past Gauntlet, they could probably get around 282,000 XP which would place them at 18th
level. This would definitely result in “legendary” characters. The highest level can only be reached after about 177
to 193 years (beyond the reach of most) or if the DM determines that the characters deserved even more
experience than the rule of thumb above would indicate. You should probably not award more than an average of
750 XP per season, as this would place them way beyond 20th level at the end of an expected 141 year career (but
who’s really going to play a D&D campaign that long?). It is important to note that you only need one “adventure”
per season to gain the extra XP, and the adventure doesn’t have to last for the entire three months of the season.
Spending three days in a “dungeon” successfully “completing” it would suffice.
One thing this does is relieve the DM from the responsibility of worrying about XP awards throwing off the pace of
the campaign. The DM should just award XP as desired, using the thumbrule above. So, it doesn’t matter how
many orcs a hero slays, they’re not going to get more experience for it. This will take the emphasis away from
killing and reward “smart” play. Now, one important thing that adventures do provide (since they aren’t providing
a lot of additional experience) is treasure, magical items, campaign perks, etc. These rewards are within the
context of the campaign world. Additional rewards, specific to Mythic Europe, would be vis sources, standing
within the Order, becoming a member of a special society within the Order, switching Houses (to Societies or
Mystery Cults), discovering a new regio, expanding a covenant, and many others.
Blue-booking in this campaign is quite simple. Just give each player’s character 250 XP per season (assuming there
are no adventures that will be played out). There should be at least one adventure for each character level,
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however, so that players can slowly build up their characters and get used to playing them properly. You could,
conceivably, blue-book your characters for 64 years and then start them all off at 9th level, but this wouldn’t really
be D&D anymore, just some paperwork.
You can use the same rule of thumb to figure out how powerful to make mundanes (who are built using MM and
the DMG as monsters). You can divide the level by four to get the Challenge Rating. Most mundanes won’t have a
CR above 2 or 3 then. But you can always do whatever you need to do. NPCs with high CRs should be Gifted
perhaps (and can always be Gently Gifted to rule out the negative effects of the Gift). Being Gently Gifted makes it
less likely that the NPC would have stood out as a child and thus less likely to have been taken as an apprentice by
those of the Order.

DMG Chapter 9: Dungeon Master’s Workshop
Spell Points
Using spell points from the DMG might make sense for this campaign. A little clarification and refinement might
be needed though.
Full spellcasters (alchemist, bard, cleric, druid, sorcerer, wizard) add their full class levels to get their spell point
totals. The semi-spellcasters (paladin, ranger, primal spiritualist, ancestral hunter, sorcerer-knight, wizard-knight,
mystic, spiritual warrior, beguiler, pactbreaker) add one-half their class levels, rounded up, to get their spell point
totals. The quasi-spellcasters (eldritch knight, arcane trickster) add one-third their class levels, round all fractions
up, to get their spell point totals. All fractions are rounded up because semi-spellcasters have 2nd level
spellcasting ability at 3rd and 4th levels while quasi-spellcasters have 2nd level spellcasting ability at 4th, 5th, and
6th levels. This rule modifies what is written in the PHB and DMG regarding figuring out spell point totals (for both
single and multiclass).
When using spell points, keep in mind that technically speaking, the spell points only allow a character to create a
spell slot of a certain level, with which to cast a spell. They aren’t really spending the spell points to cast the spell
directly. Understanding this will help you figure out how spell points and spell slots interact in the game.
Because spell slots from Pact Magic can be used with Spellcasting, and vice versa, Pact Magic needs to be
converted to spell points as well. The rules, as written, could be a little problematic though. If you can use Pact
Magic slots to cast Spellcasting spells, then you could potentially get the ability to cast many more spells per day of
certain classes than you could normally. But we won’t let this bother us. Pact Magic spell points should return
after a short rest or long rest.
Pact Magic Level
1
2
3
4
5
6
7

Spell Points
2
4
6
6
10
10
12

Pact Magic Level
8
9
10
11
12
13
14

Spell Points
12
14
14
21
21
21
21

Pact Magic Level
15
16
17
18
19
20

Spell Points
21
21
28
28
28
28

When interacting with a Realm aura, use the normal rules. If an aura reduces the spell slot level required, then less
spell points are needed to make that slot. If an aura increases the spell slot level required, then more spell points
are needed to make that slot (all as normal). Since there is no spell point amount that creates a 10th or higher
level spell slot, no spell slots of 10th or higher can be created.

35

Using spell points allows a spellcaster to cast a higher number of lower level spells per day when compared to the
spell slot system. This might be more appropriate for Mythic Europe because Hermetic magi should be able to use
a lot more magic.

A Free-Form Character Creation and Advancement System
To break free of the rigid class structures of D&D, the following highly experimental rules can be employed. This
system can be used in many ways, but it’s probably best to start simply and then build complexity as we go.
Imagine experience points as a kind of currency that buys class levels. When viewed this way, 2nd level costs 300
XP. To buy 3rd level, it costs an additional 600 XP. This means that after you spend the first 300 XP and then 600
XP, you’ve spent a total of 900 XP, which is precisely the amount of experience points needed to reach 3rd level. If
multiclassing rules are in place, you can take levels in classes that are not your original, 1st level, class.
But imagine if instead of being able to buy only class levels, you could buy individual proficiencies, or increase your
hit die for that level, or perhaps even buy a little bard spellcasting on the side. In this case, you could subtract a
number of experience points (experience points that normally only go towards increasing your character level) and
buy an individual trait. Your overall level advancement would slow down a bit, but maybe it’s worth it to you.
Multiclassing allows you to achieve a whole level’s worth of improvements all at once, but this new system would
allow you to buy just a little, and from many different sources.
So how does it work? Well, each trait has a cost in experience points that is based on the percentage of
experience points you need to reach your next character level. First, we’ll present the tables and then explain
them after:
Proficiency/Trait

Cost (Points)

Lvl %

For

Armor

12

8.33%

One armor proficiency

Weapon

3

2.08%

One single weapon proficiency

Skill

8

5.56%

One skill proficiency

Tool

8

5.56%

One tool proficiency

Language

4

2.78%

One language

Save

12

8.33%

One saving throw proficiency

Feat/Class Features

24

16.67%

Ability Score

12

8.33%

+1 to one ability score

Hit Die (d4)

0

0.00%

Free upon gaining one level

Hit Die (d6)

24

16.67%

One hit die and +2 hit points

Hit Die (d8)

48

33.33%

One hit die and +4 hit points

Hit Die (d10)

72

50.00%

One hit die and +6 hit points

Hit Die (d12)

96

66.67%

One hit die and +8 hit points

Bard Spellcasting

48

33.33%

One level of bard spellcasting

Cleric Spellcasting

64

44.44%

One level of cleric spellcasting

Druid Spellcasting

64

44.44%

One level of druid spellcasting

Fighter Spellcasting

6

4.17%

Paladin Spellcasting

32

22.22%

One level of paladin spellcasting

Ranger Spellcasting

24

16.67%

One level of ranger spellcasting

Rogue Spellcasting

4.8

3.33%

Sorcerer Spellcasting

90

62.50%

One level of sorcerer spellcasting

Warlock Magic

64

44.44%

One level of Pact Magic, Invocations, and Mystic Arcana

One feat or class feature

One level of eldritch knight spellcasting

One level of arcane trickster spellcasting
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Wizard Spellcasting

90

62.50%

One level of wizard spellcasting

Spell (Known)

12

8.33%

Gain one known spell (bard, ranger, sorcerer, warlock)

Spell (Spellbook)

4

2.78%

Gain one spell for your spellbook (wizard)

Spell (Divine List)

4

2.78%

Add one spell to your class list (cleric, druid, paladin)

Cantrip

6

4.17%

Gain one cantrip from one of your spellcasting lists

Prepared Spell

12

8.33%

You can prepare an additional spell per long rest

The table above shows various traits and proficiencies that you can purchase for your character with experience
points. Experience points spent this way absolutely do not count towards your advancement to your next
character level. These experience points are subtracted and the trait is gained. It is important to note that the
“Cost (points)” column is only half of the story. These numbers represent the effective ‘weights’ of each trait
measured against the cost of a feat (24 points). These weights were developed based on the feat descriptions
themselves, which include armor proficiencies, weapon proficiencies, skills, tools, languages, and other traits.
Class features are assumed to be equally weighted to feats (since you can trade in your ability score improvement
for a feat). For further information on the solutions see the ‘Flexible Character Creation’ spreadsheet in this folder.
So now that all traits have been weighted, we need to figure out exactly how many experience points a trait costs.
This brings us to the second table.
Level

Cost (XP)

Level

Cost (XP)

1

Points × 2

11

Points × 125

2

Points × 4

12

Points × 139

3

Points × 12.5

13

Points × 139

4

Points × 26.5

14

Points × 174

5

Points × 52.5

15

Points × 209

6

Points × 62.5

16

Points × 209

7

Points × 76.5

17

Points × 278

8

Points × 97.5

18

Points × 278

9

Points × 111

19

Points × 347.5

10

Points × 125

20

Points × 417

All costs in experience points are rounded up. So, if you have a 1st level character and you want to buy Light
Armor Proficiency, it will cost 12 Points × 2 = 24 XP. That same trait will cost 48 XP at 2nd level up to 5,004 XP at
20th level, but all costs represent 8.33% of the experience points required to reach the next level.
To increase your hit die at a certain level, you need only purchase the difference in experience points between the
hit die you have and the hit die you want. As an example, let’s say you want to raise your 1st level wizard’s hit die
up to a d12. It would cost (96 Points - 24 Points) × 2 = 144 XP. It’s about half of what you need to reach 2nd level.
You can only increase your current hit die this way. You can retroactively purchase higher hit dice in this manner,
but you have to pay the cost based on your current level (not the previous, lower levels). And you can never have
more or less hit dice than your character level.
The rules for having spellcasting abilities in multiple classes doesn’t exactly follow the normal multiclassing rules in
the Player’s Handbook. With normal multiclassing, your total spellcaster levels cannot exceed your character level.
Under this system, it can. But we can’t let low level characters gain access to high level spell slots that they
shouldn’t normally get. So, a character’s spell slots per day (or long rest, if you prefer) cannot exceed the
character’s overall level, even if the sum of his spellcasting levels is higher. What does this mean? Let’s use an
example to illustrate. Let’s say you have a 4th level character that has wizard spellcasting at 4th level and cleric
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spellcasting at 4th level. He can prepare his wizard spells as a 4th level wizard and his cleric spells as a 4th level
cleric. However, he doesn’t get the spell slots of an 8th level spellcaster. He is limited to the spell slots of a 4th
level spellcaster because his character level is 4th. He has all of the additional flexibility of being both a cleric and a
wizard, but not the additional power. Now, let’s say the character continues to advance in character level, but
takes no more levels in spellcasting (in either class). At 5th level, he continues to prepare his spells as a 4th level
wizard and a 4th level cleric, but his spell slots are as a 5th level spellcaster (matching his overall character level).
This sort of advancement continues until he reaches 8th level, where he prepares spells as before, but has the spell
slots of an 8th level spellcaster. Upon reaching 9th character level, he does not gain the spell slots of a 9th level
spellcaster, because his total spellcasting levels only add up to eight. The simple rule would be this: spellcasting
level for spell slots equals the sum of the effective spellcasting levels from your spellcasting traits or your character
level, whichever is lower.
Below the costs for spellcasting, the costs to gain individual spells are given. To add a known spell (in the manner
of a bard, ranger, sorcerer, or warlock) use the ‘Spell (Known)’ cost. This is also the cost for eldritch knights and
arcane tricksters. The known spell must appear on one of your spellcasting lists and must be of a level you can
cast. Although wizards normally add spells to their spellbooks by finding spells (or advancing in levels), the cost to
add a spell to your spellbook is given for completeness as ‘Spell (Spellbook).’ The spell must be a wizard spell and
of a level you can cast. It is assumed you’ve been working on this spell during your off time. Unlike the other two
costs, ‘Spell (Divine List)’ gives the cost to add another spell to the cleric, druid, or paladin class list. Because
you’re further defining the spell list of a class, the new spell must be approved by the DM and meet the “spirit” of
those lists. Cantrips can be purchased a la carte as well, but only from spell lists that you already have access to.
None of these costs have anything to do with adding spell slots or increasing the number of spells you can prepare
each day. Adding an additional spell you can prepare each day is listed as “Prepared Spell.”
Class features are purchased at the same price as feats. It is suggested to make the prerequisite for purchasing a
class feature be all previous class features of that class at lower levels. In other words, to buy a 2nd level paladin
class feature, you need to buy all of the 1st level class features first. We’ll consider spellcasting a separate trait
and not a prerequisite.
You can only buy traits allowed at your character level or below. This means that if you want a 2nd level class
feature, you must be 2nd level or higher. If you want to buy your 17th level of wizard spellcasting, you must be
17th level or higher.
So far, we’ve only talked about adding abilities to an otherwise normally advanced D&D character. Can we forego
the use of character classes and use this system exclusively? I think so. Imagine that you create your character, in
all respects, except you don’t take a class. Instead of taking a class, you get a certain number of experience points
to spend on proficiencies and 1st level character traits (like class features and spellcasting). Analysis has shown
that if you use a ×1 multiplier, then a starting character needs an average of 256 XP to spend on initial classoriented traits. This means that starting traits cost the same amount of “points” (from the first table) as
experience points. The actual range is 179 (for a sorcerer) to 322 (for a barbarian). It is important to note that you
still take a background under this system. If you don’t, then starting characters need to be able to purchase some
additional skill and tool proficiencies, so starting experience points will be 288 in this case. You are, of course, free
to give any amount of starting experience points that you wish as DM.
After character creation, you go adventuring! You are a 1st level character and earn experience points accordingly.
Once you have spent a number of experience points equal to the total of experience points needed for the next
level, you advance one level. At this point, you gain one hit die and it is a 1d4 (this one’s free). Your proficiency
bonus goes up if appropriate. You’re allowed to buy traits at the new character level. You can upgrade your hit
die, you can purchase class features at your new level (or from a lower level), you can earn a higher level of
spellcasting, etc. Character level is based on the total number of experience points you’ve spent since you began
adventuring (with a counter that starts at zero, like normal). So, as a player, you should keep track of how many
experience points you’ve spent over your character’s career and how many experience points you have yet to
spend.
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What are the ramifications of using such a system with Mythic Europe D&D? Well, now you can make characters
that more closely approximate the free-form nature of Ars Magica itself. You can create broadly endowed
spellcasters (characters who advance in druidism, sorcery, wizardry, etc.). You don’t have to use the new paths for
barbarians, fighters, rogues, and monks that I created above, you can simply tack on some sorcerer or wizard
spellcasting levels to the normal barbarian, fighter, rogue, and monk classes. You can create all new character
concepts by using all of the building blocks provided by the game system. The sky’s the limit.

Conversions to D&D Fifth Edition
This section serves as additional information for converting older D&D materials (especially Basic and AD&D) to
D&D Fifth Edition.

Converting Monsters
If the DM is using Players Make All of the Rolls (above), then use these conversion thumbrules to convert monsters
from old D&D modules (Basic and AD&D) on the fly.
Monster Trait
Hit Dice
Initiative Score
Attack Score
Defense Score
Save Score (Good)
Save Score (Bad)
Skill Score (Good)
Skill Score (Bad)
Saving Throw DC
Number of Attacks
Damage
Special Attacks/Defenses
Magic Resistance
Other Traits

Formula (round down)
Use listed hit dice (d8).
10 + (0 to 5, depending)
14 + Hit Dice ÷ 2
19 - Descending AC
16 + Hit Dice ÷ 2
14
12 + Hit Dice ÷ 2
10
8 + Hit Dice ÷ 2
Use listed number of attacks.
Use listed damage.
Keep the spirit of the abilities.
> 0% = Possible MR
Use listed information.

Note
Dragons can have higher hit dice (d10, d12, d20)
My own judgment on this one.
Maximum Attack Score is 24.
Maximum Defense Score is 22 (which is AC -3).
If the monster is really good at this save. Max 26.
For all other saving throws.
If the monster is at the skill. Max 22.
If the monster is not proficient.
DC for player saves vs. monster. Maximum 20.

See explanation below.

Magic resistance is a little tricky to deal with. If a creature has a percentage of magic resistance greater than 5
times the level of the spellcaster, then the player must roll the spell’s attack/power roll with disadvantage. If the
spellcaster’s level times five is greater than or equal to the creature’s listed magic resistance, they roll spell
attack/power rolls normally. For example, an AD&D erinyes has a magic resistance of 30%. This means that a
spellcaster of 6th level or higher casts spells normally against the creature (30% ÷ 5 level/% = 6th level). A
spellcaster of 5th level or below must roll spell attack/power rolls with disadvantage (i.e., roll two d20s and take
the lower result).
Remember that NPCs in D&D5e don’t have to be made like characters. If you decide to use this sort of conversion
for a campaign, then always use this conversion. Don’t switch back and forth between old D&D converted
monsters and new D&D5e monsters or players can’t develop an intuition on how the world works.
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Hit Dice
>1
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24

Attack
14
14
15
15
16
16
17
17
18
18
19
19
20
20
21
21
22
22
23
23
24
24
24
24
24
AC
10
9
8
7
6
5
4

Good Save
16
16
17
17
18
18
19
19
20
20
21
21
22
22
23
23
24
24
25
25
26
26
26
26
26

Normal Save
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14
14

Defense
9
10
11
12
13
14
15

Good Skill
12
12
13
13
14
14
15
15
16
16
17
17
18
18
19
19
20
20
21
21
22
22
22
22
22

Normal Skill
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10

AC
3
2
1
0
-1
-2
-3

Save DC
8
8
9
9
10
10
11
11
12
12
13
13
14
14
15
15
16
16
17
17
18
18
19
19
20
Defense
16
17
18
19
20
21
22

Converting Saving Throws from Monster Attacks
Older forms of D&D used a very different list of saving throws. To figure out which ability score should be used for
a saving throw, use the following guidelines. If the attack form exists, more or less, in D&D5e, use the ability score
listed in the new game. If the attack logically deals with a particular ability score (based on DM’s judgment) use
that ability score. You can also use the guidelines from Castles & Crusades (table below).
Saving Throw
Strength
Dexterity
Constitution
Intelligence
Wisdom
Charisma

Types of Attacks
Paralysis, Constriction
Breath Weapon, Traps
Disease, Energy Drain, Poison
Arcane Magic, Illusions
Divine Magic, Confusion, Gaze Attack, Polymorph, Petrification
Death Attack, Charm, Fear

If all else fails, use Wisdom, since Wisdom used to give a bonus versus magical attacks.
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Converting Magical Items
When an item has a “plus” divide the plus by two (rounding up) to get the D&D Fifth Edition bonus. This means
that +1 and +2 items from old D&D will be D&D5e +1 items; +3 and +4 items from old D&D will be +2 items; and +5
items from old D&D will be +3 items in D&D5e. For other types of magic items, match them up to what’s in the
Fifth Edition DMG.
Make sure that magic items that require attunement in D&D5e still require attunement even when using older
material.

Converting Spells
Use the D&D Fifth Edition equivalent. If no equivalent exists, make the spell one that does exist in D&D5e or
invent the spell using guidelines in the DMG. Spellcasters can be given cantrips appropriate to their spellcasting
class(es).

Awarding Experience Points
Because the encounters are not set-piece like in the D&D editions starting with Third on, it would be hard to figure
out how much experience to award when using an old module in D&D5e. It might be helpful to think about the
next module you want to run and see what level is required for it. From there, award experience points to show
how characters are progressing as sessions end, but make sure that the correct amount of experience is given so
characters will have the required levels for the next module (or series of challenges). You shouldn’t try to use
older D&D norms for awarding experience (like acquisition of treasure, magical items, killing monsters). Just use a
more subjective method based on how well the players are doing and how far they’ve progressed in the module.

Awarding Treasure
You can either use the AD&D/Basic economy as-is (but keep it consistent) or you can stick with D&D5e. If you keep
it D&D5e, characters should get two hoards per level for levels 1-4, three hoards per level for levels 5-10, and two
hoards per level for levels 11-20. You can spread these hoards out however you wish.

Rests
Definitely keep the concept of “wandering monsters” in mind when players want their characters to rest. Resting
in dungeons was very dangerous in older forms of D&D.

Hermetic Magic for D&D
I know the question of how to simulate Hermetic magic in D&D has already been answered, but what if we try a
little harder to retain the Techniques and Forms?
The idea is to re-create the magic system of Ars Magica for Dungeons & Dragons. Under this interpretation, the
Hermetic Magic System exists independently of the magic system found in D&D. The traditional D&D magic
system will be re-interpreted to be the various hedge magic traditions, mystery cult powers, Supernatural Abilities,
and other non-Hermetic forms of magic found in Mythic Europe. In order to accomplish this, the Hermetic magus
must truly be a distinct character type, much like player characters and monsters are distinct types in conventional
D&D. The Hermetic magus must be constructed using the free-form character generation and advancement
system as described previously. Companion characters are “normal” D&D characters (and can choose any class
under this system, even spellcasting classes). Grogs will continue to be constructed like creatures.
The Ars Magica d10 will be retained to accentuate the fact that this system is distinct from other D&D systems.

Generating the Hermetic Magus
A Hermetic magus character begins with 304 XP to spend. The level multiplier is x1, so traits cost the same in XP as
they do in Points at this stage. A sensible division is to spend 120 XP on Arts, 120 XP on spells, and 64 XP on all
other traits. It is wise to take two saving throw proficiencies (24 XP), two skill proficiencies (16 XP), and a d6 hit die
(24 XP) for a total of 64 XP. The character will take the Hermetic Magus background.
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A Hermetic magus must take scores in the various Arts in order to proficiently practice Hermetic magic. The costs
to advance these Arts follow the same pyramid progression found in Ars Magica. Thus, the starting magus should
have 120 XP to spend on Arts. No Art should be raised higher than 10 for a beginning character. The costs below
are in Points (as in the Free-Form Character section).
Art Score
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20

Cost to Buy
1
3
6
10
15
21
28
36
45
55
66
78
91
105
120
136
153
171
190
210

Cost to Raise
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20

Art Score
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40

Cost to Buy
231
253
276
300
325
351
378
406
435
465
496
528
561
595
630
666
703
741
780
820

Cost to Raise
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40

After this the player should purchase Hermetic spells for the character. This cost 1 XP per Hermetic spell level
(e.g., a Hermetic spell at Level 15 costs 15 XP). The maximum spell level that can be bought is equal to:
MAXIMUM SPELL LEVEL = TECHNIQUE + FORM + INTELLIGENCE MODIFIER + PROFICIENCY BONUS (ARCANA) + 3
This rule holds even after character generation.
Each magus belongs to one of the Houses of Hermes. The table below replaces the one that appears earlier in this
document.
House
Bjornaer
Bonisagus
Criamon
Ex Miscellanea

Benefit
Heartbeast
Puissant Magic Theory or
Puissant Intrigue
The Enigma
Variable

Flambeau
Guernicus

Puissant Perdo or Puissant Ignem
Hermetic Prestige

Jerbiton

Cultured
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Game Rules
As described previously.
Advantage on Int (arcana) rolls.
Advantage on Cha (persuasion) rolls.
Proficient in Enigmatic Wisdom.
Use Ars Magica to develop an appropriate
suite of benefits and drawbacks.
+3 to totals with either Perdo or Ignem.
Advantage on one type of Charisma skill
check (Deception, Intimidation,
Performance, or Persuasion).
Advantage on one type of skill check
relating to scholarship, arts, or mundane
interaction (such as History, Performance,

Mercere
Merinita
Tremere

Puissant Creo or Puissant Muto
Faerie Magic
Magical Focus (certamen)

Tytalus

Self Confident

Verditius

Verditius Magic

or Deception).
+3 to totals with either Creo or Muto.
As described, also see Ars Magica for more.
Double the lower of Technique or Form in
certamen only.
Start each game session with Inspiration.
Regain Inspiration after a short rest.
As described, also see Ars Magica for more.

Advancing a Hermetic Magus
Use the rules found above in the Free-Form Character Creation and Advancement System section to advance a
Hermetic magus character. A Hermetic magus can buy any trait. To the table, add the following:
Proficiency/Trait

Cost (Points)

Lvl %

For

Hermetic Art

1

0.69%

Gain one point with which to advance a Hermetic Art.

Hermetic Spell

1

0.69%

Gain one level with which to gain a Hermetic spell.

The point gained to advance a Hermetic Art can be spent as shown on page 31 of the Ars Magica Core Rulebook to
raise an Art score. To buy a Hermetic spell, pay its spell level in Points. Remember to apply the character level
multiplier to find out the true XP cost for each of these. Magi are expected to spend about 60 Points on Arts (or
less) and maybe 60 Points on spell levels every character level, leaving 24 Points for other things (like a d6 hit die).
Spending 60 Points on Art scores per level may seem like a lot, but remember this is D&D. Player characters are
exceptional, even among magi, so they should be able to reach legendary heights. The Ars Magica long-term
events section details how fast “normal” characters (NPCs) should advance.
It is important to note that the only limit of Art scores is a starting limit of 10 for a 1st level character. After
character generation, Art scores can be raised as the player desires. Hermetic magi should be more powerful than
typical D&D characters (since we’re saying that typical D&D characters are now considered Companions).

Generating Companion Characters
Companion characters are created as “normal” D&D characters under this system. Spellcasters should still be rare,
but they would represent some form of non-Hermetic spellcaster that, for some reason, associates with the Order
of Hermes. Most Companion characters should still remain non-magical. Organizations outside of the Order will
most definitely have individuals with class levels. Non-Gifted hedge magic practitioners, miracle workers that call
upon the Divine, Faerie, and Infernal Realms, and all other types of unusual characters can be modeled by using
the D&D classes.

The Parma Magica, Might, and Magic Resistance
The simplified parma magica detailed earlier must be expanded upon. First, it must be understood that Hermetic
magi with the parma magica and creatures that would have a Might score in Ars Magica all have magic resistance.
This isn’t simply advantage on saving throws, but a numerical value that will be used to interact with the rest of the
system. The numerical value of this magic resistance is equal to:
MAGIC RESISTANCE (MAGUS) = HERMETIC MAGUS CHARACTER LEVEL × 2.5 (RD)
MAGIC RESISTANCE (CREATURE) = CHALLENGE × 2.5 (RD)
This magic resistance will work exactly as it does in Ars Magica when an interaction between Hermetic magic and
magic resistance is called for. It is assumed that a D&D Hermetic magus has a Parma Magica score of 1 for every
two D&D levels. Thus, a 20th level D&D Hermetic magus would have Parma Magica 10.
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The parma magica interacts with D&D magic in a different fashion. Because a spellcaster must use magical power
to penetrate magic resistance, casting the highest level spell you know will make it certain that you cannot
penetrate. Only by casting spells that are of levels below your maximum can you hope to have a chance. This is
represented by requiring a higher spell level slot (like for Realm Auras, above)
Level or Challenge
0-1
2-3
4-5
6-7
8-9
10 - 11
12 - 13
14 - 15
16 - 17
18 - 19
20

Spell Level Add
+0
+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

The Level or Challenge indicates the character level of the Hermetic magus or the Challenge of a creature with
Might. This is the target of the D&D spell. The second column shows how much the spell slot must be raised to
penetrate the target’s parma magica or Might. For example, let’s say a 9th level sorcerer is attempting to cast a
lightning bolt spell at a demon with Challenge 5. We see that a Challenge 5 creature that has magic resistance will
require the spell level slot to be raised by two for the spellcaster to be able to penetrate. A 9th level sorcerer’s
highest spell level is 5th. If the sorcerer uses a 5th level spell slot to cast lightning bolt (which is a 3rd level spell),
the demon’s magic resistance will be penetrated. Note that the sorcerer does not get the added damage that
would normally be associated with raising the spell level slot. That extra magical power is going into penetration,
not damage. These adjustments make normal D&D magic (which is now considered hedge magic) vastly less
powerful than normal against most creatures.
For magic where it cannot be determined what spell levels, if any, are the highest or second highest (and so on),
then all the magus or creature with magic resistance to add its proficiency bonus to its AC (for spell attacks) or to
its saving throw roll (for other types of spells). For example, the efreet can use Hurl Flame. It is a magical attack,
but no spell level is given. In this case, a Hermetic magus gets to add his proficiency bonus to his AC against Hurl
Flame.
If the spell requires an attack roll, this comes first. The target still gets its saving throw if the spell penetrates.
It will require the DM to use judgment to determine what creature should gain a Might-based magic resistance.
Honestly, just about every creature that isn’t a real world creature is part of either the Divine, Magic, Faerie, or
Infernal Realms; therefore just about every foe should have Might. Any creatures that have a Challenge below 2
have no appreciable magic resistance.

Form Bonuses
Hermetic magi get their Form Bonuses as normal.

Casting Spells
The mechanics for casting a Hermetic spell will be much the same as detailed in the Ars Magica Core Rulebook. It
is noteworthy to point out that the Stress Die, a d10 with special rolling rules, will be used as normal to distinguish
the Hermetic system from all other D&D rule constructs. Whenever d10 is listed below, it’s a Stress Die.
Many of the scores and rolls remain the same:
CASTING SCORE =

TECHNIQUE + FORM + CONSTITUTION MODIFIER + AURA MODIFIER
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FORMULAIC CASTING TOTAL = D10 + CASTING SCORE
RITUAL CASTING TOTAL =
D10 + CASTING SCORE + PROF. BONUS (ARTES LIBERALES) + PROF. BONUS (PHILOSOPHIAE)
FATIGUING SPONTANEOUS CASTING TOTAL =
(D10 + CASTING SCORE) ÷ 2
NON-FATIGUING SPONTANEOUS CASTING TOTAL = (D10 + CASTING SCORE) ÷ 5
PENETRATION TOTAL =
CONCENTRATION ROLL =

CASTING TOTAL + PROF. BONUS (PENETRATION) - SPELL LEVEL
D10 + CONSTITUTION MODIFIER + PROF. BONUS (CONCENTRATION)

You can use as many or as few of the Spellcasting Options found in Ars Magica on spellcasting as desired. They can
be quickly detailed if needed. The sections on Arcane Connections and Penetration can be adhered to as well.

Certamen
Use the certamen system found in the Ars Magica Core Rulebook with the following changes.
INITIATIVE TOTAL =
ATTACK TOTAL =
DEFENSE TOTAL =
ATTACK ADVANTAGE =
WEAKENING TOTAL =
RESISTANCE TOTAL =

D10 + DEXTERITY MODIFIER + PROFICIENCY BONUS (FINESSE)
D10 + CHARISMA MODIFIER + TECHNIQUE OR FORM
D10 + WISDOM MODIFIER + FORM OR TECHNIQUE

ATTACK TOTAL - DEFENSE TOTAL
INTELLIGENCE MODIFIER + PROFICIENCY BONUS (PENETRATION) + ATTACK ADVANTAGE
CONSTITUTION MODIFIER + PROFICIENCY BONUS (DUE TO PARMA MAGICA)

Otherwise, run certamen and assess fatigue damage using the new Fatigue system below.

Warping and Twilight
Use the Warping and Twilight system found in Ars Magica with the following changes.
TWILIGHT AVOIDANCE ROLL = D10 + CONSTITUTION MODIFIER + PROFICIENCY BONUS (CONCENTRATION) + VIM FORM BONUS
TWILIGHT AVOIDANCE DC = D10 + WARPING SCORE + WARPING POINTS GAINED + PROFICIENCY BONUS (ENIGMATIC WISDOM) +
LOCAL AURA
COMPREHENSION ROLL =
COMPREHENSION DC =

D10 + INTELLIGENCE MODIFIER + PROFICIENCY BONUS (ENIGMATIC WISDOM)

TWILIGHT TIME ROLL=
TWILIGHT TIME DC =

D10 + INTELLIGENCE MODIFIER

D10 + WARPING SCORE

D10 + WARPING SCORE

The Limits of Magic
You should definitely keep these in mind to determine what D&D spells to allow into the milieu, contrary to what
I’ve written earlier. It’s perfectly alright to allow magic that breaks Hermetic limits (the canon material has many
examples), but always do so deliberately with a purpose in mind. Hermetic magi (especially magi Bonisagi) will be
very interested in such magic.

Guidelines for Magical Equivalency
Now comes the part we’ve all been waiting for. How do we use Hermetic spells in the D&D system? How will
Hermetic spells interact with the D&D rules structure? What follows is a list of qualities and effects that appear in
Hermetic magic spells in the Ars Magica 5th Edition system. Numerical effects should have an actual numerical
game effect in D&D. Other sorts of effects can be handled narratively using DM fiat, spot rulings, and common
sense.
Recovery
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Recovery spells should be allowed if the Wounds option is used (see above in “More on Going to Zero Hit Points”).
If the Wounds option is not used, then a Recovery spell should add the listed bonus to hit points regained during a
short rest. Note that durations can be much shorter in this case.
Healing Wounds
Spells that heal Wounds should be allowed if the Wounds option is used. If it is not, then use the following
equivalencies:
Wound Type
Light
Medium
Heavy
Incapacitating
Fatal

Hit Points Cured
2d8
3d8
4d8
5d8
6d8

All of these spells must be rituals using raw vis. Hermetic healing is extremely expensive.
Characteristics and Ability Scores
One Characteristic point is equal to two Ability Score points. So if a spell grants +1 to a Characteristic, it will grant
+2 to the equivalent Ability Score. If applied to Initiative, then it’s one-for-one. These equivalencies are below.
Ars Magica Characteristic
Intelligence
Perception
Strength
Stamina
Presence
Communication
Dexterity
Quickness

D&D Ability Score
Intelligence
Wisdom
Strength
Constitution
Charisma
Charisma
Dexterity
Dexterity or Initiative

Might
Some spells discuss a creature’s Might. Use the formulae below.
MIGHT = D&D CHALLENGE × 2.5 (RD)
D&D CHALLENGE = MIGHT × 2 ÷ 5
Damage
Of interest to players of magi Flambonis, the formula for damage is very simply:
D&D DAMAGE (FIXED) = D10 + ARS MAGICA DAMAGE
D&D DAMAGE (DICE) = D10 + (ARS MAGICA DAMAGE ÷ 5) D8
So, a Ball of Abysmal Flame does d10+30 points of damage or d10+6d8 (which would average 32).
Defense and Soak
If the spell grants a Defense or Soak bonus, apply the same bonus to D&D Armor Class.
Saving Throws
Most Hermetic magic doesn’t allow a saving throw unless the spell describes a roll that has to be made against a
Characteristic along with an Ease Factor. In D&D, you always get a chance to avoid the effect, either because the
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spellcaster has to aim and hit you with the spell or because you get a saving throw. Going strictly with what’s
written, a spell like Curse of Circe will always work against a target (unless blocked by magic resistance). There is
no attack roll and no saving throw. This is another way in which Hermetic magic is powerful.
If a Hermetic magic spell needs to be aimed (per Aiming, page 86) then the magus must make an attack roll. This
attack roll is Wisdom based and if the character is proficient in Finesse (which should be a new skill), the
proficiency bonus is added.
This being said, a saving throw is only granted if the spell description gives one. First, find the proper saving throw
using the Characteristic - Ability Score equivalencies. Secondly, find the DC of the saving throw by using the Ease
Factor - Difficulty Class equivalencies.
Ars Magica Difficulty
Simple
Easy
Average
Hard
Very Hard
Impressive
Remarkable
Almost Impossible

Ars Magica Ease Factor
3
6
9
12
15
18
21
24

D&D Difficulty Class
5
10
15
20
25
30
35
40

D&D Difficulty
Very Easy
Easy
Medium
Hard
Very Hard
Nearly Impossible
[no descriptor]
[no descriptor]

This is about as lucky as you’re going to get with Hermetic magic. It’s very effective at getting the job done.
Everything Else
Use good judgment. Most of the remaining effects are very narrative, calling for the DM to make rulings (very old
school!).

Fatigue (A Lighter Form of Exhaustion)
This spellcasting system requires a Fatigue system in order to make sense. The Exhaustion rules in D&D are too
harsh to reflect Fatigue. Use a Fatigue system that is just like the Exhaustion system except:
1. The result for Level 6 Fatigue is “Unconsciousness” instead of “Death.”
2. Use the Ars Magica recovery times for Fatigue levels (ArM5, page 179).
3. All other effects are the same.
This system is considered “Short-Term Fatigue” while the D&D system is considered “Long-Term Fatigue”.

Botch Dice
Keep this mechanic. It is important to many systems.

New Skills
Any new, non-D&D, skills that are listed, such as Enigmatic Wisdom, Penetration, Finesse, Concentration, Artes
Liberales, Philosophiae, and any others can be purchased as required or desired. Just use the rules above for
making a new D&D skill.

Basic Laboratory Activities
Since laboratories are an important part of this setting, we’ll need to detail how laboratory activities can work in
D&D. First, the Lab Total is:
LAB TOTAL = TECHNIQUE + FORM + INTELLIGENCE MODIFIER + PROF. BONUS (ARCANA) + AURA MODIFIER
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Creating a Laboratory
A Hermetic magus who is proficient in Intelligence (arcana) can set up a laboratory. The Hermetic Magus
Background grants proficiency in this skill, so all magi should be able to set up their laboratory.
Arcane Studies
A Hermetic magi must be in his or her laboratory to spend experience points to increase their Hermetic Arts. Arts
cannot be increased during an adventure, in other words.
Fixing Arcane Connections
A Hermetic magus can spend one season and one pawn of Vim vis to fix an Arcane Connection in the laboratory.
Vis
Vis can be extracted and transferred as written in the Core Rulebook. Vis use is limited to the character’s Arcana
proficiency bonus times two per season. This gives a range of four to twelve pawns of vis per season, which is
reasonable.

Learning Spells
Characters can learn spells as described on pages 94 and 95. The character need not have experience points to
spend on the spell. When a player spends experience points to gain a spell, this indicates that the character had
been working on the spell and finally completed it. In other words, if you have enough XP to buy a spell outright,
you can (in your laboratory). If you don’t have the XP, you have to use the Ars Magica system. It’s much less
complicated to just spend the XP to buy the spell.

Magical Enchantments
Use the rules as described. This is how Hermetic magi make magical items. D&D spellcasters will use the D&D
system.

Similar Spells
Use this section.

Longevity Rituals
Use the rules as written. To be able to do this, you must use the Aging rules from Ars Magica (see below).

Laboratory Texts
These can be used, using the rules shown, if the player really wants to go through the process.

Familiars
This section is important to detail. Use the Size as shown in Ars Magica. The cords work as follows. The Golden
Cord reduces magical botch dice as written, since we’re using the normal Ars Magica spellcasting system. The
Silver Cord provides bonuses to Intelligence, Wisdom, and Charisma saving throws. The Silver Cord also provides a
bonus when making a skill check to resist use of the Deception and Intimidation by others. Your familiar can also
attempt to free the magus from magical domination using the roll listed (stress roll at 9+ with the Silver Cord
bonus used on the roll). The Bronze Cord applies its bonus to your AC, to healing rolls (if using the Ars Magica
Wound system), rolls to withstand deprivation, and to rolls to resist aging.
The familiar gains an Intelligence of 4, unless its original Intelligence is higher, in which case the familiar’s
Intelligence increases by one point. The familiar should be created as a creature and the Hermetic magus can
empower the familiar with monster abilities described in the DMG. The individual DM can work out details as he
or she sees fit.

Apprentices
Use the rules as written.
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Arcane Experiments
Use this as you see fit. Most of this should probably be handled narratively with DM fiat.

Long-Term Events
If you really want to delve into this, you can. D&D is all about adventures, though, so this section shouldn’t be
used very often.

Warping
The rules for Warping should definitely be used, however, as it ties in to the rules for Twilight. Warping is an
important part of the campaign.

Aging
Use the rules as written for human characters. The standard Characteristic - Ability Score equivalencies are used.

The Realms
Use the normal Aura modifiers for Hermetic magic. You can also use the previous rules to see how an Aura affects
D&D magic.
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