Character: Zianna

Player: Sophie
Saga: Iberia
Setting: Navarre

Inouse: Mercere
Age1707) Size o

Current Year: 1207

Confidence: 2 (5)

Birth Name: Zianna
Year Born: 1190
Gender: Female
Race/Nationality: Euskadi
(Basque)

Birth Place: Navarre
Religion:

Title: Apprentice
Height: 5'3"
Weight: 110 lbs
Hair: Black

Eyes: Blue
Handedness: Right

Hermetic Apprentice (Free, Social Status)
Puissant Muto (Minor, Hermetic)
Mutantum Magic (Minor, Hermetic)
Tamed Magic (Major, Hermetic)

Boosted Magic (Minor, Hermetic)
Affinity with Vim (Minor, Hermetic)

Vis Sensitivity (Major, Heroic)

Life Boost (Minor, Hermetic)

Legacy (Minor, Story)
Chaotic Magic (Major, Hermetic)

Bound Magic (Minor, Hermetic)
Proud (Minor, Personality)

Heroic Personality (Minor, Heroic). Passionate

Decrepitude: o ((arping: o (0)
Effects of Aging: Effects of Warping:
Characteristics

DESCRIPTION SCORE
Intelligence Int +2
Perception Per +1
Presence Pre +1
Communication Com 0
Strength Str -1
Stamina Sta +1
Dexterity Dex +1
Quickness Qik +1
Virtues and Flaws
The Gift (Special)

Necessary Condition (Casting tools) (Major, Hermetic)

A bilities

ABILITY (SPECIALTY)

0 Euskara (Basque) (Curses)

30 Awareness (determining effect)
5 Stealth (sneak)

5  Athletics (contortions)

5 Brawl (Dagger)

15 Folk Ken (magi)

30 Parma Magica (Vim)

15 Penetration (Creo)

15 Magic Theory (extracting vis)

5 Magic Lore (magical traditions)
15 Concentration (spell concentration)
5  Order of Hermes Lore (history)
15 Finesse (Vim)

Exp.

SCORE
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Prersonalitn Traits SCORE
Passionate 45
Proud +1
Brave +1

TReputations

SCORE

T)otes

Zianna is of the blood of Mercere and of Hermes

Even as a child, it was soon apparent that Zianna

unpredictable apprentice.

though her lineage is somewhat unclear thanks to House Mercere's
gregarious habits. Her branch of the family has not, to anyone's
knowledge, produced any Gifted individuals in several generations.

in spades. As soon as she was old enough, she was snagged by the
House. In the upper echelons of House Mercere, some believe that
she is destined for an unusual fate. Whether that is true or not, for
now she is a powerful, incompletely trained, and somewhat

Triceres,

Zianna herself is secretly afraid of her destiny. More exactly, she

is afraid that she will not have the strength to shoulder that destiny
when the time comes. She has not acknowledged this fear yet, and
instead she turns her resentment toward the House that has made
every decision about her life without her consentment.

History

had the Gift --

Spring 1207: Changed House from (none) to Mercere
Spring 1207: Experience, Exp: 180

IFatigue 1eo tls mﬂllﬂﬂﬁ RANGE NUMBER  PENALTY Notes
Q Fresh Light Wounds aaaaaaa -t
a 0 2min. Winded Medium Wounds  6-10 Qaaaagqa 3
) . Heavy Wounds 11-15 aaaaaqaq -5
- I 10 mm' }[‘Yea;y Incapacitated 16-20 [l |
a -3 30 min. Tire Dead 0
a -5 1hr. Dazed
a 2 hr. Unconscious ﬂrmnr Soak: +1 =1 (Sta) + 0 (prot) + 0 (Virtues)

mtﬂp omns Qik+Weap-Enc = INIT Dex+Abil+Weap = ATK  Qik+Abil+Weap =DFN Str+Weap=DAM  Load Range
Dodge 1+0+0=+1 -- 1+1+0=+2 -- -- Touch
Fist 1+0+0=+1 1+1+0=+2 1+1+0=+2 -1+40=-1 -- Touch
Kick 1-1+0=+0 1+41+0=+2 1+1-1=+1 -1+3=42 -- Touch
Dagger 1+0+0=+1 1+2+2=45 1+2+0=+3 -1+43=+2 -- Touch

Equipment
Wizardly Robes
Peasant Clothes
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House: Mercere Domus Magna:
Covenant: Reservo Scientia Primus: Callidia

Wizard's Sigil: Parens: Foria Gauntlet Age: 22

Covenant of Apprenticeship: Reservo Scientia

Magical Arts

Technique Score  Exp. Form Score  Exp. Bonus MR Form Score  Exp. Bonus MR
Creo 5 15 Animal 3 6 1 18 Ignem 3 6 1 18
Intellego 4 10 Aquam 3 6 1 18 Imaginem 3 6 1 18
Muto 443 10 Auram 3 6 1 18 Mentem 3 6 1 18
Perdo 4 10 Corpus 4 10 1 19 Terram 3 6 1 18
Rego 4 10 Herbam 2 3 1 17 Vim 5 10 1 25
TLaboratorn Totals
Lab Total: Int (2) + Magic Theory (2) + Specialty (extracting vis) + Form + Technique + Aura + Lab Bonus + Puissant Art / Deficient Art

Animal Aquam Auram Corpus Herbam Ignem  Imaginem Mentem Terram Vim
Creo 12 12 12 13 11 12 12 12 12 14
Intellego 11 11 11 12 10 11 11 11 11 13
Muto 14 14 14 15 13 14 14 14 14 16
Perdo 11 11 11 12 10 11 11 11 11 13
Rego 11 11 11 12 10 11 11 11 11 13
Bast Casting Totals Tongevity Ritval
Formulaic: Technique + Form + Sta + Aura + Die Lab Total: 0 Age Roll Modifier: 2
Ritual: Technique + Form + Sta + Aura + Artes Lib. + Philos. + Die Twilight Scars:
Spontaneous (Fatigue): (Technique + Form + Sta + Aura + stress die) / 2
Spontaneous (No Fatigue): (Technique + Form + Sta + Aura) / 5
Fast Casting Speed 1+ 2 = 3
(+ stress die) Qik Finesse TOTAL
Determining Effect 1+ 4 = 5
(+ die, vs. 15-magnitude) Per +  Awareness = TOTAL
Base Targeting I+ 2 = 3 ]Bﬂm Vis
(+ die) . Per + Finesse = TOTAL Art Pawns Physical Form and Location
Concentration 1 + 3 = 4
(+ die) Sta + Concentration= TOTAL
Magic Resistance 3x5 = 15
(+ Form) Parmax5 = TOTAL
Multiple Casting 2+ 2 = 4
(+ stress die — no. of spells vs. 9) Int + Finesse = TOTAL
Eamlllar POWERS, ABILITIES, ATTACKS
Name:
Type:
Int 0 Tech Creo
Per 0 Form Animal
Str 0 Lab Total 0
Sta 0 Bond Lev 25
Pre 0 Cords
Com 0 Gold 0
Dex 0 Silver 0
Qik 0 Bronze 0
Size 0 Total 0
Might 0
Soak 0
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Spell CT
Aegis of the Hearth +10
Watching Ward +11
Special Abilities: boosted casting
Masking the Odor of Magic +10
Bind Wound +10
Shell of Opaque Mysteries +11
Wizard's Boost (Corpus) +13
Wizard's Boost (Mentem) +13
Wizard's Communion +13

Special Abilities: boosted casting

Level

ReVil5
ReVil5

PeVil5
CrCol5
CrVils
MuVil5
MuVil5
MuVil5

@rimoire of Zianng

Range

Touch
Touch

Touch
Touch
Touch
Touch
Touch
Voice

Year
Spec

Sun
Sun
Mom
Mom
Mom
Mom

Duration Target

Bound
Ind

Ind
Ind
Ind
Ind
Ind
Group

Mast.

1(5)

Pen.

-3
-2

-3
-2
-1
+0
+0
+0

Notes

Ritual
Ritual

Ritual

Casting Total: (Technique + Form + Sta + mastery + focus - no hands - mute + spellcasting bonus + [Art. Lib. + Phil. (ritual only)]) / deficiencies
Penetration: CT + Penetration - level + Penetration Specialization
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AEGIS OF THE HEARTH

ReVil5, Casting Total: +10,
Penetration: -3

R: Touch, D: Year, T: Bound, Ritual

This ritual protects a covenant in the
way a Parma Magica protects a magus.

If any spell is cast toward the Aegis
(originating from outside it) by any
magus who was not involved in the Aegis
ritual, the Aegis resists the spell.
Furthermore, spells that bring objects
into the Aegis, including teleportation
spells such as The Seven-League Stride,
are also resisted unless the caster was
involved in the ritual. If the foreign spell
cannot penetrate a resistance equal to the
level of the Aegis, it fizzles out. The
Aegis is also able to block foreign
Intellego spells, even if they cannot
normally be blocked by a Parma Magica,
and spells that were cast before they
entered the Aegis, such as an invisibility
spell cast on a magus outside the Aegis.

Magi who were not involved in the
ritual and who cast spells within the
Aegis must subtract half the level of the
Aegis from all their Casting Totals.
Spells successfully cast have otherwise
normal effects (e.g. Ignem spells still do
full damage). Penetration totals for
magical creatures are reduced by the
same amount.

Effects from enchanted devices are
resisted by the Aegis unless the item was
within the Aegis at the time of casting, or
was created within the Aegis by someone
who was part of the ritual or in
possession of a token.

Creatures with a Might score cannot
enter the area protected by the Aegis
unless they have a higher Might than the
Aegis's level. When approaching the
border of an Aegis, a magical person
(including a Hermetic magus) feels a
slight tingle in the extremities. Magical,
Infernal, Faerie, and Divine creatures and
persons may be brought within the Aegis,
if they are formally invited by one who
participated in its casting and given a
token to represent the invitation. (The
tokens are used during the casting of the
ritual, and thus conform to the Law of
Sympathy.) Such a person is also not
affected by the penalty to casting within
the Aegis. The invitation may be
withdrawn at any time. This does not
require retrieving the token or even
notifying the individual who is no longer
welcome. Withdrawing an invitation will
not expel the person beyond the Aegis,

@rimoire of Zianna

but will prevent them from re-entering
after they leave (unless their Might is
high enough), and subject them to the
Casting Total penalty while they are
within the Aegis. The invitation and
expulsion must both be issued by magi
who participated in the ritual, but not
necessarily by the same magus. A magus
may only invite or expel specific, known,
individuals. He may not expel someone
he does not know has been invited in.

The Aegis is typically cast on the
winter solstice, since magical auras can
be slightly higher at that time, and the
Aegis then lasts for the entire next year.
The entire covenant usually participates
in the Aegis ritual, which often ends with
the participants walking around the
perimeter of the protected area in order
to define it. Quite often, the covenant
holds a major council meeting, or
perhaps a large feast, after the ritual of
the Aegis. Magi do not need to be able to
cast the spell to participate in the ritual,
and, indeed, non-Hermetic wizards can
participate as well. Only one magus
needs to actually cast the spell.

Aegis of the Hearth was invented by
Notatus, the first Primus of House
Bonisagus. It was a major breakthrough,
incorporating Mercurian rituals as well as
Hermetic theory, and was the reason
Notatus was chosen to succeed
Bonisagus. As a result, the spell is more
powerful than it ought to be, and has no
Perdo requisite. By 1220 Notatus's
discoveries have spread, and any magus
trained in the Order is capable of
inventing versions of the Aegis with the
above parameters, but at different levels.
Inventing a version with different
parameters, however, would require a
similar breakthrough, and years of
research.

WATCHING WARD

ReVil5, Casting Total: +11,
Penetration: -2

R: Touch, D: Spec, T: Ind, Ritual

Spell Mastery: 1 (5), Special Ability:
boosted casting

Watching Ward puts another spell on a
given target on hold until that spell is
triggered by a simple condition, which is
determined when this ritual is cast. The
target of the Watching Ward must be
present for the entire casting ritual. When
the conditions you specify come to pass,
the suspended spell takes effect.

Only one Watching Ward can be

‘#

placed on any one person or object. The
level of the Watching Ward must at least
equal the level of the spell held in
suspension. You can put multiple spells
in the Ward, provided that its level at
least equals the sum of the levels of the
contained spells. If Intellego spells are
included in a Watching Ward, they may
be used to trigger the other spells. Thus,
if you put Frosty Breath of the Spoken
Lie (InMe 20) into the Watching Ward,
you can also put in a spell that is cast
when someone lies. An Intellego spell in
the Watching Ward has no effect other
than to cast other spells when the proper
condition is detected. Thus, in the
example, one's breath is not frosty when
he or she is caught in a lie.

If someone tries to dispel the
Watching Ward and fails, the suspended
spell is cast. Flambeau and Tytalus magi
commonly put highly destructive spells
upon their persons, to be cast if they die
so they may have vengeance upon their
killers. The Ritual nature of this spell
supports the potentially indefinite
duration.

The Watching Ward is dispelled when
it releases its spell.

A version of this spell with target
Room, known as Waiting Spell, is also
well known in the Order. It can contain
spells up to the level of the Waiting Spell
- 10, and is also a Ritual.

(Base effect, +1 Touch, Duration is
non-standard)

MASKING THE ODOR OF MAGIC

PeVil5, Casting Total: +10,
Penetration: -3

R: Touch, D: Sun, T: Ind

Prevents the detection of a magic
spell, or of a magic power in an item or
being, by InVi magic, unless the level of
the InVi spell exceeds twice the level of
this spell - 5 (for example, exceeds 20 for
alevel 15 version).

(Base effect, +1 Touch, +2 Sun)

BIND WOUND

CrCol5, Casting Total: +10,
Penetration: -2

R: Touch, D: Sun, T: Ind

This spell binds the target's wounds, so
that he can undertake any activity without
the risk of worsening the wounds. He still
suffers from the wound penalties,
however, and cannot heal naturally while
under the influence of this spell.

Typically, you place your hands on the

Casting Total: (Technique + Form + Sta + mastery + focus - no hands - mute + spellcasting bonus + [Art. Lib. + Phil. (ritual only)]) / deficiencies
Penetration: CT + Penetration - level + Penetration Specialization

Copyright © 2004 Trident Inc. Personal use only.

Zianna.chr, 4/15/2006



#‘

target and pass them over his wounds,
which magically seal themselves and stop
bleeding.

(Base 3, +1 Touch, +2 Sun)

SHELL OF OPAQUE MYSTERIES

CrVil5, Casting Total: +11,
Penetration: -1

R: Touch, D: Mom, T: Ind, Ritual

This spell is similar to Shell of False
Determinations (above), but it causes all
attempts to investigate the magic item to
utterly fail, unless the level of the ritual is
exceeded by the magus's Investigation
roll. Once a magus determines the
presence of a particular shell (that is, by
overcoming it), it has no more power
against him or her.

(Base effect, +1 Touch)

WIZARD'S BOOST (CORPUS)

MuVil5, Casting Total: +13,
Penetration: +0

R: Touch, D: Mom, T: Ind

You cast this spell as another spell of a
level less than this one is cast. The effect
of the other spell increases 5 levels in
power, but not past the level of the
Wizard's Boost. The effects of the extra 5
levels of power are for the storyguide to
determine. A Wizard's Boost may never
affect a single spell more than once.
There are ten versions of this spell, one
for each Hermetic Form. There are other
versions of this spell, each of which
affects one of range, duration, and target,
for any Form. This does not allow
spontaneous or formulaic spells to reach
Year duration or Boundary Target, unless
the Wizard's Boost is a ritual.

(Base effect, +1 Touch)

WIZARD'S BOOST (MENTEM)

MuVil5, Casting Total: +13,
Penetration: +0

R: Touch, D: Mom, T: Ind

You cast this spell as another spell of a
level less than this one is cast. The effect
of the other spell increases 5 levels in
power, but not past the level of the
Wizard's Boost. The effects of the extra 5
levels of power are for the storyguide to
determine. A Wizard's Boost may never
affect a single spell more than once.
There are ten versions of this spell, one
for each Hermetic Form. There are other
versions of this spell, each of which
affects one of range, duration, and target,
for any Form. This does not allow
spontaneous or formulaic spells to reach
Year duration or Boundary Target, unless
the Wizard's Boost is a ritual.

Copyright © 2004 Trident Inc. Personal use only.
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WIZARD'S COMMUNION

MuVil5, Casting Total: +13,
Penetration: +0

R: Voice, D: Mom, T: Group

This spell lets magi combine their
power to cast spells. The group of magi
work together to cast a specified spell
through the wunified power of the
Communion. Only one extra magus may
join the Communion for each 5 levels of
the specified spell being cast. One of the
magi in the group must also know the
specified spell.

All the magi in the gathering who
know Wizard's Communion add the level
at which they know it to get the effective
level of the Wizard's Communion. This
combined total must be at least twice the
level of the specified spell being cast.

One magus must roll for success as if
casting the specified spell himself.
However, the target number for the
spellcasting roll is the spell's level
divided by the number of magi
participating in the Communion. So if
five magi participate to cast a 50th level
spell, the caster would have to
successfully cast a 10th level spell-with
all the relevant requisites, of course. This
method of casting adds one botch die per
magus participating. If the spell botches,
all participants gain Warping Points and
thus must check for Twilight.

Communion is a remnant of Mercurian
rituals, so spontaneous spells may not be
cast by this means, and it does not
perfectly fit into the guidelines of
Hermetic theory..

(Base effect)

Zianna.chr, 4/15/2006



