1. Overview

Determine Surprise
d% - Lowest wins

OR Ambush via =3
Crim. Activities

ROLL INITIATIVE
Each creature:
d10 (lowest first)

sle

Critical Turn (CT) - 3 sec

Each creature has a turn,
ordered by initiative

Turn

Surprised

creatures

miss first
turn

In any order, you may do:

Combat Cheat Sheet

Combat HTH, weapon,
or Missile

Weapon, Special Skill
(Specific Target)

Cast Spell K/S roll based on casting

grade and difficulty rating

Dash Castings take effect at
the end of the CT.

Disengage Casting Type
Eyebite

Charm

Dodge Cantrip
Spell
Formula

- - Ritual
First Aid

MOVEMENT
(may be broken up)
up to max speed

ACTION
(see 3. Actions)

BONUS ACTION
(if allowed)
Max. 1 per turn

ONE ACTIVITY
Simple & quick, e.g.
using an object

Any of these
can trigger a...

REACTION

This includes the same things an HP
could do (see actions).

Two-Weapon
Attack

Ready

Other Actions

CT - Critical Turn - 3 Seconds
BT - Battle Turn - 30 Seconds
AT - Action Turn - 5 minutes

Critical hit: 01-02
Full damage

DID IT HIT?
Roll 1d100 vs K/S

target. If roll is
less than target,
you hit!

Critical fail: 99-100
Oh fuck.

If hit is successful,
roll number of dice
for weapon type

WHAT'S THE
DAMAGE?

(damage dice) Damage may be

adjusted by PMP

For called shot (specific target), first
roll against the weapon, then if that hits
roll against the Weapon special sKkill. If
both succeed, the called shot succeeds!

5. Wound Levels

(OPTIONAL)

Wound Level (WL) 75% of P Trait
This much damage - dazed

Crit Level (CL) 90% of P Trait
This much damage - unconscious

Effect Level (EL) 80% of M or S Trait
This much damage - dazed
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HAND WEAFPONS
ATTACKS TABLES

Hand Weapons Attack Rate
STEEP

Attack Rate

15 7
16-30 1
3145 1
4660 2

61+ 3

Missile ROF Modifiers

STEEP ROF Multiplier
TI5 R
1630 1
3145 2
4660 3

61+ 4

NoRMAL

Specific Target DRs

? e
P (7

Location Type'  paags Base DR D%

Non-Vital x1 Easy 4l —oca
Vital x2 Moderate | 2e-4¢
SuperVital =3 Hard 1 -25
Ultra-Vital x4 Difficult ol-le

*See the Combat chapter, page 230 of the Mythus book.

AT

MARTIAL ARTS
ATTACKS TABLES

Hand Attacks

STEEP Altacks/CT ___Base Damage
115 2 1D3
1630 & 1D6
3140 4 2D6
41-50 3 2D6
5180 6 2D6+2
61+ 7 2D6+4

Foot Attacks

73

1630 1 2D6
3140 2 D6
41-50 5 3D6+2
5180 3 . 3DG+4
6l+ 4 3D6+6

MNunchakus

Altacks/CT __ Base Damage
TS T 1D6+1
1630 2 1DB+2
3140 .3 2D6+3
41-50 4 3D6+4
51-60 5 3D0+35.
6l+ (] 3D6+6

Sais
STEEF Altacks/CT ___ Base Damage
15 206
1630 2 2D6+3
3140 3 2D6+8
41-50 4 3D6+3
5160 4
61+ 5 4D6+3
Tui-Fa

STEEP Attacks/CT Base Damage
15 D6
1630 3 2D8
3140 4 2D6+2
4150 4 2DB+4
5160 5 20446
81+ 5 3D6+2
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Hand Weapons
Weapon Sub-Area WP C s DT Dam. Reach Frice
Homingstar ('], Chub B T R R e R )
Haginita PoleAm 8 W 5 C 4ps 3 110
©10 (Pole-axe) Fole-Am 7 w 5 CF 406 3 140
Partisan®1,42,43 Fole-Arm 6 c a8 CF  4D6 4 190
Pick® 1x2) (Martel) Axe 3 2, BN [ i B T [
Pick (2H)* 1(x3) Axe 5 L [ P aD6 2 115
Pig's Meathers™7  Spear o i i P 206 2 80
Plket," 14 Spear 5 € 0 P 3506 6 150
Pike, Awl*10<2),84 Spear 5 (TR (IO SR - L T
Pole-Axe*1."2 PoleAm & C o CP 4D 3 130
Ranwuerfl#3  Spear () ¢ 7T P oame 5 18
(Bohemian Chouves Souris, Runka, etz
Sabre Axe’],"2  PoleAm 7 W 7 GF 4p6 3 320
Suield (Adga)  Shield k] €8 B Tap6 . 1 1000
Shield Shield + M 2 B 1D3 1 200
Shisid Shield 3 G TR e 1)
(Buckler,
Shield (Kite, Small) Shield 0 M 4 B 1D3 1 300
‘shleid (Kite, Large) Shield () e 27 B IbeTl 1 sto
Shéeid (Round, Small)  Shield 0 M 3 B ID3 1 250
Stield (Roand, Lage) ~ Shield ° T o Dia R B
‘Stieid (Tower, Small)  Shieid 0 M 4 B 1D3 1 200
‘Shleld tTowier, Lige)  Shieid X ) AL Vet
Spear Spear 5 w 4 P 306 25 B85
SpetumFLes Spear 7 Wi BT AB S 5= 148,
{Chaves Sourls, Korseke]
Spontoon Spear [] G 5. P 306 5 100
Salf (Quaiter)  Spear 5 WITEETEE I IMe ] 8 T30
Sword Sword, 1or2H 8 Mo~y G A8 e 10
(Bastard, Hand-and-a1Half)
Sword (Broad) Hsword 7 s | PRI R v o, Y s
Sword*1{Cullass) 11 Sword 4 M 6 C 46 2 200
Swond'S (Epee, Poll) 1 Sword 8 | PR e Rl . e Y]]
Sword"102) (Peichion) 11 Sword & M 6 C D6 32 500
Sword iHSword 6 W ST TR0 Tl 200
(Qiadivs,
Sword* 1 (x2) 2H Swond 3 M 8 c 8D6 3 500
(Qreat, Claymore)
Sword (Kasan, Tackl) 11 Sword 7 MUD G SAe L2 pog
Sword (Knopesh)  1HSword 4 M 7 C SD6 I 2530
Sword'2 (Long)  1HSword 5 6 PR TR T
Sword (No-Dachl)  Sword. 1or 2 7 M 6 C 506 3 300
Sword"T (Odachl)  2H Sword | B A T, ST S ) ']
Sword*2,'8 (Rapler) 1H Sword 10 M &4 CF 4D 3 400
Sagiz IHSword H & cF 306 2 360
(Sabre; Dueling).
Sword (Sebre. Yafen) 1H Sword 4 M 6 C a6 2 3%
Sword (Scimilar)  1HSword 10 MTRTTIC a0 T R
Sword (Smal, Dress) 1H Sword 4 M 4 — P SD6- 1 500
Sword (Tuwar)'l  1HSword & TR AN T T SR 1)
Sword"2 IHowod 4 M 4 CF 306 1| 600
(Wakizashi, Short)
tes Spear 3 M 6  Z Y T T T
Vouige™| PoleAm 4 W 12 C 46 4+ 130
Whip#s: whip L AR AR | A3
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Notes

*6: This weapon does so poorly
againsi; Nat thearmor
values are doubled,

*7: These mietal rods are placed
firmly into the ground and opponents
ram themselves upor the points. This.
assumesaspecial condition, of course,
such as a massed block of charging
infantry or cavalry (at trot. canter, or
gallop). The damage inflicted by each
stake is 3D6+3. 5D6+5 toamount with
adismount chance of 2 in 6 per stake.
Qamemasters may modify this up or

iperior knowl-

edge of such probabiiity ina particular
situation.

*8: This weapon adds 20 points to
protection when the armor it is opposed
to is full metal (chain and/or piate), 10

When opposed o halfsuits.5: At such

@ helpless human or humanoid oppo-
nent not larger than 8x man-sized, and
not protected magickally, then consider
it as autoratically hitting and inflicting
PD sufficient to equal the P TRAIT, thus

causing death.
+: Armor negation considered only
when personal wielding the lance is
ismov-

Ing at a trotting or faster pace. In other
cases, e

+: This weapon when used in massed
formation has dismounting capabili-
ties. See *.

+1: This shield also requires a mini-
mum PNSpd of 14 to use.

#: This will vary according to the
length of the spear. See the weapon's
description on page 245 for further
details.

##: The first number is the Min.
PMPow for wlelding the weapon with
‘one hand and the second is for using.
two hands.

@: See the K/S area description of
Combat, HTH, Lethal on page 162 of
the




s NN ;
‘g}ﬂ! iV

Missile Weapons, A

el

Weapon Sub-Area WP T s DT Dar. Frice
Aclis Sing 5 Y 3 B 2D6 50
Aklys Darts ) Y ] P 2D6 10
Assegai Spear 5 X 3 i 3D6 50
Axe, hand Axe 5 Ve 4 C 3D6 110
Blowgun 0 N 8 P 1D3 50/.25
Bolas Sling 0 Y 9 B 208 70
Boomerang Boomerang 1 Y 5 e aD3 40
Bow, Self (Short) Bow 3 ¥, 3 P 208 100/3
Bow, Self (Medium) Bow 3 >4 & 1 3D6 150/5.5
Bow, Self* (Long) Bow 9 Y 5 P 4D6 300/4
Bow, Self Bow 5 ¥ B8 i 3D6 170/5¢

Guiall (Pellet)
Bow, Composite (Short) Bow 3 ¥ 3 P 2D6 250/3
Bow, Cormposite (Mediun) Bow 5 A 4 2 3D6 B375/3.5
Bow, Composite* (Long) Bow 7 ¢ 5 1y 4D6 550/4
Bow, Foot* {Long) Footbow B Y 9 i D8 400/6
Choko-nu Crossbow 0 N 5 F 2D6 300/1

Repeating (Boit)
Club (Aclis) Sling 2 X L3 B 2D8 25
Crossbow, Hand (Boit) Crossbow 7 N 2 i 2D6 10075
Crossbow, Hand (Peliet) Crossbow 6 N 2 B 4D3 1007.5%
Crossbow, Hand (Stone) Crossbow 5 hh 2 B 3D3 100/.5
Crossbow, Small (Bolt) Crossbow ] N 4 P 2D6 15071
Crossbow, Small (Pellet) Crossbow 5 b 4 B 4D3 150/5t
Crossbow, Medium (Bolt) ~ Ciossbow 7 N 6 P 3D6 200/1.5
Crossbow, Large (Bolt)™ Crossbow 8 N 7 4 4D6  250/2 (Boit)
Crossbow Crossbow 0 N 5 B 4D3 ' 300/5t

Repeating (Pellet) :

Knife 2 ¥, 2 i 206 90
Dait, Small Dart 8 Y 1 P b3 1
Hammer Axe 4 ¥ 4 B 3D8 30
Spear 8 Y 7 I3 3D6 125

Javelin Spear 4 Y 4 P 3D6 60
Javelin (Thonged) ‘Spear 8 Y 8 i 306 85
Javelin (with Atiatl) Spear 8 X 8 P 3D8 80
Knife Knife 5 Y 2 P 206 85
Rock Dart 1 ¥ 1 B 2D3 —
Sling (Bullet) “Sling o N 8 B 4D6 5/6tt
Sling (Stone) Sling 0 N 8 B 3D6 5
Spear Spear 0 Y 4 P 308 85
Staff Sling (Stone) Sling 0 N 6 B 306 25
Throwing Star (Small) T. Star 2 Y 1 T 1D3 3
Throwing Star (Large) T. Star 3 Y 2 P 1D6 5

*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.

+Cost per 20 pellets

+1Cost per 12 lead bullets.

Mythus Gamem:




Missile Weapons, B Min

Weapon ROF  FPoint Blank  Short Medlum Long Extreme  PMPow
Adis A = 12 3% 58, = =
Allys 1 — 1-10 20 30 50 —
Assegal 1 5 10 15 20 30 13
Axe, Hand 1 [ 8 12 16 20 13
Blowgun 1 4 8 12 16 20 —
Bolas 1 — 15 10 15 25 12t
Boomerang 1 L 10 20 40 60 -
Bow, Self (Short) 1) 10 20 50 70 110 [
Bow, Self (Medium) 1 20 40 100 160 220 12
Bow, Self (Long)*1 1 30 (x6) 60 (x5 150 (x4) 240(x3) 330(x2) 18
Bow. Self; 1 15 30 50 80 100 =
Guiail )
Bow, Composite (Short) 1 10 20 50 120 180 10
Bow, Composite (Medium)*l 1 20(2) 4002 9062) 180 240 14
Bow, Composite (Long)*l 1 30 (x4)  6O(4) 120 (x4) 240 360 18
Bow, Foot (Long)*1 U 407)  B0(S)  160(x3)  320(x1) 440 16
Chokonu 2 5 10 20 30 50 13
Repeating (Boit)
Club (Aclis) 1 2 4 6" 10 15 —
Crossbow. Hand (Bolt) ¥ 3 9 15 21 30 =
Crossbow, Hand {Pellet) 1 3 9 15 18 s —
Crossbow, Hand (Stone) 1 3 6 12 15 24 —
Crossbow, Small (Boit) 1 15 30 60 %0 120 =
Crossbow, Small (Pellet) 1 15 30 60 80 100 —
Crossbow, Medium (Bol)'l Yz 30(x3)  50(2) 100(x1) 160 240 =
Crossbow, Large (Bol)*'l /s 40 (x5) 70 (x3) 120(x2) 240 (x1) 360 —
Crossbow 2 7 15 25 40 .80 1z
Repeating (Pellet)
Dagger 2 2 4 8 12 20 —
Dart, Small 2 2 3 8 12 16 -
Hammer 1 4 8 12 16 20 15
5 1 5 10 15 20 i) 15
Javelin 1 4 8 18 32 64 =
Javelin (Thonged) 1 5 10 20 40 80 -
Javelin (with Atlatl)-1 1 6 (x2) 12(x2) 24 50 120 —
Knife 2 2 £ 9 12 15 —
Rock 2 4 8 16 32 64 —
Sling (Bullet)*1 th — 525(x2) 75(x2) 150 250 —
Siing (Stone) ‘h — 520 40 80 160 —
Spear i & 8 16 24 32 6
Staff Siing (Stone) i — — 1060 120 180 —
Throwing Star (Small) % 5 8 9 12 15 —
Throwing Star (Large) 2 4 8 12 16 20 -

* 1s the maximum range for “Thonged” weapons such as an aclis.

+ Bolas also require a minimum PHPow of 15 to operate as well.

*1 Weapon negates 5 points of normal armor each and every ime It sirikes the opponent. Weapon polnts In excess of 5
‘add tothe amount of armor negated. Wheneverthe weapon's range Is followed by amultiplier, 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,
a bow, foot (long) by “(x7)" at Point Blank the bow's WP is by 7 and that Is how many factors
of armor are negated from the target.
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Armor Categories

Category Areas

‘T, Jacket, coat ~Ultra, Super, Vital
2. Helmet Ultra, Super

3. Vest, shirt Ultra, Super, Vital
4. Qloves Non-Vital

5. Trousers Al

6. Thigh guards Vital, Non

7. Shin guards (greaves) Non

8. Shoulder guards Non

9. Arm guards Non

10. Groin Cup Super

11. Gorget Oital

12. Camail (coif) Ultra, Super

POISON TABLES

Poison/Antidote Creation

Base DR

Moderate

61+ Extreme

Poison Longevity

Longevity DR Modifier
Very short (minutes) E]
Short (hours) 2
Medium {days) 2
Long (weeks) 0
Very long (months) +1
Extremely long (years) +2

*1D10 of the units of time listed.

Poison Speed
Speed of Effect” DR Modifier
+3
+2
+1
0
Very delayed (days) +1

*1D10 of the units of lime listed.

Heka-Engendered Poisons

Effective Rate Heka Cost
16 CTs 30
1-6 BTs 15
1-6ATs .8
1-6 hours 8
16 days 15

1-6 weeks 30

Form

Paste

oil
Liquid
Powder

Fill

Poison Form Table

Method of Exposure.

Inhaled or ntact. a

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

ly A
_It'stoo latel
‘This can be either
aneedle trap or the fangs of an animal.
This stuff is mainly Ingested. It may be mixed
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.

Mythus Gz




