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HAND WEAPONS 
ATTACKS TABLES 
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Hand Weapons 

Notes 
'DR roll is made to dismount a 

"DR roil Is made to hold an o p p  

# 1 : A Special Hit indicates that the 

mounted opponent. 

nent at bay. 

. .  . . .  . . . 

Speed Fa 

smOunteci). 
II Hit, the weapon 
ent's weapon and 

opponent IS caugnt DV me nmK ana 
thrown down (or di 

#2: On a Specia 
catches the oppon 
disarms hlm or her 
# 3  DR roll is made to disarm or 

destroy an opponent's weapon. 
#4: In a head-tahead adion. a pike 

will always get first strike on the initial 
hand-tah and CT. no matter what the 

dors so involved. .-" ".-.-".-" = ^C "-.. '1: w e h p I I I I ~ L w . J p N I I I w " L  ,I",- 

mal armor each and every time it suc- 
cessfullystrikestheopponent. Weapon 
pointsinexcessof5addtotheamount 
_c __.___ . - . c- 

example, with 8, dlsmunts that num- 
ber of factors of armor when compar- 
ing damage to armor protection. 

Wheneverthenotation is followed by 

VI arrnvr newterr. A wrue axe. ivr 

a multiplier, the negation ot armor ts 
infffmed by that many times. For ex- 
ample,ahalb~isfollowedby"I(x3)' 
which means the weapon's WP Is multi- 
plied by 3 and that is how many fadors 
of armor is negated from the target. 

'2: Before figuring the damage done 
on any attack, the attacker declara 
whether makingaCuttingoraPiercing 
attack In the case of polearms. the 
appropriate Sub-Area(sk-ISpear and 
PoleArm ('l%rusting)'and/or'PoleArm 

'3 DRmU is made to see if the cppo 
nent can be puUed down by the rope 
which is attached to the weapon. thereby 
caw@ diffiatlty in the anmtemttack 

'4: m i s  weapon specializes in its 
unusual attach form and thereby needs 
a simpler DR roll than normal to acwm- 

(CuuingY-must be poSseSSed. 

Axe. Hand Axe 5 C 4 C 3D6 1 110 13 
Axe 6 c/P 4D6 I 150 16 
Mn Bo 

W f S  Uaw) 
Wkhe (2H) Axe 3 C 8 C 5 D 6  2 250 17 
BecdeCotixr~ Axe 3 C 9 P 3D6 2 160 15 

(2Hl' I(x4) 
~ ~ ~ ~ a i s a r m e * z . t i  m m  4 w IO c/p 4D6 4 80 IS 

Bludaenn Club 5 W 3 B ID6 1 25 - 
~ - 

Bludgeon (2H) Club 6 W 6 B 2 D 6 2  40 - 
%stick $pear 3" * z s v  SM"* 

. Chain Whip 4 M 7 --- - 
C M w r  Axe 6 M 4  - 

-h% 
Axe C/P SD6 1 100 I 5  

Fauchard Pole-Arm 6 W S  15 
Fauchard-Pork'Z." PoleArm 5 w 9  I5 
%3wZshlff2..'.tJ"Spear s+' wr LW L 
tlail' 1 Whip 5 C 7 B 3D6 2 150 15 
Flail (2H)'l Whip 7 C 8 B 5D6 2 190 17 

ll 206 2 I O  

c 3D6 1 60 
-f"- 2D6" -90 

C 4D6 4 70 

C/P 4D6 4 125 

Fork',X2 spear 7 C 4 P 3D6 5 75 14 
'ammle m 2D6---1 

~ 

alaive'z," Pole-Arm 6 W 5 C/P 3D6 4 70 13 
~ ~ i s a r m e  Pole-Arm 5 W 8 C/P 4D6 4 115 16 

' Z . " , t l  

P 3D6 4 85 I:  

P 2MJ I 13s I !  

Halbenl'l(X3]." POl*Arm 8 W 6 Clp 5D6 3 175 16 
HaIf Moon'4,tl Spear 8 w e  5 
Deml Lune 

Hammer' 1 Club 4 c s  5 

C 9 P 408 2 ux) 17 
Harpwn'3 spear 6 C 6 P 3D6 2 125 I5 
HOko'2,' POlPArm 7 

Pole-m 
spear 

Knife  small) w e r  5 M 1 C I M I  45 - 
Knife (Large). 5 M 2 C 2D6 1 B5 - 
zWce''l R. n pear P 
LBlce"lMI m Haacl spear IO c 5 P 5D6 4 10s IO 
LBna*'I(XJ) n t  h) spear 12 C 6 P 6D6 4 140 15 
LcckaherAxetl Pole-Ar~n 3 W 8 C 4D6 3 105 16 

p l i  its special task 
' 5  This weapon does nd affect an 

Mace (2H)*l(x2) Club 9 C 8 B 4D6 I 180  17 

M 3D6 Jo 
this then beoomes a -one. C *  1D6" -185 

MMOpek'Z,t3 I H S w o n i  4 M 3 Clp 3D6 1 9s Io 
(Bladed aauntlct) 

4 



Hand Weapons 

emselves upon the points. This 
esaspeclal Condition. ofcourse, 
as a massed bbck of CilargIng 

Infanby or cavahy (at trot 
gallop). me damage infllcte 
stakeis3DB+3,5DB+5toa 

may modify this up or 

ShMd (Kite, Small) Shield 0 M 4 B ID3 1 500 13 
pmteabnwhenthearmorit isopposed 
to is full metal (main and/oi plate], 10 
p d n t s t o t h r ~ s ~ a n d 5 ~ n t s  

a m g o r  faster pace. In other 
.the weapon istreatedasaspear. 

M 8 C 6D6 3 500 u) 

5 



Missile WeaDons, A 

‘Negates the first 5 points of armor per attack, with Weapon Point number adding its total above 5 to the mount 

tCost per 20 pellets 
t t W  per 12 lead b u l l a  

negated. Thus, for eXample. a longbow (Bow, Self [Lo@) would negate 9 points of mor. 

6 



Missile Weapons, B Min 

rossbow, Hand (Stone) 
rossbow. Small M t )  . 

Throwing Star (Large) 2 4 8 12 16 20 - 
* Is the d m u m  fmge for Ihonged' weapons such as an aclis. 
t Bolas also requlre a mlnlmum mPow of 15 to operate as well. 
'1 Weapon negates 5 points of normal armor each and every time It mikes the opponent. Weapon polnts In ex- d 5 

addtotheamountofannormgated. Whenevertheweapon'sfmgeisfollowed byamultipller,theweapon's ne@onofarmor 
Is Increased that many times. At a range when there Is no multiplier pesent the weapon doesn? m&te armor. For example, 
a bow, foot (long) Is followed by "(a)' at Polnt Blankwhich means the bow's WP Is multiplied by 7 and that is how many fadors 
of annor are n e e d  from the target. 

7 



Human(oid)-Armor 
Damage me4non versus 

15 USVN 1 750 

8 
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1 Ae 

e Armci Suit 1 
'/Pauldrons 

Huma%oid) Armor 
-age m&" VPrnIQ 

rce cut Blunt nn? chem. stu 

8 24 22 20 15 35 
W 

nue5Uuarta Sult 
lFrteAnor 

Plate. Mail Suit 15 1; 20 

bi9 
Sabbatton 2 3 3 3 3 1 -2 N 7 

( f a  plate) 

Shield, Kitet t 10 15 12 5 5 15 
(Small) 

Shield Round t t 9 16 14 3 3 16 
(Small) 

meld 
(large) 

Shield Tor Mert t 12 15 13 8 

I)  
8 15 

SlarliCa p, Bronze 10 
a-  e, .- 

15 15 3 3 5 -1 0 S 150 2 

Visor (Only w/ 3 2 3 5 4 4 -1 S 100 2 
Helmets, -des & Basdnet) 

0 A suit covers evey  Categw but more pieces of armor can be added to reinfonz the suit. 
Wherever a bullet (.) appears, there is a cumulative penalty of onethird to one-half a Speed Fador. It is up to the Wl to 

judge which, for this depends on which and how many of these items personas are utilizing in their armor protection. me 
smaliest som (allettes for example) are only onethird, but many fall In between, and their cumulative use pushes them 
upwards in Speed Fador penalty. 

* mls defensive piece is effective only if the attack is made from the rear of the wearer. Otherwise, ignore the points in 
frontal combat. 

* *  No purchase possible: see the text descriptfon. 
t 7111s defensive piece is effective only when attacked from the front. If the persona is attacked from the rear, @nore the 

ttShieldsmaybewedtopanyatta~asiftheywereaweapon(see'Panying.'onpage228oftheMythusbook). Shields 
otherwise count as armor, except that defenders must be facing the attack, or the assault must be coming Wnst their off 
hand (Shieid-Canyng arm side). Otherwise. the points don't count. Every time an attack scores more points-more damage 
is taken-than the shield alone can negate, the shield loses one step against Its general destruction (normally 10 hits just 
as standard armor pieces). 

points given. 





Outdoor Trap Damage 
magemount 

t Impact As per falling (See Chapter 12.) 

Tracking DRs 

9pmr IS sught or aging 
poor is minute, hidden. ca 

Game Traps 
LMmage Intlfcfed & Other Results Pmsible 

e to free self or be freed by another. 
Neck Snare 1D3+3 ATs 2D6+2 Impact' PI); roll for Strike Location, and 

if 3per-Vital. '  victim has a broken neck, 
ifIYital'thendeathbystrangulationwlll~In 

a spiked t i p  6 to 8 swath, 
1D3 spikes for each victim i 

splkesorweightorbapuntil 
1D6 'Impact- cumulative per 1 0  fall+, Camouflaged Pit with 3 hours+2D3 ATs" 

Sharp Stakes Set in Bottom plus 2D6 75- PD/stake-lD3 stakes/victim. 

* No Strlke Location IOU is made for this device, 90 damage is BS determined by the die. 
*.me threehour time assumes relatively 90Weasily dug ground and a good digging tool. ll~us, one man working hard 
and fast mlght be able to remove 1,000 arbic feet of dirt from the area set stakes. and conceal the work and pit 
attenuards. Two working cu ts the time in Mf, Uueetoone-third. To doublethelength or breadthof the pit doubletlme 
required, buttwiceasmanycanworkTodoubledepUlyoumustMpletime(andtheworkassumesropesand buckets, 
ladders, etc Note that a 5' deep pit delivers only 1D3 PI), while a 2 0  one gives 3D6, but stake damage is the same in 
either case. me memaster must aqjust for harder ground by adding Increments of one hour to the above. It would 
take 12+ hours to dig a 1 0  x 1 0  x 1 0  pit In hardpan clay1 'me 2D3 AT 'tackan' is for final cleaning up and hiding of 
the trap work and camouIlaging it all. 

t Remember to add togetherthe tens of feetfaUen. and thatglvesyouthenumbof D6 tomU for damage: 1 for lo', 
plus 2 for 2 0 .  plus 3 for 30, etc.--m a 4 0  faU means 1OD6 damage (1 +2+3t4 = 10). ' l l~en make a roll f a  damage 
location. 

11 



Disease Effects 

1 Causes the victim to spend 1 hourfweek in a 
hallucinogenic delirium or other such state. 
IUCtS 1 point of Physical, Mental, orSplritual7 
damage on the victim per week' 

Causes victim to suffer one of the e 5 

ness). 
USeS 

of the use of hands, sisht. heartng le@, etc ' 
The victim is rendered w m a m  and will have 

trouble with starvation and dehydration u k  
50 

- 
Mental Aberrations 

Delusion Insanity 5 

Paranoia Madness 10 

Homicidal Mania Madness 1 5  

Starvation Damage less specially cared for. 
viddm 

e pain. and will suffer 5D6 
and Spiritual damage per 

ong as the symptoms mntinue. The victim 
may also have to make one (x 

checks fq.v.). 

* Mental and Spiritual Damage is possible due to the effeds 
Dehydration Damage 

a disease can have on the mind. 

Each additional 4 hours +ID6 PD 

Fire and Flame Damage Falling Damage 

For every10 feet,, ID6 PD is inflicted.' 

*&the damage according to size and am discre 
Hot magickal fire Add 1D6+1 

Cdd and Exposure 

Immersed in water 8595 60.120 
SO85 0.120 

As above, but immersed 6585 40-95 

'WWS Pahredlheit 

1 2  



* A llghtnlng strike will wmally only I& one Cl', but there may also be bum to 
consider. 

Shock 

Shock Modifications 

ATIWBUTB.' 

'Lossofafingeralso~ 1 Attrablvenesspdnt. A M ,  foot, earoreyewill remove 3 such 
may add penalties to P points, and the loss of an arm or leg will remove 5 points. 

ATIRIBUEB at their option, M or S also in severe -. 

1 3  



Barding, Etc. 
DsmmRotemon velaua 

3 5 5 
- -  2 

LAND VEHICLES 

w a g e  5,000 + (3D3x 1,ooO) 200 + 5DZO 
k=cil,rii)(rl- 50,oOO + (BDSX t,oOO) 

1 4  



Natural Weapon D a m a g e  

Bite Small 
Med ium 
Larse 
Huge 
Cligantic 

1 D3 
1D6 
2D6 
4D6 
8D6 

1 D3 
2D3 
3Dg 
SD6 

Hornmsh" Piercing Small 
Medium 

Larse 
Huge 
a i i t i c  

1 D3 
1D6 
2D6 
4D6 
8D6 

'The -+. indicates an optional pmgrfsive modifier dedded upon by the CIM: e.&. 3D3,3D3+ 1,3D3+2,4D3, etc 
"IndicatesUlattheweaponmaybeusedforpanyingiftheveatureis~eto~igantic,Homsltusksusedinchargingattack 

?Impact Physical damage canna be absorbed by any type of armm other than that provided by He&. 
t t A  wnstrictlngweaponwill.inadditiontoi~ictl~nnormalPhysical bamage.selzeavidimontheinitialstrikeandcontlnue 

automatically to damage that victim each CT &er that until the vldim dies, the attacker takes over CL in Physical damage, OT 

the attacker decides to release the victlm. 'me FD type ItUlided initially is determined by the attacker's general size, the same 
as for Smash attack% but subsequent physical damage will always be Impact 

do double damage, additional being Impact PD. 

Comparative Sizes and Physical Ratings 

Medium (himan. guard dog) 1218 9-12 1@15 50-100 

Huge (DrakeWyrm) 
.Q@intjc (Mountain) 

15 
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LANGUAGE llYTERRELATlONS 



I 

I 

P 

P 

r 

LANClUAClE INTERRELATIONS 

and Lemurian 
Lemuyart-I 0% 

Kl 

ROW"lan Slavic Dialect 
Lemurian Lernurian Diale 

Lernuriamaleffa 
dekasta-75% 

Latide 

Lernuriax-aIeffa Lernurian-75% 
Lemunan Dialect 

and Lemwian-de- 

Lemurlarrelefl 
and Lemur% 

Lernuyam-10 
dek&a.+=m 

ch and Skandian-75% 
utsch and r'?ancndeutscMo% 
.utsch and Skandlan Dialed--U% 
&io% 

Vardish and Vardlsh Dialeb-lO% 

Deutsch and skandeutsch--2J% 
Boideutsch, I?ancode"tsch, 
slsvlctxaled, andvioeve 
BoldSUbCh-ZS% 

Skandian Maled S k a n d b 7 5 %  

BUrmepe-25% MaeyarROUmwkmandVlach-lO% 
Siamese-lO% Soumi Som DlalecL-75% 

W a y  Dialect Malay--75% 
Burmese-IO% 
Chinese Dialect (southern Sunn 

(northern. and vice versa!-zs% 
mongolian -29% 
Nipponese Dialect 

(Uarg. and vice vecpa)-lO% 
longolian Mongolian Dlalect-75% 

Manchurian-25% 
Chinese Dialed (Khltain 

Chinese and Turki&meriam- 
and W, and vice ve+25% 

(northern. and vice versa)-Z5% 
T i b e t a n - I O %  

lipponese Nipponese Dialect-75% 
Chinese-25% 
Chinese Dialect 

(northern. and vice vcrsa)-lo% 
de phoned- 

Phonedm Dlalect-75% 
Smrlan--25% 
Khazirian and Sumerlan Makct-lO% 

. .  
Native IrouMan trim tong~--m% 

Vardlsh Vardish Dtaled-75% 

Tibetan Aepalese-iO% 

. 

Vardlsh Vardish Dtaled-75% 

1 8  
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OP Power Cbss OP Joss Factors 
class Josg F a d a s  

N 

Political Beliefs 
D% RGZSIlJt 

41-60 

Religious A ttit d e s  

9140 

IV 414 (1D6+8) 

OP STEEP Levels 

N 6180 4180 5140 8 

General Personalitv 

crazy. wild, unpredictable 98.00 

Conformity 
D% m t  

2850 Neutral. uncaring 

98.00 Insane. socially unacceptable, outcast 
b l 4 5  conbnfll&, trend 

General Interests 

2550 Politics *, shtus, power 
51-75 
7530  Entertainment', music, art 

- I(n0Wledae -* lW, mdt 

Extreme Attractiveness Effects 

1 9  



STEEF STEEP Level Descriptions 

16.20 Lower-intermediate range knowledge (middle schooll Low average working skill. 
21-25 Mlddldrtermedlate skill (hlgh school). Average and noma %MUty to apply the skOl. 
2G30 Upper-lntermedliue knowledge Agarp of some advanced principles (Associate's Degree). Joumeymensabllltyln askill. 
31-35 P u l l , p ~ ~ o n a l c o m p e t L n c e . A l e v e l o F k n o w l e d g e e q u i v e l e n t t o a ~ ~ s ~  A m a r ~ 8 s k l l l a b m t y . '  
36-40 Aboveaverage professional competence. Vaster's Degree knowledge Skill of master level. 

e 
5140 Master-level knowledge. Expertmaster skill. 
6180 
8 1-90 

p*' 41-50 Expert4evel knowledge or Doctor's Degree Skill of a full master of the ability. 

Pioneer-kvel knowledge and mastery. Pmt-master sldn 
atand master of field The persona Is capable of Nobel prizewinning work. A ueatorof prized Items. 

E'' 91+ Ulbegenlw rankIng.Clnsteln had ~hsndph~csSTeCPlevelatnthlsrange.F'abnge'sJewelersldnwaslnihb~ 

Mental Knowledge/Skill Areas 

Area A'ITRIBm 

Apotropaism' (137) (MMCap+MRCap)x0.5* 

Architedure (139) 

Chemistry (139) 
krimind Actvititx Mental 

aemology (150) MMCap 

Journalism (154) MRCap 

Medicine, Veterinary (155) MMCap 

Political Science (158) (MMCap + MRCap) x0.5 

Spellsongs' (158) 

Zoology (159) MMCap 

20 



a 

c 

e 

C 

Physical 
Knowledge/SkiU Areas 

lrawhg (165) 

* (1 (PMP 
(PMCap + FNCap) x 0.5 

luntlnmckhg (168) 

leapons, Special Skills (174) FNCap *S 

Spiritual 
Knowledge/SkiU Areas 

Exorcism' (184) SMCap * 

Mediumship' (189) spcap . 
Mulive& Spheres et planes (190)  Spcap s 

spcap - 

Rellglon' (196) s m p  

'Hekepmdudng Kp A m .  (See ulapter 13 md the Mythua 

t Seepage 16 f o r a o n n p l e k l ~ d ~  -0rRrUl. 
See the Fore& Lan@~ageK/s Area description (page 1 4 4  of the 
Mythua book) for complete. information e l n g  CrOBplan- 
guage ability. etc. lhe hn@mge Interrelations table Is found on 
p~ges 17-18lnthlsbook 

- -) 
I 2 1  



HP Backgrounds 
l l ~ ~ ~ t a b ) e a p r w i d c a e m p k ~ d  pmlessbnsforyournemk~~.SimphlloclayauSEC. androtla 



AP/G Cost Per STEEP Point 

AP/S AWARDS 
DR SUCCeSr spedal 8 

*A Oreat Shot occllrs when an attacker's PAC was 
reduced to half the BAC but the persona hit anyway. It 
is realmmended that this award only be. given to those 
with a BAC of 50 or less. 

**m Awesome S m  is just like a areat Shot except 
thatthe hit IdUedthetaqetas well. SomeonewithaBAC 
higherthan 50 would receivetheaward fOr-OreatShot- 
if she or he  made one of these. 

Stretch 

MPOW X of SubJ 

2 -13 

Jnt K/S lmorovement by Study 

rl eds 

1920 25 

. . . -. ..-UTE Improver 

ReiWlt 

nent by Training 

cast 

21-25 

'Highest possible result by this method 

23 



SPECIALLY CONSTRUETED ITEMS TABLES 
e. .. . 

Ermme, cape or jacw L/,UW 

4 000 Iten, cape orjacket 

rten, binunhg on m n t  

Mlnh CUdt 18.000 

seal, cape orjacket 1,EU 
coet m 

se; 250 31, trimmi on garment 

Miscellaneous 

iron, tine, small, foot 
anb. 

Box, ha large 

Chain 

Musical Items 

20 

a 
o( 

CI 

Thieves' Items 
a w f p t f o n  Buc vehre 

1w-300 

Torture Items 

a5Di.OOo 1 
100 
wo 
75 

R e k  K bow 5003,500 

24 







. 

Grade VI Castings 
6 Total 

Grade VI1 Castings 
R Tnhl . 

BaseHekacost,150 

M b  zoo 

Grade IX Castings 
5 Total 

neka Drain Formula 58 
Peu (58) 

THE ELEMENTAL SCHOOL 

Grade I castings 

72 TOW CaStingS 

I O T M  
8 a s e H e k a C Q S b Z O  

I c e m w s  Charm (60) notmela1 Formula (601 
sllngscones Canttip ffwt mt~~~i~spen (BO 

Grade 11 Castings 
IO Total 

BaseneJracoSbJJ 

Grade 111 Castings 
I O T M  

Grade IV Castings 
IOTotal 

Grade V Castings 
I O T M  

B a s e H e k a G a 5 t I O O  

C 

Graae v i i  - L i r w  

Repel Elemental Pol 
stoning spen go) 

Grade Ix Castings 
6 mhrl . 

BasenekacoSt.250 

THE GRAY SCHOOL 
66 Tdal CaSthgS 

Grade I Castings 
IO TOM 

Grade II Castings 
IO Tots1 

Grade 111 Castings 
lOT&I 

BasetlekaGa5tJo 
.? 

Leave NoTrail Spell (75) 

Shadowboxer 5peU 1751 

Mimic Physlcal Spell I751 

Shadow Forms Canvlp 1761 
'MwnbCamsCherm (751 RewrnudonSpennsi .- * 
'So& Blast W p  I761 v - m w f 7 6 I  " 



Grade IV Castings 
7 Turd 

Tmnsparency Formula (76) 



. . __ _ _  . - 
Grade VI 

BaseHekacost.125 

tirade Vlll 
Basenekacost.200 

Grade IX 
Base Heka Cash 

BASIC TUTELARY CASTINGS 

Grade 1 Castings 



. 
Rebuttal Cham (120) WlndofChamaeCantnp (120) 

Grade VII Castinas 
Grade VI Castings 

4 TOW 

Du~~nsciousnessSpeU(l21) WordafDazi~Chm(121) 

30 



. 

Grade Vm Castings 
4 Total 

Bsse neka cost. 200 

Subversion Charm (129) 

Grade 1X Castings 
3 Total 

W e b s  of Death SpeU (130) 

THE ETHOS OF MOONLIQHT 

Grade I Castings 
53 TOW casthgs 

I 2  TOM 

Whisper Cham (133) 

Castings 
petal 

rcost.35 

Grade III Castings 
6 Tom1 

R Charm Formula 11 S41 

Grade N Castings 
6 Total 

IZxDeadfallsPormulal1351 

Grade V Castings 
6 Total 

Bsse neka cost. 100 

7 )  - 
RNlmoIher Pormula (1 37) 
S(oneguiseSpeU I1381 

Pior&mm Charm il38l 
Will Over Mawr luhlal(158) 

Grade Vll Castings 
6 TOW 

HeJm CMt. 175 

Grade VllI Castings 
3 Total 

BsseneJmcase200 

Restorepree Will Parmula(l4 

THE ETHOS OF SHADOWY DARKMESS 
42 Total Castlqs 

Grade I Castings 
6 Total 

Grade II Castings 
R Tnhll 

lntp cllErm*fl 

Grade HI Castings 

.. 
FlittingShadaws &trip (144) HilantySpell(144)' 
llusory 

Grade IV Castings 
6 Total 

PenumbiaIePalaceSpell(145) ShaiowSIeedCantrip~l451 ~ 

'shadow Walkl~rOrmula (145) UmblateSelvsntrO.ormulalI4UF 

Grade V Castings 
5 TOW 

Grade VI Castings 
4 Total 

~ 

BsseneJmcost.200 
_ _  

Umbrate Wind Cantrip (149) 



Grade 1X Castings 
3ToW 

Grade IX Castings 
? mhr1 

THE ETHOS OF SUNLIGHT 
49 Tolal Castiings 

Grade 1 Castings 
6 Total 

ImS neka Gxe 20 

RernovePainSpell(151) 
W W l I D l U B C h 0 M l T  

Grade Il Castings 
6 Total 

Baseneka case 35 

I 
Positive Carom Spell 5 2 )  __ . . . CurePhobiaPormulaIIJI) 

Grade HI Castings 
A TOM 

DivineLbhtCantri~I1521 Pmhersleel SDell I1521 

Grade N Castings 
6 Total 

I 

uraae V I  ~asongs 
6 TOW 

L@lofUnderslandingSpeU lI551 Rainbow SpecWrnCharm (155) 
Punel-(i56) Suwcantr lp  11%) 

Grade Vll Castings 
6 Total 

Grade MI Castings 
4TOW 

HasenekaCaPL.200 

Sunstmke Formula (158) Wind oftiope Cantrip (158) 

Restaration Ritual (159) 

ALCHEMIST ARCHETYPICAL CASTINGS 

Grade I Castings 
e Tom 

48 Total 

BasenekaCaPL.20 

Grade Il Castings 
6 Total 

BaseHekaCOSt.35 

Grade 
Base 

MI c 
4 TOW 

H e k a  @SI 

hstings 

? 200 

.. . 
WorkTau Ritual (169) 

3L I 



. 

II 
R 

t 

N .. 

Grade IX Castii - 
4Tow 

Grade 1X Castings 
4mw 

BareHekacapL.250 BareHekacast.250 

ernoveYears Ritual (169) SirnulacrumofParcelus Ritual (I691 ProteCtlOn~mIll-LuckCharm(176) SplntTIilPCantnp 176 

\POTROPAIST ARCHETYPICAL CASTINGS ASTROLOGIST ARCHETYPICAL CASTINQS 

Gmde 1 Castings Grade 1 Castings 

50 Total 44Tdsl 

6 Tow 

XLS 

Grade Il Castings 
0 h r l  

Grade Il Castings 
6 Total 
ekacmts5 

" ,"_, 
Qlart 
Influence of Venus Canhip (178) 

eka 

I Elemenman spell 11781 
?nfluenceof WgofWml(170~ starchtltemspen (1791 

dacl&n FranFs6hubFham (1711 

Grade Ill Castings 
Grade Ill Castings 6 Total 

BasLHekam50 e Total 

Grade N Castings 
Grade IV Castings R Tnhll 

uraae v Last 
Grade V Castings 5 TOW 

6 Total BsseHekacapL. 100 
Barenekam 100 

Grade VI Castings 
Grade VI Castinas 5 TOM 

Grade VII Castinas 
"ICa"c. Y 

4 

I 

- 
5 Tow 

Grade Vnl Castings 
5 Total 

Grade IX Castings 
3 Tow 

Shadzuts Poredooming I(llual(1841 

8 33 ._ 



MI 

Re 
ke 

@P 

Ph 
SY 

, 
4 

CONJUROR ARCHETYPICAL CASTINGS 
E2 Total 

Grade 1 Castings 
i n  w i  

niature Pentacle Ritud (186) 

ceptive Cilcle Canuiip 

Pulloyt Cham (186) 

Sigil of A 
CanSpMtRltual(187) RlngOfTl 

symbol 0 

Grade IX Castings 
R Tnkd 

n . n -  .. uraae II  w s n n g s  
6 Totel 

Grade 11 Castings 
Grade I! Castings 

6 Totel 

Grade N Castings 
R Tnhrl 

Grade N Castings 
d Tnhrl - . 

neka Readkg Canuip (20 I ) 

Grade V Castings 
Grade V Castinas smtel ., 

6 Total 

Grade VI Castings 

Grade WI Castings Grade IX Castings 
6 Total 2 Total 

34 





Mini 

Grade V Castings 
8 Total 

Grade Vn Castings 
4 TOW 

Powerciystal Spell (227) 

Grade VlTl Castings 
2 Tntd 

Grade IX Castings 
2 TOW 

MEDIUM ARCHETYPICAL CASTINGS 

Grade I Castings 

36 Total 

6 Total 

Grade ll Castings 
6 Total 

Grade n1 Castings 
5 Total 

M 

s 

. . . 
3ToW 

Basenekacoec 125 
SPM 

Trachhg Spirit Pomu10 (2331 

Grade Vn Castings 
3 TOW 

Base Heka W I30 

Grade VnI Castings 
3 TOW 

Grade IX Castings 
3 Total 

Tesseract Ritual (234) 

MYSTIC ARCHETYPICAL CASTINGS 

Grade 1 Castings 

6OTdal 

IOToW 

ah chi Spell (236) 
lysuc Dreams s p a  (236) 

MaerialualIon Cantrip (236) 
Oph!dian nypmsb UUvm (256) 

Grade ll Castings 
8 Total 

emisphere of Yaw Cantrip (237) Hour of lhe Rooster Ritual (237) 
we- h u h  (2371 r- M- mmuh . .  ~ ~~. - .  ~ ~~~~ 

ynding Ritual (238) Transfer Consciousness Ritual (238) 

Grade n1 Castings 
8 TOW 

2werof Wood Chann (241) True SightCantrip (241) 

36 



Grade IV Castings 
8 Total 

Baseneka cost. 75 

HysUc 6UUets Charm (241 1 
Telepathy Cantrip (2421 Torpify Charm (244) 

Grade V Castings 
8 Total 

Hour of the Home Ritual(244) 
MysUc HISSlk cham, 1245) 

M a h  Chi Rower Spell (2441 
Powerofhth Cham 1243 

6 Total 

Grade W Castings 
6 Total 

Bese Heka W. 150 
omd +on 
Hour of the Monkey Ritual 1247) 
Power of M e t a l  Chann 12481 

How of the Buffalo tilual (247) 
Hour of lhe Snake Ritual (2471 v 

Grade Wl Castings 
S Tnhll 

Misfortune Spill (249) . PowerofPireChark (249) 
sldh9e 12491 

Grade IX Castings 
3 Total 

Hour of the D-on iUtual(249 

NEKROMANCER 
ARCHETYPICAL CASTINGS 

66 Total) 

Grade I Castings 
I! Total 

Pind Skeleton Spell .2501 
' O p  AIlblemCantrip (251) Frctectltion Ran Chamam Charm 1251 1 

Revitallze Corpse Ponnuta (251) 
Protecllon PNm k d  SpeU (2511 Questiondead rormula ,251) 
Revitalize Bone Formula 1231) 

Skeleolguive Spell (251 

Grade II Castings 
BarenekaCosL.55 

IO T W  

Annhnate 
CallcCrpses Ponnula 12521 
ChamelreekCsnlrip (W2) 
phxpmon nom Dad9.5ts canuip 12521 pTrlc.cbrx1 PTm Dalhrac canrrip ,252, 

'Quety Deadspirit Spell 1252) 

WI Skclelono Pormula (252) 
bnbue R e d m m  Speed Pmn& nS@ 

Unhallowed Paul SpeU (2521 

Grade HI Castings 
6 Total 

Basenekacost.so 

Grade N Castings 
6 Total 

Imbue Remains With hningspeu (25 
wnwh wen WJ) 

plecmplre Formula (253) 
Stoneskeieion i+omtu~ (23 

Grade V Castings 
6 Total 

Grade VI Castings 
6 Total 

Gmde vI1.Castings 
6 Total 

Summon Deadspirim Spell (2551 
Wilhellouch Spell 12581 

L'nnncllfy Qmund Rilual(256) 
Wornplague Ponnuta (2561 

Grade Vm Castings 
5 TOW 

Bare neha cost. 200 

Undead Lacute 

Grade IX Castings 
5 Total 

Reapemblade Cantrip (257) Summon Unlife Ritual (2571 
UnaUve Ueutenant h m u l a  (2571 

Special Grade Castings 
5 TOW 



SORCERER ARCHETYPICAL CASTINGS 

Grade 1 Castings 

SPELLSINGER ARCHETYPICAL CASTINGS 
4 6 T d  ll6Total 

Grade I Castings 
21 TGW 

6 Total Parvoice Yodel CantdP (2691 Faunacare Warble Spell (2691 

Grade lll Castings 
7 Total 

rachange Pastola1 Spell (2701 
Idy canon Utann (2701 
TOW Lament Spell (270) 

Mlsdlmt Lrnenck Cantrip (270) 
snw Ballad Spell (2701 
Sour Ditty 5pell (270) 

W w n l n g  Peal Cantrip (2701 

Grade ll Castings 
I5 Total 

- 
Grade W Castim 

Parhind Chanly Pomula 127 I) 
(focddrlnk Measure Cantlip (2721 (foodfeast Carol Formula 1272) " 

t'reemUScleE Stnin spell (271) 

- 
5 Total Lonuwalk Wain Spell (272) Newcloth MolifPormula (272) 

Viotible Aire Spell (272) Shelter Ark Formula (2721 
Sleepheal Nocturne Pormula (272) 

Grade lll Castinas 
Feed DaMing Ritual (2621 

Grade V Castings 
5 Total 

BaScnelmm 100 

Grade VI Castings 
.5 Tntnl 

Ne~ernuliFarmula (263) 5ilverch& Cantrip (2641 

Grade Vn Castings 
4 TOM 

- 
12TOW 

Base Heha W. 50 

' Polsongone Tocsin CBntrfp E 
~evltaiize Paen spell (274) peU (274) 

Gram I V  wtings 
12 Total 

Walkiong Malch Pormula (2751 Warningcall Peal Canlnp (276) 

Grade V Ca stings 
100 

12TGW 

4 Total wet 
Grade VTII Castings B a e e H e l m W  

Heedwrench Chorus Spell (276) Inspire Bravum SpeU (276) 
elin Volley oaty SpeU (276) Manstemfear Rbroeh Cant?lp (27 

Piper's Prance Adgmo Cantrip (277) Quaver m r o c h  SpeU (277) 
ShieldinaSong SpeU (2771 Spirithedge Refmin SpeU (277) 
Staff Verse Formula (2771 Sympathy Lamenl Spell (277) 

Silvercell cantrip (265) Teanvlngs Charm (2661 

Grade 1X Castings 
b Tntnl . .- 

BMeHehaCOSL.250 
Im 

Oubliette of eternity Formula (266) WrackteasiCantrip (266) 

38 



9ap Grade VI Castinas 

Cly of lhe Valkylie-Ana Spell (278) Doublequick March Cantrip (278) 
Jangle Jlrgle Spell m8) 
Quenchfire Limerick Can 
Sirensong Layspell (279 

i+anxmlle Formula (278) 

Grade VI1 Castings 
IOTOtal 

stmibck EpbRe W) 
Stirhatred Cantrip (289) 

Sounulne Eyebac (289) 
M p  Eyebite (289) 

Grade HI Castings 
I3 Total 

Bspe Heka Cost. 50 

Grade N Castings 
I 3  Total 

Liespealung Charm (292) _ _  Lust Eyebite (292) 
bifm soeu (2921 Poisonsoit charm r z g i f  ' a 
Rotwood Canlnp (292) Talking ;.og Formula (293) 

Rondo Susicab Formula (281 UnbamG Jingle Cantrip (282) Wbk (293) 
Vocal cords strain spell (282 Grade V Castinas Winddarts Canon CanMp (282 

v 

Jedousy webite (294) 
-r Poisonbreath spell (29 

SPECIAL GRADE CASTINGS 
7 Total Grade VI Castings 

9 Tow 

Noplace lo  Hide Chant Formula (285) 
XlUkWree halch Spell (255) Safesleep h * n  Spen (285) .. Poltaiopen Ana Cantnp (285) 

Shadowling Motif Spell (285)  Polsodare Charm (295) 
Slowdealh Eyebite (296 

WITCHCfVEFTER 
ARCHETYPICAL CASTINGS Grade VI Castings 

95 Tofal 9 Total 

Grade I Castings 
I5Total 

BaeeHekacasD20 
"--&bdh 

Calse)es Spell (287) Creepie-Cnwlles Spell ,287) 
?le.keface EyebRc (287) Mumble Evebile 12871 *.a 
Pang Eyebite (287) 
%IC -bite (287) 

Rolliber &lnp (287) 
Witchmark Canhip I 
Witchtongue Charm (288) 

Grade fl Castings 
I3 Total 

Baee n e b  Cost 35 
-w 

Doubt Charm (2881 Plreflvv eyebile (288: 
firesmoke Cllarm (288) b e l e a p  Charm 12881 %J 

Pumbleslip Eyebite (289) Mal Omens Cantlip (289) 

Base Heka W. I50 
F 

Ralpack Pormuh (297) 
1 Throwflames Cham (297) Toadstool Spell (29f) 

W h i C h W i t m  (297) 

Grade VI1r Castings 
6 Total 

Grade IX Castings 
6 Total 







b 



THE THOUSAND-YEAR 
1MPERlUM 1s DEAD! 

Whenlwasachikl, Cmndfothertddusstorlesatnight, 
stonis of dukes and tmhimb, of gabxy-spanning em- 
pires, ofstar fleets lockedin titankbattles. Andheshowed 
ustheshinyradiathscars he hadeamedin thosebattles, 
scan which wereredanduglyandcame flickednglytolife 
in the dandng firelight. 

NonedtkotkrsbeCevedtkstuies Sanesaklthheynust 
hweh~ncdgmmticme&#nnG~athefstim+ 
otherssci~theycwMneverhwehqpened 

But I believed. And late 
at night I looked UP and 

I dreakt ofthe s t h  and 
of others like mysetf on 
the cold w k l s  drding 
them who must alsokwh 
up and dream. 

And I knew that one 
day, m h w ,  I would 
waik among them. 

Anemperormotdown 
incold Mood. Ahundred 
BatRwotumedtogbvu- 
irgvapwintltmkbatk 
AthousandVddSW 
aged,bumt,andbroken. 

And then came the 

Developed from sili- 
con-based life forms, 
designed as a weapon 
to attack enemy corn 
putersystems, released 
by a commando raid 
before safeguards and 
controls could be per- 
fected, the MIUS swept 

mNS. 

THE DAWN 
OF A NEW ERA 

When I hit the Hiver technkolcutriculum, it was as if 
I‘d come home for the first time. This was where I 
belonge4 and it’s where I would hwe stayed if the first 
expeditions into The Wilds had turned cut differently. 
But all of that came iater. 

I loved deep-space astrogation, loved it with a pas- 
sion I’d never felt before. Putting a jump ship “into the 
hole” atjust thcrightangkofattacksothat lSOhwrs 
iater it climbed cut three parsecs away with the exact 

residual momentum t.0 

-I throwit to within skim- 

Mag Rc&ut a d  
Safety M i c a L  

A 

p L m r  51ght 

‘&Off L a m  Sigh$ 
\ -5afctyOn 
Safety Off 

human space with the speed and destructive power of 
a firestorm. 

Cmputerdefemesdesignedtoaopinvadw programs 

because the viw was alive, &-aware, and intelligent 
It was also mad. 
Now, 75 years later, the star-spanning imperium 

and its technological wonders are a dim memory. 
What remains besides ruins, decayed artifacts, and 
pockets of civilization clinging desperately to their 
preserved knowledge? 

slowed it up, but n m  of them cwkl aop it for kng, 

The unbowed human spirit. 

ming distance of a gas 
giant was the most 
beautiful thing I’d ever 
done. 

There was a logic, an 
eiegance to it that I‘d 
never imogined existed, 
and nobody was better 
at it than I was. No- 
w. 

1 

Although Traveller: 
The New Era is set 
after the spectacular 
collapse of a star-span- 
ning civilization, it is 
notagameabout end- 
ings-it i s  a game 
about beginningi It is 
thebeginningofanew 
dawn as humanity re- 
discovers the worlds it 
once owned and the 
knowledge it once 
commanded. 

It is about an era 
rich in adventure. Players explore long-abandoned 
worlds recontact cultures which have regressed to 
primitive status or retreated into xenophobic super- 
stition; help rebuild struggling societies and dam- 
aged ecosystem; conduct trade, diplomacy, and 
wen espionage into unknown or little-known re- 
gions. 

The New Era is a time when individuals make a 
difference again, and the players are on the cutting 
edge of that  era. 

Humanitys birthright will not be denied. Once 
agai~nceandforall-mankindwiiiodn thestars. 



'HE D EDGES OF SPACE 
Wen ..= .-..I out what hoppmd to the QCWS d 

thosehtshipswesentlntolhe M& l t w a s a s l f w ~  
went o &le aazy. Or ma@ we all just grew up. Ma@ 
there isn't o bt d difference. Vemique had been on one 
of those shipsweet, MMant, gentk Vetunique. 

Grandfatkc by thena white-hdredpatiiarch, stoodln 
coundlondspoke b r a  long tim-spoke obout what It 
musthavebeenlikebrthe~~eln The Wildsto hove bst 
somuchsoqukkb. Thememorydwhathadbeeneenbefore 
was still stmg In hin+sVong enough that he could 
understand what the loss d i t  could have done to peopk, 
coukjhavecWvenpto&. AndhewontedoUofusto 
understand too. 

I understood. I understood better than Grandfather. 
This was diseasdsease worse thm the 8M Death, 
w e  than the Vim. And we had the wre ... stw4nx 
pbwroondRAMpPnodesmdmt~& Is&immrdz 

Thitgs were never the same barnen Cmndfather ond 
meafterthat. Therewasjust toomuchdthepastin him 
to hove much h m  brthe futun...c~mudrstomochfcsL 

Once human-settled space was reasonably unifonn, 
but those days are gone. The diversity of post-Imperial 
human space is typified by four regions. 

The Regency: What was once known as the 
Domain of Deneb is now the Regency, the self-pro- 
claimed keeper of the Imperial flame. Protected from 
the spread of the Virus by the tide of Vargr Invasions as 
well as the currentr ofthe Rebellion itself, the Regency 
erected a strict quarantine which preserved it from 
contamination. Only here is there a remnant of the old 
Imperium with a sense of continuity with the pad. 

Pocket Empires: Here and there throughout the 
old territory ofthe Imperium are small groupsofworids 
which have re-establishedspace flight and trade. These 
pocket empires are Isolated islands In a sea of anarchy. 

The Rlm: Along the trailing rim of old Imperial 
territory are a handful of worlds which have partially 
recovered from The Collapse with Hiver technical 
assistance. Having tried to re-establish trade and diplo- 
macy with The Wilds by peaceful means, and having 
suffered terrible lossesdoing so, they have now begun 
a more vigorous campaign. They are called Reavers or, 
by some, Star Vikings. 

The Wilds: The vast majority of the Old Empire Is 
made up of Wilds, ruined worlds struggling In igno- 
rance and batbarism. On many of these worlds there 
remain relicsof pre-CoIlapsetechnobgy, and theseare 
used by small ruling elites to force absolute obedience 
by the masses ofthe population, medieval subsistence 
agriculture existing side-by-side with grav tanks and 
battledressequipped feudal overiords 

A DlFFERENT GAME 
FOR A DlFFERENT ERA 
6y the tlme we hit Hastam and U W e d  it tiom the 

b c n e v d c n t r v k d ~ s I ' C o d - E ~ ~ " ( l o m n o t ~ ~ ~  we 
had the drill down petty t$hL We were on the gmutni 
bebre his air defense nehwd had a kcent fire mtm/ 
lock, inside the dty before his troops hod the gunwads 
powered up, and Inside his p a k  befcie anpne thought 
to button it up. Then we hit hls Sacred Cuan$SOO d the 
mughest, toughest guys he had. 

Theywereprobob3rprettygoodatshobing sadbusters 
ond steolitg chickens, but when It came to a rea/ fight, 
they were just another bunch d jerks in siw OUWS. We 
found out later their motto was 'Death Before Defeat." 

All theygot ~ o n g  wm the &. 
Traveller: The New Era is more than just a change 

in background; it'samajorrevlrlonofthegamerystem 
that all existing Traveller playershould wekome. This 
revislon has two principal features, 

A Compatlbk System: The new game uses a new 
systembat least It's new for Traveller. We've used the 
CDW House System for the game, because It provides 
a number of exciting advantages. 

The House System k a thirdgeneration game 
system, with rich and detailed character generation 
and a heavy emphasis on roleplaying. 

Fast, realistic combat, a major Improvement over 
the old Traveller/MegaTraveller system. 

An elegant reallstictask resdutlon system which is 
the unifylng game mechanic throughout the system 
and which combines skills, attributes, and difficulty 
lewl in one DZO roll. 

CompletelycompatiblewithTwlNght2000, Dark 
Conspiracy, and Cadll lw and Dinosaurs, CDWs 
other house roleplaylng games. Not only can charac- 
tersvosrowrfromonegametoanother, butanlmals, 
vehicles, weapons, and equipment are usable across 
game lines as well, expanding the volume of useful 
supplements tremendously. 

A UnkmalSystem:The baskTraveller game retains 
its setting in one historical tlme line and one possible 
pattern of future technological development How- 
ever, with the publication of the Traveller Technkal 
Architecture, thegamebecomesexpandable tofitany 
science-fiction milieu desired. 

Technical Archltecture provldes design sequences 
for starships, vehides, weapons, and otherequipment, 
and explores different technological approaches to 
weapons and transportatioduttenvarp, star gates, 
matter transmitters, and more. It also provides useful 
ideas on universe-building, for players and referees 
yearning for a trip into the genuine unknown. 



A UNWERSE 
OF SUPPORT MATERlAL 

ThentourcesCDWhasalreadypomdIntotheNew 
Em proJect are just the daw pryment on Its camnit- 
ment to a renewed and mitrltcd Tmller  product 
One. In 1993, mvCDcr resumes Its pbcc as C W s  
flagship game line, led by the fdkwkrg nloprer: 

Traveller: The New Era 
Thenewcoreproductinthelmcllerllnc.thlsbook 

contains all d the rules necessary to play the game: 
character generation, tasks and skills, travel and expb- 
ration, combat, nonplayer charactcn (human and 
alien), planetay encounters (hduding unusual fkm 
and faunal world aeneratbn, and more, as well as a 
broad akortment of 
equlpment,mrpons,vc- 
h M y  and space& 

Starship Combat 
Although the basic 

game Includes ruks for 
resolving h d k  encoun- 
tersinspace,thlsprcduct 
expandsthose ruksintoa 
rkh and detailed board- 
oamc.~fonhgkhip 
awwntararmlassquad- 

Deluxe TravelleP 
com#ning the New Em ruktwith thc1cchnk.l 

kcMtccturr and a vukty d playing a& DcLurc 
TrmkrbecomestheulUmatesckncc-lktknrdc- 
playing gm2 a o c n ~ p r p c r ~ m r d r i n c  

Reavers 

goins andwhy7Thkflrstregbn sourcebook k rkh In 
adventun matedal and background, covcrkrg the Old 
Expanseswhere the Starvlkkrgc are based, thdr Hhnr 

Survival Margin 
Howdldtheknpedumdle?Howdklthe\llnawork? 

AndwhatforctrhavearkentoflUthev#wmInthe70 

whcndothestarvlkhgrcomcf~whenarethey 

patrons and Thewlidsthey have rn totame. 

0 

The Technical 
Architecture 

Emymwrderwhatan ~ 

MHD turblne was andhow Itworked? Ever want to 
calculate the range atwhkh a laser stopped belng 
dangerous? lhk book k for you1 

NosdenceAdion gamhaswofferedaprodua 
d this scope orvirkn Wore, and yet It k the very 

years since? Survlval 
Margin bridges the h k  
torical gap between 
Megilraveller and 
TmeNecTheNmEn, 
pkrr dfers guidennes for 
nfcm, to update thdr 
W g n r  and cmvelt 
MegaTmltr charac- 
tefstothenewsystem 

Challenge 
Challenge magazlne 

conunucrtoxrpportdl 
science fiction gaming, 
butwlmtherekwof  
NW w, it wln focu 
more on Tmreller;prp 
vidingaconstintstream 
of optlonrl ruly new 
Cqulpment and - 
adwltunt. 

Miniatures From R4FM 
We're d y u c l t c d  at the ploapea of RAFM's new 

lined Tmnkr 25mmRqunt. which we lvKMwUI 
capturetheacitlnpfd d the new game. 

explanation d the d s d e n c e  behind the numbers In 
lmclkr,add~issuessuchasacceleraUon,grav- 
ity,powergeneratbn,I+ccrllghtdlrpcrrkn,andinuch 
m l h e n I t p r w k k r d e r i Q l ~ ~ f o m u b c  
f o r v c h i d q s p # r c r f t ~ ~ n d m  

Finally, it UUmkwI technologies and g h  deslgn 
KquencesforsydwnotnomullyfoundInTraveUer. 

create almost any science-fktlon universe found h 
popular literature, or create your own. 

Thk enabksyou to UrC T m l d s  ruler to IC- 

at about the same tlmc as the boardgame. 

Novels 
Althoughwehave~authorstosetthdrworlds 

IntbeTmkrunkcrrcinthepast,we havenever had 
a GDW-smbned T m k r  novd. That's gdng to 
changeasweU.AlthoughKsstoodytosryanythlng 
definite m'n run you're m g  to Dkc what we have 
In mind. 
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Initiative: 

for Initiative with MRSpd deducted from the 1 D I O  I( 

I e are no other Speed racton. M g e  for most Heka-based 

ks is usually sigh1 (or perception), hut some attacks need not 

have the target present for the effect to take place. The range of a 
specific Casting is given within each description in the Myth 
Magick book. Initiative mattets only for Instantaneous Hem- 
Engendered Powers, &biting and C h a m ,  as these are the only 
attacks which can be utilized within the same CT they are begun. 

(2) The attacker announces the Casting to be used and the time 
required to successfully complete the Casting. The player also 

calculates the amount of neka to be spent for activation, and 
damage (if applicable), as determined by the Casting's base He!- 

cast plus Heka for the desired amount of damage (see below). 

I 
6) Conduct the Casting: 

( I )  The attacker expends the calculated amount of Hcka lor 

activation and damage. If the Casting form is an Eyebite or Cham. 
the effect will begin at the beginning of the following CT. Note that 
other casting forms requiring longer activation times can p i b i y  be 

itered on sukquen efore they have tahen effect. 

Two: Determining Success 
(A) Once the required achvation hme has elapsed the attacker IT 

wrist the W S  Area in queshon, applying any applicable Difficulty 

htmm (as determined hy the gamemaster) Success indicates that the I 

I 
was successful, falure indicates that the Ca%hnq did not wc 

Heka drained away without effect A roll equal Lo or less th 
c c x a y  score is a Speual Success, and a result of 96 98 

roll of99 or 100 (00 on the dice) usually counls as 

A, damage inflicted is based on I 



Castitis I .. . 
ise DR for Casting Grad4 

.~ ~~. . . . ~ ~ ~  ~~ 

individual withoul Full Practice. rUli Practitionen (Mage or Priesl) haw 
bonus of one DR easier for Casting Grade. hut only in that KfS Area a 

ir special Sub-Area of the overall mea, not with respect Lo all Castings 
any sort. Thus, it is one DR easier (as if they had the next higher 

of STEEP) for i=ull Practitioners to use any Casting 
r r& (Genefa/) or f?ie?stcrzf3i (General, and in their School 

os. Note alm that Full Practitionen are ais0 the only Heka-Cas 
sonas always able lo employ Castings above their Grade limit. That 

pusonas normally able to employ Grade i Castings only would he able 
attempt use of Castings all the way up to Grade IV (a1 DR "txtren 
mndified downwards by the bonus of one step easier for Pull Practice. 

,e "Vely Difficult') should they sa desire. This bonus does not enal 
Full Practitioner to utilize any Casting above the Grade lor whicl 

iculty Rating in italics is shown on lhe table. Pallial Practitioners 
mpting to use higher Grade Castings than their own rating may. a1 the 

UII tracnuoner ern- a cas011g 
of a differrnt School 0 I 

... . 

. .  2 hou 

3 hou 
- 

. .  

, *  . ..a 

Mages ,, i'rifA * *  

VilchcrEft Castings. t-xcepl in lnc 
'uII Prarlilionrr in both Vocalion 

#pplics. and the bonus vf one 1)1< casier conies inlo play I 
:aslings 01 lhe select School and LLhos 01 both Vocational areas. 

*Note that this means Heka gained through a multiplier applied to 
STEEP is rraained at UD to IO times the rale of less powerful tieha. 
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Physical urnbat Non-Lethal. Summary Physical Combat, Lethal, Summary 
One: Hitting An Opponent 

!A) Determine Initiative with PMSpd (Hand Weapon) or PNSpd (Missile) 
deducted from the ID10 roll. Add Speed Fador for d o n  andjor weapon 
used. 

(0) The attacher specifies the M t  and modifies the BAG according to 
mgs. cover, and the like to find the Rnal Attack Chance (FAG). 

( I )  The attacker tries to roil the FAG or less on Doh. Success 
indicates that a hit has been scored: failure indicates that the attack 
missed. A roil equal to or less than 10% of the FAC is a Special Hit, a 
roll of 9648 is almost always a miss. and a roil of either 99 or 1 0 0  
usually counts as a Special Miss. mere are excewons to the latter two 
conditions when the FAG exceeds 100,  as explained in the main text. 

(2) When a hit is scored, a defender may by to pany if she or he 
has any unused attacks in that CT, a proper weapon. and the skill to 
do so. and if the hit is from a weapon which un be w e d .  A 
successful pany automatically changes the hit to a miss. A Special Hit, 
however, can be W e d  only by a Special Success on the pany roil. iI 
a pany /s successful, then bo91 the a tkke r  and defender musl make 
a mll to see ;f the othefs weapn lyas damaged or bmken by the 
pany. If a persona's weapon breaks. it becomes unusable imme- 
diately, meaning that the persona can make no further attach or 
Wes during that CT, unless the persona has another weapon in 
hand. The persona may draw another weapon. if any are posswed. 
(3) If a hit remains unpanied. the attacker must then mil a Wke 

Location to see where on the met 's  body the attack landed. 
Attacken who have the Weapns, SpecM Skill (Specific mt) WS 
with the weapon may roll &nsi that KJS to by to ch- the Mke 
Location. 

Two: Applying Physical Damage 
(A) Once a shike Location has been detennined. the attacker may then 

roll damqje and multiply by the Sbike Location's damage table. If the 
attack was a Special Hit. then use the maximum rollable damage. 

(6) After W d n g  that out, deduct from the damg? rolled the target's 
m o r  rating for the body part sbuck and finally, apply any remaining 
damage to the met. When combatants suffer a mtal amount of Physical 
damage equal to or higher than their CL, they are assumed to have been 
incapacitated by their wounds and will fall unconxbus immediately. If 
such personas suffer damage equal to or mater than their Physical TRAIT, 
they have been slain. and are immediately removed from combat 

Three: Conducting Additional Attacks 
Repeat the sections above for every attack a combatant pefi 

I When a combatant is out of attaclcs. that persona's tum is finished and the 
d o n s  of the persona with me nexthighest lnihstive score are resolved 

Attach to Overpower DR 
W*LWkEVKe fJlmcMvwtl 



FAC MODIFICATIONS 
Target Movement Range Mods. Attacker Movement Nature of Shot 

Modilier Movement Type Mdifier Situation I' "^ - - - -  wement 7)pe Mdifier R?nge 
ding 0 Point 10 M I Nor 

N, 

Weapon damaged. Hilt came l e .  bow shlng broke. etc. 
*en& the w e a m  From kina used further until it has h 





Here, In one easy-to-access .package, Is all’ the 
essential lnformatlon a busy MythuP QM needs In the 
heat of play1 

The flrst part of the package Is an Innovative QM 
screen-actually composed of two screens whlch can 
stand separately or together (with the adhesive-backed 
clips enclosed). One screen contalns the essentlal 
detalls of time, movement, task difficulty ratings, Heka 
use, and Mental and Spiritual combat; the other covers 
Physlcal combat, both lethal and non-lethal. And every 
table Is color-coded by subJect, to make accessing the 
lnformatlon a breeze1 

The second part of the package Is a durable 40-page 
booklet of handy references for your use, includlng full 

weapons and armor tables, damage tables (for shock, cold, exposure, flre, dlsease, poison, etc.), 
healing rates, Accomplishment Point tables, OP tables, and more, all carefully arranged to be located 
easily during play. There Is even an area by area list of magIckal Castings, with the Mythus Ma@ckTM 
page number Identified for each1 

c 

Is an eye-pleasing two-page 
ure to encourage a se 

the combined screen boasts 
rand adventure in players1 

ul.. .beautiful. ..and Inexpen- 
hat more Is there to say? ~ 


