


Mythus Gamemaster’s Screen
Errata - 01/01/24 DWN

Damage Bonus for High PMPow High STEEP Damage Bonus

PMPow Damage Bonus BAC Damage Bonus

13 1 41-45 1

14 2 46-50 2

15 3 51-55 3

16 4 56-60 4

17 5 61-65 5

18 6 66-70 6

19 7 71-75 8

20 8 76-80 10

Dmg bonus from PMPow is added to all melee Dmg bonus from high STEEP is added to all

weapons, but NOT to propelled missiles. Weapons using that STEEP

Strike Location Averaged Armor

Roll Area Damage Type Half  Full

41-00 Non-vital x1 Leather 6 12

26-40 Vital X2 Studded Leather 8 16

11-25 Super-vital x5 Metal & Leather 10 20

01-10 Ultra-vital X4 Chain Mail 12 24
Plate or Mithral* 16 32

To determine final amount of damage from an Plate Armor 20 40

attack, roll under BAC/FAC and if attack is a Shield, Small _ 5

Success, Roll weapon damage, add damage Shield, Large - 10

bonuses (if any) and multiply by Strike Location
modifier. * Base armor, no additional enchantment



-q_; L
HAND WEAPONS

ATTACKS TABLES
Hand Weapons Attack Rate

s ity
Vital

- Difficuit

*See the Combat chapter, page 230 of the o
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ATTACKS TABLES
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Hand Weapons

WP [ S DT Dam. Reach Frice FPMPow

3Dé 110 13
4D6 150 16

Bec de Corbin Axe { 2 160 15
(2H)" 1(x4)
Bill-Quisarme*2,#1 Pole-Arm
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Pick (2H)*1(x3) Axe

Sabre Axe®1,"2 Pole-Arm

Shield

i

410

-
2
-
(7
-+
-

—

Sword*1{x2) (Faichion) 1H Sword

-
w

Sword" 1 (x2) 2HSword 3
(Qreat, Claymore)

Sword (Khopesh)  1H Sword 4 16

or 2H 500 16/15%%

Sword*2,"8 (Rapier) 1H Sword -5

Sword (Sabe, Yatigan) 1H Sword

Sword (Small, Dress) 1H Sword

"2 1H Sword
(Wakizashi, Short)

Vouige*1 Pole-Arm
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"Negates the first 5 points of armor per attack, with Weapon Point number adding its total above 5 to the amount

negated. Thus, for example, a longbow (Bow, Self (Long)) would negate 9 points of armor.
t+Cost per 12 lead buliets.
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10 20 50

30 (x4) 60 (x4) 120 (x4) 240

5 10 20
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1 15 30 60 80

Crossbow, Large (Bolt)*'l /s 40 (x5) 70 (x3) 120 (x2) 240 (x1)

[ &)
[ )
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g
[ &
L3
®
&
|

(Stone)
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Staff Sling (Stone)

Throwing Star (Large)

* Is the maximum range for “Thonged™ weapons such as an aclis.

1 Bolas also require a minimum FNPow of 15 to operate as well.

*1 Weapon negates 5 points of normal armor each and every time it strikes the opponent. Weapon points in excess of 5
add to the amount of armor negated. Wheneverthe weapon'’s range Is followed by a multiplier, the weapon’s negation of armor
is increased that many times. At a range when there is no multiplier present, the weapon doesn't negate armor. For example,
abow, foot (long) is followed by “(x7)" at Point Blank which means the bow’s WP is multiplied by 7 and that is how many factors
of armor are negated from the target.

| ]
-
(=]
%]
)
3
I

Mythus Gamemaster’'s Screen DWW ?



=

! -, -
. '”)').E\h Y e

:
{

]
5

%

)
—
7
—
o
7
o
8
-
)
g
N
w

g

Ed

b= 4
5
.
=
g
(4 ]
L

—
[ 5]
[
[e2]
—
v
~)
[+
—
W
b
@

8
3
®
o
-
®
|
@
=]
g
N

[
L8]
]
n
1 ]
—
=]
<
W

@
3
3
®

:

et 2 3 4 — - B -10 Usv

£

Mylhus Gamemaster's Screen




A N

- a =Fs= G-l ' . , N2
T ﬂ@#ﬁ U k *&»

Human(oid) Armor
Damage Protection Versus
Plerce Cut Blunt Fire Chem. Stun Elec. AF Cat SFPen. Frice

Plate Armor Suit 18 24 22 20 15 33 =27 USVN 3  55.000
W/Pauldrons

Plate, Mail Suit

Mail

Sabbatton
(foot plate)

Shield, Adagatt

Shield, Kitet t
(Small)

Shield Roundtt
(Small)

Shield Towert t
(Small)
Skull-Cap, Bronze 10

Skull-Cap, Iron 12
Tace (w/Plate) 6

Visor (Only w/ .
Helmets, Salades & Bascinet)

@ A suit covers every Category but more pieces of armor can be added to reinforce the suit.

+ Wherever a bullet (+) appears, there is a cumulative penalty of one-third to one-half a Speed Factor. It is up to the GM to
Judge which, for this depends on which and how many of these items personas are utilizing in their armor protection. The
smallest sorts (ailettes for example) are only one-third, but many fall in between, and their cumuiative use pushes them
upwards in Speed Factor penaity.

* This 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 description.

+ This defensive piece is effective only when attacked from the front. If the persona is attacked from the rear, ignore the
points given.

1t Shields may be used to pary attacks as if they were a weapon (see “Parrying,” on page 228 of the Mythus book). Shields
otherwise count as armor, except that defenders must be facing the attack, or the assault must be coming against their off
hand (shield-carrying 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).

Mythus Gamemaster's Screen GDW 9
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2. Helmet Ultra, Super
4, Gloves Non-Vital
6. Thigh guards Vital, Non
8. Shoulder

10. aroin

12. Camail (co

POISON TABLES

Poison/Antidote Creation

ﬁ Base DR
21-30 Moderate
BIMORTT DRSS VAL AT
41-50 Difficult
5160 = VeyDifficut
61+ Extreme
Poison Longevity

+2

* 1D 10 of the units of time listed.

Poison Speed
Speed of Effect* DR Modifier

i]

(CTs) VB

Slow (ATs) 0

Very delayed (days) +1
*1D10 of the units of time listed.

Heka-Engendered Poisons

Effective Rate Heka Cost
H
H
H

Poison Form Table

R —

Introduced via a sharp (cutting or piercing)
weapon; some work on a contact basis as

well.
Liquid This can be either ingested or injected such as by
a needle trap or the fangs of an animal.

Any of the five forms of poison, evengas, can be
neatly stored in the form of a pill or capsule
as well by an alchemist.
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Outdoor Trap Damage

e e S A

Pit Impact As per falling. (See Chapter 12.)
ﬁ +1D6iaakeorﬁ

Tracking DRs
Nature Of Tracks And

is small, fresh, mostly hidden
Spoor is minute, hidden, confused by crossing tracks, wind, etc.

has been concealed by an able hunter{racker (see text)

Game Traps
Construction Time Inflicted & Other Results Possible

[

Neck Snare 1D3+3 ATS 2D6+2 “Impact” PD; roll for Strike Location, and
if “Super-Vital,” victim has a broken neck,
if “Vital” then death by strangulation will occur in
1D3+3 BT, if “Ultra-Vital” normal PD.

2D6 “Piercing” PD /spike + 2D6 “Impact”;
a spiked trap 6’ to 8" swath,
1D3 for each victim in

Camouflaged Pit with 3 hours+2D3 ATs** 1D6 “Impact” cumulative per 10’ fallt,
Sharp Stakes Set in Bottom plus 2D6 “Piercing” PD/stake—1D3 stakes/victim.,

* No Strike Location roll is made for this device, so damage is as determined by the die,
** The three-hour time assumes relatively soft/easily dug ground and a good digging tool. Thus, one man working hard
and fast might be able to remove 1,000 cubic feet of dirt from the area, set stakes, and conceal the work and pit
afterwards. Two working cuts the time in half, three to one-third. To double the length or breadth of the pit, doubletime
required, but twice as many can work. To double depth you must tripietime (and the workassumes ropes and buckets,
ladders, etc. Note that a 5° deep pit delivers only 1D3 PD, while a 20’ one gives 3D6, but stake damage is the same in
either case. The gamemaster must adjust for harder ground by adding increments of one hour to the above. It would
take 12+ hours to diga 10°x 10" x 10’ pit in hardpan clayl The 2D3 AT “tack-on” is for final cleaning up and hiding of
the trap work and camouflaging it all.

+ Remember to add together the tens of feet fallen, and that gives you the number of D6 to roll for damage: 1 for 107,
plus 2 for 20", plus 3 for 30", etc—s0 a 40’ fall means 10D6 damage (1+2+3+4 = 10). Then make a roll for damage
location,

Mythus Gamemaster’'s Screen GDW 11



Causes the victim to spend 1 hour/week in a
hallucinogenic delirium or other such state.

Causes victim to suffer one of the effects of

ﬁ Dazed.
Victim temporarily suffersamajorinsanity (mad-

ness),

The victim is rendered comatose and will have
trouble with starvation and dehydration un-
less specially cared for,

Starvation Damage

Dehydration Damage

* Mental and Spiritual Damage is possible due to the effects

a disease can have on the mind. s o T ey S
Each additional 4 hours
Fire and Flame Damage Falling Damage

For everylO feet,, 1D6 PD is inflicted.*

* Aqjust the damage according to size and GM's discre-
+20% tion.

283
%
3
g

Cold and Exposure

State Ideal Temi. * Tolerable mﬁ <

Immersed in water 859

O
e
§

clothed and wet 7090

Bundled tightly and dry 0-30

GDW ™M ythus Gamemasler’'s Screen



* A lightning strike will normally only last one CT, but there may also be burm damage to
consider.

Shock

dehydration (q.v.) if not spedially cared for.

7175 As above, but persona loses 2 points from all ATTRIBUTES.

8185 As above, but loses all ATTRIBUTES.

96+ Persona dies.

Shock Modifications
Reason for Shock

Small severing (finger, toe, ear)

severing (arm, leg)
Special Failure of First Aid

Permanent Damage

D% Roll Persona Effects Rules Effects

5175 Scar (Roll for ) Possible loss of Attractiveness

86-90 Loss of hand, foot, or ~-50% to ATTRIBUTES. *

*Loss of a finger also costs 1 Attractiveness point. A hand, foot, ear or eye will remove 3 such
points, and the loss of an arm or leg will remove 5 points. GMs may add penalties to P
ATTRIBUTES at their option, M or S also in severe cases.

Scar Severity

Mythus Gamemasler's Screen
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300 + 3D10

200 + 1D20
180 + 2D20

160 + 1D10 4DS5 x 100

Dray 180 + 1D20 medium/no 8/5 13 1D10 x 1,000

Eicphantt t

Base 100,000

:
§
§
8

ik
I

i
g
:
:
|

{
3
i
g
g

4/1 12 6D3 x 1,000

:
:

210 +2D10 12 Base 40,000

:

220 + 2D20

;
Z

*Mo more armor than will enable the mount to move at 80% or better normal speed.

**No more armor than will enable the mount to move at 90% or better normal speed.

tHorses have four gaits instead of the usual three (see below).

ttElephants running (charging) speed s sustainable only for Critical Turns of time. not Batile Turns as Is true for other steeds considered here.
However, unlike the others, all of which must move up in speed by degrees, Elephants can go from normal (walking) speed to running (charging) rate in

the same Critical Tumn.

Barding, Etc.

Damage Frotection Versus
Item Plerce Cut Blunt Flre Chem. Stun Elec. AP Cat Move Pen. Price
Chanfron 12 16 14 2 2 5 -3 us 5% 2,1
Front Plates* 5 5 5 4 5 5 N 5% 1.200

¢

E

SR o
SR
B#s
i E
§ :
3h

:
w
7
o

15,000

15

* Both rider and mount receive the protective bonuses of this plece of equipment.
** if more than 5 points of Fire damage is taken, the padding catches on fire, the mount is likely to panic, the rider must elther jump and let it meet
its fate or else get the armor off or put out the fire—dealing with the steed in question all the while.

LAND VEHICLES

Price of Vehicle

|

Buckboard

1,000 + (3D3x 100)
5,000 + (3D3x 1,000)

GDW Mythus Gamemaster’s
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Horn/Tusk** Piercing Small 1D3

*The *+" indicates an optional progressive modifier decided upon by the GM; e.g., 3D3, 3D3+1, 3D3+2, 4D3, etc.

* *Indicates that the weapon may be used for panrying, if the creature is Large to Gigantic. Horms/tusks used in charging attack
do double damage, additional being Impact PD.

timpact Physical damage cannot be absorbed by any type of armor other than that provided by Heka.

1 tA constricting weapon will, in addition to inflicting normal Physical damage, seize a victim on the initial strike and continue
automatically to damage that victim each CT after that until the victim dies, the attacker takes over CL in Physical damage, or
the attacker decides to release the victim. The PD type inflicted initially is determined by the attacker’s general size, the same
as for Smash attacks, but subsequent Physical damage will always be Impact.

Comparative Sizes and Physical Ratings

Size PMCap # g P

Medium (human, guard dog)  12-18 912 1015 50-100

Huge (Drake-Wyrm) 60-!50 911 58 350800

:I"]~,'iilrl-. Clamemasler's




*Many others exist but are not commonly known, let
alone taught. the gamemaster might expand this list,
s0 check to see If more are available to you.

Note: Pheeree languages in italics are common lan-
guages utilized by the various folk dwelling on that
world to converse with one another.

Current Event Datedness
Datedness

1to6 old

2 to 4 weeks old

1 to 3 months old

Extremely remote location 1 to 2 years old

Trade Phonecian Regional Vocabulary

W mﬁk
Within 250 miles of base learning 90%

50%

Ancient, Arcane, Dead
& “Lost” Languages

[\"]\"I hus Gamemaster’s Screen



36-40 Master’s Degree knowledg

AV e rad DIro

DOVEe -2 2 rofessional competenc
5160 Masterlevel know % -master skill.

81-90 Grand master of field. The is work. A creator of items.

Mental Knowledge/Skill Areas

(139)

Current Events (140)

* (141)

Dweomercreeft® (142) MMCap -s

Economics/Finance/Investing (143) (MMCap + MRCap) x 0.5
(143) M + )% 0.5

Espionage (144) (MMCap + MRCap) x0.5 s

P Language+ (144) MMCap -

QGambling (150) (MMCap + MRCap)x0.5s

MMCap

Gemology (150)

20 GDW Mythus Gamemasler's Screen
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Physical
Knowledge/Skill Areas

Area ATTRIBUTE
(PMCap + PNCap)x 0.5 s
(PMCap + PNCap) x 0.5
(PMCap + PNCap) x.5s
(PMCap + PNCap) x0.5 s
PMCap

PMCap

PNCap s

PNCap
(PMCap + PNCap) x 0.5
(PMCap + PNCap) x0.5s
PNCap

PNCap

Acrobatics/Gymnastics (162)
Boating (162)
Combat, Hand4o-Hand, Lethal (162)

Combat, Hand Weapons (162)

Construction (164)

Construction, Transport (164)

Cultured Palate (165)

§

Drawing (165)

Escape (165)

Games, Physical (166)
Handicrafts/Handiwork (166)
Hunting/Tracking (168)
Juggling (169)

Legerdemain (170)
Mechanics (170)

ﬂ

Mountain Climbing (170)
Perception (Physical) (171)
Printing (171)

Seamanship (172)

Speleology (172)

Subterranean Orientation (172)

PMCap
PrCap

Survival (173)

|§

Tolerance (173)

:

Weapons, Special Skills (174) PNCap s

S SCreen

Mvythus Gamemaster’

Spiritual

Exorcism* (184)

‘i‘

Herbalism* (187)

|i

Jury-Rigging (189)

Magnetism (189)
Mediumship* (189)

Ii"'

i

Multiversal Spheres & Planes (190) SPCaps

%
;

i

Necromancy* (193)

]
E_.

i
:
|

i
E
§

E
;

|i

“Heka-producing K/S Area. (See Chapter 13 and the Mythus
Magick book.)

t See page 16 for a complete list of Foreign Languages of AErth,
See the Foreign Language K/S Area description (page 144 of the
Mythus book) for complete information regarding crosslan-
guage ability, etc. The Language Interrelations table Is found on
pages 17-18 in this book.
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SPECIALLY CONSTRUCTED ITEMS TABLES

Clothing

|E
g

ll
g

Jacket ,250

|

i
§
:

l
E &

Miscellaneous

:
g

|
|

?

g
g
B
:
g

Qrapnel

]
H

;E
.
§
:

:
z
;
g

i
¥
|
;
;
§

Musical [tems

Deom'ﬁn BUC Value
Chime 20

Rebec & bow 300-3,500

GDW

Fumniture

Armchalr, wooden

|

i
i

|

E
:

fl

100-1,000
Decanter, silver 400-4,000
H
Kettle, iron, various sizes 25250
Lodem L7 Loafat S LL500M00
Mattress, down-filled 2,000

(3

:

|
E
g_
:
g

L
‘ |

Thieves’ ltems
BUC Value

Drills and chisels

—

&
g

Torture Items
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GENERAL DWEOMERCR/EFT | QGrade VII Castings

107 Total Castings 10 Total

10 Total
Base Heka Cost: 200

Mask Heka Flow Formula (47) Merlin‘s Tower Ritual (47)

Cantrip (35 ' Effect Formula (36

Pitfall Charm (48) Joss Charm (48)

Vranx's Annoying Itch Charm (36) Wickafllame Charm (386)

Grade Il Castings
16 Total Grade IX Castings
Base Heka Cost: 35 7 Total

md%miul mmdf’munuii{aﬂ

Base Heka Cost: 250

Halefellow Charm |57i Heka iﬁs;ﬂ |57i
ProngtlonChami(38)  Riusiofthe Heart Rausl (58) THE BLACK SCHOOL

Slow Qravity Charm (38) Translate Script Formula (38) 52 Total Casting
Grade Il Castings Grade | Castings
6 Total

12 Total
Base Heka Cost: 50 Base Heka Cost: 20

In Cantrip (39

Imy 39 Trail Formula (39
Bt i L. oL~ L S QGrade 1 Castings
Ritual of the Archer Ritual (40) Untie Charm (40) 6 Total

Base Heka Cost: 35

Pilfer Charm (51)

Grade Il Castings
6 Total

Base Heka Cost: 50

Control (52) Malediction Pormula(52)

Thought Message Charm (41) Wound, Mental Charm (41)

Grade V Castings

0 Total rade C&ﬁﬂgs
mrfmcm 100 G %u

Base Heka Cost: 75

Heka Bolt Charm (42) Invisible Alert Formula (42) W
Trap Formula (52
Hon-Dkne:ion Rl (47)  Reverse Altack Chamm (42) PeliifyingQaze Cantrlp (53)  Venomcloud Cantrip (83)
Grade V Castings
Grade VI Castings 6 Total
10 Total Base tieka Cost: 100

Base Heka Cost: 125

Double Barrier (44)

Phase S 34
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Circe’s Transformation Spell (56)  Death Hound Formula (57)
mwm#m) Mind Transfer Ritual (57) Base Heka Cost: 150
Repel Elemental Force Cantrip (69) ﬁgﬂm

Qrade IX Castings
5 Total
Base Heka Cost: 250

Curse Mundane Spell (38) ~ DeathMagicRitual (58)
Heka Drain Formula (58) l‘luﬁlﬂ!l

THE ELEMENTAL SCHOOL
72 Total Castings

Grade |
10 Total
Base Heka Cost: 20

Diffusion/Cohesion Spell (59) mlmmllll Mlmmma (60) .
s o (A o TSGR T
Icearrows Charm (60) Hotmetal Formula (60)
Grade Il Castings
10 Total
Base Heka Cost: 35
Aurora 61) Cold (6
Know Plement Canirlp 62) ___ Magnetic el Spell (62 Sownd e Cantfp73)  UmbrageSpel 73}
Qrade Il Cas
Grade Il Castings 10 Total tings
10 Total Base Heka Cost: 35

Base Heka Cost: 50

. Grade lll Casti
Qrade IV Castings G R O

10 Total Base Heka Cost: 50
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Qrade VII Castings ol R Sres

8 7o Base Heka Cost: 125
Base Heka Cost: 150
Charm (90) Plant Telempathy Pormula

llusion (79) Physical Illusion Spell (79)

Grade VII Castings

Grade VIl Castings 3
6 Total Base Heka Cost: 150
Base Heka Cost: 200
(90) Tentacleroots
Planar Barriers
Grade VIl
Grade IX Castings swm
S Total Base Heka Cost: 200

Base Heka Cost: 250

Isolation by Weather Formula (92) Cham (92)

o B R BL) - Make vy Coa B1)
P e i R Opa 8]

THE GREEN SCHOOL

i Ritual (82)  Socrate’s Instant Ilusion Formula (82)

Qrade IX Castings
5 Total

62 Total Castings Base Heka Cost: 250
Grade | Castings (93) Charm (94)
10 Total
Base Heka Cost: 20
THE WHITE SCHOOL
Call Pog Spell (83) Commune with Nature Spirits Pormula (84) 65 Total Castings
Locate Flora Spell (84) Protection from Insects Cantrip (84) Grade | Castings
10 Total
Base Heka Cost: 20
Grade Il Castings AldCharm(@5) = BamPormuia(9s)
12 Total Cantrip (95)
Base Heka Cost: 55
Magickal Marker Charm (96)
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Base Heka Cost: 150

Grade VI
Base Heka Cost: 200

Grade IX
Base Heka Cost: 250

BASIC TUTELARY CASTINGS
42 Total Castings

Grade | Caatings
10 Total

GENERAL TUTELARY CASTINGS Grade IV Castings
9 Total Castings 4 Total
Base Heka Cost: 75
Grade |
Base Heka Cost: 20 Sp! Charm (113)
AT s A R RORY ¢ T e e
Grade V Castings
Grade I 4 Total
Base Heka Cost: 35 Base Heka Cost: 100

mmnumtaum Wamamnmddnm{lu}
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Return to Sanctum Charm (115) Willpower Cantrip (115)

QGrade VIII Castings
3 Total
Base Heka Cost: 200

Total Recall Spell (116)
Grade IX Castings
2 Total

Base Heka Cost: 250

THE ETHOS OF BALANCE
36 Total Castings

Grade | Castings
5 Total

Base Heka Cost: 20

Detect Life Charm (117)
Grade Il Castings
5 Total

Base Heka Cost: 35

Discourse 118)

Enhance Aura Spell (118) Protection from the ElementsCharm (1 18)

Grade Il Castings
4 Total

Base Heka Cost: 50

Mask Life Cantrip (119) Retum Karma Spell (119)

Grade IV Castings

4 Total
Base Heka Cost: 75

Sanctuary of the Scales Ritual (119)  Sphere of Confusion Cantrip (119)

Grade V Castings
4 Total
Base Heka Cost: 100

Wind of Change Cantrip (120)

Rebuttal Charm (120)

Grade VI Castings
4 Total

Base Heka Cost: 125

Dual Consciousness Spell (121) Word of Dazing Charm (121)

Ritual of the Scales Ritual (121) Swinging Door Formula (121)

Scales of Time Formula (122)
Grade IX Castings
3 Total
Base Heka Cost: 250
t p(122)

THE ETHOS OF GLOOMY DARKNESS
36 Total Castings

Grade sl mgastmgs

Base Heka Cost: 20

Qlool (123) Formula (123

Grade Il Castings
4 Total

Base Heka Cost: 35

Venomtouch Spell (124) Violence Cantrip (124)
Grade Il Castings
4 Total
Base Heka Cost: 50
Stenchcloud Formula (125) Webs of Fear Spell (125)
Grade [V Castings
4 Total

Base Heka Cost: 75

Qloomcloak Cantrip (125) Willpower Drain Charm (125)
Grade V Castings
4 Total

Base Heka Cost: 100

Taunting Formula (127 Webs of Madness 128)
Grade VI Castings
4 Total
Base Heka Cost: 125
Webs of Co n (127) W Cantrip (128)
Grade VII Casti
4 Total P
Base Heka Cost: 150
ho 29 (129

Mythus Gamemaster's
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Subversion Charm (129) The Black Wind Cantrip (130)

Grade IX Castings

3 Total

Webs of Death Spell (130)

THE ETHOS OF MOONLIGHT
53 Total Castings

Grade | Castings
12 Total
Base Heka Cost: 20

151 QGoodhunt Pormula (1352

Vision Cantrip (1352 Owlears 152
Starlight Formula (133) Whisper Charm (133)

Grade I Castings
6 Total

Base Heka Cost: 35

Mists of Silence 133

Grade Il Castings
6 Total

Heka Cost: 50

;5
g

135

Moon Ritual (138)

ZErthmother Pormula (137)

Grade VIl Castings
6 Total

Base Heka Cost: 175

Floraform Charm (138)

Plant Paralysis Spell (139) Regeneration Ritual (139)

MylLhus Gamemasler's Screen

Restore Free Will Formula (140)
Grade IX Castings
3 Total

Base Heka Cost: 250

Swanscoat Formula (141)

THE ETHOS OF SHADOWY DARKNESS
42 Total Castings

Grade | Castings
6 Total

Base Heka Cost: 20

Formula (142)

Grade [l Castings
6 Total

Base Heka Cost: 55

Penumbra Spell (142)

Hide Aura (143) (

Grade Il Castings
6 Total
Base Heka Cost: 50
(144)
Grade IV Castings
6 Total

Base Heka Cost: 75

(134)

Penumbrate Palace (145 Shadow Steed (145)

Grade V Castings
5 Total
Base Heka Cost: 100

&n@n—hmum ; W{
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THE ETHOS OF SUNLIGHT ALCHEMIST ARCHETYPICAL CASTINGS
49 Total Castings 48 Total
Grade | Castings Grade | Castings
6 Total 6 Total
Base Heka Cost: 20 Base Heka Cost: 20
Reveal Invisible Writing Cantrip (161)  Rope Homunculus Formula (161)
Grade Il Castings Grade Il Castings
6 Total 6 Total
Base Heka Cost: 35 Base Heka Cost: 35
Cure 5 52 amok 0 olem Formuls A | B ntion Spell 52
Protection from Netherforces Chanm (152)  Ripecrop Ritual (152) ~ Know Chemical Compound Speli (162)  Summon ElementaryRitual (162)

Grade Il Castings
6 Total

Base Heka Cost: 50

Grade IV Castings
6 Total

Base Heka Cost: 75

Grade V Castings
6 Total

Base Heka Cost: 100

o
=

Grade VI Castings
6 Total
Base Heka Cost: 125
Light of Understanding Spell (155) w Spectrum Charm (155)
Grade VII Castings
6 Total

Base Heka Cost: 150

Spell (157) n Formu

Grade VIII Castings
4 Total

Sunstroke Formula (158) Wind of Hope (158) Reverse Result (168) 69

Mythus Gamemaster's Screen
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Remove Years Ritual (169) Simulacrum of Parcelus Ritual (169)  Protection From Il-Luck Charm (176) Spirit Trap Cantrip (176)
APOTROPAIST ARCHETYPICAL CASTINGS ASTROLOGIST ARWL CASTINGS
50 Total
Grade | Castings Grade | Castings
6 Total 8 Total
Base Heka Cost: 20 Base Heka Cost: 20
Abram’s Safekeep Pormula (170)  IronNalls Charm (170) m
m%%um mmm3ﬁi17ol ence of Spell (178 Know Disposition (178)
Grade 1 Castings Grade Jlmm(}astlngs
mnmucimu Base Heka Cost: 35

Influence of Venus Cantrip (178)

From Animel Altack Spell (171) Prom Deception Cantrp (171)  Liementscan Spell (178)

. G m -
Grade Il Castings rade awcmtmgs
Base Heka Cost: 50 Base Heka Cost: 50
Full Consecration Ritual (172) Spell(172) of Cancer Pormula (179) Influence of Mars Spell (179)
Grade N Castings Grade W Ca'stings
Basene.lucm:rs M"mcaat: 75
%“”’ Protecion PromDsease Sl (173 “
Grade V Castings Grade V Castmgs

Bﬂmﬂdﬁm 100
Base Heka Cost: 100

T ™ Y w e T —
Invisbily To Werethings antp (173) _Precion rom Cuss Spl (17 5 RS O SRS CAn IS )

Grad y]wc o Grade YIMCmtings

Base Heka Cost: 125
Base Heka Cost: 125
Influence (182) Nostradamus'

Grade YI]Wthngs

Base Heka Cost: 150

Doublesalt Charm (174) Protection From Natural Accidents Spell (174)

Grade VIl Castings
5 Total

Base Heka Cost: 150
Influence of Capricom Pormula (183)  Influence of Taurus Spell (183)

Protection From Madness Spell (175) Protection From Theft Charm (175) Grade VI Casti
oo UnseenQuardian Cantip(173) tings

Base Heka Cost: 200
mal’s ng (185

Shadzur's Foredooming Ritual (184)

Mytlhus Gamemaster’'s Screen GDW
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CONJUROR ARCHETYPICAL CASTINGS Grade IX Castings

62 Total

QGrade | Castings

10 Total Dimension Formula (197)
Base Heka Cost: 20

Conjure Animel Formula (185) ~ EnemyQift Charm (186)
Miniature Pentacie Ritual (186 Pullout Charm (186 DIVINER ARCHETYPICAL CASTINGS
33 Total

Circle Cantrip (187) of Avoidance 187 J
Grade [ Castings
6 Total
> Base Heka Cost: 20
Grade Il Castings
10 Total Detect Qlyph Spell (199) Detect Heka Spell (199)
Base Heka Cost:
Charm (188) _Detect Malign Aura Charm (188 Grade Il Castings
6 Total
188 Shadow Belt 188 Base Heka Cost: 35
Formula (199) Locate Direction 199
Grade Il Castings Z
6 Total Grade Tll Castings
Base Heka Cost: 5 Total

Chokecioud of Bainar Spell (180)  Deadspint Sumimoning Spell 189) Cost:
B ettt ot anc 150 Detoct DisplaSéinéi Cankip (200)  Deect Enidia Gbjct el (200) ~
PﬂhoanSﬁ{M) ilﬂmm@
Grade [V Castings Grade IV Castings
6 Total 4 Total

Base Heka Cost: 75 Base Heka Cost: 75

Heka Reading Cantrip (201) Identify Spell (201)

Grade V Castings
3 Total

Pirewand Pormula (180) a of Temor {191

Grade V Castings
6 Total

Base Heka Cost: 100
Base Heka Cost: 100
Inclusive Pentacle Ritual (191) Rune of Weakness Formula (192) i o
Symbolof Coercion Spell (192) ~ WindbegRitual (192) Grade YIWCaStings
Grade ylwc‘asﬁngs RIS
e Telempathy Cantrp (202)
193)  Elemen Grade VI Castings
2 Total
Base Heka Cost: 150
Castings ForetelRtusl 205)  Retmcognlton Ritual (208)
Grade \!ﬂw
Base Heka Cost: 150 Grade VIII Castings
L e Mormﬁi T T 200
6 Total farie

Co Heka Bolt 195 Merlin’s Entropical Links 185

GDW Mythus Gamemasler's Screen




FORTUNE TELLER
ARCHETYPICAL CASTINGS

30 Tolal Damq;aﬂonmll’omulam‘?} Resiliency Ritual (217)
Grade | Castings Qrade MM le:lngs‘
5 Total 4 Total
Base Heka Cost: 20 Base Heka Cost: 50
W Clearmetal Ritual (218) ~ Defense Bonus Il Formula (218)
(210) Skill Bonus 1 Ritual (218) Bprlnghlnde Ritual (218)
~ SemseVialySpen(z10)
. Grade IV Casti
Grade, [l Castings ol Tt
Base Heka Cost: 35 Base Heka Cost: 75
0 Spell (210) Qeneral Pool (219) Purity Spell (219)
Grade NIl Castings Grade V Castings
4 Total 3 Total
Base Heka Cost: 50 Base Heka 00
212) Spell (212) Skill Bonus I1 Ritual (220)
Grade IV Castings Grade VI Castings
4 Total 3 Total
Base Heka Cost: 75 Base Heka Cost: 1

Foresee 212 omancy (212) Dedicated Pool Ritual (220)
Grade VII Castings
3 Total

Base Heka Cost: 150

W

Unbinding Formula (221)

HERBALIST ARCHETYPICAL CASTINGS
43 Tolal
Grade | Castings
6 Total

Base Heka
HEKA-FORGER ARCHETYPICAL Spel Lsaa) Detect Poison Charm (223)
CASTINGS ¢
33 Total Grade ym%w@
Grade | Castings Base Heka Cost: 35
ey n (223) Parasktesrid Cantrip (223)

@ml lromuuaullll (zl lla") Prepare llem Ritual (217)
Touchstone Spell (217)  VoltlonRiwal217)
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Minimize Polson Spell (225) Ointment of Formula )

Grade V Castings Base Heka Cost: 125
Base H:hmg:ab 100 Tracking Spirit Formula (233)
n Formula (225) __He (225) Grade VII Castings
3 Total
Base Heka Cost: 150
Grade VI Castings
5 Total Spiritual Shield Cantrip (233)
Base Heka Cost: 125 G | VI.“ :
Neutralize Poison Spell (226) Ol of Formula (226 3Total g
Base Heka Cost: 200
Grade VII Castings Spirit Warrior Cantrip (234)
4 Total
Base Heka Cost: 150 Grade IX Castings
3 Total
Pormula (226) Powercrystal Spell (227) Base Heka Cost:
Grade VIl Castings Tesseract Ritual (234)
2 Total
Base Heka Cost: 200 MYSTIC ARCHE IMYWPICAL CASTINGS
Grade IX Castings Grade | Castings
2 Total 10 Total
Base Heka Cost: 250 mnmﬁﬁ
MEDIUM ARCHETYPICAL CASTINGS Hemisphere oY
36 Total Mah Chi (236) Materialization
[ Casti
Gmdeaw ings i -
Base Heka Cost: 20 & Total
MmO tomua a38) Aporscanip20) Base leka Cost: 35
al (229) Contact Other Ritual (229)
é He of (237) _Hour of the Rooster Ritual (237
Grade Il Castings Sending Ritual (238) Transfer Consclousness Ritual (238)
6 Total
Base Heka Cost: 35 Grade [l Castings
& Total

Nature Essence Formula (230) Reduplication Formula (230! Base Heka Cost: 50

Atheric Sight Spell (238) ~ Astral Projection Pormula (239)
Clairsentience Formula (240 Mah Chi Wind

Grade Il Castings
5 Total

Base Heka Cost: 50

Power of Wood Charm (241) True Sight Cantrip (241)

r Spirit 1l (231) Muse Formula (231

Mythus Gamemaster's Screen
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_Hour of the Qoat Ritual l}

Telepathy Cantrip (242)

Grade VI Castings
5 Total
Base Heka Cost: 200

Misfortune Spell (249)
Grade [X Castings

3 Total
Base Heka Cost: 250

Power of Pire Charm (249)

Hour of the Dragon Ritual (249

NECROMANCER
ARCHETYPICAL CASTINGS
66 Total)

Grade | Castings
11 Total
Base Heka Cost: 20

Find Skeleton Spell (250)

Imbue Remains With Strength Pormula (251)

Protection From Dead 1 Formula (251

Skeletaiguise Spell (251)

Grade I Castings
10 Total
Base Heka Cost: 35

Call Corpses Formula (252) Call Skeletons Formula (252)

Protection From Deadspirits (252) Protection From Deathrot

(252)

Mythus Gamemaster’'s Screen

Imbue Remains With

Grade V Castings
6 Total

3)  Necropire Pormula (253

Base Heka Cost: 100

‘Compatibility With Undead Ritual (254)  Pind Unliving Pormula (254)
wmﬂsﬂ &mudsofhonﬂﬁi

Grade VI Castings

6 Total
Base Heka Cost: 125

Ohoulsfeaatl'anmdamai mammiﬁ
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SORCERER ARCHETYPICAL CASTINGS

46 Total

SPELLSINGER ARCHETYPICAL CASTINGS

1186 Total

Grade | Castings

21 Total
Base Heka Cost: 20

Bar Couplet Cantrip (268) Calm Aire Spell (268)
WWWEW] Dreamhaunter Melody Formula (269)
hmkz?oddﬁ@ mmﬁﬁi
Florachange Pastoral Spell (270)  Misdirect Limerick
Sorrow Lament Spell (270)

(270)

Sour (270)

" Pormula (271) am;ﬁ (271)
Longwalk Strain Spell (272) Newcloth Formula (272)
‘Notable Aire Spell (272) ~ ShelterAra Formula (272)

Sleepheal Nocturne Formula (272)
Grade Il Castings
12 Total
Base Heka Cost: 50
Cowardice Refrain Formula (273)  Darting Dags Adagio Spell (2753)
Preenerves Strain (273) Chord March (273)
Revitalize Paen Spell (274) Safeplace Aria Spell (274)
Grade IV Castings
12 Total

Base Heka Cost: 75

Freebreath Chant Spell (275)

Oubliette of Eternity Formula (266) Wrackbeast Cantrip (266)

(275)  Wamingeall Peal Cantrip (276)

Grade V Castings
12 Total
Base Heka Cost: 100
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‘Reversed Fentagram Rl (290)  SichenCharmGol)
Spoilfood Charm (291) wnM%ml)
Grade [V Castings

13 Total
Base Heka Cost: 75

Doublewitch Cantrip (292) Doze (292)
%icm (292) m% (292)
Rolwood Cantrli (292) Talking ﬁ Formula (293)
Grade V Castings
13 Total
Base Heka Cost: 100
BadluckRitual (203) ~ Damaging Winds Spell (203)
Evil ﬁ %ﬂe (293) Fadeinks Charm ﬁ&i
Spell (283) stantdoor Yodel Spell (283) Hextrap Cantrip (294) ﬁﬂi %ﬁ (294)
w Tune Formula (285) w Formula (204) Rustmetal ﬁ mmi
SPECIAL GRADE CASTINGS .
7 Total Grade VI Castings
Base Heka Cost: 300 9 Total
Base Heka Cost: 125
Noplace to Hide Chant Formula (285)  Portalopen Aria Cantrip (285)
Hidehut Formula (295) N
Shadow Spell (285)
Slowdeath Eyebite (296) Vomit Mlames Charm (296)
WITCHCRAFTER
ARCHETYPICAL CASTINGS Grade VII Cﬁ'ings
0T eha Clot 130
Base H
Grade | Castings P
ks Ca M
Base Heka Cost: 20
Charm (297) Toadstool (297
Catseyes Spell (287) Creeple-Crawlies Spell (287) &

Makeface Byebite (287) ~ MumbleByebite 287)
Pang Eyebite (287) Rolfiber Cantrip (267) Qrade \ﬁ'l;llu(:&tirgs

StareCyeblte (287)  Witchmark Cantrip 287)
Witchride Formula (288) wm%emm[zaaj Base Heka Cost: 200
Evilspirit Spell (298) rm Spell (208)
Grade II Castings
13 Total .
Base Heka Cost: 35 Grade lax-mm?asbngs
Base Heka Cost: 250
BuilbeastSpell (208)  Frogprince Spell 299)
Qhostblight Cantrip (299) Cantrip (299)

p Eyebite (28 Mal Omens Can g
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