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Companions
Companions work with a covenant for a variety of reasons. When you create a character it is always important to explain the motivation(s) for his or her sojourn with the covenant. Companions are not typically hired by the covenant as are the grogs, nor do they live there out of tradition as do the magi.
Their reasons for being at the covenant are as unique as they are.
There are, however, some general reasons commonly seen, and below we list 13 of them.   Look over this list, but do not let yourself be limited by our imagination. Use them, rather, to come up with your own ideas. Establishing a motivation for your work at the covenant will not only add realism to your character, but will be the genesis of a few engaging stories as well.
1. You are hired by the covenant because of your skills and talents. It's a straight money deal, and while you arc paid well — damn well, often your loyalty lasts only as long as the money docs.  You will tend to have a mercenary-type personality, but may slowly, over time, come to genuinely enjoy your duties and give honest loyalty and trust to the wizards.

2. You have come to the covenant to escape persecu​tion.  In the outside world, you are not accepted by society and may even be hunted.  At the covenant, you can avoid this constant harassment and are protected from your enemies — it is your place of sanctuary. Your persecution might be based on your religion, appearance, family ties or even sex (typically only noble women were accorded any form of respect). You might be an escaped criminal, have political enemies, or be wrongly accused of a crime.

3. You use the covenant as a refuge from the turmoil of the outside world. Life is complicated and confusing, and you have always sought a way to lead a simple life — yet you arc not spiritual enough to join the church or become a hermit. You have come to the covenant to escape it all; this is your place of refuge. It is unfortunate, you think, that you must periodi​cally accompany the wizards on their expeditions. It doesn't happen too often, and you get well rested up between times, but you still don't like it. Security, safety, and peace and quiet are what you look for in life, and here you have been able to find it.

4. The wizards offer you power, more power than you can find anywhere else in the world. They have more power to give, and are more willing to let others have a piece of it. You intend to convince them that you deserve some of that power, whether it be magical powers or the mantle of authority.  When you stand by a wizard's side you stand a little taller, people respect you (or maybe it's simply fear — but who cares?). Perhaps you are looking for the chance to rise in the ranks of the covenfolk, or simply want to get enough influence and contacts (or magical artifacts) from your work with the wizards that you can strike out on your own.

5. You were born at the covenant, and it is the only home you have really ever known. You are very loyal because the people at the covenant, wizards included, are all part of your extended family. To betray them would be unthinkable — or perhaps your character is an exception to that rule, a black sheep who just doesn't have anywhere else to go yet. Whatever the case, you probably do not understand the outside world very well and are fearful of it.  The strange and exotic confines of the covenant are all you really know, and you believe your life to be a very normal and ordinary affair. You cannot imagine any other way to live it.

6. You have an obligation of service to the covenant for a certain amount of time. Perhaps a wizard saved your life, or your clan owes the covenant a favor. Whatever the particular reason, you are serving the wizards because that is the honor​ able thing to do. Your debts must be repaid. Perhaps you don't even like the wizards, or are afraid of them. Once the obligation is completed, you might stay on, simply because you enjoy what you are doing.

7. You are magicaly compelled to serve the wizards, and do not do so willingly. You may be constantly trying to escape this control, while another part of you fights to prevent you from leaving— a fascinating dilemma to role-play (but it requires a nasty sort of wizard to take responsibility for casting the spell in the first place). Perhaps the spell is so complete that you don't even consciously realize that you are under a compul​sion, but believe that you "like it here." In various circum​ stances, your true feelings might emerge and make themselves known.

8. Something you desire has drawn you to the covenant.   Perhaps you are in love with a person who lives there, or you secretly seek the eyes of Quendalon, which you know to be hidden somewhere in the covenant. You are looking for something, and once you find it, a new goal may keep you at the covenant or cause you to part ways.

9. You have personal reasons for being involved with the wizards, and you might not like to talk about it. It might be a feeling of defiance to your father or it could be to spite an old lover. You want to use the wizards to get revenge on an enemy, or to show your family that you arc worth something after all. Perhaps the wizards are helping the world and you believe that by helping them, you are helping others.

10.
Spy — you are actually a spy for the Church, for a noble, or even for another covenant. This is a tricky role, because it might hurt the characters of the other players and perhaps their real-world feelings. If you do it right, however — fairly and without spite— it can be very exciting.  At least one other person in the troupe must know about your background, so that your ulterior purpose can be woven into different stories and there will be a chance for your discovery.
11. You have a lust for knowledge, and it is here at the covenant where your craving is best fulfilled. They have more books here than you have ever seen; many of them are extremely antiquated and of great value. They even have some texts in the original Greek. What's more, the wizards them​selves are scholars of broad education, and there is much you can learn from them.  Here at the covenant, you arc generally given the freedom to study whatever you wish, and are not forced to waste your time on subjects in which you have no interest.
12. You like and admire a particular wizard and find him or her to be interesting and engaging company. You are certainly free thinking, for most people could never befriend a wizard; you may even enjoy swimming against the flow. Perhaps you met the wizard when he or she was out on an expedition and have been friends ever since, or maybe you began your acquaintanceship through letters. You continue to travel with the wizards out of a true sense of companionship; you enjoy it for its own sake.

13. You've joined the covenant just for the heck of it. You have been roaming the world for some time now, always looking for something new, for something different, for some​ thing to capture your imagination. Well, now you have found it. The covenant is the most exotic place you have ever been to, and for a while at least, you plan to stick around and sec what pops up. It just might be worth the wait.

Companions need to find out how they fit into the hierarchy of the adventuring party. Wizards are ultimately the person in charge, yet how docs your character help make the final decisions; how will you differentiate yourself from the grogs?
In most role-playing games there is no leader in the "adventuring group."  It's a benevolent anarchy, and decisions arc typically made by the first person who decides to do something: "I'm sick of all this talk. I go over and pull the lever...." In Ars Magica™, things arc done a bit differently. The wizards are in charge, and ultimately what they say, goes. This creates problems when players can't figure out what they can do if they aren't playing a magus. They just aren't used to role-playing in a hierarchy.  The secret is figuring out a way to fit in, and then play out your role in that niche as completely as you can. If you are captain of the grogs, spend your time making sure they are in line, and lead all the battles.   If you are good at talking and making deals, spend your time advising the wizard(s) and getting the party out of trouble.   If you arc a forester, be very loyal and steadfast to the wizard, but use the freedom that your companion status gives you to go off scouting on your own.
There is a great deal of room for companions to play a role in the decision making, as advisors and leaders of the grogs. Wizards often leave the management of the group up to the companions and worry solely about their own shrouded purposes. They just say, "Take us to Foix, I wish to speak to the Count." Then it's up to the companions to get the group to Foix, and the Count's castle. Companions have to fit in the middle between wizards and grogs, and split the difference between the two.
In real life, we are often thwarted in our aims and desires by those who have more power than we do.   It is not unusual to resign yourself to obeying the wishes and commands of a parent, boss, or superior. People deal with this in many different ways: Some kids rebel, while others are still living with their parents when they are 40; some people arc sullen, some lash out, some become indifferent. Figure out how your companion reacts to obeying the wizards' commands, and then decide how well you character actually obeys them. Don't always talk back to the wizards, but try to react to any personal​ity conflicts between you and the wizards in a realistic manner.
Try to fit yourself into the leadership structure; the wizards may be officially in charge, but often they are not the leaders. The wizards are so caught up in their esoteric world of magic and thought, that they do not have the time or expertise to be the leaders themselves. They may see it as an unwanted hassle that they don't wish to deal with. It's something they leave up to the companions. The expedition probably requires someone to lead the grogs (usually a companion), and a person to handle problems with the common folk.   Wizards often have a companion or two whom they rely upon for advice. While they have the final voice, they inevitably rely on others to aid them.  Some wizards rely on their companions so much, that they let them make most of the decisions — "Well of course you do know what is best; go ahead."
In short: Remember that you must fit into the group somehow, even as an "outsider;" be aware of your place and consciously develop it, to give your companion a more believ​able personality and role.
Finally, an essential part of the development of a companion may be understanding their lives outside of the covenant.  Grogs typically have simple, straightforward backgrounds, while wizards most often have lived the greater part of their lives cloistered in a covenant. It is the companions who most often have important outside lives and histories, and this background must be detailed.


When designing a companion, it is very tempting to pick virtues and flaws to make your companion as powerful as possible.  In a way it's part of the fun of the character creation process — to see how powerful you can get your character, to make the most of what you've got.  However, there are many ways to make the most of something. In the quest for power one often forgets other pleasures — like role-playing.   If you pick your virtues and flaws so that you will have an interesting character to play, rather than simply a powerful one, you will never lack the desire to play that character.  We tend to get bored of our powerful characters, since the pursuit of power is much more interesting than its retention.
Remember that weaknesses characterize a person as much as strengths — it takes both to create a complete character.  Choose your flaws with as much care as you pick your virtues, and make sure they make sense. If you avoid the temptations of mini-maxing, your character will be all the more potent and playable.
