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Shifting Sands Cantrip
 
1. Name & Basic Concept
Name of Casting: Shifting Sands Cantrip
Type (Form): Cantrip
Primary Effect: Creates a transient “sandstorm” (or swirling dust/loose earth) in a limited area, imposing visibility penalties, confusion, and mild concealment advantages.
Narrative Description (from the prompt):
The Shifting Sands Casting manipulates the physical environment to create a temporary illusionary barrier made of sand, dust, or loose earth. This sandstorm‐like effect reduces visibility within the affected area and confuses those who try to navigate through it. Characters inside the area suffer a +20 penalty to all Perception checks, and all attack rolls against characters within the zone suffer a +10 penalty. The effect lasts for 3 Action Turns, losing intensity (lessening the penalties) by one step each AT. It can also be used to obscure the caster’s position, making stealth checks easier while within the swirling sand.

2. Determine the Highest Law of Magick Employed
Looking at what Shifting Sands accomplishes, we see:
· It obscures vision (akin to a “change” in the normal clarity of the air).
· It is partially illusionary, though it feels quite physical (dust, swirling particles).
· It does not directly damage targets; it primarily obstructs or changes environment and perception.
There can be debate whether it is best classified under Law of Obstruction (because it blocks visibility) or Law of Change (because it imposes an altered, swirling environment). Either route is defensible.
A common approach is:
· Law of Change when illusions and partial transformations are the main “driver.”
· Law of Obstruction if the main effect is purely negation/blocking of normal sight.
Here, the Casting strongly resembles illusions + swirling dust (changing how the air appears/behaves), so we will choose:
Highest Law of Magick: Law of Change
From the table, Law of Change as the highest applicable law has a base cost of 20 Heka.

3. Determine the Plane or Sphere from Which the Effect Derives
From the Casting Effect/Force/Material List in the Mythus Magick rules, illusions often tie to the Shadow Plane (a Preternatural plane). Because illusions or half‐real dust storms are commonly associated with Shadow energies or “quasi‐material illusions,” we say that this Casting draws from Shadow.
· Accessing anything in the Preternatural Planes first requires a 5‐point “entry” cost (the general Preternatural threshold).
· Then, specifically drawing on Shadow adds another 10.
Hence:
Plane/Sphere Cost = 5 (entry to Preternatural) + 10 (Shadow) = 15 Heka.

4. Apply the General Considerations Tables
These tables capture the smaller bits of magickal complexity—whether you are changing a creature’s nature, combining materials, forcibly controlling movement, etc. For Shifting Sands, we look at each relevant row.
1. Effect/Force/Material Result(s)
· We are conjuring or shaping swirling sand/dust (arguably an illusion or ephemeral swirl) to hamper sight.
· This is not strictly “basic to subject’s nature” (that would be if we merely rearranged a small patch of existing dust, no illusions). It is also not so alien that we say “beyond subject’s nature.”
· A good middle ground is the “uncertain, unknown quantity, not alien” category for +3 Heka.
2. Size/Weight Change
· We are not making anything bigger/smaller in a physical sense. No direct growth/shrink.
· 0 Heka added.
3. Adding to/Subtracting from Composition
· We are not truly transforming an object’s composition (e.g., iron to silver). The environment remains the same underlying “stuff,” albeit disguised.
· 0 Heka added.
4. Form of Subject Before & After
· No major transformation of one object from X to Y (wood to metal, etc.). It is ephemeral swirling dust, not a reworked statue.
· 0 Heka added.
5. Type of Subject Before & After
· Again, we are not turning living to unliving or dead to living.
· 0 Heka added.
6. Augmentation/Reduction of Nature
· This is typically used for partial shifts or adding a factor (like “make me 10% faster,” “make these plants yield double fruit,” etc.). One could argue a mild environment shift is a “minor augmentation.” However, illusions in Mythus are more closely accounted for under “Change of Nature” (below).
· In practice, Shifting Sands is better tallied under the next table, “Change of Nature.”
· So here: 0 Heka.
7. Change of Nature
· We are altering the immediate environment from “clear air / visible ground” into an occluded, swirling, disorienting dust.
· The Mythus rules for illusions and environment obstructions typically count as at least a “moderate reversal”—you are taking “normal, open space” to “blinding swirl of grit.”
· A moderate reversal generally costs 15 Heka (the table lists 15 for moderate physical reversals like hot–cold, weak–strong, or environment from calm–chaotic).
· If the JM insisted it was an even bigger shift (“major reversal” is 25), that is possible. But 15 is a fair midpoint.
8. Life Form Consideration
· We are not forcibly changing or creating a being. The dust swirl can affect multiple creatures, but we are not controlling them or rewriting their forms.
· 0 Heka added.
9. Organism Control Action Consideration
· We are not commanding or paralyzing anyone directly, only imposing confusion via swirling sand.
· 0 Heka added.
So from all these General Considerations, we only add:
· +3 (Effect/Force/Material)
· +15 (Change of Nature)
Subtotal so far = 3 + 15 = 18.

5. Casting Form Consideration
· Cantrip has a base of +15 Heka to represent its relative “weight” or complexity among the seven Casting forms.

6. Passive/Active Modifier
From the table:
· Passive Castings (purely defensive, or purely detection) get negative cost modifiers.
· Active/Offensive ones that hamper, damage, or strongly affect others get positive cost modifiers.
Because Shifting Sands does not inflict direct damage but does hamper enemies’ Perception and Attack Rolls, it is effectively “Active” in a lesser sense. Typically:
· +5 for “Active use of minor sort (impairs foes but does not do direct damage).”
· +10 is for Castings that deal direct lethal damage or impose very strong control.
We will choose +5 here because the swirl confuses foes, but does not shred them physically.

7. Sum So Far (Law + Plane + General + Form + Passive)
Let us total the “Base” portion before we handle TAD (Time, Area, Distance):
1. Law of Change = 20
2. Plane (Shadow) = 15
3. General Considerations = 18 total
4. Casting Form (Cantrip) = 15
5. Passive/Active = +5
Add them:
20 + 15 + 18 + 15 + 5 = 73
This 73 is the “pre‐TAD” total—the Casting’s fundamental cost to exist, before factoring in its duration, area, and range.

8. Activation Cost Energy (ACE): “T.A.D.”
Now we factor in the duration it stays active, the area it covers, and the distance from caster to the effect.
1. Time (T)
· The effect persists for 3 Action Turns (15 minutes).
· By the standard “Time of Casting Duration” table, anything from 1–9 Action Turns is a cost of +8 Heka.
2. Area (A)
· The user sets “1 square yard per 10 STEEP” as a guideline. In official Mythus terms, area costs in the table are mostly volumetric, but let us approximate. For something the size of a modest swirling dust zone (on the order of a 1–2 cubic yard region of swirling grit per 10 STEEP), we can treat it as effectively “about 1 cubic yard or a few cubic yards.”
· That typically yields a cost around +4 (the table says about 1 cubic yard is +4).
· If a caster invests more, the JM might require scaling that up. But for a “default” small zone, +4 is a fair baseline.
3. Distance (D)
· The Casting says it must be touched or “emanates from touch,” so the swirl starts right where the caster stands or on a ground patch the caster can physically reach.
· The table’s smallest bracket is “less than 1 inch” or up to “1 foot” = +1 or +2.
· We can pick +1 if it truly has effectively zero range beyond the caster’s hand.
Hence:
T + A + D = 8 + 4 + 1 = 13

9. Add T.A.D. to the Running Total
· We had 73 from the earlier sum.
· Add the TAD cost of 13.
Overall Base Heka Cost = 73 + 13 = 86.

10. Resistance & Damage Components?
· Shifting Sands does not force a direct mental or spiritual infiltration that must individually overcome someone’s MR or SM. It is a swirling, quasi‐physical (or shadowy) cloud in the environment.
· There is no direct damage inflicted.
Thus, we do not add Resist or Damage Factor components.

11. Final Check & Optional “Fixed vs. Variable” Adjustments
· If you decide to let the caster cast Shifting Sands in variable sizes or durations at run‐time, you do not reduce the TAD costs. The final at‐casting Heka can still be paid flexibly.
· If you want to fix everything (exact duration, area, etc.) in an ironclad way so that it is always 3 AT, always a certain region, with no ability to enlarge or shrink it at time of use, you could apply the “75% cost at casting time” rule to TAD. But that is strictly optional (and it limits the caster’s flexibility).
· In many campaigns, the JM may tweak details if 86 feels too large or too small for a “Grade I–II” effect. Specific Castings are supposed to be more expensive than an equivalent well‐tested Archetypical or Tutelary. So a total ~80–90 Heka cost for 15 minutes of swirling dust is not unreasonable as a brand‐new creation.

Final Specific Casting Write‐Up
Below is how you might document Shifting Sands as a new Specific Casting in DJ: Mythus format. You keep a copy for the JourneyMaster’s files, noting its total cost, the required research times, etc.

Shifting Sands Cantrip (Specific Casting)
Grade: I
Heka Cost (Base): ~86 (see breakdown below)
(No additional Resist or Damage components)
Time to Cast: 5 CT
Duration: 3 Action Turns (15 minutes total), diminishing in intensity each AT.
Area of Effect: Approximately 1 cubic yard per 10 STEEP (base cost assumed ~4 Heka in standard T.A.D. table). May be scaled up or down as variable cost.
Casting Distance: Touch (effect initiates from the caster’s location or a point the caster can physically touch).
Effect:
1. Sandstorm‐like Illusion/Obstruction – The caster causes loose dust, sand, or earth (real or quasi‐illusory) to swirl in a localized “storm.”
2. Reduced Visibility – Anyone within or shooting into the swirling area suffers +20 to Perception checks (visual emphasis).
3. Attack Penalty – Attacks aimed at targets within the swirling dust suffer +10.
4. Confusion & Obscurement – Movement through the storm is disorienting; stealth or partial concealment of the caster is easier (a JM might give a bonus to Hiding, Skulking, etc.).
5. Diminishing Intensity – Each Action Turn, the effect weakens (the “sandstorm” thins out), so the penalties might drop from +20/+10 to +15/+8 to +10/+5, etc., depending on how you narrate the “one step each AT” fade.
6. No Direct Damage – It irritates eyes and lungs, but it does not do lethal harm. If the JM thinks extreme dryness or stinging grit might matter, a minor penalty or cough effect can be house‐ruled.
Magickal Basis: Law of Change + Shadow Plane illusions.
Creation & Research Notes:
· Law of Change → 20
· Shadow (Preternatural) → 15
· Effect/Material → +3
· Change of Nature (moderate) → +15
· Casting Form (Cantrip) → +15
· Passive/Active (minor active) → +5
· T (3 AT = “1–9 AT”) → +8
· A (≈1 cubic yard) → +4
· D (Touch ~ <1") → +1
Sum = 86 Heka (before any optional “fixed 75% discount” for TAD).
Research Time:
· By rule, creating a Specific Casting requires 1d3 weeks of dedicated effort to establish the base concept, plus 1d3 days per Grade refining and documenting. Because this is Grade I, that is an additional 1d3 days. A JM may further add “1 day per 10 points of final Heka cost” if using the optional extended “Specific Casting creation time” rules.

Concluding Remarks
Total Heka ~86 may look high at first glance—but that is normal for a brand‐new Specific Casting in Dangerous Journeys. Archetypical or Tutelary spells are typically cheaper because they have been “honed to greatest effectiveness.” Creating your own from scratch is always more expensive.
In actual play, a Heka‐powerful caster could still find Shifting Sands worthwhile as a battlefield confusion and concealment tactic. The swirling dust hampers enemies’ ability to spot or strike the caster while adding minimal risk. And it does so for a reasonable length of time (15 minutes).
Enjoy conjuring your swirling illusions, and may your enemies stumble blindly through the dust!
 
 
 
Aura of Confusion
 
1. Name of Casting
Aura of Confusion

2. Highest Law of Magick Employed
From the description, Aura of Confusion manipulates a target’s mental state, effectively scrambling decision‐making and focus. This is classically a Change of mental nature effect. Hence we look to:
· Law of Change – 20 Heka
It is arguably possible to justify other Laws (“Law of Obstruction” to hinder mental clarity, or a pinch of “Law of Sympathy” if you were trying to drive confusion by simulating a ‘befuddled state’). However, “confusion” is most directly a mental/emotional alteration (reversal/disruption), so Law of Change is the cleanest choice.
Law Base Cost = 20

3. Plane or Sphere from Which Heka is Drawn
Confusion/Bedlam effects are often associated with either Shadow or Negative energies at the Preternatural level, or Pandemonian at the Supernatural level. Because we are aiming for a “typical,” moderately powered mental scramble (and because you described it as roughly “Cantrip” level rather than some huge demon‐inflicted mania), we will assume it’s tapping Preternatural–Negative energies:
· Entry into the Preternatural plane: 5 Heka
· Use of “Negative” portion of Preternatural: +10 Heka
Plane Cost = 5 + 10 = 15
(If you wanted a Supernatural–Pandemonian effect, the cost to “enter” Supernatural would be 20, plus 50 if you drew specifically from Pandemonic, a total of 70—making the Casting dramatically more expensive!)

4. General Considerations
Here we check each major table (Effect/Force/Material, Change of Nature, Life Form, etc.) and add Heka for every factor that applies. Note that some parts of these tables only apply when you literally transform the subject’s shape, size, or type; if the subject remains physically the same, you skip those lines.
4a. Effect/Force/Material Result(s)
· We are imposing a mental fog that is “against the subject’s nature” (since a normally alert creature is forced to become confused).
· “Against subject’s nature” = 5 Heka
(“Beyond subject’s nature” at 10 Heka is used when you impose a truly alien trait. “Confusion” is still within the realm of normal but undesired mental states, so 5 is adequate.)
4b. Size/Weight Change
· None. We are not altering physical size/mass.
· = 0 Heka
4c. Adding to/Subtracting From Composition
· Again, no literal addition or subtraction of physical matter.
· = 0 Heka
4d. Form of Subject Before & After
· We aren’t turning a wolf into a statue, or living flesh into mineral, etc. The subject is still the same physical being.
· = 0 Heka
4e. Type of Subject Before & After
· That table applies when changing a subject’s “type” (e.g. from living to undead, from animal to mineral, etc.). Aura of Confusion does not do that; we are simply imposing mental befuddlement.
· = 0 Heka
4f. Augmentation or Reduction of Nature
· We are forcibly diminishing the subject’s clarity, initiative, and sense of purpose. This is either a “minor” or “moderate” hamper to its mental nature. Given the -20 penalty is fairly potent, let’s call this a moderate hamper:
· Moderate = 10 Heka
4g. Change of Nature
· Mental/emotional “reversal” or disruption is typically here. The chart calls out:
· Minor mental reversal = 10
· Moderate mental reversal = 20
· Major = 25, etc.
· Because we are imposing a significant penalty that lasts multiple Battle Turns, we pick 20 Heka for a moderate mental shift.
4h. Life Form Consideration
· This table is used mainly when we are physically changing or wholly re‐fashioning a living being. Its heading says: “If the end result is different from beginning subject.”
· Simply imposing confusion does not shift them from one type of creature to another.
· = 0 Heka
4i. Organism Control Action Consideration
· This covers forced or suppressed movement, forced reflex, paralysis, etc. Although we are not controlling the target’s limbs, we are essentially imposing partial slowed responses (movement hamper, -20 to attack, initiative, etc.). That corresponds to “forced partial immobility/slowed responses = 8” in the table.
· = 8 Heka
(If you had literally forced them to dance or forced them to freeze entirely, it might cost more. But here we impose a hamper that is close to “slowed/stumbling” responses—8 is fair.)
4j. Passive/Active Modifier
· Active Castings typically harm or impose negative conditions. Because Aura of Confusion is definitely an offensive hamper (even if not direct damage), it falls under “major Active effect”:
· “Any Casting which holds implicit or delivers damage, or severely hinders the target” => +10 Heka
(Some JMs might say confusion isn’t raw damage and assign only +5. Many prefer +10 for any notably hostile effect. Either is defensible, but +10 is the standard approach for an aggressive hamper.)
4k. Casting Form Consideration
You call it a “Cantrip.” Ordinarily, per the Mythus Magick table, a Cantrip:
· Takes 5 Critical Turns (15 seconds) to cast
· Has a form cost of +15 Heka

Summation of These Factors So Far
Let’s add everything above (excluding Activation Cost Energy for Time/Area/Distance, which comes next):
1. Law of Change = 20
2. Plane (Preternatural‐Negative) = 15
3. Effect vs. Nature = 5
4. Augmentation/Reduction (moderate) = 10
5. Change of Nature (moderate mental) = 20
6. Life Form = 0
7. Organism Control = 8
8. Passive/Active (hostile hamper) = +10
9. Casting Form: Cantrip = +15
Subtotal so far = 20 + 15 + 5 + 10 + 20 + 0 + 8 + 10 + 15 = 103

5. Activation Cost Energy (ACE), aka T–A–D
We now consider the additional Heka for Time, Area, and Distance the Casting must cover. The Casting description says:
· Duration: “Lasts for 5 Battle Turns” (5 × 30 = 150 seconds = 2.5 minutes).
· That equates to “1–9 BT” in the ACE table => 4 Heka
· Area: “Area: 1 creature.” A single average humanoid is roughly the volume of ~1 cubic yard (or smaller). The ACE table lumps “about 1 cubic yard” => 4 Heka.
· Distance: “Distance: 1 rod/10 STEEP.” The official table charges you by actual maximum range. Up to 1 rod (~16.5') is 8 Heka if you do not let it scale with STEEP.
· In practice, many JMs will pick “less than 1 rod” => 8 Heka if they keep it simple. If they truly allow “1 rod per 10 STEEP,” then the range can grow, but you’d typically just pick the next rung up if it surpasses 1 rod in practice.
· We’ll take 8 as the baseline for shortish range (i.e., up to around 15–20 feet at typical skill).
Thus T = 4, A = 4, D = 8 => 4 + 4 + 8 = 16 Heka for TAD.
(If you let T/A/D be strictly fixed—no flexibility—then you can reduce that portion by 25%. I’ll note that in the final step.)

ACE Subtotal
· So adding that 16 to our prior 103 => 119.
That 119 is your Base Heka Cost prior to any additional “Resistance Factor” or “Damage Factor.”

6. Resistance Factor & Damage Factor
1. Resistance Factor: Because Aura of Confusion directly affects the mind of a (presumably) sentient being, you must pay to overcome Mental or Spiritual resistance if the target can resist. In normal Mythus Magick parlance, that means a persona might pay some extra Heka at the moment of casting to beat the subject’s M‐Resistance.
· You can either build in a fixed chunk (e.g., a certain guaranteed 20 or 30 points of “overcome MTR” that is always paid) or make it “variable” (the caster invests as many points as needed each time). If it’s variable, we do not add it to the published Base Cost.
2. Damage Factor: This Casting doesn’t inflict direct P/M/S damage. So no damage cost is needed.

7. Optional Discount for Fixed T/A/D
If you fix this Casting to always last exactly 5 Battle Turns, always affect exactly 1 human‐sized subject, and always have a maximum distance of 1 rod (or 1 rod per 10 STEEP) with no flexibility, then by the Specific Casting rules you can reduce the TAD portion by 25%.
· TAD = 16 → 16 × 0.75 = 12
· So your final would be 103 + 12 = 115 Heka
If your Journey Master decides that is still “too big” for a short, confusion effect, you can re‐judge whether some of the “moderate changes” are actually “minor,” or drop the Active +10 to +5, etc. That is part of the “tuning” process for new Castings.

8. Final Check vs. Archetypical Spells
Because official Archetypical or Tutelary Castings (like “Trudge,” “Bedlam,” etc.) are far more Heka‐efficient than brand‐new, unrefined Specifics, you often see a Specific Casting cost easily double or triple the cost of a comparable official spell.
· Here we end up around ~115–120 total (excluding any variable Heka to beat Mental Resistance).
· That cost is definitely much higher than typical “Grade I or II” spells with a confusion effect.
· This is normal for a raw homebrew Specific Casting.
The text instructs a final “sanity check.” If you discover your final cost is less than or equal to what a known official Confusion‐style effect charges, you probably missed some factor. If the final cost is astronomically higher than typical (like 300–400 Heka), you might be double‐counting or overcharging certain “Life Form” or “Change” lines that do not truly apply. In our carefully stepped approach, ~115–120 feels reasonable for a brand‐new, unrefined confusion cantrip that lasts 2–3 minutes and penalizes a target’s attacks, movement, and mental clarity.

9. Final Write‐Up (Condensed)
Below is how you might formally document this new Specific Casting:

Aura of Confusion Cantrip (Specific Casting)
· Grade: (Equivalent to a “Grade I–II” effect in broad power terms, but costs more Heka because it is a newly created Specific Casting.)
· Form: Cantrip
· Time to Cast: 5 CT (official cantrip) — or 1 CT if you (JM) approve a house‐rule.
· Base Heka Cost: ~115–120 (depending on whether you fix T/A/D and claim the 25% discount).
· (Does not include any “Resistance Factor” if you want to pre‐pay to overcome a target’s MTR. That may be added on a variable basis during actual cast.)
· Range: 1 rod/10 STEEP (up to ~16.5 feet times the caster’s K/S/10), affecting 1 living target.
· Duration: 5 Battle Turns (≈2.5 minutes). The subject may attempt to shake off the effect at the end of each Critical Turn by rolling vs. a “Moderate” Difficulty, as per description.
· Effect: Imposes mental disorientation on the target, manifesting as a –20 penalty to all attack rolls, movement, or item/weapon use. Their mind is enveloped in a fog, interfering with spells or skill uses that require clarity.
Notes/Mechanics:
· Active Offensive Casting: Because it intentionally hinders an unwilling subject, the caster must pay additional Heka for “Active” effect and typically also pay enough Heka at the moment of activation to overcome the target’s mental resistance.
· Rolling Off the Effect: At the end of each 3‐second Critical Turn, the target can attempt an Avoidance check (JM sets exact mechanics) vs. “Moderate” difficulty. On success, the confusion lifts early.

Concluding Remarks
Enjoy your new confusion cantrip, and may you sow plenty of befuddlement among foes (at a suitably epic Heka price)!Top of Form
Bottom of Form
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Happy Lute CHARM 
[bookmark: m_5198623179597934610_m_-686299390422124]HAPPY LUTE CHARM (A New Specific Casting)
Casting Grade
Grade II (approx. power level comparable to Grade II Archetypical Castings such as Halefellow Charm, but with a custom twist).

1. Worksheet Calculations
Below is a line-by-line breakdown—following the logic in the rules—for figuring out the total Heka cost of the Happy Lute Charm.
Note: In practice, a Specific Casting usually ends up costing 2–3× (or more) as much as a similar Archetypical Casting. For example, the Grade II Halefellow Charm is 35 Heka to activate. Our final cost here ends up around 75—a bit more than double Halefellow’s standard cost, fitting well within the guidelines.

A. Highest Law of Magick
· We want to produce pleasant, uplifting emotions, so we choose the Law of Sympathy (like begets like, homeopathic style).
· Law of Sympathy cost = 5 Heka
B. Plane or Sphere Drawn From
· This effect is basically “mundane or near-material” in flavor. We assume it draws from the Material Plane.
· Material Plane cost = 2 Heka
C. General Considerations
We go through the “Effect/Force/Material” tables and select which sub-factors actually apply:
1. Effect/Force/Material:
· The intangible goal (happy feelings) is “not alien,” but also not purely “basic” to a subject’s nature.
· We label it “Uncertain, unknown quantity, not alien” = +3 Heka.
2. Size/Weight Changes:
· None. We are not changing size or weight, so +0 for this factor.
3. Adding/Subtracting Subject’s Composition:
· Not relevant to an emotional shift, +0.
4. Form of Subject Before & After:
· We are not physically altering them (e.g., from stone to flesh). No effect, so +0.
5. Type of Subject Before & After:
· Again, no fundamental physical transformation of “living, sentient” to something else, so +0.
6. Augmentation or Reduction of Nature:
· We are subtly adding a positive emotional factor. A “Minor” addition = +5 Heka.
7. Change of Nature:
· Changing (or “reversing”) emotions from neutral/hostile to cheerful is often classed as a “Minor thought/emotion reversal.” The table suggests +10 Heka for that.
8. Life Form / Organism Control:
· We skip these because the Spell does not seize motor control or physically transform a creature, so +0.
Summing these relevant items:
(Effect uncertain) +3
+ (Minor Augmentation) +5
+ (Minor Emotional Reversal) +10
= 3 + 5 + 10 = 18
We add that to the Law/Plane:
(Law of Sympathy 5) + (Plane Material 2) + (General 18) = 25 so far.

D. Passive/Active Modifier
We ask: Is the Happy Lute effect purely “passive,” or “active” in how it influences others?
· Because this Casting forcibly shifts others’ emotions (albeit gently), it is more “active” than a purely defensive or observational effect.
· However, it is not delivering harm or direct mind-control—so we take the “lesser portion” of Active at +5.
Subtotal = 25 + 5 = 30.

E. Casting Form Consideration
We decide the Activation time:
· Suppose we want it fast—like a Charm (activate in 1 Critical Turn = 3 seconds).
· A Charm typically has a +30 Heka form cost (from the chart).
Now:
30 (previous subtotal) + 30 (Charm form) = 60

F. Activation Cost Energy (ACE): Time, Area, Distance
The “T-A-D” portion is added to the Casting. Let’s decide:
1. Time (Duration T):
· We want it to last about “1–9 Battle Turns” (30 seconds each up to ~4–5 minutes).
· Looking at the Duration Table: “1–9 BTs” typically costs +4 Heka.
2. Area (A):
· Perhaps the music extends to a 1 chain (66’) diameter around the caster. That is “About 1 chain” = +15 Heka.
3. Distance (D):
· The effect emanates from the caster’s lute, so the travel distance to the area is basically “0–1 foot.” The chart’s minimum is often +1 Heka if it must “move” or “radiate.”
· We’ll pick the smallest rung, +1 Heka.
Hence T-A-D = 4 + 15 + 1 = 20 Heka.
Fixed or Variable?
· If we fix these T-A-D factors to “exactly 1–9 BT in a 66’ diameter, centered on me,” we may pay only 75% of the T-A-D cost, per the rules.
· 75% of 20 = 15 (round to nearest integer).
Add that to 60:
60 + 15 = 75 total so far

G. Resistance & Damage
· We are not setting up direct mental “damage,” so no Damage Component.
· We can leave Resistance as a separate or “variable” cost. (If foes are truly unwilling, the JM can let them resist with normal rules, or the caster invests extra Heka if needed.)
Thus, no further mandatory additions.

2. Final Heka Cost
After summing the above:
Base (Law + Plane + General) = 25
+ Passive/Active = +5
+ Casting Form (Charm) = +30
= 60
+ (Time/Area/Distance = 20 → 75% = 15)
= 60 + 15 = 75
→ Total Base Heka for the Happy Lute Spell = 75
(Compare this to 35 for the standard Grade II “Halefellow.” Our new Casting is indeed over 2× as costly, which is typical for a fresh Specific Casting.)

3. Full Casting Description
Below is how you might formally document the Happy Lute Charm in your campaign notes.

HAPPY LUTE CHARM (Specific Casting, Grade II)
Law & Plane: Draws upon the Law of Sympathy (5 Heka) and the Material Plane (2 Heka).
Basic Effect/Force/Material:
· The caster plays a lute (or suitable string instrument) and magically radiates an uplifting aura of goodwill and cheer. Listeners within the area find themselves buoyed by pleasant emotion, more amenable to dialogue, and less inclined to hostility.
Casting Form:
· Charm (activates in 1 Critical Turn / 3 seconds).
· Once the caster begins strumming the lute, the effect “blooms” almost instantly.
General Considerations:
· Minor emotional augmentation (mild euphoria, +5).
· Minor emotional reversal from neutrality or mild negativity to positive, +10.
· Treated as a modest Active effect (+5).
· No physical transformations, no forced commands.
Area of Effect / Duration / Distance:
· Duration: 1–9 Battle Turns (BT) [30 sec. to ~4–5 minutes].
· Area: Up to a 66-foot (1 chain) diameter around the caster.
· Distance: The aura is centered on the musician.
· These T-A-D factors are “fixed” at creation for the full cost discount (75% of normal T-A-D).
Resistance or Saving Throw:
· By default, no direct mental “lockdown,” so typical “reaction” or “mood save” might apply. Truly strong-willed or hostile targets might resist the cheer. The caster may invest extra Heka if the JM rules that mental resistance requires “overcoming” mental armor or willpower.
Heka Cost:
· 75 total to activate each time, if used precisely as described above (fixed T-A-D).
· Additional optional Heka might be spent if trying to forcibly overcome hardened foes, at JM discretion.
Duration of Creation & Documentation:
· To invent and formalize this Spell as a new “Specific Casting,” a persona must spend the usual research time (1d3 weeks + 1d3 days × Grade, etc.), plus additional days for higher Heka. Then the write-up is added to the campaign records.
General Use:
· Happy Lute Charm is ideal for defusing tavern brawls, calming upset crowds, winning an audience’s hearts, or simply adding musical cheer to adventurers’ morale.
· Because it’s a new, unrefined Casting, it is more expensive than well-known Grade II equivalents (like Halefellow). Through repeated, successful “field tests,” the caster might gradually reduce its energy cost (per “Convertibles” rules).

4. In-Game Flavor
Your bard slings his lute over one shoulder, takes a deep breath, and begins to pluck the strings in a rhythm that resonates with gentle positivity. In mere seconds, a shimmering wave of “good vibes” courses through the crowd. The tension seems to ease. Voices hush, fists unclench, and faint smiles flicker across hostile faces. Within a half-minute, the entire area thrums with a subtle euphoria, making even surly patrons less inclined to quarrel and more inclined to listen.

Final Note
This kind of Specific Casting typically:
1. Costs significantly more than a comparable Archetypical or Tutelary Casting.
2. Requires research time and a thorough written description before the persona can reliably use it.
3. Can eventually become cheaper or “Archetypical” if it’s used repeatedly and proven valuable in the campaign world.Top of Form
 
 
 
 
 
 Detect Portal Ritual

 
1. NAME & BASIC FUNCTION
Casting Name: Detect Portal Ritual
 
Intent: To sense and locate any natural Gates (permanent, always‐open portals) or natural Doors (intermittent or activatable portals) within a roughly 4‐chain (264 ft) radius around the caster.
 
Scope:
Detects only natural extra‐world Gates/Doors (i.e., not those conjured or sustained via Castings or Heka‐engendered powers).
If any such portal is in range, the Casting gives the caster a mental “beeping” (or “Geiger counter”) directional cue toward it.
If none are initially found, the caster can walk around within the 2‐Action‐Turn duration (10 minutes) to keep scanning new ground (up to the 4‐chain radius around them at any point).
If the Casting locates a Door (rather than a permanently open Gate), the caster also gains +10 STEEP to their Mysticism K/S Area (if possessed) for the remainder of the Casting’s duration.
Duration: 2 AT (Action Turns), i.e. about 10 minutes total.
 
Casting Form: Ritual
 
2. STEP‐BY‐STEP HEKA COST ANALYSIS
 
2.1. Law of Magick Base
This Casting is fundamentally detective (i.e., informational) and passive rather than a direct transformation, so it most closely aligns with:
 
Law of Sympathy = 5 Heka
(One can justify sympathy here as “like detects like,” since the caster is linking themself to the subtle presence of naturally arising planar overlaps.)
 
2.2. Plane or Sphere Drawn From
Although these portals open into other planes, the caster is simply scanning in the mundane/Material environment to sense natural planar weak spots. We therefore assume the Casting primarily uses local (Material) Heka:
 
Material Plane = +2 Heka
(If one insisted that to sense any world‐gate or door might require “Panprobable” or “Æthereal” or even “Entital” costs, that would skyrocket the total Heka. But the most straightforward assumption is scanning the Mundane environment for the telltale emanations of any “naturally formed” dimensional door.)
 
2.3. General Considerations
Because we are not mutating a subject, nor changing weight/size, nor controlling a life form, most of the usual transformation costs do not apply. However, the Casting does glean information (“detect and locate unseen phenomenon”), which often falls under “Effect/Force/Material Result(s)” plus a mild “Augmentation” (extending the caster’s senses). A reasonable breakdown:
 
Effect/Force/Material Result(s):
Likely “Uncertain, unknown quantity” (3 Heka) because you are probing intangible or unknown phenomena (portal presence).
Augmentation or Reduction of Nature:
A “Minor change (existing factor only)” = +5 Heka—augmenting the caster’s awareness to pick up a hidden phenomenon.
Everything else (organism control, life‐form changes, reversing nature, etc.) does not apply.
 
Thus, General Considerations total = 3 + 5 = +8 Heka.
 
2.4. Passive / Active Modifier
“Detect Portal” is purely passive in effect. It neither damages nor forcibly alters anything, so from the table:
 
Detection or passive defense only = –10 Heka.
2.5. Tally So Far (Before Casting Form)
Let us sum:
 
Law of Sympathy = +5
Material Plane = +2
General Considerations = +8
Passive/Active (detection only) = –10
So, subtotal = 5 + 2 + 8 – 10 = +5 Heka.
 
2.6. Casting Form Consideration
“Ritual” with 2 AT of casting time. That yields a –4 per AT from the final total. We will apply that discount at the end (per the book’s note: “subtract 4 points per AT from the total cost”).
 
For the moment, let us treat the base form cost as 0, then handle the bigger discount after computing Activation Cost Energy below.
 
2.7. Activation Cost Energy (ACE): T / A / D
Next we compute the “T.A.D.” costs for Time of effect, Area (or volume) of effect, and Distance over which the effect must be delivered. Because this is a detection aura around the caster, we pay for:
 
Time (Duration)
 
The Casting lasts 2 AT = about 10 minutes.
Per the ACE table: “1–9 ATs” = +8 Heka.
 
Area (Volume) Affected
 
The radius is 4 chains = 264 feet, so a sphere ~264 ft from caster.
Checking the “cubic measure” table:
1 cubic chain (66×66×66) = 15 Heka, but that is too small for a sphere of radius 264 ft.
Next step is “1 cubic furlong” (660×660×660) = 30 Heka.
Our spherical zone of radius 264 ft is roughly a quarter of that “cubic furlong” volume, but since the table lumps anything up to a 1×1×1 “furlong volume” into the same bracket, we must pay the full +30 Heka.
 
Distance
 
The effect emanates from the caster (the center of the detection). Distance the Casting must “travel” is effectively near zero.
That minimal distance is “less than 1 inch” from the caster’s own position on each pulse, which the table sets at +1 Heka.
Hence, raw T.A.D. = 8 (Time) + 30 (Area) + 1 (Distance) = 39.
 
2.7.1. Fixed vs. Variable TAD
In a Specific Casting, you can designate T, A, or D as “Fixed,” meaning you always cast it at those exact parameters. If so, you only pay 75% of that TAD cost upon each usage. Because Detect Portal’s range and duration are quite specific, it makes sense to “fix” them to keep the cost down.
 
0.75 × 39 ≈ 29 (if you do each line item individually, it often sums to around 30 after rounding).
We will illustrate the line‐by‐line approach to be clear:
 
Time (8) ⇒ 75% = 6
Area (30) ⇒ 75% = 22.5, round up to 23
Distance (1) ⇒ 0.75 = 0.75, round up to 1
Sum = 6 + 23 + 1 = 30 for TAD.
 
2.8. Adding It All Up (Before Ritual‐Time Discount)
Recall from Section 2.5, we had a base of +5 Heka after applying the Passive/Active factor. The Casting Form as a “Ritual” starts at 0 (rather than +2, +8, etc.). Now we add the TAD cost (with the 75% discount included):
 
Base (Law + Plane + Considerations + Passive/Active) = 5
TAD (fixed) = 30
Subtotal so far = 5 + 30 = 35 Heka.
 
2.9. Ritual‐Time Reductions
Because you are specifically letting the Casting require 2 full Action Turns (10 minutes) of uninterrupted formulaic/ritual procedure before the effect even begins, you gain:
 
–4 Heka per full AT
Casting Time = 2 AT => 2 × (–4) = –8
Thus, from 35 we subtract 8:
 
Final Heka Cost = 35 – 8 = 27.
 
This is the Base Heka needed whenever someone employs “Detect Portal” exactly as designed.
 
2.10. Grade Check
In the Mythus rules, we often compare a new Specific Casting’s final cost to typical known Archetypical or Tutelary Castings. One rough rule says a new Casting is usually at least triple the cost of some standard “equivalent” effect. Here, there is no direct “Archetypical: Detect Gate” to measure against, but a final cost in the 25–35 range puts it near the upper end of Grade II or the lower boundary of Grade III by approximate yardsticks. That is not unreasonable for a fairly specialized, multi‐minute detection effect with a moderate radius.
 
3. “DETECT PORTAL” — FINAL WRITE‐UP
Below is how the Casting could be documented for a campaign’s reference.
 
DETECT PORTAL RITUAL
Type: Ritual, 2 AT casting time
Grade: Equivalent to around II–III
Overall Heka Cost: 27 (assuming Fixed T/A/D and the –8 Ritual‐time discount).
Law/Plane:
 
Law: Sympathy (5)
Plane Drawn From: Material (2)
General Considerations:
 
Uncertain intangible detection (3)
Minor augmentation of senses (5)
Passive detection = –10
Casting Form: Ritual = –4 per AT => –8 total after final.
Activation Cost Energy (Fixed TAD):
 
Time (2 AT → 8, then 75%) = 6
Area (sphere ~4‐chain radius → 30, then 75%) = 23
Distance (emanates from caster → 1, then 75%) = 1
Total TAD = 30
Effect
 
Upon completion of the 10‐minute ritualistic Casting, the persona can sense any natural Gate (always‐open, permanent portal) or natural Door (periodically active or triggered portal) within about 264 feet (4 chains) of them.
The detection manifests as a mental “beeping” or “Geiger counter” that intensifies as they near the portal’s exact location.
The effect lasts a full 2 Action Turns (10 minutes). During that time, the caster may move around, continuously scanning any new terrain that falls within the 4‐chain radius.
Limitation: This Casting cannot detect artificial or magickally engendered Gates/Doors; only “naturally” occurring ones.
Mysticism Bonus: If this Casting does direct the caster to an actual Door (as opposed to an always‐open Gate), the caster (if they have the Mysticism K/S) receives a temporary +10 STEEP in Mysticism for the remainder of the Casting’s duration—reflecting heightened attunement to the subtle energies surrounding an intermittently active planar threshold.
Casting Time & Ritual
 
The ritual is deliberately stretched to a 2‐AT performance, using chants, gestures, or minor symbolic items. By investing this extra time, the final Heka cost is reduced from what would otherwise have been well above 30.
Additional Time Requirements (Creation)
 
As with all Specific Castings, creating “Detect Portal” in a campaign demands at least 1d3 weeks of research plus an additional 1d3 days per Grade to refine and record it, subject to JM approval.
Final Notes
Approximate Grade: Near II or III by total cost.
Final Heka Cost to Cast: 27
Activation Time: 2 AT (10 minutes)
Area: ~264‐ft spherical radius around caster
Purpose: Low‐grade but quite specialized detection of “natural” multi‐planar portals.
This completes the full “Specific Casting” creation process for Detect Portal under DJ Mythus guidelines. You should now have a workable and (comparatively) low‐cost detection tool that invests extra casting time to keep energy expenditure manageable.
 
 
 
 
 
 
Foresight’s Veil Charm
1. Overview
Name of Casting: Foresight’s Veil
Type: Charm
Casting Time 1 CT
Area: 1 subject
Distance: Touch
Other: None
Effect Duration: 1 hour per 10 points of STEEP in Dweomercræft.
 
Description (In-Game):
Foresight’s Veil shrouds the subject in a subtle aura of predictive insight. For the duration, the recipient is unusually adept at sensing and avoiding sudden threats. Specifically:
 
-10 on Defensive Rolls against any unexpected or surprise dangers (e.g., ambushes, traps, sudden lunges).
Reroll on Perception/Initiative Failures (one reroll per failed check) whenever such a check pertains to an imminent surprise threat.
After-Effect Disorientation: Once the Veil ends, the subject experiences a mild temporal “whiplash.” Their next Initiative suffers a +5 penalty.
Though not overtly dramatic, the Veil’s gentle “nudges” can confuse the inner ear and mental equilibrium. Recipients often report fleeting déjà vu or minor dizziness when the effect lapses.
 
2. Worksheet for Heka Cost Computation
Below is a step-by-step derivation following the Specific Casting guidelines from Mythus Magick (Dangerous Journeys). We show how each relevant factor adds (or subtracts) from the final Heka cost.
 
A. Determine the Highest Law of Magick Employed
Because Foresight’s Veil grants a subtle, quasi-divinatory “danger sense,” it effectively alters/augments the subject’s awareness or perceptive capacity in real time. Many JourneyMasters would treat that as a mild future-sight or predictive sense under the Law of Change (modifying mental/spiritual state) or possibly under the Law of Emanation (tapping ephemeral awareness).
 
For simplicity—and to avoid an overly high cost for what is ultimately a modest buff—let us use:
 
Law of Change = 20 Heka Base
(One could argue “Law of Emanation” at 25 Heka instead, but that typically yields a slightly higher total. “Law of Change” is often used when “upgrading” or modifying a being’s innate nature. Both are legitimate rulings; the JM decides.)
 
B. Plane or Sphere Drawn From
We want a mild “precognitive” or “intuitive danger sense.” In Mythus, short-range or lesser divination typically aligns to the Æthereal Plane (often the seat of paranormal/psychic phenomena) rather than the truly “Entital” or “Temporal” planes (which would be extremely costly).
 
Entry to Preternatural Plane: 5
Æthereal draw: +15
Total for Plane/Sphere = 20
 
C. General Considerations
Effect/Force/Material Result(s): Is it “Basic to subject’s nature,” “Uncertain/not alien,” etc.?
 
A subtle mental/spiritual augmentation can be ruled “Basic to subject’s nature” → +1
(If the JM feels danger-sense is more exotic, they might charge +3 instead. Here we’ll use the minimal +1.)
Augmentation or Reduction of Nature: We are adding a minor factor to the subject’s senses (a moderate, albeit temporary, enhancement).
 
“Minor change/existing factor only” → +5
Change of Nature? We are not reversing or inverting any trait, so no extra cost here.
 
Life Form or Organism Control Actions? We are not controlling or immobilizing the target, just granting a mental boon. → 0
 
Size/Weight Change, Composition, Form, etc. → N/A (No morphological changes.)
 
D. Casting Form Consideration
Charm = +30 Heka
 
E. Passive vs. Active Modifier
“Foresight’s Veil” is defensive, protective, predictive, and does not itself inflict damage, conjure harmful phenomena, or forcibly control. By the definitions in the text:
 
Purely Passive or very mild protective/predictive → −10 Heka
(It warns the subject of incoming trouble, grants a chance to dodge, etc. That is the hallmark of “Passive” usage.)
 
Subtotal: Base Heka (Before TAD)
Summing the above factors:
 
Highest Law (Change) = 20
Plane/Sphere (Æthereal) = +20
Effect = +1
Augment Nature = +5
Casting Form (Charm) = +30
Passive Modifier = −10
Subtotal = 20 + 20 + 1 + 5 + 30 − 10 = 66
 
F. Activation Cost Energy (ACE) — TAD
Next we compute TAD (Time, Area, Distance):
 
Time (Duration): The Veil lasts “1 hour per 10 STEEP.”
 
In standard increments, that typically falls into the 1–9 hours bracket → +15 Heka.
Area: “One Subject.” Typically, that is about 1 cubic yard on the table.
 
+4 Heka
Distance: “Touch.” That is effectively “less than 1 inch.”
 
+1 Heka
Hence, TAD = 15 + 4 + 1 = 20.
 
(We are keeping these as variable rather than fixed; if you wanted a fixed single duration, you could reduce that portion by 25%, but then the casting would always last the same length, with no up-or-down scaling.)
 
G. Resistance & Damage Components?
Resistance: The subject wants the effect and generally will not Resist. No forced effect on unwilling targets, so no extra Heka is spent.
Damage: No direct or area damage is involved → 0.
3. Final Heka Cost & Grade
Base (Laws, Planes, Form, P/A, etc.) = 66
ACE (TAD) = +20
No Resistance or Damage = +0
Total Heka Cost = 86
 
Assigning a Grade
Compare 86 to the “Base Heka Cost by Grade” benchmarks in Mythus Magick (p. something like: Grade IV ≈ 75, Grade V ≈ 100, etc.). The total is:
 
More than the typical 75 for a Grade IV Archetypical
Less than the typical 100 for Grade V
Because Specific Castings often end up more expensive than similar “Archetypical” ones, many JourneyMasters would classify Foresight’s Veil as a Grade IV or possibly bridging into Grade V territory (depending on how strictly your campaign lumps 76–100 Heka).
 
A fair ruling (especially given it is mostly defensive/utility) is Grade IV. It is beyond the simplest “1st- or 2nd-grade” spells, but not quite at the destructive/offensive potency typical of high-level illusions, blasts, or exotic dimension shifts.
 
JM Note: If you prefer the “Law of Emanation” approach for full future-sight flavor, the total might nudge up another 5 Heka (ending ~91), quite close to Grade V. Decide which you prefer.
 
Final “Specific Casting” Writeup
Foresight’s Veil Charm (Grade IV)
Type: Charm
Casting Time: 1 Action Turn (≈ 5 minutes)
Base Heka Cost: 66 + TAD → about 86 total
Duration: 1 hour per 10 points of STEEP (variable)
Area of Effect: Single willing subject (touch range)
Description: Imbues the target with a short-term, subtle “foresight.” They get -10 on Defense against sudden or surprise attacks, and one reroll on any failed Perception/Initiative checks when immediate danger is involved. The effect ends with a slight mental jolt, imposing +5 to the subject’s very next Initiative.
 
Plane or Sphere: Æthereal (preternatural/psychic “danger sense”)
Law of Magick: Change (or possibly Emanation)
Passive Casting: −10 Heka from the final base
No Damage/Resistance Components
When the Casting ends, the persona feels a mild dizziness or “time-lag” effect—an in-universe reason for the +5 Initiative penalty.
 
Usage Notes & Adjudication
Intended Recipients: A willing ally or oneself. If used on unwilling targets (rare, but possible), the caster would need to overcome Spiritual or Mental Resistance. That would increase Heka cost further.
Extended Duration? Because we used a variable TAD approach, each usage might be slightly flexible (e.g., 1–9 hours, scaled by caster STEEP). The JM can require the standard TAD cost (15 for ~1–9 hours).
JM Tweaks: If you want a faster or slower Casting Time, or you want it labeled a “Spell” instead of “Charm,” just adjust the “Casting Form” cost segment accordingly (+8 for Spell, +15 for Cantrip, etc.), then recalculate final totals.
With the above computations, you have a proper Specific Casting fully integrated into Dangerous Journeys: Mythus magick rules—complete with a final Heka tally, an appropriate Grade, and a coherent in-game rationale. Enjoy bestowing (or suffering) those uncanny danger-warnings at your table!
 
 
 
 
 
 Unseen Path Ritual
 
1. Name & Basic Concept
Name of Casting: Unseen Path Ritual
Casting Type: Ritual
Time to Cast: 1 hour per 10 STEEP (variable, depending on caster’s STEEP and JM ruling)
Heka Costs (Usage/Activation):
Area: Up to 1 square yard per 10 STEEP
Distance: 1 mile
Other: Nil (no direct, separate “other” factor cost)
Narrative Description
Unseen Path briefly and subtly alters the local terrain (or superimposes an illusory “safe route”) so that those whom the caster designates may traverse without incurring normal terrain or detection penalties. To outsiders, the terrain looks unchanged; they do not see the faint, magical trail. \ While traveling the Unseen Path, designated individuals ignore hazardous ground effects, treat difficult terrain as normal, and gain a substantial bonus (or negation of penalties) to stealth, evasion, or trap avoidance. Outsiders generally cannot see this route at all; however, any loud disturbance (e.g., a crash or shout) temporarily disrupts the Path’s concealment, making it briefly easier for vigilant foes to notice something strange. After that short disruption, the Path’s concealment reasserts itself (if the Casting’s duration is still ongoing).
 
The combination of illusions and subtle terrain “shifting” is a Major Reversal (turning a “treacherous” area to a “safe corridor,” plus “detectable → undetectable” illusions) and a strong protective or “stealth” effect.
 
2. Determine the Highest Law of Magick (Base Cost)
From the text of Mythus Magick, you begin with whichever single Law best encapsulates the Casting’s principal operation. Despite being labeled a “Ritual,” that does not necessarily make “Law of Ritual” the main law; “Law of Ritual” in Mythus is about the structure of repeated ceremonial forms. Here, thematically:
 
We are effecting a major environment/terrain change: from “normal, treacherous” to “safe/hidden.”
We are especially using illusions or concealment: effectively making something “undetectable.”
Among the Seven Laws (Sympathy, Antipathy, Ritual, Change, Emanation, Conduction, Obstruction), the best fit is usually the Law of Change because we are performing a Major Reversal on how the terrain and illusions appear (detectable → undetectable, dangerous → safe).
 
Highest Law: Law of Change
Base Heka Cost for Law of Change: 20
(If a JM insists the illusions are more about the Shadow Plane or that we are truly obstructing detection, one might argue for “Law of Obstruction” (35) or “Law of Emanation” (25). However, most Mythus JMs would treat illusions and “hidden vs. visible” under “Change of Nature” or “Major Reversal.” Hence the 20‐point base.)
 
3. Plane or Sphere Drawn From
The illusions are typically associated with the Shadow Plane (a Preternatural Plane). In Mythus, illusions/concealment often tap the “Shadow” or “Negative” Planes for the “cloaking” effect.
 
From the “Plane or Sphere Drawn From” table, drawing from a Preternatural Plane imposes:
 
Entry Cost: 5 (for tapping Preternatural)
Shadow or Negative: +10
So total = 5 (entry) + 10 (Shadow) = 15.
 
(If you prefer to say it is “merely rearranging the local Material environment with illusions,” you could drop to “Material 2,” but that is seldom how illusions are handled in Mythus. The “Shadow plane” approach is standard for illusions or intangible concealment.)
 
4. General Considerations
These add smaller (sometimes not so small!) increments of Heka for the specific ways in which your Casting modifies or reverses the nature of the subject(s), area, illusions, etc. The main tables:
 
4a. Effect/Force/Material Result(s)
We are doing something “beyond subject’s nature” to the terrain:
“Basic to subject’s nature” = +1
“Uncertain/unknown” = +3
“Against subject’s nature” = +5
“Beyond subject’s nature” = +10
The environment is not naturally going to produce an invisible corridor that only some can see. Thus, we choose:
+10
 
4b. Size/Weight Change
No direct size or mass changes to the terrain; illusions do not physically shrink or enlarge the area.
+0
4c. Adding to/Subtracting from Composition
We are not physically adding minerals, vegetation, or matter. No actual “terraforming” is done—just illusions or intangible “safe-lane shaping.”
+0
4d. Form of Subject Before & After
The terrain is physically unchanged at the end. It is no difference in form (stone remains stone, forest remains forest).
If it had truly transmuted rock → air or something, we would pay extra.
+0
4e. Type of Subject Before & After
Again, it remains “non-living terrain.” We do not turn it into a living entity, etc.
+0
4f. Augmentation or Reduction of Nature
We are “adding a major factor” to the terrain: it now provides an intangible, safe corridor, helps stealth. This can be read as a “Major change” in how the terrain functions from a persona’s standpoint.
Minor change = +5, moderate = +10, major = +20.
Given the seriousness of bypassing hazards/detection, we pick:
+20
 
4g. Change of Nature
The text explicitly calls out “Major Reversal (detectable → undetectable, hidden → plainly discernible, etc.) = +25.”
Indeed, we are reversing normal detection or normal hazards for the specified corridor.
So that is:
+25
 
4h. Life Form Consideration
We are not transforming animals or sentient beings. The subject is “non-living terrain.”
If the JM insists illusions still “affect the environment,” we might consider “non-living, never sentient” = +1 if the environment is “becoming different.” However, some JMs say illusions do not truly transform the environment’s nature, so they assign +0.
Most typically, you either treat illusions purely under “Augmentation/Change of Nature” and do not add again. However, to show the conservative approach:
 
If we treat “the environment is non-living, never sentient, and it is changed from normal to illusorily “safe/hidden,” we might add +1 (very small).
We’ll do it that way for thoroughness:
+1
 
(If your JM thinks “the illusions do not physically alter the environment’s life form status,” you could set this to 0. It is a minor difference either way.)
 
4i. Organism Control Action
We are not forcing or controlling living organisms.
+0
Sum of General Considerations
Effect/Force/Material: +10
Augment/Reduce Nature: +20
Change of Nature (“Major Reversal”): +25
Life Form Consideration (if used): +1
Total = 56
5. Casting Form Consideration
We have a Ritual:
 
The base table says a Ritual has a “Casting Form” baseline of –4 Heka (a reduction) per Action Turn of performance.
In Mythus, 1 Action Turn (AT) = 5 minutes. If your ritual is “1 hour per 10 STEEP,” that means:
 
1 hour = 12 Action Turns.
For each AT, you reduce the Casting’s base cost by –4.
So each hour spent performing the ritual yields a –48 Heka cost offset in total.
If you are higher STEEP (say 30) and it takes 3 hours, that is 36 AT → 36×(–4) = –144, etc.
For our summary line on the official Casting Worksheet, we typically just note:
 
Casting Form (Ritual) = –4 × (# of AT)
 
(You will subtract that total near the end, after you have built up the “base cost.”)
 
6. Passive/Active Modifier
From the rules:
 
“Passive Castings” are purely defensive, protective, observational, or warning.
“Active” means direct or harmful effect, or conjuring an aggressive manifestation.
“Intermediate” if it somewhat straddles the line (healing, beneficial transformations, detection + mild effect).
Since Unseen Path is effectively a protective/defensive measure, does no direct harm, and confers stealth or concealment from hazards, it is generally read as Passive/defensive:
 
The table says if it is purely protective, “–10” to cost.
(Some JMs might put illusions or safe passages as “Intermediate (0).” But it is definitely not damaging or controlling. Typically illusions that hamper others’ detection are close to “passive defense.” So “–10” is the best fit.)
 
7. Compute the “Base Heka Cost” (Before Activation Components)
Let’s line‐item everything before we address Activation Time/Area/Distance:
 
Highest Law: 20 (Law of Change)
Plane or Sphere: 15 (Shadow: 5 entry + 10)
General Considerations: +56 total
Passive/Active Modifier: –10
Casting Form (Ritual): a large negative based on total ATs; the standard single line says –4 × (# of AT).
So, ignoring the variable ritual time for a moment, sum up the positive items first:
 
(Highest Law) 20
+ (Plane) 15
+ (General) 56
= 91
Now apply the Passive/Active:
 
91 – 10 = 81
Then Casting Form (–4 × # of AT). If the ritual is just 1 hour (12 AT):
 
81 – (4 × 12) = 81 – 48 = 33
Hence if your caster invests a one-hour (12 AT) ritual, the “Base” cost after all these broad considerations is 33 Heka points. If the same caster must go longer (or has higher “1 hour per 10 STEEP” needs), the negative grows larger, possibly dropping that cost further.
 
(In actual practice, many JMs do these subtractions at the very end, but logically it is the same outcome.)
 
8. Activation Cost Energy (ACE) = “TAD” (Time–Area–Distance)
Now we handle the usual “TAD” costs: how long does it last, how large an area, how far away is it cast, etc. The published details say:
 
Time: “1 hour per 10 STEEP to cast,” but that is casting time, not necessarily “duration.” The effect’s duration is presumably something like 1 hour plus 1 hour per 10 STEEP or a set amount. Let’s propose a typical scenario:
The Path remains for up to 1 hour plus (some fraction) per 10 STEEP, or the caster can fix it at, say, “up to 6 hours.”
 
Let’s choose a single “Time” band from the table:
 
1–9 hours = +15 Heka
(If you do want it shorter or longer, the cost can shift accordingly. One hour or less would be +2 or +4 Heka from that table, but 1–9 hours is the typical bracket if you want a good “adventuring chunk.”)
 
Area: The Casting covers “1 square yard per 10 STEEP” linearly forming a path. Possibly you want 1 yard wide × length enough to get across the zone. A typical approach is to treat the path as a “ribbon” that might bend or meander. In Mythus Magick, you pick an “Area” magnitude that suffices.
The table for Area/Volume lumps everything in cubic volumes. For a corridor or path, you can approximate. If it’s a narrow band, you might only need ~1 cubic yard total per 10 STEEP, or you might want a bigger region.
Let’s pick “about 1 cubic chain (66 ft) if you want a fairly wide chunk of path” = +15 Heka. Or we can do 1 cubic rod (16.5 ft) for +8, etc.
Because the user text says “Area: 1 square yard / 10 STEEP,” that’s not a huge coverage, so let’s choose something small from the ACE table, maybe:
 
“About 1 cubic yard” = +4 Heka
(But you or the JM might decide a “1 cubic rod” or “1 cubic chain” better simulates a path. Adjust as needed.)
 
Distance: The text says “Distance: 1 mile.” So we see how far away we can cast from. The “Distance (D) Casting Must Travel” table:
Less than 1 mile → Heka cost +2 if direct,
or “to 1 mile if indirect” → +2 as well.
Typically “1 mile” is near the boundary between +2 or +4, but the official table lumps it in “Less than 1 foot → 1 mile if indirect = +2.”
So let’s do: +2.
 
Summing TAD
Let’s assume the simplest approach:
 
Time (1–9 hours) = +15
Area (~1 cubic yard or so) = +4
Distance (up to 1 mile) = +2
Hence, T + A + D = 15 + 4 + 2 = 21.
 
Fixed vs. Variable: If you prefer to build a “Variable TAD” version, you pay the full TAD cost each time you cast. If “Fixed,” you pay 0.75 × TAD as part of the Casting’s permanent blueprint but forfeit any flexibility at runtime. For simplicity, we’ll assume “Variable TAD.” We do not get the 25% discount. So the TAD is simply +21 Heka at time of usage.
 
9. Putting It All Together
9a. Base Casting Cost (Design Time)
Subtotal after all design-time factors: ~33 Heka if you spent 1 hour of Ritual (12 AT) in the creation’s logic, or more/less if the time was more/less. This is the “Base Heka Cost” of the Casting’s blueprint (often used if you are scribing it into your personal grimoire).
(Recall that if you must physically research this new Casting from scratch, you spend 1d3 weeks + 1d3 days/Grade in game time, etc. That is the research time for creation, not the ritual time to activate it in the field.)
 
9b. Activation (Casting) Cost at Time of Use
When an HP (Heroic Persona) or other persona actually performs Unseen Path in the field:
 
They must first meet the Base Casting requirement (often reduced if they have a prepared version in their grimoire).
Then add TAD. In our example, that is +21 for up to 9 hours of effect, covering about a “1 cubic yard of corridor,” at 1 mile range.
Total at time of usage = (Base Casting Cost) + (TAD) + any extra for Resistance or other factors.
 
Resistance Factor?
 
Typically, we are not forcibly affecting living creatures with a direct mental/physical/spiritual effect that calls for overcoming “Heka Armor.” This is an illusion on the environment, passively hiding some from detection. If the JM decides watchers are effectively “targets,” you might incorporate a small “Resistance” factor for multiple watchers. Often illusions that hamper or fool others do require factoring some Resistance overhead. But for a broad “terrain effect,” many JMs do not require you to buy lumps of “penetrate mental/spiritual Resistances.”
If your campaign rules illusions as requiring that the illusions “overcome” watchers’ mental Resist, you might add a “Resistance Factor Component.” However, Unseen Path is partly physically shifting hazards and partly a “cloaking.” JMs can rule watchers get a chance to see or sense something’s off, but do not force the caster to pay an additional 1–for–1 Heka for every guard in the area.
Damage Factor?
 
There is no direct damage. So Damage Factor Component = 0.
Hence, at time of usage, the caster invests:
 
Total Heka to Cast = (Base 33) + (TAD 21) = 54 Heka
 
…for a ~1-hour “creating the Path” casting time in the field, resulting in up to 9 hours of path usage at up to 1 mile away, covering about 1 cubic yard of “footpath corridor.” If you or the JM want it to be bigger, last longer, or be cast from farther away, the TAD portion rises.
 
10. Final Specific Casting Write‐Up
Below is a concise form that you (or your JM) might finalize. Adapt all numeric details to your own judgments.
 
Unseen Path Ritual (Specific Casting)
Grade: Approx. IV–V in potency, but as a Specific Casting, it can be more expensive than a typical Archetypical of similar effect.
Law(s): Law of Change (Major Reversal: “detectable → undetectable”)
Plane or Sphere: Shadow Plane (Preternatural)
Casting Form: Ritual (–4 Heka per AT of uninterrupted casting)
Passive/Active Modifier: Passive (–10)
Base Cost Computation
Law of Change = 20
Shadow Plane = 5 + 10 = 15
General Considerations = 56
Subtotal = 20 + 15 + 56 = 91
Passive Casting = –10 → 81
Ritual: –4 × (#AT)
For a 1‐hour (12 AT) ritual:
 
81 – (12×4) = 81 – 48 = 33 (Base Heka)
 
Activation Cost Energy (ACE / “TAD”)
Duration: typically 1–9 hours → +15
Area: ~1 cubic yard corridor → +4
Distance: up to 1 mile → +2
TAD = 15 + 4 + 2 = 21
If Variable, no discount is applied; the caster pays full TAD each usage.
If Fixed, you’d reduce TAD by 25% at design time but lose flexibility.
 
Total Heka to Cast (when put to use) = Base (33) + TAD (21) = 54 Heka.
 
(No Resistance or Damage factors apply, typically, unless your JM rules illusions must pay extra to defeat watchers’ Resistances.)
 
Effect
When the caster completes Unseen Path:
 
A barely perceptible (to outsiders) magical route forms; only the caster (and whomever they designate) can see the faint, shimmering “safe lane.”
Bypassing Hazards: For the duration, traveling along that illusory corridor negates (or drastically lowers) movement and detection penalties. Traps and difficult terrain do not hamper the user.
Concealment from Detection: Observers outside the Path see nothing unusual. If the group on the Path makes loud noise or abrupt disturbances, the illusions waver briefly, lowering the difficulty for watchers to spot something. After a short time, the Path re‐stabilizes, returning to full concealment (unless the JM rules repeated disruptions unravel the ritual).
(Travel time along the path is obviously constrained by the duration you purchased with TAD. Once it expires or is disrupted beyond salvage, normal terrain hazards return.)
 
11. Research & Documentation
Research/Lab Time:
 
1d3 weeks to develop the concept.
Then 1d3 days × (approx. Casting Grade) to refine & record.
For a mid‐range Casting (~Grade IV or V), that is an additional 4d3 or 5d3 days.
Written Description:
 
The final step is to note the Casting’s “functions,” apply the cost from the tables, finalize the TAD usage, and keep a copy in the JM’s file.
Once everything is done, your HP can cast Unseen Path as a new, official Specific Casting in the campaign.
 
Summary of the Finished Specific Casting
Unseen Path Ritual
Highest Law: Change (Major Reversal)
Plane: Shadow (Preternatural)
Base Heka: ~33 (with 1 hour ritual time)
TAD: ~+21 (for ~6–9 hours, up to 1 mile, ~1 cubic yard of corridor)
Total ~54 Heka at time of use
Effect: Conceals a magical route from prying eyes, bypasses hazards/difficult terrain, and confers a stealth advantage to those designated by the caster. Loud disturbances can briefly weaken its concealment.
 
That should be plenty to get Unseen Path into your Dangerous Journeys game! Adjust or fine‐tune each step if your JM interprets illusions or plane‐draw in different ways, or if you want a shorter or longer path, etc. Enjoy weaving invisible trails through perilous terrain!
 
 
 
 
 
 Ghostly Companion Ritual
 
A Note on the “Ritual” Time Discount
In Mythus Magick, very long Rituals technically subtract 4 points of Heka for each 5‐minute Action Turn spent casting (potentially leading to enormous subtractions if you go 24 hours!). Journeymasters often cap or moderate that discount in practice; otherwise, extremely lengthy ceremonies might drive your net Heka cost near zero. In the worked example below, you will see both the “raw” calculation and a more reasonable final assignment of total Heka.
 
1A. Name & Concept
Name of Casting: Ghostly Companion Ritual
Type/Form: Ritual (requires a lengthy ceremony and special ingredients; total performance time ~24 hours).
Effect: Summon from the Negative (or Shadow) Plane the spirit of a deceased creature—human, humanoid, or animal—so it temporarily serves as a knowledgeable, intangible guide and advisor for the caster.
Duration: 3 days (the ghost lingers up to 72 hours in game time, then departs).
Distance: Touch (the caster or their ritual circle effectively “anchors” the spirit).
Area: Single subject (the ghostly entity itself).
1B. Highest Law of Magick
In DJ Mythus, “summoning” an otherworldly spirit typically involves bridging from some external plane. This is usually governed by either the Law of Emanation (25) (if you are channeling/manifesting intangible forces) or the Law of Conduction (30) (if you are transporting something bodily/spiritually from there to here).
 
Because Ghostly Companion physically (well, metaphysically) brings the spirit across planar boundaries so that it can appear and communicate, many JM’s rule that Law of Conduction (30) is the “highest law.” (One could argue Emanation = 25 instead, but Conduction is the straightforward “summon from that plane into this plane” approach.)
 
Highest Law Cost = 30
 
1C. Plane or Sphere Drawn From
From the Casting Effect List, a Ghost (Being) is typically associated with the Negative Plane (which is Preternatural). The chart says you pay:
 
5 for “entry” to the Preternatural ring,
+10 for specifically drawing from the Negative Plane.
Plane/Sphere Cost = 5 + 10 = 15
 
1D. General Considerations
Below we list only those that clearly apply. Many of the “change in size/weight” or “transformation of subject” categories do not apply here, since you are not morphing the caster or altering some existing object. Instead you are summoning a separate intangible entity.
 
Effect/Force/Material Result
 
We are bringing an otherworldly spirit into contact with the caster. This is arguably “beyond subject’s nature” (the caster normally has no ghostly companion!).
Cost = 10
 
Size/Weight Change
 
Not applicable.
Cost = 0
 
Adding/Subtracting Composition
 
Not changing physical matter.
Cost = 0
 
Form of Subject Before & After
 
Not transforming the caster or an object.
Cost = 0
 
Type of Subject Before & After
 
Again, not transforming a living subject.
Cost = 0
 
Augmentation/Reduction of Nature
 
We are not merely augmenting or subtracting a factor in an existing creature.
Cost = 0
 
Change of Nature
 
No direct “reversal” or transformation.
Cost = 0
 
Life Form Consideration
 
Summoning a discorporate, intangible entity from the Negative. The table lumps many “spirit/demon/elemental/ghost” calls into “Other animal / Elementary spirit life form” = 25, or if it is a “Ghost (Being)” from Negative, it typically falls under a 20–25 range. Commonly, JMs pick 25 for such a truly “other” intangible being.
Cost = 25
 
Organism Control Action
 
You are not forcibly dominating the spirit’s every action, but you are compelling it to remain as a companion and offer assistance. Some JMs treat that as “Natural inclination action” (2) or minimal control. We can set 2 points here.
Cost = 2
 
Passive/Active Modifier
 
Because you are bringing a being from beyond (an “Active” effect, not just a detection or purely defensive phenomenon), it usually counts as “Active use of major sort to create/bring something substantial.” That’s typically +5.
Cost = +5
 
1E. Casting Form Consideration
We know this is a Ritual (the slowest, most formal type), which normally grants a negative cost modifier of –4 per 5‐minute Action Turn spent casting.
 
The published rule says:
“For each AT (5 min) of uninterrupted Ritual Casting, reduce total cost by 4 points.”
 
If the ritual truly goes for 24 real‐time hours, that is 24 × 12 = 288 Action Turns, theoretically a 288 × 4 = 1152 reduction(!), enough to drive the net cost to near zero.
Most JM’s cap or moderate that discount for extremely long ceremonies. You might, for example, allow “–4 per AT up to 12 ATs (one hour) or 24 ATs (two hours).” Or you say “yes, it’s 24 hours, but we’ll impose a maximum 75% discount on the final cost.”
 
For the raw math, we note it is –4 × (lots of ATs). Let’s keep that in mind and finalize after we see the TAD (Activation) cost.
 
1F. Activation Cost Energy (TAD)
 
Time (T)
 
The ghost remains up to 3 days (72 hours). The TAD table:
“1–9 days” => 50 points of Heka.
 
Area (A)
 
Affects one single “subject” (the ghostly form). Typically this is ~1 cubic yard or smaller, so you might pick a cost of 4 (some JMs use “1 cubic foot => 2,” but for a discrete entity the 4‐point bracket is common).
 
Distance (D)
 
“Touch” or effectively 0 distance => 1 point.
So the T + A + D = 50 + 4 + 1 = 55.
 
1G. Subtotal the “Base” Costs (before Ritual discount)
Let us sum all the earlier steps:
 
Highest Law (Conduction) = 30
Plane (Negative) = 15
Effect/Force (Beyond Nature) = 10
Life Form = 25
Organism Control = 2
Passive/Active = 5
These add to 30 + 15 + 10 + 25 + 2 + 5 = 87.
 
Now add TAD (55) =>
87 + 55 = 142 total Heka (before applying Ritual’s “–4 per AT” discount).
 
1H. Ritual Discount?
If you literally do the entire 24 hours @ –4 points per 5‐minute turn = –1152, you would overshoot into negative territory, which makes no practical sense.
A more typical JM approach is to say: “All right, you get a big discount, but it can never reduce the final cost below, say, 25% of its original total,” or they cap the discount to some maximum (–50 or –60 or –100, etc.).
 
Thus, a JM might simply decide that the final net cost is still in the 100–150 range—significant enough to reflect how powerful this long‐lasting spirit companion is. Some might set it near 125 (which is neatly the base for Grade VI).
 
A Reasonable Final: 120–150 Heka to cast, in line with a “high‐end, multi‐hour Ritual Summoning,” definitely more expensive than simpler illusions or quick conjurations.
 
1I. Grade & Final Checks
Compare to the Mythus guidelines for “Which Grade does 120–150 Heka suggest?” That ballparks between Grade VI (125) and Grade VII (150).
 
Ghostly Companion is robust: it fetches a discorporate entity that sticks around for days, can reveal hidden knowledge, potentially interacts with intangible or ephemeral threats—this is not a trivial “Grade II or III trick.”
Most JMs would label it around Grade VI or possibly Grade VII given the 3‐day duration and the real potential for puzzle‐solving, lore reveals, or intangible scouting.
Hence, you could call it Grade VI with about a 125 Heka net cost to cast.
 
2. “GHOSTLY COMPANION” – FINAL WRITE‐UP
Below is a succinct presentation in the Dangerous Journeys style, assuming we settle it at Grade VI with a net casting cost of around 125 Heka, factoring in a suitably limited Ritual discount.
 
Ghostly Companion Ritual (Specific Casting)
Type/Form: Ritual (24‐hour ceremony)
Grade: VI (approx. 125 Heka net)
Target: 1 spirit companion
Range: Touch (the summoner or a focal object in the ritual circle)
Duration: 3 days (72 hours) maximum
Description
This solemn and time‐consuming Ritual calls forth a discorporate spirit—an animal’s ghost or long‐departed humanoid—for guidance and companionship. Over 24 continuous hours, the caster performs invocations that bridge the Negative Plane, drawing the selected ghost across to serve for up to three days.
The Ghostly Companion is intangible: it cannot physically manipulate objects, attack enemies, or be harmed by normal Physical means.
It can communicate with the caster (and others who can perceive spirits) by speech, eerie whisper, or telepathic impressions (JM’s option).
The ghost may provide knowledge, warnings of danger, and can sometimes bestow fleeting glimpses of the past relevant to the caster’s present need.
After 3 days, or sooner if dismissed, the ghost dissipates. It sometimes leaves behind a minor piece of lore, a clue, or some token from its worldly past.
Depending on the ghost’s personality, lingering grudges or tragedies may bring negative side effects—the caster might be haunted by unsettling dreams, or the ghost’s cryptic messages could sow confusion.
Mechanically, the summoner invests ~125 Heka and must maintain an elaborate ceremony for (nominally) 24 hours. A Journeymaster may cap or moderate how large a discount is gained by going the full day.
 
Possible Uses:
 
Investigations: glean obscure lore or the hidden knowledge of the deceased.
Puzzle‐Solving: the ghost’s glimpses of the past may reveal clues.
Warnings in Peril: the spirit can sense certain intangible threats or approach hazards unseen.
Limitations:
 
The entity’s intangible nature means no direct combat help.
The ghost’s temperament can be unpredictable: a tragic or vengeful past can complicate the summoner’s life!
End Note on Design Rationale
Highest Law used is Conduction (30).
Plane is Negative (Preternatural entry 5 + Negative 10 = 15).
Life Form summoning of a “ghost/spirit” (25).
“Beyond caster’s nature” effect (10).
Slight organism control (the spirit’s cooperative presence) (2).
Active Summons (+5).
Form = Ritual (substantial discount for the 24‐hour ceremony but typically capped by JM).
Activation TAD = 3 days (50), single subject area (4), range touch (1) => 55.
Sum of these yields a base around 142 before big Ritual subtractions; the JM then finalizes it at ~125 net Heka (Grade VI) for the actual playable cost.
 
CONCLUDING REMARKS
In sum, Ghostly Companion is a quintessential “spiritual‐ally” Ritual that showcases the depth of the DJ Mythus magick rules—marrying planar summoning (Negative Plane) with a long ceremony and a multi‐day intangible helper. It ends up priced (in Heka) as a mid‐to‐high‐level Casting (Grade VI or so), reflecting its substantial utility and the lore implications of speaking with a ghostly presence.
 
Use it wisely—and be prepared for that spirit’s own unfinished business!
 
 
 
 
 
 Temporal Echo
 
1. Name & Concept
Name of Casting: Temporal Echo
Type of Casting: Spell
Casting Form: “Spell” (normally 1 BT to cast)
Time to Cast (Activation): Nominally 1 Battle Turn (30 seconds); the effect itself manifests “instantaneously” once the Casting completes.
Basic Description:
This dweomer allows the caster to glimpse a possible near‐future event for one specific target. In game terms, you see a 30‐second “echo” (about 1 BT of immediate future) in a parallel timeline so as to gauge success or failure of a single, near‐term choice. Armed with that flicker of foreknowledge, you can make a small adjustment (+/–) to the outcome—though repeated uses upon the same subject in short succession invite confusion and diminishing returns.
2. Step-by-Step Heka Computation
Below is the “worksheet” style breakdown recommended by the Mythus Magick text. Explanations are interspersed.
 
2.1 Law (Highest Law of Magick Employed)
Temporal Echo is fundamentally a divinatory/precognitive effect, but it explicitly draws upon the Temporal Plane (an Entital plane) to pluck a “what‐if” timeline.
Of the Seven Laws, Law of Emanation (25 Heka) is often chosen for “drawing knowledge/energy from beyond,” especially since we are tapping into entital sources of possible futures. One could argue for Conduction (30 Heka) instead, but Emanation (25) is most typical for “foreknowledge” or “scrying” from an otherworldly plane.
Highest Law of Magick Employed:
Law of Emanation = 25 Heka
 
2.2 Plane or Sphere Drawn From
Because we are peering into a variant/parallel future timeline, we must connect at least partially to the Temporal Plane (an Entital plane).
Entital plane “entry” cost is 100, plus the specific plane’s own cost.
Temporal costs 150 (from the Entital Plane table).
Hence the Plane/Sphere line‐item is:
 
100 (Entital entry) + 150 (Temporal) = 250 Heka
 
2.3 General Considerations
We go down the standard checklist from the rules. In many cases, no direct transformation or organism‐control is happening, so most costs are zero. The only likely small surcharge here is that the effect is “unknown/uncertain knowledge” about the target’s near future.
 
Effect/Force/Material Result(s):
 
Typically “Uncertain, unknown quantity, not alien” = +3.
Rationale: You are extracting uncertain glimpses from the subject’s immediate timeline.
Size/Weight Change: Not applicable (no morphological changes).
 
Adding/Subtracting Composition: Not applicable.
 
Form of Subject Before & After: Not changed.
 
Type of Subject Before & After: Not changed.
 
Augmentation or Reduction of Nature: We are not rewriting the subject’s mental state or physical stats, only granting a fleeting insight; we can safely assign zero here.
 
Change of Nature Consideration: Not applicable (no dull→shining, cold→hot, etc.).
 
Life Form Consideration: No change to life form.
 
Organism Control Action Consideration: We are not forcing movement or control, so zero.
 
Thus, from General Considerations we only add +3.
 
2.4 Passive/Active Modifier
The guidelines say that purely predictive, observational, or warning Castings get a –10 Heka adjustment because they are “Passive” in the sense of not creating direct harm or forcibly changing the target.
Temporal Echo is purely a short vision with no direct damaging, controlling, or conjuring effect. It definitely falls under “predictive usage,” hence:
Passive Casting => –10 Heka
 
2.5 Casting Form Consideration
Casting Form (Spell) = +8 Heka
 
2.6 Activation Cost Energy (T.A.D.)
Even once we have the “base Heka” from Law/Plane/Considerations, we pay the TAD (Time, Area, Distance) to energize it.
 
Time (T). How long does the Casting remain in effect?
 
The actual gained knowledge is effectively instantaneous, or “a momentary flash.” That is less than 1 CT in real “duration.”
By the T‐table: “Less than 1 CT => +1 Heka.”
Area (A). We are affecting a single subject’s mind, more or less ~ 1 “creature.” Typically, that is bigger than 1 cubic foot but can be approximated as up to 1 cubic yard.
 
The standard “1 cubic yard => +4 Heka.”
Distance (D). You list “1 rod/10 STEEP” as the effective maximum range. This can easily go from 16.5 feet up to 80–100 ft. depending on the caster’s STEEP, possibly pushing beyond 1 chain (66 ft).
 
If we assume we want to cover up to around 1 chain (66 ft), that is “less than 1 chain => +15.”
If a particularly high‐STEEP caster surpasses 66 ft, it might push the cost to the next bracket, “less than 1 furlong => +30,” but we will take a typical or “safe” bracket of ~66 ft.
Hence, for TAD we have:
 
T =  1
 A =  4
 D = 15
-----------
Total = 20
If you wanted to “fix” these TAD factors for every use, you could do so and then apply the usual 25% discount for “fixed” TAD. But it is perfectly fine to keep them variable (so that you can choose a smaller or bigger range in play).
 
2.7 Summation of Base Heka
Putting it all together:
 
Law of Magick (Emanation): +25
Plane (Temporal = 100 + 150): +250
General Considerations (Uncertain knowledge): +3
Passive/Active Modifier: –10
Casting Form (Spell): +8
Subtotal so far = 25 + 250 + 3 – 10 + 8 = 276
 
Then we add the TAD total:
 
T (1) + A (4) + D (15) = +20
So:
276 + 20 = 296 Heka for the Base Heka Cost of Temporal Echo Spell.
 
No “Resistance Factor” is strictly needed if the target is not resisting.
No “Damage Factor” applies.
Therefore, 296 Heka is the final figure for the Casting’s “base cost” each time it is invoked (unless you add more intricacies, e.g., a built‐in reservoir for ignoring Resistances, etc.).
 
3. Grade & Final Notes
3.1 **Comparing to the “Base Heka Cost by Grade” Table
Grade IX is 250 Heka, Grade X is 300 Heka as rough benchmarks for archetypical spells.
Our final figure of 296 sits right at the high end of Grade IX or the threshold of Grade X.
By the rules, “Temporal/Entital” manipulations are extremely costly, even for a fleeting glimpse of future possibility!
In practical terms, Temporal Echo is a very advanced Specific Casting—functionally near Grade X. If the JM wants to make it easier to use (i.e., a mid‐level Casting), one could “cheat” by drawing from a cheaper plane (e.g., Celestial for a lesser ‘augury’ effect) or rewriting it as a lengthier Ritual to reduce cost. But as written—truly tapping the Temporal Plane—it belongs in the upper tier of magick.
 
3.2 Usage in Play
Because it costs ~300 Heka each time, Temporal Echo is not for casual spamming. It is more of a dramatic, “high‐stakes” power to glean an immediate forewarning of an action’s outcome.
Overuse on the same subject accumulates confusion or timeline “entanglement,” so the JM may impose penalty STEEP, attribute drains, or weird side‐effects.
If the caster invests in Heka Reservoir items or special “time‐attuned” foci, they might reduce or offset these costs.

3.3 Sample Documentation Block
Below is how you might record the final:
 
TEMPORAL ECHO SPELL (Specific Casting)
Grade: ~IX–X (≈296 Heka Base)
Type: Spell (1 BT to cast)
Casting Time: Instantaneous effect upon completion
Range (Distance): Up to ~1 chain (66 ft) per 40 STEEP; cost steps up if >66 ft
Area/Target: 1 subject
Duration: Momentary glimpse, knowledge stays in caster’s mind
Effect:
Allows the caster to peek into a “parallel timeline” for the target, seeing ~30 seconds (1 BT) of a probable future event. This fleeting knowledge is used to advise or slightly alter the subject’s immediate choice (attack, negotiation, reaction, etc.), providing real in‐game advantage for pivotal moments.
Caveat: Repeated castings on the same subject in short succession provoke timeline confusion, compounding mis‐reads or contradictory glimpses.
Heka Cost:
296 total (base) each use. See step‐by‐step above. No built‐in damage or forced resistance.
4. Concluding Thoughts
In Dangerous Journeys: Mythus, any direct dealing with the Temporal Plane is notoriously expensive. Even a “simple peek” into the next half‐minute of time winds up with a Specific Casting cost near 300 Heka, pushing it into the highest Grades of Dweomercræft. The result is that Temporal Echo is exceptionally powerful but also resource‐intensive, quite fitting for a campaign in which messing with the tapestry of time should be rare and dramatic.
 
 
 
 
Stasis Bubble Charm
1. PROPOSED CASTING
Stasis Bubble Charm
Type: Charm
 
Casting Time: 1 CT (3 seconds)
 
Heka Costs:
 
Base: Computed via the Specific-Casting worksheet (detailed below).
ACE (T/A/D): Variable (Time & Area scale with caster’s STEEP).
Area: Up to 1 cubic foot per 10 STEEP of the caster
 
Distance: 1 rod (16.5 feet)
 
Duration: Up to 1 hour per 10 STEEP of the caster
 
Description:
The caster shapes a bubble-like field around a target (object or creature) that suspends it entirely outside the normal flow of time. No aging, poison, or external changes can affect the subject; it is effectively “frozen” in stasis. This includes freedom from physical or magickal harm—even beneficial magicks cannot affect the target while in Stasis.
 
The Bubble endures for as long as the Casting’s duration allows; then normal time resumes for the subject. Multiple inanimate objects can be placed inside at once if the total volume does not exceed the caster’s maximum cubic-foot capacity. Living (including intelligent) targets typically get a chance to resist or negate the Bubble via their resistance to Heka (see Resistance Factor, below).
 
Because this Casting manipulates time itself (via the Temporal Plane) and forcibly stops all action of the target, it carries a very high total Heka Cost. The effect is powerful enough to treat as “beyond Grade X” for many campaign milieus—JourneyMasters must decide how rare or difficult such an effect is.
 
2. STEP-BY-STEP COMPUTATION
Below is how each factor in the Specific Casting Heka Cost rules applies.
 
A. Law (or Canon) Base
Choose the Highest Law of Magick Employed.
Stasis is best represented by blocking or halting change/flow (in this case, halting time).
By the Mythus rules, that typically falls under the Law of Obstruction (which negates, restrains, or diverts normal flows).
Law of Obstruction cost = 35.
Law of Obstruction = 35
 

B. Plane or Sphere Drawn From
Determine the Plane from which part of the Heka or effect is drawn.
True temporal suspension requires tapping into or affecting the Temporal Plane, which is an Entital Plane.
To draw from any Entital Plane, you first pay the 100‐point “entry” cost, then the cost for the specific plane.
Temporal Plane = +150.
Hence:
 
Entital entry (100) + Temporal Plane (150) = 250
 
C. General Considerations
Below are the standard sub-tables (Effect/Force/Material, Change of Nature, etc.) The biggest question throughout is, “Does the subject’s fundamental type change, or do we simply lock it in time?” Because the subject remains exactly what it was—but is forcibly prevented from moving, aging, or interacting—the “end result” is physically the same (we have not turned the subject into another substance). However, we are imposing major reversals or augmentations of normal “time-flow nature.”
 
Effect/Force/Material Result(s)
 
Being “frozen in time” is beyond a subject’s normal nature.
That is typically “Beyond subject’s nature” = +10.
Size/Weight Change, Each
 
Stasis Bubble does not alter the subject’s weight or volume.
No cost here.
Adding to/Subtracting from Subject’s Composition
 
No added matter, no removed matter.
No cost here.
Form of Subject Before & After
 
The subject remains in its same living or inanimate form; no transformation into a new shape/material.
This line only applies “if end result is different from beginning subject.”
No cost here.
Type of Subject Before & After
 
The Casting can target a living, sentient being, or just an object. However, they remain the same type.
Again, “if end result is different from beginning subject,” cost applies.
No cost here.
Augmentation or Reduction of Nature
 
Imposing “timelessness” is indeed a major departure from normal biology or physics.
This generally qualifies as a Major change = +20.
Change of Nature Consideration
 
We are reversing or blocking the normal flow of time for the target. This is quite severe.
Typically treated as a Major Reversal = +25 (Some JMs might even rule “Total Reversal,” +30, but 25 is justified if you regard it as halting time, not reversing it altogether).
Life Form Consideration
 
The subject stays the same life form (or object).
Because the end result is not a different life form, no extra cost under “If end result is different...”.
No cost here.
Organism Control Action
The subject is forcibly paralyzed (indeed, locked out of time).
“Force immobility/paralysis” = +15.
Summing these General Considerations so far:
 
+10 (Effect beyond nature)
+20 (Major augmentation)
+25 (Major reversal)
+15 (Force immobility)
---------------------------------
= 70 total from these factors
D. Passive/Active Modifier
Stasis Bubble forcibly affects a target. It is not purely “defensive” or “passive.”
No damage is inflicted, but the Casting forcibly prevents the target from any action—i.e., an aggressive or controlling effect.
By the rules: “Any Casting which delivers damage, or forcibly controls or binds, or is strongly threatening, is in the major Active category.” That typically imposes +10.
Passive/Active = +10
 
E. Casting Form Consideration
Charm = +30
 
F. Summation So Far
Now we sum:
 
Law of Obstruction = 35
Plane (Temporal) = 250
General Considerations = 70 total
Passive/Active = +10
Casting Form (Charm) = +30
Copy
35 + 250 + 70 + 10 + 30 = 395
So 395 is the “Base Heka Cost” before adding in Activation Cost Energy (Time/Area/Distance).
 
G. Activation Cost Energy (ACE: T / A / D)
 
Time (T)
 
The Casting can last “up to 1 hour per 10 STEEP.”
On Mythus’s T‐table, 1 hour ~ 1–9 hours is +15 Heka.
 
Area (A)
 
The bubble encloses up to “1 cubic foot per 10 STEEP.”
A typical single target with 10 STEEP = 1 cubic foot. On the table, 1 cubic foot is +2 Heka.
 
Distance (D)
 
The bubble can be cast up to “1 rod” = 16.5 feet away.
Table: “Less than 1 rod => 8” or “Less than 1 chain => 15.”
Since 1 rod is definitely less than 1 chain (66 feet), that cost is +8.
Summation for T/A/D:
 
Time:   +15
Area:   +2
Distance: +8
----------------
25 total for ACE
Because the request specifically scales the area and duration with caster STEEP, we assume these are variable costs rather than “fixed.” Variable means no 25% discount applies. So we simply add the full 25.
 
H. Grand Total (“Base Heka Cost” + ACE)
395 (base) + 25 (T/A/D) = 420
Final figure: ~420 Heka to power the basic effect.
 
Resistance Factor (Variable)
If the target is a sentient being, you must also pay Heka to overcome Physical, Mental, or Spiritual resistance—whatever the JM rules is relevant (often Physical or Spiritual for “time stasis”). This can be done on a variable “1:1” basis at time of casting.
Damage Factor (n/a)
No damage is inflicted, so cost = 0 here.
I. Grade Comparison
Looking at the “Base Heka Cost by Grade” chart:
 
Grade I … 20
Grade II … 35
Grade III … 50
Grade IV … 75
Grade V … 100
Grade VI … 125
Grade VII … 150
Grade VIII … 200
Grade IX … 250
Grade X … 300
Our total (420) exceeds even Grade X’s 300 figure. That places “Stasis Bubble” in the “ultra‐powerful or beyond Grade X” category, which is not unusual for a Casting that manipulates fundamental time flow.
 
JourneyMasters who want to reduce this cost might rule it belongs under Law of Change (20) instead of Obstruction (35), or that partial “Ritual” design is required, or that only a lesser plane is tapped, etc. But as written, it is a fearsome effect and quite expensive as a result.
 
3. FINAL WRITE‐UP
Below is a condensed “Specific Casting” listing in Mythus style, integrating the above notes.
 
STASIS BUBBLE CHARM (Specific Casting)
Type: Charm
 
Casting Time: 1 BT (30 seconds)
 
Base Heka Cost: ~420 (plus possible Resistance Factor)
 
Range: 1 rod (about 16.5 ft)
 
Area of Effect: 1 cubic foot per 10 STEEP of caster
 
Duration: Up to 1 hour per 10 STEEP of caster
 
Plane & Law: Temporal (Entital) + Law of Obstruction
 
Description:
This powerful Casting forms a shimmering “bubble” around one or more targets (living or nonliving) within its volume limit. The subject is yanked out of normal time flow, effectively “locked” so that no aging, poison, or external influence can occur. The subject also cannot perceive or take action: it is completely beyond the universe’s usual progression. No harm or healing can reach the occupant; beneficial or baneful spells, toxins, or other effects fizzle if they attempt to interact with the stilled occupant.
 
The bubble endures for the Casting’s duration (capped at 1 hour per 10 STEEP, though the caster may end it sooner). When it expires, the occupant “snaps” back into normal time with no awareness that any has passed.
 
Resistance: If an unwilling sentient being is targeted, the caster must overcome the subject’s (Physical or Spiritual) resistance, paying additional Heka or causing the subject to “save.”
Magickal Source & Nature: Because “Stasis Bubble” calls upon the Entital (Temporal) Plane and forcibly obstructs normal time, it is extremely high in total Heka cost—well above Grade X in typical scale.
Research & Rarity: Typically known only to high‐STEEP practitioners, archmages, or those with specialized Temporal research. Creating or learning it requires commensurate study time and resources.
Design Note: If your campaign requires something slightly easier, the JM can:
 
Switch from Law of Obstruction (35) to Law of Change (20), or
Make it a Ritual (1+ Action Turns) to accumulate the effect, which would reduce the Casting Form cost (potentially subtracting 4 Heka per 5-minute interval of casting) at the price of being much slower to cast.
4. FINAL REMARKS
Overall Heka Total: ~420 + (possible Resist cost) = a truly costly Casting.
Practicality: Stopping time for even one foe can be campaign‐breaking. The high cost ensures that only potent Full‐Practitioners (or carefully prepared partials with large Heka reserves) can deploy “Stasis Bubble.”
Alternative Versions:
Shorter Durations or smaller area might reduce the Activation Cost Energy fractionally, but not enough to drop it below the top-tier bracket.
Ritual Variation could slash the final cost if you allow a 25% or 50% discount over a multi‐hour ceremony. This imposes big roleplaying constraints and an obvious lead time.
 
 
 
 
 
Enjoy unveiling these flickers of fate in your Mythus game—just make sure your caster has enough Heka (and caution) to pay the price!
 

