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(DANY OF US HAVE HEARD of how che
Dominican monk Albere of Cologne lasc
wincer made ic appear co d¢ spring in his
garden. Several prominenc people of che
cown confirmed che cruch of chis cale.
There has deen calk of Brocher Alberc
oeing a renegade (Dagus who consores

coo Freely wich mundanes.

1 visiced drocher Albere, and can safe-
ly dispel all worries. He is a orillianc
young man, well spoken and most gifced in
learning. However, he is merely a hedge
wizard. To speak honescly, 1 was quice
disappoinced. He is quice orillianc, and can
do amazing Feacs considering che
excremely limiced nacure of his magics. IF

he had che Gifc, he would have made a

Fine addicion co cthe Order.

—Aclanca of House QGuernicus, From a

reporc co che Rhine Tribunal

> Inttoduction

Hedge Wizards in
Mythic Curope

Mythic Europe is an innately magical place,

populated with all manner of magical people and
beasts—it is not simply historical Europe with the
Order of Hermes grafted on. In addition to faeries,
dragons, giants, werewolves, ghosts, and all man-
ner of magical beasts, people can work magic. And
not only those of the Order of Hermes. True, by
the 13th century the Order has few competitors
within the civilized portions of Mythic Europe.
Gruagach practice in Scotland, Runemasters dom-
inate the North, and Shamans populate the far
corners of the known world, but none of these can
claim to be as versatile, as well organized, or as
numerous as the Order.

In this era Mythic Europe has a population of
around 60 million people. Of these, a very small
number, perhaps slightly more than 1000, have
what Hermetic magi would call the Gift—that is,
the ability to work Hermetic magic. Others also
work magic, however. Whether these other magic-
users lack a Gift or whether their Gifts are simply
weaker than those of Hermetic magi is a matter
open to much debate both within the Order and
outside it.



