Additions/Corrections For Mythus

NEW VOCATIONS
Vocation

BARD

(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

3 – 7

4

   A Bard is a musician and lore-master, being quite capable in performing and storytelling.  They are also partial practitioners of Priestcræft (usually Balance or Moonlight; most have a Vow) and utilize Spellsongs.  Think of audiences, ballads, odes, laments, folk tales, alliteration, intonation, and recitation when playing a Bard.  This Vocation often travels about both to perform and to obtain stories and lore; but some are members of noble courts and enjoy a higher SEC.  Bards are typically from Avillonia (Albion, Lyonesse, Caledonia, Hibernia, and Cymru) and Brettony, but are sometimes found in Francia, Burgundy and Flanders.
K/S Areas


Base STEEP
ATTRIBUTE

Biography/Genealogy

8

MMCap

Charismaticism


12

SPCap

Combat, Hand Weapon

12

(PMCap + PNCap)/2

Cultured Palate


8

PNCap

Foreign Language [Choice]¹
12

MMCap

Gambling


8

(MMCap + MRCap)/2

Geography/Foreign Lands

12

MMCap

Handicrafts/Handiwork

8

PNCap

History



12

MMCap

Metaphysics*


16

SMCap
Music*



24

PNCap

Musical Composition*

20

SMCap

Poetry/Lyrics*


16

SMCap

Priestcræft*²


16

SMCap

Religion*


16

SMCap

Spellsongs*


20

(MMSpd + MRSpd)/2

Survival



8

PMCap

Thespianism


12

SPCap

Travel



8

(PMCap + PNCap)/2

Writing, Creative


8

SMCap

TOTAL



256

¹ If Brytho-Kelltic, French is often a second language, although Latin and Atlantlan are also common.

² Can employ General Tutelary Castings and must choose an Ethos.
Vocation

CONJURER
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

2 – 6

4

  The Conjurer is always a partial practitioner who has high ability in Conjuration as well as a fair ability in Demonology and Occultism. Combining these abilities with other skills, Conjurers typically move about a land performing services and entertaining villagers and townsfolk to earn a not inconsiderable income.  Class level of a Conjurer is typically moderate, though, despite the accumulation of wealth.  When playing a Conjurer, one should think of summoned powers, protective pentacles, arcane knowledge, showmanship, travelling, and service.  Conjurers are found throughout Æropea (primarily in Avillonia, Ys/Brettony, Pohjola/Lappland, and Vlachia), Hind/Delhi, parts of Afrik (Kongo, Zimbabwe and Darfur), Mongolia, Panay Sulu, Cholcan, Muavinapu, and some northwestern Vargaard tribes (such as Salishinook).
K/S Areas

Base STEEP
ATTRIBUTE

Alchemy*


12
SMCap
Apotropaism*


12
(MMCap + MRCap)/2
Astrology*


8
SMCap

Charismaticism


12
SPCap

Combat, Hand Weapons

4
(PMCap + PNCap)/2 
Conjuration*


24
(SMPow + SPPow)/2
Cryptography


8
(MMCap + MRCap)/2
Deception


12
MRCap
Demonology*


20
MMCap
Divination*


12
SPCap
Dweomercræft*¹


12
MMCap
Exorcism*


12
SMCap
Foreign Language,

12
MMCap
  Arcane Magickal

Handicrafts/Handiwork

8
PNCap
Magick*



12
MRCap
Mediumship*


8
SPCap
Metaphysics*

 
12
SMCap

Multiversal Planes/Spheres  
8
SPCap

Occultism*


20
SMCap
Pantheology*


12
SMCap
Survival



4
PMCap
Thespianism


12
SPCap
TOTAL



256
¹ Must choose a K/S slot for a School to use any but General Castings.  Conjurers typically study the Elemental, Gray or Green Schools of Dweomercræft.
Vocation
COURTIER
(By Gary Gygax)
TRAIT

Mental

SEC Range
4 - 8

SEC at Start
6

  This Vocation is rather self-seeking and seemingly otherwise dishonorable.  However, if one has the right motives and the abilities to go along with them, then playing this role can be most beneficial and grand indeed!  Of course, this means  that the player considering the Vocation for his Heroic Persona must choose his additional K/S Areas with extreme care, so as to have a specialty -- military, foreign, economic, or whatever.  To have the frame of reference for this Vocation, think of such words as: audiences, attention, favor, advising, influence, invective, plots, cliques, patrons, and enemies.

K/S Areas 

 Base STEEP 
ATTRIBUTE

Appraisal


12
MMCap s

Biography/Genealogy

12
MMCap

Charismaticism
 

12
SPCap
Combat, Hand Weapons

12
(PMCap + PNCap)/2 s

Criminal Activities, Mental 
12
MMCap s

Cultured Palate


8
PNCap s

Current Events


16
(MMPow + MRPow)/2
Dance



8
(SMCap + SPCap)/2
Deception


12
MRCap
Domestic Arts & Science
 
8
(MMCap + MRCap)/2 s

Drawing



8
PNCap

Espionage 


8 
(MMCap + MRCap)/2 s

Foreign Language:   


MMCap 

Choice


4


Choice


4

Gambling


12 
(MMCap + MRCap)/2 s

Games, Mental


12
(MMCap+MRCap)/2 s

Geography/Foreign Lands

8
MMCap

History
 


8
MMCap

Hunting & Tracking 

8
PNCap

Influence


20 
MRCap s

Leadership 


8
SMCap

Literature


8
MMCap

Magnetism


8
SPPow

Music 



8 
PNCap s

Poetry/Lyrics


8
SMCap
Political Science


12 
(MMCap + MRCap)/2
Sports



8
(PMCap + PNCap)/2 s

Thespianism


12 
SPCap

Writing, Creative


8
SMCap

TOTAL



284
  The Vocation has a higher total base STEEP because of the number of demands on this sort of persona.  Thus, the Courtier is a great way to start for the player who likes a bit of machination and a lot of intrigue.  This is also the sort of Vocation where the rudimentary Foreign Language K/S and Foreign Language, Conversational K/S can be applied with some success.  Finally, the truly able player might find making the Buffoonery K/S an interesting addition to this persona...

Vocation

DRUID
 
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

4 – 8

5
  The Druid (or Bandrui, if a woman) is first and foremost a Kelltic priest (Partial Practitioner with Vow or Full Practitioner), but also has good skills in law, philosophy and history.  They serve as educators as well as judges within the Kelltic society.  They often deal with rituals of planting and harvesting of crops.  The oak, and the mistletoe that grows upon it, are both sacred to Druids (as symbols of strength and fertility); as well as holly (symbol of life, even in winter).  Think of tradition, perspicacity, precedent, impartiality, teaching, seasonality, and rites when playing this vocation.  As noted, Druids primarily hail from Lyonesse, Hibernia, Caledonia, Cymru, Albion, Brettony, and Wildedge.
K/S Areas


Base STEEP
ATTRIBUTE

Agriculture


 8

MMCap

Astronomy

 
 12

MMCap
Combat, Hand Weapons
 
 8

(PMCap + PNCap)/2
Conjuration*


 12

(SMPow + SPPow)/2

Divination*


 12

SPCap
Education


 12

(MMCap + MRCap)/2
Handiworks/Handicrafts

 8

PNCap
Herbalism*


 12

SMCap

History


 
 12

MMCap

Influence


 16

MRCap
Law



 16

(MMCap + MRCap)/2
Logic



 8

MRCap

Metaphysics*


 16

SMCap

Nature Attunement
 
 16

SPCap

Occultism*

 
 12

SMCap

Pantheology*


 20

SMCap

Philosophy


 16

MMCap

Priestcræft*


 24

SMCap

Religion*¹


 24

SMCap





264


¹ Druids are typically Balance or Moonlight in ethos but may be any.
Vocation
FORESTER
(Contributed by Chad Auld, CaryWalter and Bill Dufour; slightly modified by 
Greg Timm) 
TRAIT

SEC Range
SEC at Start

Physical

1 – 6

4

  Existence within society's boundaries is not for everyone; the lure of tranquility and solitude is a strong call for some people. The Forester is one such person, preferring the company of animals and trees over humans.  Foresters are often hired to protect and maintain an area of land, a job that they take very seriously.  Problems they are on watch for include unlicensed wood cutting, poachers, squatters, outlaws, fires, diseased animals and plants.  A strong dislike of bureaucracy, waste, and laziness also typifies this Vocation.  In roleplaying such a persona, think of freedom, open skies, preservation, predators, prey, natural balance, animal companionship, and natural beauty.  This Vocation is mostly found in Æropa, and especially Avillonia, Francia, Burgundy, and Germania.
Suggested Bonus K/S Areas

Mental: Phaeree Flora & Fauna; Subterranean Ærth; Dweomercraeft 

(Green School w/ Magick)

Physical: Drawing; Mountaineering, Music; Speleology; Surveillance/Security

Spiritual: Poetry/Lyrics; Religion

K/S Areas

Base STEEP
ATTRIBUTE

Agriculture


8
MMCap
s

Animal Handling (1)

16
SPPow s

Biology



4
MMCap

Botany



12
MMCap

Combat, Hand Weapons

16
(PMCap+PNCap)/2s

Combat, HW, Missile

20
(PMCap+PNCap)/2s

Ecology/Nature Science

12
MMCap

Endurance *


12
(PMPow+PNPow)/2
First Aid



8
PNCap
Forestry (1)


20
MMCap
Handicrafts/Handiwork

12
PNCap

Herbalism *


12
SMCap
Hunting/Tracking


20
PNCap

Judgement (1,2)


8
(SMPow+SPPow)/2s

Leather Work


12
PNCap

Medicine, Veterinary

16
MMCap

Nature Attunement

16
SPCap s

Survival



16
PMCap
Swimming/Diving

4
(PMCap+PNCap)/2

Zoology



16
MMCap

TOTAL



260
(1) 
See Below for new K/S areas and changes to existing ones.
(2)
Specialization in the Animals Sub-Area is strongly recommended

Animal Handling (addition): This ability extends to the handling of all kinds of animals, but it also has special Sub-Areas.  One such Sub-Area is gained for every 25 STEEP the individual possesses.  Any animal within the category covered by the Sub-Area is then treated at double the actual STEEP possessed.  Thus, for example, a persona with 30 STEEP and the Avian Sub-Area would handle birds as if 60 STEEPwere possessed.  The Sub-Areas suggested are:

Arachnids (Spiders/Scorpions)
Avians (Crows, Parrots, Pigeons, Domestic Fowl, Falcons, Hawks, etc.)
Bovines/Ungulates (Cattle, Deer, Bison, Antelopes, Tapirs, Rhinoceri, etc.)
Canines

Chiropterans (Bats)

Crocodilians (Crocodiles, Alligators, Caimans, Gharials)
Equines

Felines

Insects

Loxodonts (Elephants, Mastodons, Mammoths)
Ophidians

Porcine

Procynidae (Raccoons, Ringtails, Coatis, Kinkajous)
Rodents
Simians

Ursines (Incl. Pandas)
  The Journey Master is encouraged to create any special Sub-Areas that 
apply to the campaign in question.
Forestry K/S:  This K/S Area specifically represents the knowledge
 of identifying indigenous trees by leaf, bark, fruit/nuts, and silhouette.

  It also implies an understanding of the properties [color, grain, durability,
 etc.] of various types of wood and if culling of a tree is necessary due to 
fungal infection, beetle larvae infestation, fire damage, or lightning strike.
  The user of this K/S will understand the proper usage of saw and axe as 
well (how to make cuts on trees, how to sharpen  implements, etc.).  Forestry 

K/S cross-feeds 10% both ways with the Botany K/S.
Judgement: This is the ability to be able to assess things and situations too.  
One Sub-Areas of this K/S is particularly useful:

 Animals: This adds 10% of its STEEP to the Animal Handling K/S Area.  
It conveys the capacity to assess an animal as to its state of mind, training, 
 
aggressiveness, and so forth.
Vocation

JESTER

(By Greg Timm)
TRAIT

SEC Range
SEC at Start
Physical

2 – 6

4
  The Jester, or “Fool”, is an entertainer specializing in jokes, japes, satire, and physical comedy.  Jesters are generally travelling entertainers, sometimes alone and sometimes part of a performing troupe.  While Mountebanks tend towards swindling and even larcenous behavior, Jesters rely more on their entertainment qualities to make a living.  Some of the most successful can become part of a noble court in service to a lord, and thus gain a higher SEC (although the Jester must exercise caution when lampooning any noble, lest they draw their ire!).  Jesters tend to wear motely and use a marotte (“jester’s stick”) and/or batte (“slapstick”) in their acts.  Many will incorporate an occasional ditty or limerick into their act, either vox humana or accompanied by a stringed instrument or pipes.  This vocation is particularly common in Æropa, Atlantl, parts of Azir, and the eastern Vargaardian colonies.  The Harlequin is a specific type of Jester, wearing a mask and checkered or diamond-patterned motely that uses pantomime in their act; and is generally found in Francia, Savoy, Lombard, or the regions of Italia.  When playing a Jester, think of comedy, entertainment, satire, parody, puns, limericks, pratfalls, somersaulting, cartwheeling, and juggling.
K/S Areas 

 Base STEEP 
ATTRIBUTE

Acrobatics/Gymnastics

20
(PMCap + PNCap)/2

Buffoonery


24
SPSpd

Charismaticism
 

12
SPCap
Combat, H-to-H, Non-lethal
8
(PMCap + PNCap)/2 s

Combat, Hand Weapons

8
(PMCap + PNCap)/2 s

Criminal Activities, Physical 
12
(PMCap + PNCap)/2 ·s
Current Events


16
(MMPow + MRPow)/2

Dance



8
(SMCap + SPCap)/2

Deception


12
MRCap
Foreign Language: Choice  
8
MMCap
Gambling


8 
(MMCap + MRCap)/2 s

Handicrafts/Handiwork

8
PNCap

Impersonation


16
SMCap

Influence


12
MRCap s
Juggling



20
(PMSpd + PNSpd)/2

Legerdemain


12
PNCap

Music



8 
PNCap s

Poetry/Lyrics


8
SMCap
Survival



8
PMCap

Thespianism


16 
SPCap

Travel



12
(PMCap + PNCap)/2

TOTAL



256
Vocation
MONK, MARTIAL 
(By Greg Timm)
TRAIT

SEC Range
SEC at Start

Physical

1 – 7

2

  Most monks found in Æropa are of a spiritual, scholarly sort.  In Azir (particularly from Hind, Delhi, Sindraj, Tibet, Nepal, Nanchao, Ch'in, Sung, and Nippon) there exists a type of monk that, while following the tenets of their respective religion and philosophy, train in the use of martial arts to improve mind, body and spirit.  These monks undergo strenuous trials in pursuit of perfection and purity.  In general, they serve and protect their monastery, but some are known to wander the outside world in order to gain insight; or have been banished for some indiscretion!  Those considering this Vocation should bear in mind abstinence, concentration, discipline, regimen, and stoicism.
K/S Areas


Base STEEP
ATTRIBUTE

Acrobatics/Gymnastics

12

(PMCap + PNCap)/2
Acupuncture


8

PNCap
Combat, H-to-H, Lethal

24

(PMCap + PNCap)/2
Combat, H-to-H, Non-lethal
24

(PMCap + PNCap)/2
Combat, Hand Weapons

16

(PMCap + PNCap)/2
Combat, Missile Weapons

16

(PMCap + PNCap)/2
Endurance*


16

(PMPow + PNPow)/2
Foreign Language [Choice]
8

MMCap
Handicrafts/Handiwork

8

PNCap
Herbalism*


12

SMCap
Logic



12

MRCap
Medicine, Oriental

12

(SMCap + SPCap)/2
Mysticism*


12

SPCap
Pantheology*


8

SMCap 
Philosophy


16

MMCap
Religion*


12

SMCap
Swimming/Diving

8

(PMCap + PNCap)/2
Tolerance


12

PNPow
Weapons, Special Skills

8

PNCap
Yoga*



12

SMCap
TOTAL



256
  Note: If the HP is from Nepal or Tibet, it is suggested that they choose Mountaineering as one of their Physical K/S Areas:

Mountaineering (replaces Mountain Climbing): The name "Mountain Climbing"
 is no longer applicable.  The K/S Area is now Mountaineering.  This ability extends
to the knowledge of how to travel through and survive in mountainous terrain,

traverse glaciers, etc.  It enables the individual to judge the most accessible part of a 
mountain as regards scaling it and, regarding mountain ranges, allows the estimation 
of where passes might be found, and judgement as to height and so forth.  Otherwise 
the same as Mountain Climbing.
Vocation

MONK, MENDICANT 
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

1 – 5

2

  Mendicant Monks are travelling religious adherents (Priestcræfters) that rely on largesse (begging, alms, donations, etc.) for their livelihood.  They proselytize the beliefs of their deity as they travel and render services for their food and shelter, and are adept at survival in the wilderness as well.  The vast majority are partial practitioners.  Most have limited martial abilities, aimed in the main for self-defense.  Think of oration, service, humility, resilience, and wandering when playing this Vocation.  Mendicant Monks are found throughout Æropa and Azir (bikkhu and hijiri being examples from the latter region), with some few examples immigrated to the eastern Vargaard colonies.  Friars are Mendicant Monks that belong to a specific order centered at a monastery and are found throughout Æropa; some having better than usual Combat, Hand Weapon skills for this Vocation.  Friars are also apt to have the Cultured Palate K/S Sub-Area[s] Beer/Brewing and/or Wine/Vinting.
K/S Areas


Base STEEP
ATTRIBUTE

Combat, H-to-H, Non-lethal
8

(PMCap + PNCap)/2

Combat, Hand Weapons

8

(PMCap + PNCap)/2

Demonology*


12

MMCap

Education


8

MMCap

Endurance*


16

(PMPow + PNPow)/2

Exorcism*


12

SMCap

Foreign Language [Choice]
8

MMCap

Handicrafts/Handiwork

12

PNCap

Influence


12

MRCap

Literature


8

MMCap

Logic



12

MRCap

Metaphysics*


16

SMCap

Pantheology*


16

SMCap 

Philosophy


8

MMCap

Priestcræft*


20

SMCap
Religion*


24

SMCap

Street-Wise


12

SPCap
Survival



12

PMCap
Swimming/Diving

8

(PMCap + PNCap)/2

Tolerance


12

PNPow

Travel



12

(PMCap + PNCap)/2
TOTAL



256
Vocation

MYSTIC 
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

1 – 5

2

  True Mystics, as opposed to the general term for those partaking of “mystical arts”, are a rather rare lot indeed.  They are typically found in the Near Azir (where they are known as fakirs), Farz (known as dervishes), Hind, Delhi and Sindraj (where they are known as yogis), Tibet (known as slob-dpon), and Hy Brasil (known as zemiro).  They are ascetics who are known for resistance to extremes of temperature and physical pain, as well as for their arcane knowledge.  They are generally willing to teach others who have the desire and patience to learn and to practice with wisdom.  Aside from perhaps a student or two, they generally live a solitary existence, and most decline overt wealth.  Those pursuing this vocation should bear in mind austerity, balance, contemplation, enlightenment, self-improvement, and supernatural forces.
K/S Areas


Base STEEP
ATTRIBUTE

Acupuncture

 
 8

PNCap

Apotropaism*

 
16

(MMCap + MRCap)/2

Astrology*

 
12

SMCap

Combat, HTH, Non-Lethal 
 8

(PMCap + PNCap)/2

Demonology*


 12

MMCap

Endurance*


 16

(PMPow + PNPow)/2

Handicrafts/Handiwork

 12

PNCap

Herbalism*


 16

SMCap

History


 
 8

MMCap

Magnetism


 12

SPPow
Medicine, Oriental

 12

(SMCap + SPCap)/2

Metaphysics*


 12

SMCap

Multiversal Planes/Spheres 
 8

SPCap
Mysticism*


 24

SPCap

Nature Attunement
 
 8

SPCap
Occultism*

 
 8

SMCap
Pantheology*


 12

SMCap

Philosophy


 12

MMCap

Religion*


 12

SMCap

Survival



 12

PMCap

Yoga*



 24

SMCap





256


Vocation

NECROMANCER
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

2 – 6

4

  The Necromancer is a caster who has high ability in Necromancy, Alchemy and Occultism, as well as being a Partial Practitioner Dweomercræfter of the darker sort.  Necromancers are by-and-large shunned by most of society, but are sometimes hired by unscrupulous nobility for their skills.  This vocation thrives on the creation of unalive, commerce with the undead and unliving and a general disdain of the living!   When playing a Necromancer consider the qualities of darkness, death, grave sites, tombs, reanimation, reclusiveness, and negative heka.  Necromancers are most common in Lemi-Lemu, Mu, Ys, Transylvania, Vlachia, Atlantis, Cholcan, Hispañola, Kongo and western Afrik, Khitai, and Liang.
K/S Areas

Base STEEP
ATTRIBUTE

Alchemy*


20
SMCap

Astrology*


12
SMCap

Biology



16
MMCap

Combat, Hand Weapons

8
(PMCap + PNCap)/2 
Conjuration*


12
(SMPow + SPPow)/2

Cryptography


8
(MMCap + MRCap)/2

Deception


12
MRCap

Demonology*


16
MMCap

Dweomercræft*¹


16
MMCap

Foreign Language,

12
MMCap

  Arachnidian Script

Foreign Language,

12
MMCap

  Arcane Magickal

Handicrafts/Handiwork

8
PNCap

Magick*



16
MRCap

Metaphysics*

 
12
SMCap

Necromancy*


24
SMPow

Occultism*


20
SMCap

Pantheology*


8
SMCap

Religion*


12
SMCap

Subterranean Orientation 

8
PNCap

Survival



4
PMCap

TOTAL



256
¹ Must choose a K/S slot for a School to use any but General Castings.  Necromancers typically study the Black and/or Gray Schools of Dweomercræft.

Vocation

SKALD

(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Mental

3 – 7

4

   As Avillonia has its Bards, the region of Skandia has its Skalds.  This Vocation is a sort of storyteller and historian, critic and advisor.  Skalds use music and poetry to achieve their aims.  The more able usually employ Dweomercræft and Magick as well (as partial practitioners).  Think of drama, performance, cadence, heritage, rationality, and rote knowledge when playing this Vocation.  Skalds hail from Norge, Svergie, Finmark, Kalevala, Pohjola, Gotland, Talmark, and Danmark in the main; but have spread into other areas of northern Æropa.
K/S Areas


Base STEEP
ATTRIBUTE

Biography/Genealogy

8

MMCap

Combat, Hand Weapon

12

(PMCap + PNCap)/2

Cultured Palate


8

PNCap

Dweomercræft*¹


12

MMCap
Foreign Language, Arcane Magickal
12

MMCap

Foreign Language [Choice]
12

MMCap

Geography/Foreign Lands

12

MMCap

Handicrafts/Handiwork

8

PNCap

History



12

MMCap

Influence


12

MRCap
Literature


12

MRCap
Logic



12

MMCap
Magick*



12

MRCap
Music*



24

PNCap

Musical Composition*

20

SMCap

Poetry/Lyrics*


16

SMCap

Spellsongs*


20

(MMSpd + MRSpd)/2

Survival



8

PMCap

Thespianism


12

SPCap

Travel



8

(PMCap + PNCap)/2

Writing, Creative


8

SMCap

TOTAL



260
¹ Must choose a K/S slot for a School to use any but General Castings.  Skalds typically choose the Elemental School or Gray School of Dweomercræft, although any are permissible.
Vocation

SORCERER
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

2 – 7

4

  The Sorcerer is a partial practitioner who has high ability in Sorcery as well as in Demonology and Occultism. Through the usage of their dark skills and pacts with dark powers, Sorcerers summon and control various beings and forces of the Nether Planes.  Class level of a Sorcerer is typically moderate, although their services are often requested by nobility, and thus some achieve a higher social class.  When playing a Sorcerer, one should think of summoned netherbeings, malign influence, forced obedience, dark pacts, ruthlessness, and cunning.  Sorcerers are found throughout Æropea (especially Pohjola, Ys, and Transylvania/Vlachia), and are prevalent in Lemi-Lemu/Tonuia, Khitai/Liang, Atlantis/Zuivan [especially among followers of Qalkhru], Muya, Phoenecian states [with various diabolic deities], and the Mongolian states.
K/S Areas

Base STEEP
ATTRIBUTE

Alchemy*


8
SMCap

Astrology*


12
SMCap

Charismaticism


8
SPCap

Combat, Hand Weapons

4
(PMCap + PNCap)/2 

Conjuration*


12
(SMPow + SPPow)/2

Cryptography


8
(MMCap + MRCap)/2

Deception


12
MRCap

Demonology*


20
MMCap

Dweomercræft*¹


12
MMCap

Exorcism*


12
SMCap

Foreign Language,

12
MMCap

  Arachnidian Script
Foreign Language,

12
MMCap

  Arcane Magickal

Handicrafts/Handiwork

8
PNCap

Hypnotism


8
MRPow

Influence


12
MRCap

Magick*



12
MRCap

Metaphysics*

 
12
SMCap

Multiversal Planes/Spheres  
12
SPCap

Occultism*


20
SMCap

Pantheology*


12
SMCap

Priestcræft*²


12
SMCap

Religion*


12
SMCap
Sorcery*


24
SMCap

Survival



4
PMCap

TOTAL



256
¹ Must choose a K/S slot for a School to use any but General Castings.  Sorcerers typically study the Black and/or Gray Schools of Dweomercræft.

² Can employ General Tutelary Castings and must choose an Ethos.  Sorcerers typically follow the Ethos of Gloomy Darkness (some few, Shadowy Darkness).

Vocation

SPY


(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Mental

3 – 6

4

  Every nation on every continent of Ærth will have cause to desire intelligence on their neighbors or on opponents.  This is where the talents of the spy come into play!  Blending in, observation, assessment of political and military situations, coded messages; and possibly self-defense and escape – these are all necessary skills for the successful spy.  Depending on the particular situation, a spy might specialize in K/S areas such as a cultured palate, lethal hand-to-hand combat, toxicology, or any number of other skills (including even some basic casting ability such as Divination).  The specific customization of a spy’s K/S areas depends on their locale and the nature of their assignment.  When playing a spy one should think about subtlety, attentiveness, stealth, sharp-wittedness, duplicity, and information gathering and transmitting.
K/S Areas


Base STEEP
ATTRIBUTE

Combat, H-to-H, Non-lethal
12

(PMCap + PNCap)/2
Combat, Hand Weapons

12

(PMCap + PNCap)/2 

Criminal Activity, Physical
20

(PMCap + PNCap)/2 ·s
Cryptography


12

(MMCap + MRCap)/2

Current Events


16

(MMPow + MRPow)/2

Deception


16

MRCap

Disguise



12

PNCap
Escape



8

(PMCap + PNCap)/2
Espionage


24

(MMCap + MRCap)/2
First Aid



8

PNCap

Foreign Language [Choice]
16

MMCap

Geography/Foreign Lands

16

MMCap

Handicrafts/Handiwork

8

PNCap

History



8

MMCap

Impersonation


12

SMPow
Lip Reading/Sign Language
4

MMCap
Military Science


20

(MMCap + MRCap)/2

Political Science


12

(MMCap + MRCap)/2
Surveillance


12

PNCap
Survival



4

PMCap

Thespianism


8

SPCap

TOTAL



260
STREET YOUTH

(By Gary Gygax)
TRAIT

SEC Range
SEC at Start

Special

1 – 3

1

  The player considering a Street Youth is undoubtedly both innovative and daring; one interested in both roleplaying and having an ideal model for long-term play and development of an unusual Heroic Persona.  To identify with such a persona consider the following: Slums, danger, filth, hunger, desperation, friendlessness, mistrust, “suckers”/”marks”, opportunity, deprivation, fear, authorities, persecution, gangs, hideouts, and so forth.  The many connotations and permutations should be evident.

  Depending on circumstances of the campaign, the Journey Master will consider starting Joss Factors between 1 and 5 rather than the usual spread.  No beginning Award Points should be allowed in most circumstances.  Despite all of the seeming drawbacks, this is truly a fun and challenging role to play!  This

sort of urchin could have been a beggar, sneak thief, runner for a gang, a runaway, or just about anything else in one of Ærth's big-city slums.  Now it's time for a change in perspective…
  The player selects the TRAIT which will typify this HP's "Vocation" after examining the bundle of Knowledge/Skill Areas given for the Street Youth.  The overall K/S Areas are more limited to start with due to youth and limited oppurtunity.  Care must be taken to note the many other unusual things about this sort of persona.  Regardless of the SEC rolled by the player, this persona is assumed to have only such financial worth as one from the lowest strata of the Socio-Economic Classes. The HP will be further restricted as follows:

1. The starting age of the HP must be 16 years (they are starting at an age where they have gained “street smart” wisdom from experience!).

2. Base STEEP assumes all penalties for age 16.

3. Only the following additional K/S Areas will be awarded:

  a. Vocational TRAIT: 3 at 4D3 base STEEP, and

  b. Non-Vocational TRAITs: 2 each at 2D3 base STEEP.

4. ATTRIBUTES are limited to the following maximums:

  a. Physical: 19

  b. Spiritual: 18

5. The persona is illiterate.

6. No Riding (nor Boating) K/S is possessed.
K/S Areas 

 Base STEEP 
ATTRIBUTE

Appraisal


12
MMCap s
Buffoonery


12
SPSpd

Charismaticism
 

12
SPCap

Combat, H-to-H, Lethal

8
(PMCap + PNCap)/2 s

Combat, H-to-H, Non-lethal
8
(PMCap + PNCap)/2 s

Combat, Hand Weapons

4
(PMCap + PNCap)/2 s

Combat, Missile Weapons

8
(PMCap + PNCap)/2 s

Criminal Activities, Mental 
16
MMCap ·s

Criminal Activities, Physical 
12
(PMCap + PNCap)/2 ·s
Current Events


8
(MMPow + MRPow)/2

Escape



20
(PMCap + PNCap)/2

Deception


8
MRCap

Gambling


8 
(MMCap + MRCap)/2 s

Games, Physical


12
(PMCap + PNCap)/2 s

Handicrafts/Handiwork

4
PNCap

Impersonation


4
SMCap

Influence


8
MRCap s

Leadership


4
SMCap

Lip Reading/Sign Language
4
MMCap

Street-Wise


32
SPCap

Survival
*


12
PMCap ·
Thespianism


8 
SPCap

TOTAL



224
*Specific to urban/near-urban environments (locating food and water, finding shelter, etc.)
Vocation

TROUBADOUR 
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Physical

6 – 9

7

   A Troubadour (Trobairitz, if a woman) is always of the Cavalier/Knight persuasion and therefore of the gentry; but with added lyrical, poetry and music talents.  Unlike minstrels, they have a high regard of martial skills, chivalry, bravery, and courtly love.  They do not prefer to brawl in unarmed combat, as this might damage their hands, and therefore their ability to play their instrument!  The troubadour, being of high-ethos, will mostly eschew bawdy compositions or overtly-biting satire, although they are quite capable of some vulgarity or sharp political commentary should they feel the need!  William IX of Aquitaine (“William the Troubadour”) is an Earthly example of a troubadour.  This particular profession is found mainly from the Iberian Peninsula, Francia, Burgundy, Germania, and eastern Atlantl; although some Samurai from Nippon skilled with the shamisen or biwa might well fall into this category.  Those playing this vocation should consider courtly behavior, skill at arms, musical prowess, literacy, romance, and showmanship.
K/S Areas


Base STEEP
ATTRIBUTE

Arms and Armor


16

(PMCap + PNCap)/2
Biography/Genealogy

12

MMCap
Combat, Hand Weapons

20

(PMCap + PNCap)/2

Combat, Missile Weapons

16

(PMCap + PNCap)/2

Cultured Palate


12

PNCap
Economics/Finance/Investing

12

(MMCap + MRCap)/2
Foreign Language [Choice]
8

MMCap

Gambling


12

(MMCap + MRCap)/2
Handicrafts/Handiwork

8

PNCap

Influence


8

MRCap
Military Science


12

(MMCap + MRCap)/2
Music*



20

PNCap
Musical Composition*

20

SMCap
Poetry/Lyrics*


16

SMCap
Political Science


12

(MMCap + MRCap)/2
Religion*


8

SMCap

Spellsongs*


12

(MMSpd + MRSpd)/2
Survival



12

PMCap
Swimming/Diving

8

(PMCap + PNCap)/2

Thespianism


12

SPCap
Writing, Creative


8

SMCap
TOTAL



264
Vocation





WEAPONSMITH 
(By Gary Gygax)

TRAIT

SEC Range
SEC at Start

Physical

1 – 6

4
  Weaponsmith, a Physical TRAIT Vocation, is for the player who desires a role that involves less adventurous action and more skillful use of abilities in a fixed place.  That is, the Weaponsmith will be more useful in his own place, for he is a sort of Physical heka-master whose specialty is arms and armor.  This is not to say that this Vocation is confined or that such an HP would not be of great assistance in many adventures.  This you will note as you read down the K/S list below.  To have the frame of reference for this Vocation, think of such words as craftsmanship, metals, alloys, blades, forging, tempering, novel arms, proof against attack, utility of weapon, protection, special properties, and enchanted arms.  Note: Biology is useful for this Vocation in that weapons can be better designed for damage, and armor can be better designed to suit natural movement due to an understanding of anatomy.
K/S Areas


Base STEEP
ATTRIBUTE

Alchemy*


12

SMCap
Arms & Armor


24

(PMCap + PNCap)/2
Astrology*


12

SMCap
Biology



8

MMCap
Business Administration

8

(MMCap + MRCap)/2
Chemistry


12

MMCap
Clothwork


8

PNCap
Combat, Hand Weapons

12

(PMCap + PNCap)/2
Combat, Missile Weapons

12

(PMCap + PNCap)/2
Conjuration*


12

(SMPow+SPPow)/2
Economics/Finance/Investing
8

(MMCap + MRCap)/2
Endurance*


12

(PMPow+PNPow)/2
Games, Physical


8

(PMCap + PNCap)/2
Gemsmith/Lapidary*

16

(PMPow+PNPow)/2
Handicrafts/Handiwork

8

PNCap
Heka-Forging


20

(PMPow+PNPow)/2
Leatherwork


8

PNCap
Mechanics


8

PMCap
Occultism*


12

SMCap
Smithing & Welding

24

PMCap
Weapons, Military, All Other
12

(MMCap + MRCap)/2
TOTAL



256
Vocation

WITCHCRÆFTER
(By Greg Timm)

TRAIT

SEC Range
SEC at Start

Spiritual

1 – 6

4

  The Witch, or Warlock if male, in archetypical form (as opposed to a Wiccan), is an evil caster that has made a pact with netherbeings to gain dark powers.  Players of this vocation should think of dark pacts, potions, covens, secretiveness, hexes, malignity, and treachery.  Witchcræfters are found nearly everywhere, but are prevalent in Pohjola, Magyar, Vlachia, Transylvania, Bulgaria, Russ, Avillonia, and Khitai.  Some few are to be found in the eastern colonial areas of Vargaard as well.
K/S Areas

Base STEEP
ATTRIBUTE

Astrology*


12
SMCap
Clothwork


8
PNCap
Combat, Hand Weapons

4
(PMCap + PNCap)/2 

Conjuration*


16
(SMPow + SPPow)/2

Current Events


12
MMCap

Deception


12
MRCap

Demonology*


20
MMCap

Foreign Language,

12
MMCap

  Arachnidian Script

Fortune Telling*


16
SPCap
Handicrafts/Handiwork

8
PNCap

Herbalism*


16
SMCap

Impersonation


12
SMPow
Influence


12
MRCap

Judgement


8
(SMPow + SPPow)/2
Occultism*


20
SMCap

Streetwise


12
SPCap
Survival



4
PMCap

Thespianism


12
SPCap
Toxicology


12
MMCap

Witchcræft*


28
SMCap
TOTAL



256
Vocation




WITCH FINDER 
(By Gary Gygax)
TRAIT

SEC Range
SEC at Start
Mental

3 – 7

5

  There can be little doubt that amongst all of the commonplace evils plaguing much of Ærth, those dedicated to dark Witchcraeft rank highly.  In fact, the greater of such malign persons cause great harm indeed.   Thus, there are special ones dedicated to the hunting down and extermination of witches and warlocks.  The player who is considering selection of this Vocation will have a persona committed to expunging such wicked practice and all associated evil.  Note that such an HP might indeed make a Vow in this regard.  To engender the proper mindset for roleplaying a Witch Finder one should think of rooting out evil, countermeasures, wicked covens, malign tricks being played, unexplained illnesses, destructive storms, and so forth.  This sort of a persona is very much of a detective and protector of the innocent.

  This Heroic Persona will be well versed in the signs of witch or warlock present -- such as flames burning blue, horses breaking into a sweat without exercise, the souring of milk and cream, and the failure of yeast to rise.  They will notice such behavior as avoidance of salt (a poison to such evil persons) or shunning blessed/consecrated objects, and know to seek the telltale witchmark somewhere on the skin of a dedicated witch or warlock.

Suggestions for adding Bonus K/S Areas


If the Witch Finder is employed by some agency, then 

Law is important. Otherwise:


Mental: Botany; Criminal Activities, Mental; Games, 

Mental; Influence; and Toxicology.


Physical: Combat, Hand Weapons; Combat, Hand Weapons, 

Missile; Disguise; Police Work.


Spiritual: Herbalism, Leadership, Yoga; or else Necromancy, Sorcery, Yoga. (The former two broaden the base of knowledge of evil activities to combat, of course.)

K/S Areas with


Base

Sub-Areas


STEEP
ATTRIBUTE

Apotropaism*


28
(MMCap + MRCap)/2 *

Biography/Genealogy

12
MMCap

Combat, H-to-H, Non-Lethal
8
(PMCap + PNCap)/2
Criminal Activities, Physical
8
(PMCap + PNCap)/2 ·s

Criminology


20
MRCap

Current Events


12
(MMPow + MRPow)/2
Demonology*


12
MMCap

Divination*


16
SPCap * s

Foreign Language (Arcane/Magickal)
4
MMCap *

Foreign Language (Arcane/Magickal)
4
MMCap *

Handicrafts/Handiwork

4
PNCap

History



8
MMCap

Hunting & Tracking

16
PNCap

Metaphysics*


8
SMCap *

Mysticism*


16
SPCap

Occultism*


8
SMCap

Pantheology*


12
SMCap * s

Perception, Physical

16
MRCap s

Smithing & Welding

8
PMCap

Surveillance & Security

6
PNCap

Witchcraeft*


20
SMCap *

TOTAL



268
  Such an HP will always carry necessary tools for his trade such as a small hammer, iron nails, silver dagger, salt, flint and steel, candles, garlic, a small wand of silver birch wood (to ward off eyebites), powdered rue leaves, etc.  They will also usually possess a tome similar to the Malleus Maleficarum.
[Funny story:  Gary caught some “flack” from some professed witches who took umbrage at the presentation of “witchcræft” as evil, and he explained to them that he had used the traditional term, while specifically delineating “wicca” as a benign practice.  Some were not mollified by this, so he came up with the “Witch Finder” based on the hero, Redferne, from the movie Warlock as a “buzz off” to them!]
MYTHUS CORE BOOK

> Add to page 63
On the SEC VOCATIONS Table, add:

Vocation Category

Level Range
HP SEC at Start

TRAIT

ARMS

Forester



  1-6


4

Physical
Monk, Martial


  1-7


2

Physical

Troubadour


  6-9


7

Physical

Weaponsmith


  1-6


4

Physical

MYSTICISM

Mystic



  1-5


2

Spiritual
OUTLAWRY

Jester



  2-6


4

Physical

Street Youth


  1-3


1

Player Choice

PARTIAL PRACTITIONER

Conjurer



  2-6


4

Spiritual

Necromancer


  2-6


4

Spiritual

Sorceror



  2-7


4

Spiritual

Witchcræfter


  1-6


4

Spiritual

Witchfinder


  3-7


5

Mental
PRIESTCRÆFT

Druid



  4-8


5

Spiritual

Monk, Mendicant (& Friar)
  1-5


2

Spiritual

SCHOLAR

Bard



  3-7


4

Spiritual

Courtier



  4-8


6

Mental

Skald



  3-7


4

Mental
VOYAGER

Spy



  3-6


4

Mental
> Add to page 64

  For understanding M-Trait, the addition of MMPow, MMSpd, MRPow, and MRSpd totaled and then multiplied by two is roughly equal to an IQ rating [see pg. 66 of the Mythus Rulebook].  Humans normally max out at an IQ of 240, so any results above this would be superhuman.  The highest reported IQs were above 250, but the validity of this level has been questioned.  On this scale, Albert Einstein and Stephen Hawkings would probably have results of around 180 to 200.  For game purposes, between 110 and 140 would be above average, between 70 and 110 would be average, between 60 and 70 would be a “dull” (below average) sort, and below 60 the persona would be mentally deficient to various degrees.  At any rate, this is merely a general way to understand this Trait and its Categories.

  To get a rough idea of PMPow in terms of lifting ability, the normal human maximum of 30 would translate to being able to deadlift (from the ground straight up) about 1000 pounds and lift overhead about 550 pounds; compared to an ogre, which at a PMPow of 40 could deadlift about 6000 pounds and lift 1200 pounds overhead.  The deadlift value goes up more dramatically than the overhead, mostly due to the increasing mass of larger humanoids.  Using this scale, a human with a PMPow of 10 could deadlift about 200 pounds and overhead lift about 80 pounds, a PMPow of 12 could deadlift about 250 pounds and overhead lift about 100 pounds, a PMPow of 15 could deadlift about 400 pounds and overhead lift about 150 pounds, a PMPow of 20 could deadlift about 600 pounds and overhead lift about 250 pounds, and a PMPow of 25 could deadlift about 800 pounds and overhead lift about 350 pounds.  A creature with a 35 PMPow could deadlift about 3500 pounds and overhead lift about 800 pounds.  This is only a rough scale to give players an idea of what PMPow translates to.  PMCap would pertain to resistance to disease or poison, and ability to withstand bodily damage and to heal.  In this respect, Grigori Rasputin would certainly be between a 25 and 30!  For PNPow, consider a conscious reaction speed of 0.12 seconds and a reflex reaction of 0.06 seconds as the maximum at a value of 30.  This would entail a champion ping pong player or one who could catch an object thrown at them just on the edge of their vision.
   S-Trait is, obviously, more difficult to quantify and at the high end, one would have to place Earthly examples (some mythical) to scale the Categories.  People like Nostradamus would have an SPCap at around 35, while Edward Cayce and Uri Geller would have an SPPow close to 30 (given an assumption of legitimacy!), and someone like the early incarnation of Professor Xaviar from the Marvel Comics X-Men™ franchise (1960’s/early 1970’s) would certainly have a SPCap/SPPow of 40 +; while the likes of various prophets of history or famed occultists (think Moses in the former case and Aleister Crowley [reputed] in the latter, for example) would place in the 30 to 40 range of SMCap/SMPow.  Again, these are just to set an example!
> Add to page 70 in second column after “All other Heroic Persona Vocations which include the K/S Areas Dweomercrzeft, Magick, Priestcrseft, and/or Religion ore at Partial Practice only.”


  Possession of the Dweomercraeft K/S Area does not automatically bestow a Sub-Area.  Only those personas whose Vocation is Dweomercraefter are assumed to have gone to a college (or trained with a great Mage) and thus have had opportunity to know a School of Magick -- Black, Elemental, Gray, Green, White, or any other -- and thus possess a Sub-Area. Any non-Dweomercraefter persona possessing or electing to have Dweomercraeft and Magick K/S Areas, whether Full or only Partial Practitioner, will thus have only the General Castings available.  In order to gain a School (Sub-Area), a bonus or otherwise acquired K/S Area must be used to accomplish the addition of a Dweomercraeft Sub-Area (School).

  Examples: Roderick the Scholar possesses Dweomercraeft and Magick in his beginning Vocational K/S "bundle." This applies only to "General" Castings, and does not include a School (Sub-Area).  To gain such a Sub-Area it is necessary for a Bonus K/S Area slot to be used to acquire it as the persona is being developed.  Acquisition can be made at some later time, of course, by purchase of the Sub-Area with Award Points.  Tom O'Piper is a Thief persona for whom Dweomercraeft and Magick are desirable additions to his abilities. When these K/S Areas are selected, Tom will have only Dweomercraeft (General), no Sub-Areas, unless another Bonus K/S Area slot is used to acquire a School (Sub-Area).  This can be done at some later time through purchase of the Sub-Area with Award Points. 

  This also means that such a persona will never gain a bonus for Casting in a Sub-Area.  One not vocationally schooled, as noted, can never employ Dweomercraeft Sub-Area Castings as if in a Primary Area(s).  Unlike a vocational persona of Dweomercraeft, such individual will have at best General Castings of Dweomercraeft as primary, and that if the individual is in fact principally oriented towards Dweomercraeft and Magick, even though no formal or special instruction has been obtained. Exception: The persona who at some point changes Vocation, and spends a sufficient amount of game time in study, might be ruled to become a true Vocational Mage/Magician.  The time required is left to the Journey Master, but a minimum of two game years of intensive work is recommended. Is this unfair?  On the contrary, it is realistic and very fair to those personas who are professional Mages or Magicians. Even a failed Mage, a partial practitioner, is then superior to the casual practitioner of Dweomercraeft as regards basic knowledge and ability. This is indicated in possession of a Sub-Area School without having to expend Bonus K/S slots or else use Award Points to later gain the first such Sub-Area.  The fledgling caster of Dweomercraeft is assumed to have spent considerable time and effort to perfect the art. After regular education, that persona probably attended some college or university for many years, or else (in the case of the apprenticed individual) spent even more time and effort laboring under the demands of a great Mage or Wizard so as to be able to command both General and some special brand of Castings in addition to that. The result of this is the automatic gain of a Sub-Area of Dweomercraeft for the vocational individual.  That reflects the education received.  What about Priestcraeft?  Well might one ask.  However, any persona with the Priestcraeft and Religion K/S Areas is assumed to have such training as is necessary for qualification in the field and is thus entitled to a Sub-Area (Ethos) according to the relevant ethical precepts.  This does not guarantee full practice ability, and Priest/Priestess status thereby, but knowledge of the Sub-Area is automatic.

> Add to page 74 after the Standard HP Descriptions and K/S Area Bundles section: 
Vocational Change 

The player or JM may opt that his or her fledgling Heroic Persona has previously changed Vocations if the HP is beginning play at age range 5 (36-40) or older.  Change is always assumed to have occurred between the age of 25 and 35 in such a case.  The new vocational TRAIT area must have a total of 91 or more.  The change in interest does not affect basic K/S Areas, but it does allow the allocation of Age-related STEEP (see below) to the new TRAIT K/S Areas, as well as changing the cost in APs for STEEP in TRAIT areas once the HP is in play.  In this regard take away one Bonus K/S from the former Vocational TRAIT area and add it to the new one. 

  Example: a persona who was schooled as an Apothecary is assumed to decide to switch major interest to Herbalism at age 26, and at that time began working to be a Healer.  This is a TRAIT change from M to S, and it is assumed that the latter was at least 91.  In developing the Profile, no changes in past K/S Areas are made.  The K/S "bundle" for the Healer is compared to that of Apothecary, and the critical missing abilities are noted.  Then, when the HP's personal K/S abilities are chosen, the K/S Areas of Exorcism, Priestcraeft, and Religion must be acquired as Bonus ones in the S TRAIT (if the Journey Master dictates, and of course this is urged) possibly along with Divination and Toxicology as well if there are sufficient slots available.  The object is to approximate as nearly as possible the major requirements of the new Vocation's K/S Areas through filling in with Bonus selections.  If that can't be done, then the change should probably not be allowed.  Note: Even an HP with a highly dedicated Vocation can be allowed a change, as long as the second Vocation is likewise dedicated and more specific.  A Wisewoman could become a Priestess, assuming a full-practitioner success, or a Philosopher might become an Alchemist -- an even more dedicated (and related) calling.

STEEP Level Incline Table (Optional)
STEEP   AP Cost Multiplier 

01-50

1

51-60

2 

61-70

3
71-90

4
91+ 

5

  Multiply your normal cost of STEEP by the multiplier on the table to determine how much it will actually cost you to move up 1 STEEP point.  This table (developed by Adam Morarta, and one I happen to agree with) addresses the problem of STEEP-loading in one area.  As Adam put it: “It should be harder to proceed from a "doctorate" level STEEP to a "Nobel-prize winning" STEEP than it is to grasp the basics of a K/S, and this system reflects it, without hurting the HPs much at all (except those players that want killer warriors!).”
> Correction to page 75
The Engineer should have Construction K/S at a Base STEEP of 16, for a total Base STEEP of 248.
> Clarification/Addition to page 78

  Under Mercenary/Soldier, things to bear in mind, one should add “command structure”.

> Clarification/Addition to page 78
  Under the general description of Dweomercræft (Mental) Vocations, "Learning the Archetypical Castings of other Schools does not add to the overall STEEP (is not cumulative) for Partial or Full Practitioners alike; as per the description of the K/S on page 142.  Also, General Dweomercræft is not counted along with the specific School as part of Base STEEP total.   This would apply to Alchemy as well, which includes the Elemental School as part of its Vocation" should be added at the end of the paragraph.
> Correction to page 79

Gray School Dweomercraeft table should have Legerdemain K/S at a Base STEEP of 4, making the total Base STEEP equal to 248.

> Clarification/Addition to page 79

Under the K/S Table for Green School Dweomercræfter, it should read:

Combat, Hand Weapons 
8 
(PMCap + PNCap)*.5
> Correction to page 80

White School Dweomercraeft table should have Demonology K/S at a Base STEEP of 12, making the total Base STEEP equal to 248.

> Correction to page 82
Astrologer should be listed with a total Base STEEP of 256.

Diviner should be listed with a total Base STEEP of 248.

Soothsayer should have Fortune-Telling K/S at a Base STEEP of 12 and Pantheology K/S at a Base STEEP of 8 for a total Base STEEP of 252.
> Correction to page 84
Bandit should be listed with a total Base STEEP of 248.

Pirate should be listed with a total Base STEEP of 248.

> Correction to page 86
Healer should be listed with a total Base STEEP of 252.

Wisewoman/Wiseman should be listed with a total Base STEEP of 256.
> Correction to page 88
Hunter should be listed with a total Base STEEP of 256.

Medicine Man should have Nature Attunement K/S at a Base STEEP of 16 for a total Base STEEP of 248.
Seer should be listed with a total Base STEEP of 256.
> Correction to page 91
Philosopher should replace the Sports K/S with Games, Mental K/S, and subtract one Foreign Language (choice) K/S for a total Base STEEP of 284 (The actual given total would be 296; rather too high for my taste as compared to the other Vocations!  As for the rather high Sports K/S given, Voltaire espoused football [soccer], and Nietzsche ably played football, Socrates was a noted soldier in his younger days, and followers of Lao Tzu apparently indulged in something similar to Tai chi; but Aristotle, Locke, Hobbes, and Confucius for example were not noted for physicality, so this K/S is not seen as a necessity for the Vocation.  The use of logic involved in Games, Mental K/S seems better suited, but a player might opt to pick up the Sports K/S as a Bonus Area if they are so inclined).
> Correction to page 92
Sage should be listed with a total Base STEEP of 284.

Explorer should have Endurance K/S at a Base STEEP of 16 for a total Base STEEP of 260.
> Correction to page 93
Seafarer should be listed with a total Base STEEP of 252.
> Add to page 94
Mixed Race HPs
  The races of Elf, Alfar and Drow are able to mate with Humans and produce offspring (perhaps through the use of magick!).  The results of such a union are longer-lived than humans (up to 200 to 250 years of age) and only have a 25% chance of being allergic to ferrous metals (as that allergy is recessive to the human “immunity”).  The progeny will usually resemble humans but will exhibit certain features such as somewhat pointed ears, oddly shaped eyes, slimmer body structure, etc.  They will typically gain a beneficial Quirk such as “good with animals”, “keen sensory perception”, “feyness”, etc.  Of course, a JM may assign such a Quirk (and Counter-Quirk), such as a Half-drow having excellent night vision and poor vision in bright sunlight.  These hybrids use Vocation tables as a human, and their disposition will be dependent upon the environment they were raised in, although Half-drow will tend toward a malign or self-serving neutral bent at best!  Half-alfen, Half-gnomes and Half-dwarves are not known to occur even though they appear to be more closely related to Humans (as none of these latter three races are iron-sensitive).
> Add to page 96, K/S Areas, two paragraphs at end of "What a 

K/S Area Is and Isn't."
  Certain of the K/S Areas can seemingly be utilized for wicked ends only.  There are three such abilities: Necromancy, Sorcery, and Witchcræft.  They need to be included for the sake of allowing these abilities for evil and malign opponents, the Evil Personas (EPs) and Monstrous Personages (MPGs).  Yet Heroic Personas can also employ such K/S Areas.

  To know the Necromancy, Sorcery, and/or Witchcræft Area is to have the opportunity to identify such practice and possibly counter the powers and castings involved.  How the counter-K/S practice works is found after the K/S Area Descriptions on page 201 under the heading "K/S Area Use as Counter-Necromancy, Counter-Sorcery, & Counter-Witchcræft."

> Add to page 96
  Optional trade languages could also include:

Trade Ch'in: Spoken in the Ch'insung Sea region from Manchuria and Nippon south to Camchan; in Ch'in and Sung, and westward from Liang and Po~hai to Mongolia.
Trade Lemuyan: This hybrid tongue is used for commerce between Lemuria and Muya.
Trade Sogdian: Originating in Samarkand; it is used along the “Silk Road” from Babylonia and Farz southeastward to Delhi, Sindraj and Hind; and eastward through Kabul. Kashmir, Tartary and Khitai; and thence to Ch'in and Sung.

Trade Swahili: Spoken mostly in Kongo and the eastern (Zimbabwe) and southern (Zulu) regions of Afrik that uses the Bantu dialects.

> Add to page 97, at the bottom of the description of Additional HP Knowledge/Skill Areas:
  Rudimentary Knowledge
  The JM can allow a persona to have two K/S Areas at 6 STEEP each instead of one at a STEEP of 2d10 + ATTRIBUTE as is called for.  This is a very shallow way to go for the persona, but it enables immediate ability in more Areas and gives potential for building the rudimentary knowledge or skill into something meaningful.  A Mountebank, for instance, is one of the most likely sorts of HP to need such broad but shallow K/S ability.
> Add to page 99 and 100 charts
SUMMARY LIST: NEW K/S AREAS 

(K/S Areas in italics are new additions)

Mental K/S Areas 

Appraisal (add) s
Brewing/Distilling [Optional, See: Cultured Palate] (MMCap) s

Criminal Activities, Mental (add) ·
Engineering (add) · 
Foreign Language, Conversational (MMCap) ·
Forestry (MMCap)

Negotiation (MRPow + MMPow) x 0.5
Physical K/S Areas 

Arms & Armor (add) · 

Criminal Activities, Physical (add) ·
Fishing [Optional] (PNCap) s
Jack of All Trades (add) ·
Mountaineering (Replace “Mountain Climbing”) (PMPow + PNPow) x 0.5

Plumbing (PMCap + PNCap) x 0.5

Spiritual K/S Areas 

Animal Handling (add) · s 

Dance (SMCap + SPCap) x 0.5 · 

Judgement (SMpow + SPPow) x 0.5 s
> Clarification/Addition to page 101; Phæree Languages
One might add:

Alfar

Alfen

Dwarfish

High Dracos (known by all drakes and dragons)
Leprechaun

Ogreish

Orcish

Periese (correction of “Pariese”)

Sidhe (Shee)
Sluaghite (correction of “Slaughite”)

  The Fair Speech is used by Fay, Færies, Pixies, Sprites, and others as their main tongue.

  Sidhe includes Adhshees, Banshees, Gwyllion, Lannanshees, and Lunantishees.

> Clarification/Addition to page 101; Ancient, Arcane, Dead, and “Lost” Languages
  To clarify, Arachnidian Script and Y’dragi Runic are arcane languages used for magick writings.  Arachnidian is so named because of its “spidery” appearance.  It is rumored to have been given to ancient casters by fiends, demons and devils, and is commonly known by Sorcerors, Witchcræfters and certain Gloomy Darkness Priestcræfters.  Y’dragi is a runic language that is said to have been passed down to the northern and eastern Æropean people by actual dragons and used by various Dweomercræfters, including some in Ægypt.  Arcane Magickal is a standardized form of writing developed between Atlantl, Æropa, Ægypt, and parts of western Azir to transcribe Dweomercræft and other castings. There is also rumored to be a language called Celestial Glyph which was given to select mortal practitioners of white magick/sunlight castings by Concordelysian beings and is extremely rare; and in fact, is only currently known to be used by a group called Wealward that opposes the Accursed.  Also, Akkadio-Babylonian (as its symbols and words differ from Ancient Sumerian) and Minoan Glyph [from ancient Crete] can be added to the list.  Muyan Pictogram [specifically originally found in Muya] and Rongo Rongo Glyph [originally found on some islands of the Titanic Ocean] are subsets of Lemurian Pictogram.
Correction, page 102, first column, line 14:
  There is a misprint regarding maximum Attractiveness score: One rolls 8+2D6 to generate a score between 10 and 20. The phrase: “…and ratings higher than 18 are likewise beyond the HPs.  In fact, only perhaps one or two people since the beginning of time have ever had Attractiveness scores higher than that” should say “…higher than 20 are likewise beyond the HPs”.  Thus, a 20 "Stunning" is the maximum score for mortals -- maybe Helen of Troy, Cleopatra and Adonis were “20”s.
> Correction to page 114; Initial HP Finances
For the † and †† notes at the bottom, delete the sentences concerning Physical TRAIT of the steeds.

> Add to page 115, at the end of “Net Wealth”
SEC, Birth Rank, and Inheritance

Inheritance For All HPs (Optional) 

  Each and every Heroic Persona has a chance to have inherited some lands or goods from someone.  To reflect this chance, as the wealth of the persona is being determined, make a roll to check to see if there is also an inheritance to be included in this category.  This roll is made for every HP, including first-borns, even though they also have another chance to inherit because of that.  The Base chance for inheriting is SEC Level adjusted by (SEC Level + current age -40).  A minimum chance of 1% is always allowed.  If inheritance is indicated, use the table below to determine category. 

Chance of Inheritance by SEC Inheritance: 

SEC
 Major
 Moderate 
Minor 

9
01-25 
26-75 

76-00 

8 
01-20 
21-75 

76-00 

7 
01-15 
16-55 

56-00 

6
01-10 
11-45 

46-00 

5 
01-08 
09-30 

31-00 

4 
01-06 
07-27 

26-00 

3 
01-04 
05-20 

21-00 

2 
01-02 
03-10 

11-00 

1 
01 
02-05 

06-00 

  So what constitutes a Major, Moderate, or Minor Inheritance?  To avoid dictating to the JM, these guidelines are offered. The milieu of the campaign will describe the extent and values of the general information.
JM Guidelines for Inheritance Values
Major Inheritance 
Moderate Inheritance 
Minor Inheritance 
arms collection 

suite of arms 

weapon 
art collection 

painting/sculpture 
carved wood figure 
BUCs: 2D10 x 100,000 
BUCs: 2D6 x 10,000 
BUCs: 4D3 x 500 
carriage & team (4) 
wagon & team (2) 
cart & mule 
complete laboratory 
extensive materia 
a crystal/some herbs 
factory/warehouse 
inn/store 

small shop 
full armor & shield 
half-armor 

shield 
full furnishings 

bedroom suite 

desk 
furs & silk clothing 
velvet garments 

hunting garb 
gold vessels 

crystal vessels 

pewter vessels 
jewelry ensemble 
several jewelry pieces 
ring/necklace 
land section 

farm building/mill 
lot 
library 


shelf of books 

1 – 3 books 
manor (w/ lands) 

villa 


cottage 
relic 


icon 


blessed symbol 
ship 


barge 


boat 
silver service 

china service 

pottery service 
stable of fine mounts 
two fine mounts 

one average mount 
  The above serves as a model with which to develop other forms of inherited land and goods as needed. 
First-Child Inheritance 
An HP who is a first child has the following chance of inheriting the estate of his or her parents. (For game purposes, this is unlikely in the lower age ranges.)
   Age Range 
Chance to Inherit Amount of Inheritance* 
1  1 %  3D10 x 10% of HP's Net Worth 
2  5%   4D10 x 10% of HP's Net Worth 
3  10%  5D10 x 10% of HP's Net Worth 
4  15%  Equal to HP's Net Worth + D% 
5  25%  Equal to thrice HP's Net Worth 
6  30%  Equal to twice HP's Net Worth
7  40%  Equal to twice HP's Net Worth 
8  55%  Equal to twice HP's Net Worth 
9  75%  Equal to twice HP's Net Worth 
10   95% Equal to twice HP's Net Worth 
  *Excluding Disposable Monthly Income. 
  The base Amount of Inheritance assumes that the SEC of the HP's family is one Class Level higher than the persona's own.  If it is lower or higher, a modifier is indicated as follows: 
Family SEC vs. HP SEC 

Inheritance Amount Multiplier
8 levels higher above result 

x 100 
7 levels higher above result 

x 50 
6 levels higher above result

x 20 
5 levels higher above result 

x 10 
4 levels higher above result 

x 5 
3 levels higher above result 

x 3 
2 levels higher above result 

x 1.5 
same level above result 


x 0.9 
1 level lower above result 


x 0.7 
2 levels lower above result 

x 0.5 
3 levels lower above result 

x 0.3 
4 levels lower above result 

x 0.2 
5 levels lower above result 

x 0.1 
6+ levels lower 



no inheritance at all.
> Add to page 118/119, “Miscellaneous” [See also: Heka-Forging addenda; pg. 166/167]
Compass


20 BUCs

Flask, Alchemical

5 BUCs

Hammer (Regular/Mallet/Sledge)
10/20/40 BUCs

Hourglass, Large


100 BUCs

Loom, Floor


500 BUCs

Medical Bag


100 BUCs

Piton (each)


0.5 BUCs

Spinning Wheel


450 BUCs

Spyglass
 (20x mag.)

150 BUCs

Sundial, Metal


200 BUCs

  See also pgs. 166/167 for Heka Forging Items
> Correction to page 121; Mounts Table
The values for the Physical Damage Points should be replaced by those given on page 319 of the Ærth Bestiary.

> Add to page 121 Land Vehicles
Vardo (Romani Wagon)   Price: 15,000 (+6D3 x1000)*   Damage Points: 300 + 3D20

* Features such as a cast iron stove and chimney, spare wheel(s), etc. add to the overall cost, and it is usually pulled by two horses.  A typical vardo could sleep two adults and one or two children.
  Wagons sometimes have bowed wooden supports over which a cotton or hemp canvas covering that has been treated with oil has been fitted to provide a water-resistant shelter.  This type also often includes a drinking water barrel of 15 to 20 gallon capacity secured on one side (counterweighted by a storage box or additional barrel on the other side).  These are often at the higher end of cost.
  Note that part of the high value of royal coaches is the inclusion of sculpted wood fixtures, covered glass-enclosed oil lamps on the exterior, velvet-covered cushioned benches, silk curtains, gold and silver-chased cabin, steel-spring wheel suspension, etc.  These sorts are usually drawn by four to eight horses.
> Add to page 121/122 
  A note on Damage Points for Land Vehicles and Waterborne Vessels: The values expressed are overall figures for random damage distributed across the craft to destroy it.  Damage concentrated on a wagon’s wheel or staving in a specific part of a ship’s hull below the waterline would certainly disable said craft at a much lower value.  Here is a sample average Damage Point chart for various items:

Wooden Door (Softwood):  5
Wooden Door (Hardwood): 8 – 10

Iron-reinforced Hardwood Door: 15

Iron Door (1" thick): 50

Shuttered Window: 8

Shuttered &Iron-Barred Window: 25

Wooden Drawbridge (6" thick)²: 50

Mortar/Brick (per 4" thickness)¹: 15
Stone Wall, Shale, Limestone, Sandstone (per 1" thickness)¹: 30

Stone Wall, Marble (per 1" thickness)¹: 40

Stone Wall, Basalt, Granite (per 1" thickness)¹: 60

Longship Hull²: 15


Galley Hull²: 25 – 30

Carrack/Caravel Hull²: 45

Galleon/Large Warship Hull²: 55

  ¹ In 5' by 5' area. Typical castle walls were 8' to 20' thick. 

  ² Staving in planks at one specific location; 5' by 5' area.

  There are no Strike Location rolls as such, but a Special Success on a roll for Physical or Heka-based Damage designates maximum rollable Damage Points are inflicted.  An unmodified roll of “01” might demonstrate double maximum Damage Points at the JM’s option.

> Add to page 122 chart Waterborne Vessels
Galley, Small: This sort of craft includes the Dromon (monoreme), Drakkar, Triaconter and Penteconter at 80 to 100 feet length.
Galley, Large:  As well as the Galleass, this would include Biremes (and the later Dromons), Triremes and Baghlah of 90 to 150 feet length.

Sailboat, Small: Includes smaller Dhow and Viking Longships of up to 40-foot length.

Sailing ship, Small: Includes Caravels and smaller Junks with two or three masts and an average length of 40 to 60 feet.

 Sailing ship, Large: Would include Carracks, Galleons and Frigates which had three or four masts and ranged from 60 to 150 feet in length.

  Warship: Would include “Ship of the Line” Frigate, Heavy Frigate*, or warship Junks of about 120 to 200 feet in length. [“Treasure Ship” junks from Ch'in are reputed to reach 280 feet in length; and seemingly exaggerated claims place some at 400 feet!]
  *A relatively new class of warship constructed by Francia, Albion and Lyonesse.

> Correction to page 135; second column:
Should read: “Note that it is possible, though very difficult, to gain a whole new Heka-generating K/S that your HP didn't already start with.  Your HP must spend 20 APs (30 for one outside the HP's Vocation's TRAIT!), study for 20 (or 30 if outside of Vocation TRAIT) weeks, and then succeed in a "Very Difficult" CATEGORY [or CATEGORIES divided by two] roll (depending on which CATEGORY/CATEGORIES the new K/S is under).  If successful, the end result will be gaining the K/S, one Sub-Area, and 5 points of starting STEEP.”
> Add to page 137 after Cross-Application of K/S Areas:
Unless otherwise indicated, 10% of STEEP in the named K/S Area is applied.  Items in

brackets (e.g. {a}) are footnotes; see conclusion.

<--> There is a cross-application between the K/S Areas

indicated

--> The K/S feeds the other but is not fed in turn

<-- The K/S is fed by the other but does not feed it in turn

Acupuncture <--> Medicine, Oriental

Acrobatics/Gymnastics <--> Dance --> Escape <--> Juggling

<-- Yoga

Agriculture <-- Biology <-- Nature Attunement (Growing

Things)

Alchemy <-- Chemistry

Animal Handling <-- Judgement (Animals) <-- Nature

Attunement (Animal Relationship) <--> Zoology

Apotropaism --> Exorcism

Appraisal <--> Gemology, Rarities

Arms & Armor <-- Smithing & Welding

Architecture <--> Fortification & Siegecraft

Astronomy --> Navigation

Biography/Genealogy <-- Current Events

Biology --> Agriculture <-- Nature Attunement (Natural

Cycles)

Boating <-- Seamanship

Botany <--> Forestry--> Herbalism
Charismaticism{a}

Chemistry --> Alchemy --> Toxicology

Combat, HTH, Lethal{d} <-- Games, Physical (Boxing)

Combat, HTH, Non-Lethal{d} <--> Games P at 20% <--> Sports

(Ind V)

Combat, H, Weapons{d} <--> Hunting & Tracking (spear use

only) <--> Sports (Team)

Combat, HW, Missile{d} <--> Games, Mental (Darts) (dart

weapon only) <--> Hunting & Tracking (specific missile

weapon use only) <--> Sports (Ind N-V)

Conjuration --> Sorcery (if the former is gained thereafter,

one time only)

Construction <--> Construction Nav <--> Construction Trans

--> Weapons Military, All Others

Construction --> Fortification & Siegecraft <-- Mechanics

<-- Military Science

Construction, Naval <--> Construction <--> Construction,

Transport

Construction, Transport <--> Construction <--> Construction

Naval

Criminal Activities, Mental{c} <--> Criminology -->

Cultured Palate 

Espionage --> Surveillance/Security --> Street-Wise

Criminal Activities, Physical{c}{d} --> Espionage <-->

Police Work --> Surveillance/Security --> Street-Wise

Criminal Activities, Physical STEEP in Stealth S-A =

Hunting & Tracking if higher

Criminology <--> Criminal Activities, Mental <-- Logic

Cryptography <--> Mathematics

Cultured Palate <--> Domestic Arts & Sciences {e}
Current Events --> Biography/Genealogy

Dance <--> Acrobatics & Gymn. --> Etiquette/Social Graces

Demonology --> Conjuration (once, if acquired after it),

Exorcism

Domestic Arts & Sciences <--> Cultured Palate

Disguise{c} <--> Impersonation <-- Thespianism
Ecology/Naure Science-->Forestry
Economics/Finance/Investing <-- Judgement (Business)

Endurance <-- Yoga

Engineering (Mining S-A) <-- Mines & Mining (20%)

Engineering, Military <--> Fortification & Siegecraft

Escape{c} <-- Acrobatics & Gymnastics <--> Legerdemain

Espionage{c}{a} <-- Criminal Activities M <-- Criminal

Activities P

Etiquette/Social Graces <-- Dance --> Judgement (Background)

<-- Literature <-- Poetry/Lyrics

Exology/Nature Science <--> Nature Attunement

Exorcism <-- Aportopaism <-- Demonology

Foreign Language <-- Linguistics (language crosses too varied

to list, consult rules!)
Forestry <--> Botany<-- Ecology/Nature Science <-- Nature Attunement (Growing Things/Natural Cycles)
Fortification & Siegecraft <--> Architecture <-->

Engineering, Military <-- Surveillance/Top <-- Weapons

Military, All Other

Games M (Darts) <--> Combat, HW, Missile (dart weapon only)

Games P <--> Combat, HTH, Non-Lethal by 20%

Games P (Boxing) <--> Combat, HTH, Lethal

Games P (Climbing) --> Mountaineering

Gemology <--> Appraisal <--> Gemsmith/Lapidary --> Rarities

Gemsmith/Lapidary <--> Gemology

Geography/Foreign Lands <--> History <--> Travel

Geology/Mineralogy --> Mines/Mining <-- Nature Attunement

(Natural Cycles)

Herbalism <-- Botany <-- Nature Attunement (Growing Things)

--> Toxicology

History <--> Geography/Foreign Lands

Hunting & Tracking <--> Com, HW (spear only), Com, HW, M

(specific missile weapon only)

Hunting & Tracking --> Botany --> Ecology/Nature Science <--

Nature Attunement (Personal Relationship) --> Survival <-->

Zoology

Hunting & Tracking STEEP = use of Criminal Activities P

(Sneaking S-A if higher)

Hypnotism{a} <-- Yoga

Impersonation <--> Disguise <-- Thespianism

Influence{a} --> Leadership <-- Philosophy <-- Writing,

Creative

Jack-Of-All-Trades <--> Jury Rigging <--> Mechanics

Judgement (Animals) --> Animal Handling

Judgement (Background) <-- Etiquette/Social Graces

Judgement (Business) --> Economics/Finance/Investing

Judgement (Occupation, Situation) <--> Street-Wise

Juggling{d} <--> Acrobatics/Gymnastics

Jury Rigging <--> Jack-Of-All-Trades

Law{c}

Leadership{a} <-- Influence

Legerdemain{c} <--> Escape

Literature --> Etiquette/Social Graces

Linguistics --> Foreign Language, Native Tongue, Trade

Phonecian

Logic --> Criminology

Mathematics <--> Cryptography

Mechanics <--> Jack-Of-All-Trades --> Weapons Military,

All Other

Medicine, Oriental <--> Acupuncture

Medicine, Veterinary <-- Nature Attunement (Animal

Relationship)

Mediumship{a}

Metaphysics <--> Pantheology

Military Science{c} --> Fortification & Siegecraft -->

Weapons Military, All Other

Mines/Mining --> Engineering (Mining S-A 20%) <--

Geology/Mineralogy

Mountain Climbing <-- Games P (Climbing S-A)

Mysticism <-- Yoga

Nature Attunement <--> Ecology/Nature Science, --> Forestry, <-- Yoga

Native Tongue <-- Linguistics

Navigation --> Seamanship

Pantheology (Theology) <--> Metaphysics <--> Religion

Perception Mental <-- Yoga

Perception Physical <-- Yoga

Phaeree Flora & Fauna <-- Nature Attunement (Exotic Places)

Philosophy --> Influence

Poetry/Lyrics{b} --> Etiquette/Social Graces

Police Work{c} <--> Criminal Activities P

Political Science{c} <-- Public Admin.

Public Admin. --> Political Science

Religion <--> Pantheology

Riding <--> Sports (Mounted S-Areas)

Rarities <--> Appraisal <-- Gemology

Seamanship <-- Navigation

Smithing & Welding --> Arms & Armor

Sorcery <-- Conjuration (if the latter is gained thereafter,

one time only)

Speleology <--> Subterranean Aerth

Sports (Ind NV) <--> Combat HW, M (Ind V) <-->

Combat HTH, NL (Mtd) <--> Riding (Team) Combat HW

Street-Wise <--> Judgement (Occupation) <-- Criminal

Activities M <-- Criminal Activities P

Subterranean Aerth <-- Nature Attunement (Exotic Places)

<--> Speleology

Surveillance & Security <-- Criminal Activities M <--

Criminal Activities P

Surveying/Topography --> Fortification & Siegecraft

Survival <-- Hunting & Tracking <-- Nature Attunement

(Personal Relationship)

Thespianism{a} --> Disguise --> Impersonation

Toxicology <-- Chemistry <-- Herbalism

Trade Phonecian <-- Linguistics

Travel <--> Geography/Foreign Lands

Weapons, Military, All Other <--> Construction <-- Military

Science

Writing, Creative --> Influence

Yoga --> Acrobatics/Gymnastics --> Endurance --> Hypnotism

--> Mysticism --> Nature Attunement --> Perception M -->

Perception P

Zoology <--> Animal Handling <--> Hunting & Tracking

NOTES

{a}: Charismaticism use with a successful roll against

STEEP = 2x STEEP in:

Espionage

Hypnotism

Influence

Leadership

Mediumship

Negotiation

Thespianism

{b}: Each Poetry/Lyrics STEEP point applies even outside the

culture area of the persona.

{c}: Deception use with a successful roll against

STEEP = 2x STEEP in:

Criminal Activities, Mental

Criminal Activities, Physical

Disguise

Escape

Espionage

Law

Legerdemain

Military Science

Police Work

Political Science

{d}: Juggling adds 10% STEEP to one of the following, at

player's choice:

Combat, Hand-to-Hand, Lethal

Combat, Hand-to-Hand, Non-Lethal

Combat, Hand Weapons

Combat, Hand Weapons, Missile

Criminal Activities, Physical

> Add to page 137
  Agriculture (addition): There are nine Sub-Areas for this Area: 

Animal Husbandry (including Groom work for equines): Regional, as to native livestock (oxen, zebu, gaur, bison, swine, goats, sheep, llamas, fowl, etc.)
Apiculture: Beekeeping (honey, wax)

Aquaculture: The growing/harvesting of fish, crustaceans, mollusks, or marine plants.

Crop Farming: Including barley, wheat, maize, oats, millet, rice, sorghum, sugar cane, legumes, potatoes, taro, cassava, tomatoes, turnips, beets, onions, peppers, pineapples, strawberries, etc.
Floriculture: The growing of flowers and succulents; herbs and medicinal plants as well.

Horticulture: In this instance, the growing and care of trees [incl. ornamental, fruit, nut, olive, dates, etc.], shrubs, lawns, etc.

Mycoculture: The growing, harvesting, and preparation of various forms of edible and medicinal mushrooms and fungi.  Could be applied to yeast cultures for ales/beers/breads and molds for cheeses as well.
Sericulture: The raising of silkworms.
Viticulture: The growing of grape vineyards.

> Clarification/Addition to page 139; Biology 
  It needs also be clarified that biology includes a basic understanding of anatomy and functional systems of animals and plants.  The knowledge of bacteria and protozoa is rather limited, and viruses are unknown (although speculation exists as to unknown pathogens causing certain diseases!).  Dedicated Biologists have specialized dissection kits and crude microscopes available, as well as various treatises categorizing known single-celled organisms, fungi, plants, and animals (a sort of “Linnaeus classification” system).

> Add to page 139, “Chemistry”
  Recognized elements [based partly upon resource listings in Epic of Ærth, as well as historical records of Earth] include: Hydrogen (“Inflammable Air”), Carbon (“Lamp Black”), Nitrogen (“Dephlogisticated Air”), Oxygen (“Vital Air”), Sodium (“Natrium”), Aluminum (“Alum Metal”), Silicon (“Sand Metal”), Phosphorous (“Phosphor[os]”), Sulfur (“Brimstone”), Chlorine (“Muriaticum”), Potassium (“Kallium”) , Calcium (“Calx Metal”), Titanium, Chromium, Manganese (“Manganesum”), Iron (“Ferrum”), Nickel, Copper (“Cuprum”), Zinc, Arsenic (“Sandarache extract”), Molybdenum (“Molydena”; brought from  subterranean Ærth), Silver (“Argentum”), Tin (“Stannum”), Antimony (“Stibium”), Tungsten (“Scheelite metal”), Iridium (“Rainbow Platinum”), Platinum, Gold (“Aurum”), Mercury (“Quicksilver”), and Lead (“Plumbum”).  The unique and little-understood element Ultravioletium is a very dense element that gives off mild ultraviolet radiation into the visible violet/indigo spectrum; and is found in the deeper Shallowshadow down into Deepdark of subterranean Ærth.  The actual relationship of all elements in the periodic table, as well as stoichiometry,  is unknown on Ærth [although certain similarities of elements are noted], and most chemistry is simple exercises in qualitative analysis and the manufacture (through reaction, beneficiation, fermentation, sublimation, and distillation) of metals, compounds, gases, solvents, alcohols, acids, bases, etc.  In general, consider Chemistry to be physical “formulation/refining/amalgamation” as opposed to Alchemy as heka-based “transmutation” [Also: See Appendix F].
> Add to page 139, “Criminology”
After the sentence “It can be used for gaining leads in a case, finding out information regarding the background of a suspect, and predicting a criminals next move”, add the sentence:  To this end, the persona will employ witnesses, sources, physical evidence, inductive and deductive reasoning, and reconstruction.
> Add to page 141, “Demonology”
Under this heading should be: See also: Sorcery (pg.197).
> Insert on page 142, column 2, after second paragraph.
NEW & EXPANDED DEFINITIONS
DWEOMERCRAEFT K/S


Possession of the Dweomercraeft K/S Area does not automatically bestow a Sub-Area. Only a persona whose Vocation is Dweomercraefter is assumed to have gone to a college (or to have been trained by a great mage or more able full practitioner) and thus have had opportunity to know a School of Magick -- Black, Elemental, Gray, Green, White, or any other -- and thus possess a Sub-Area.  Any non-Dweomercraefter persona possessing or electing to have Dweomercraeft and Magick K/S Areas, whether Full or only Partial Practitioner, will thus have only the General Castings available.  In order to gain a School (Sub-Area), a bonus or otherwise acquired K/S area must be used to accomplish the addition of a Dweomercraeft Sub-Area (School).
Examples


#1. Roderick the Scholar possesses Dweomercraeft and 

Magick in his beginning Vocational K/S "bundle."  This applies 

only to "General" Castings, and does not include a School 

(Sub-Area).  To gain such a Sub-Area it is necessary for a 

Bonus K/S Area slot to be used to acquire it.  Acquisition can 

be made at some later time, of course, by purchase of the 

Sub-Area with Award Points.


#2. Tom O'Piper is a Thief persona for whom 

Dweomercraeft and Magick are desirable additions to his 

abilities.  When these K/S Areas are selected, Tom will have 

only Dweomercraeft (General), and no Sub-Areas, unless 

another Bonus K/S Area slot is used to acquire a School (Sub-

Area).  This can be done at some later time through purchase 

of the Sub-Area with Award Points.

>  Add to page 143
  Engineering: (addition): The general ability of Engineering has the following Sub-Areas gained at the rate of one per 20 STEEP: 

  Civil, Bridges: The ability to plan and oversee the building of all manner of bridges from rope suspension to arches and even cantilevered ones. 

  Civil, Municipal: The ability to plan and oversee the building of communities, including the layout of streets, municipal structures, plazas and fountains, aqueducts, and sewers. 

  Civil, Roads & Highways: The ability to plan and oversee the building of thorough fares across the countryside, including various sorts of terrain that must be traversed such as rough, marshy, etc.

  Hydraulic, Dams: The ability to plan and oversee the building of dams and reservoirs. 

  Hydraulic, Other: The ability to plan and oversee the building of canals, locks, and spillways as well as dealing with navigable waterways such as rivers. 

  Mechanical: The ability to plan and oversee the building of various mechanical things such as devices and engines to move objects, power mills, and so forth. 

  Mining: The ability to plan and oversee the excavation of open pit and tunnels/shafts, whether for the extraction of ore or the like or some other purpose.  Note that the latter ability is subsumed in the Physical K/S Area, Mines & Mining.  If this Sub-Area is possessed by a persona with that ability, 20% of the STEEP of the latter transfers to this one, but not to the entire Engineering K/S.
   Note that the reference to “mills” and “factories” refers to those powered by water or wind, in particular.  There is no electricity, steam turbines or internal combustion engines!  Remember that technology levels are topped-out at pre-1700 CE Earth levels for the most part.
> Insert on page 144, after Foreign Language heading.
  Foreign Language, Conversational: If the JM so rules, personas can acquire only conversational ability in a foreign language.  They cannot read or write the language but can speak it well enough.  In initial Heroic Persona creation, two languages are chosen for each Bonus K/S Area choice slot so designated, and base STEEP is 2d6 plus MMCap for each.  To acquire this Area later the APG cost is 4 per language, and that payment enables the persona to have a speaking ability of 5D3 STEEP.  Naturally, when acquiring this ability after the persona is active, that persona must be in the land where the language is being spoken, or else be trained by one able to so speak.

> Add to page 144
  Forestry: This K/S Area specifically represents the knowledge of identifying indigenous trees by leaf, bark, fruit/nut, and silhouette.  It also implies an understanding of the properties [color, grain, durability, etc.] of various types of wood and if culling of a tree is necessary due to fungal infection, beetle larvae infestation, fire damage, or lightning strike.  The user of this K/S will understand the proper usage of saw and axe as well (how to make cuts on a tree, how to sharpen the implement, etc.).   Forestry K/S cross-feeds 10% both ways with the Botany K/S.
> Insert on page 147, add to the Language Interrelations chart.
Apache: 25% Shoshone; 50% Navaho, 25% Pueblo
Kahokian: 25% Cherokia-Iroukian; 25% Potawatomi/Miami/Shawnee (Algonquian derived)
Malagasy: 50% Bantu; 50% Malay (Spoken on the Sakalava Peninsula).

Mandan: 25% Lakota (Both are Siouan derived)

Polynesian: Spoken on many islands of the Titanic Ocean [including Insulae Maori and Hawai‘i], as well as Pukare, Hiluo and Roahu Tribal areas on Lemuria (75% relation in the latter three).

Pueblo: 25% Apache, 50% Navaho

Shoshone: 25% Apache
> Insert on page 147, at the bottom of Language Interrelations chart.
  Vardish is a language derived from Brythokelltic-Kelltic roots, with notable Atlantlan/Iberian influence, and traces of French, Deutsch and Skandian.  There are a very few “borrowed” words of Iroukian/Suskehankian/Cherokian origin (such as “maize”, “squash” and “canoe”) and Teclan/Incan/Hispañolian (“potato”, “tomato” and “chili”) as well.

> Add to page 150
  Fortification & Siegecraft (addition): This K/S Area has the following Sub-Areas: 

  Besieging: The ability to plan and construct a fortified encampment and draw siege lines to invest the enemy stronghold.  Included hereunder are the destruction of water defenses and supply, and the prevention of supplies/defenders reaching the invested fortification. 

  Escalade Attack: The ability to direct the assault of a stronghold so that the attacking force is able to scale its fortifications and gain the interior of the place.  This is typically done by filling in ditches and moats and then using towers and ladders to attain walls. 

  Sapping: The ability to direct the destruction of the base of walls and other fortifications by sappers, the digging of tunnels by miners to undermine fortifications (then fill the space with combustibles to be burned) and cause the collapse of the fortification, as well as the use of counter shafts and/or tunnels to prevent undermining of fortifications. 

  Siege Engines, Proximate: The ability to construct and employ the devices used to assault or protect fortifications. These include ladders, rams, siege towers, and the like. 

  Siege Engines, Missile: The ability to construct and employ the devices that discharge missiles and other substances to assault the fortifications, devices, and their defenders/operators or the besiegers and their fortifications and devices.  Such engines include the ballista, catapult, etc. 

  Siting & Construction: The ability to select the best location and plan and construct the fortification thereon. This ranges from a temporary military camp to a large, concentric castle or the fortifications of walled community (but not the community itself).

> Add to page 155
  Negotiation: This K/S Area is referenced on pg. 356 of Mythus Magick under Conjuror’s Sword and on pg. 357 of Mythus Magick under Sorceror’s Staff; as well as being augmented by the Negotiation Charm on pg. 260 of Mythus Magick.  Simply put, it is the ability to come to an agreeable deal (preferably in the HP’s favor!) whether it be through haggling/bargaining for goods or services, working out a truce or treaty between different factions, or for dealing with a supernatural creature for a boon.  A successful roll vs. Charismaticism K/S allows one to double their effective K/S STEEP for Negotiation.

> Add to page 161
  Weapons, Military, All Other (addition): There are the

following Sub-Areas in this ability:

  Common Assault Weapons: These include the use of boiling oil, dropped missiles, rolled logs, stones, fire carts, wildfire, etc.

  Common Defense Weapons: These include stakes, pigsfeathers, abbatis, chevaux de frise, hidden holes with stakes, and generally passive weapons.

  Exotic Weapons: These include all manner of offensive and defensive devices and engines employed in a siege such as man-catchers and anything else not being run-of-the-mill stuff.

  Missile Engines, Counterpoise: The trebuchet and its cousins.

  Missile Engines, Tension: The catapult and its cousins.

  Missile Engines, Torsion: The ballista and its cousins.

  Siege Engines, Proximate: These include siege towers, rams, cats (catapults), and so forth. The usual engines used to assault a stronghold.
> Add to page 162
  Acrobatics & Gymnastics (addition): The Sub-Area list is expanded to include Climbing (ropes, poles, etc. as is usual in this skill), thus:

Climbing

Jumping

Landing

Swinging

Tightrope Walking

Tumbling

Vaulting

> Add to page 162
Arms and Armor: Use this table for the quality of items:

Quality


DR Roll*
Unsurpassed

Extreme

Exceptional

Very Difficult

Above Average

Difficult

Average


Hard

Below Average

Moderate

Poor


Easy

  A Failure indicates an item of one level lower in quality than attempted (or Useless, if rolling against Poor).  A Special Failure indicates an item of Poor quality (or Useless if rolling against Below Average or Poor).

  *Assumes working with brass, bronze, iron, and steel.  If using adamantine, the DR is at a +1 penalty.

>Page 162, [Carification]:
  Clothwork can also entail the ability to use a spinning wheel or charkha; as well as a loom.

> Add to pages 162-163, Combat, Hand-to-Hand, Lethal.
The final line in the description of Combat, Hand-To-Hand, Lethal “Being natural weapons, however, hands and feet have a Speed Factor of 3.  The artificial weapons are likewise rated at Speed Factor 3.” should be deleted and replaced with “Consult the individual listings for the SF of each attack form”.  Also, delete the line:”Also for armor purposes, treat the damage from this K/S as Blunt”
Martial arts-related weapons and holds (Sub-Areas) employable by the trained persona include:


1.
Foot


2.
Hand


3.
Bagh Nakh


4.
Billy


5.
Brass Knuckles


6.
Cane


7.
Hook


8.
Jo Stick


9.
Kama (pair of)


10. 
Katar


11.
Knife, Small


12.
Nunchacku


13.
Sais

14.
Suntetsu


15.
Tui Fa


16.
Neck Breaking Hold


17.
Strangle Hold


Foot: These attacks typically pertain to taekwando, karate, 
kenpo, kung fu, savate, and kalaripayattu.

Hand: These attacks typically pertain to karate, kenpo, 
kung fu, silat, pankration, and some boxing styles.
Bagh Nakh: The "tiger claws" described under the 

Combat, Hand Weapons section of the rules are also an 

instrument employed by the individual skilled in lethal hand 

combat.


Billy: The small, round club which is also described 

under the Combat, Hand Weapons section of the rules can 

be made into far more deadly an instrument when employed by a 

martial artist.

Brass Knuckles [or, Cestus]: Yet another addition to the fist; 

when used by a trained person the weapon becomes greatly dangerous.  
An early type known as sher panja is used in Hind and Delhi, and the 
cesti of Roma are a variant with either plates, knobs or spikes fitted into 
cloth or leather that wrapped around the fists.  Information on this weapon 
is found in the Combat, Hand Weapons section of the rules.


Cane: The seemingly harmless, or at best, light defense 

weapon is indeed as potent as a sword in the hand of the individual 
steeped in the use of the cane as an attack instrument.  Martial use of the 

cane includes Francia’s canne de combat, Hibernia’s bataireacht or 

Panay Sulu’s arnis [escrima]).  Information on this weapon is found in the 
Combat, Hand Weapons section of the rules.

Hook: A dangerous weapon but one which is slow to changes 

to entirely different combat forms when the one wielding it is not 
able to use the weapon properly.  Information on this weapon 

is found in the Combat, Hand Weapons section of the rules.


Jo Stick:  Similar to the cane, the jo is a 4 foot long staff weapon.
Information on this weapon is found in the 

Combat, Hand Weapons section of the rules.


Kama: A pair of these 18-inch hafted, curved-blade 

headed weapons that are used to defend and attack with terrible execution 
from their cutting and/or piercing blades (adaptations of the simple sickle). 
Game information on this weapon is found in the Combat, Hand Weapons 
section of the rules.


Katar: This is a special broad dagger with a blade about 1 foot long 

with an H-shaped crossbar behind it that allows for a “punch” 

attack.  The blade is slightly thicker at the pointed end, and is excellent for 

penetrating through leather, ring and chain armors.


Neck Breaking Hold (see Hand Weapons Table, pages 236-

237): This attack is an attempt to obtain a lethal grip on 

the target subject and break that subject's neck. A Special 

Success indicates that the attack succeeds immediately, 

while a Special Failure indicates that the attacker has lost 

the hold and been thrown down prone. Otherwise the attacker 

must engage in a K/S vs. K/S contest pitting Combat, HTH-L 

STEEP against the victim's STEEP in Combat, Hand-to-Hand, 

Lethal or Non-Lethal K/S. In the event neither of these 

abilities are possessed, the victim must rely upon PMPow. 

All contest checks are made with additions for height and 

weight, as indicated to the attacker’s K/S roll, while the 

defender subtracts a like amount from his or her K/S roll. 

Special Success and Special Failure are treated as indicated 

above.

  This attack form can be applied only against 

human/humanoid opponents of relatively the same height and 

weight as the attacker.  Height of the target subject may up 

to 3" greater, or 6" if the opponent is sitting down or 

prone or totally surprised.  Weight of the target subject may 

be up to 22 pounds greater if the opponent is sitting 

down or prone or totally surprised.  For each inch or height 

and/or pound of weight above the indicated range, the 

attacker must add 1 to the dice roll for success.


Strangle Hold Attack (see Hand Weapons Table pages 

236-237): This is essentially an attack equal to that of a 

Garrote weapon, doing only Blunt PD, without using such an aid and 
sans any opportunity for immediate death of the victim. (See Garrote 

under Combat, Hand Weapons.) This attack form can be applied 

only against human/humanoid opponents of relatively the same 

height and weight as the attacker.  Height of the target 

subject may up to 3" greater, or 6" if the opponent is 

sitting down or prone or totally surprised.  Weight of the 

target subject may be up to from 22 pounds greater if the 

opponent is sitting down or prone or totally surprised.  For 

each inch or height and/or pound of weight above the 

indicated range, the attacker must add 1 to the dice roll 

for success.

  This attack is an attempt to obtain a lethal grip on 

the target subject and kill the victim by suffocation by 

preventing air from reaching the subject's lungs. The 

attacker rolls against FAC to determine success.  If there is 

a Special Success, then the target subject suffers both 

maximum Physical damage and is immediately Dazed. A failure 

indicates that the hold fails and no damage is inflicted.  If 

there is a Special Failure the attacker has lost the hold 

and been thrown down prone.

  A regular success indicates that the attacker has the 

Hold and delivers damage, but must then engage in a non-

standard K/S vs. K/S contest pitting Combat, HTH-L STEEP 

against the victim's STEEP in Combat, Hand-to-Hand, Lethal 

or Non-Lethal K/S.  In the event neither of these abilities 

are possessed, the victim must rely upon PMPow.  All 

contest checks are made with additions for height and weight 

as indicated to the attacker’s K/S roll, while the defender 

subtracts a like amount from his or her K/S roll. Special 

Success and Special Failure are treated as indicated above. 

The K/S vs. K/S contest is ongoing from CT to CT if neither 

party succeeds -- both fail or both succeed. In such event 

action moves to the following Critical Turn, there is a 

Physical damage roll for damage inflicted on the target 

subject, and then another K/S vs. K/S roll is made. This 

continues until the hold is broken (Special Failure or 

failure by the attacker without the same from the defender, 

Special Success or success by the defender without the same 

by the attacker), or else the continuing damage from the 

Strangle Hold reduces the target subject to below CL, in 

which case the defender is unconscious for 2D3 BTs time, and 

attacker may at option release the hold or slay the opponent 

automatically in the following CT.


Suntetsu: This is a metal rod with spiked ends held in a 

fist for attacks.  Information on this weapon is found in the Combat, 

Hand Weapons section of the rules.

 Martial Arts Weapons: Attack Tables

Bagh Nakh

STEEP
Attacks/CT
Damage Base

01-15
2

2D6

16-30
2

1+2D6

31-40
3

2+2D6

41-50
3

3D6

51-60
4

1+3D6

61+
4

3+3D6

Billy

STEEP
Attacks/CT
Damage Base

01-15
1

2D6

16-30
2

1+2D6

31-40
3

2+2D6

41-50
3

3+2D6

51-60
4

1+3D6

61+
4

2+3D6

Brass Knuckles (Cestus)

STEEP
Attacks/CT
Damage Base

01-15
2

2D6

16-30
2

1+2D6

31-40
3

2+2D6

41-50
3

3+2D6

51-60
4

4+2D6

61+
4

5+2D6

Cane

STEEP
Attacks/CT
Damage Base

01-15
1

1+2D6

16-30
2

2+2D6

31-40
2

3D6

41-50
3

1+3D6

51-60
3

2+3D6

61+
4

3+3D6

Hook

STEEP
Attacks/CT
Damage Base

01-15
1

2D6

16-30
1

2+2D6

31-40
2

3+2D6

41-50
2

4+2D6

51-60
3

5+2D6

61+
3

6+2D6

Jo Stick

STEEP
Attacks/CT
Damage Base

01-15
1

1+2D6

16-30
2

2+2D6

31-40
2

3D6

41-50
3

1+3D6

51-60
3

2+3D6

61+
4

3+3D6

Kama

STEEP
Attacks/CT
Damage Base

01-15
1

3D6

16-30
2

3D6

31-40
3

3D6

41-50
4

3D6

51-60
4

1+3D6

61+
4

1+3D6

Katar*

STEEP
Attacks/CT
Damage Base

01-15
1

3D6

16-30
2

3D6

31-40
3

3D6

41-50
4

1+3D6

51-60
4

2+3D6

61+
4

3+3D6

*Nullifies first 5 points of leather, ring or chain armor.

Knife, Small

STEEP
Attacks/CT
Damage Base

01-15
1

1+2D6

16-30
1

3+2D6

31-40
2

3D6

41-50
2

1+3D6

51-60
3

2+3D6

61+
3

3+3D6

Sunsetsu

STEEP
Attacks/CT
Damage Base

01-15
2

1D3/2D6

16-30
2

1+1D3/1+2D6

31-40
3

2+1D3/2+2D6

41-50
3

3+1D3/3+2D6

51-60
4

4+1D3/4+2D6

61+
4

4+1D3/5+2D6


Note that the artificial weapons are of short reach and have a SF of 3 or less.

In addition to the weaponry, there are three Sub-Areas that may be chosen in the stead of a weapon that complement specific attacks:

  Qi (Chi) Concentration:  This Sub-Area allows the practitioner to concentrate their qi (inherent “life energy”) via stance, breathing and mental focus into an attack at the front of a point of impact with a Hand or Foot attack to increase PD.  This ability will add +1 point of damage for evet 10 STEEP on a successful strike.
  Iron Hand/Foot Technique:  This Sub-Area allows the practitioner to condition their hands or feet such that they may be used to shatter wood or masonry structures without harm, usually through a forward thrusted fist, palm or foot strike, or hammered down fist blow.  Normal hand or foot strikes do not inflict Damage Points on structural items; otherwise inflicting commiserate PD on the one so attempting! (“tameshiwari” in karate  or kenpo for example, which is more for demonstration,  involves suspension of  board(s), tile(s) or brick(s) for breaking; and relies on a speedy, centered strike—not a “hardened” hand or foot).  This training involves repeatedly striking bags filled with dried beans or gravel and soaking the hands or feet in a special heated liniment solution.  The user of this K/S starts out being able to inflict 5 Damage Points upon a structure or item of wood, masonry or soft stone (see page 121/122 addenda), and for every 20 points of STEEP the practitioner is able to inflict 5 additional Damage Points.   The user must have ample space and solid footing in order to deliver the blow(s).  This ability does not allow the practitioner to parry a blade blow with their bare hands, or even catch a bladed weapon between their bare hands except as stated under sub-note K under weapon descriptions.

  Vital Point Strike:  Known as dian xue in Ch'in/Sung/Nanchao, kyusho-jitsu in Nippon and and marma-adi in the Hindic subcontinent, this attack form relies on striking specific points on an opponent to inflict the most PD.  For every 10 STEEP the practitioner has, they subtract 5% from their Strike Location roll when they successfully hit with Hand, Foot or Martial Arts Weapon.  This K/S cannot be used in combination with the Physical K/S Special Weapons Skill, Specific Target.  Although Accupuncture (and Accupressure) are similar, there is no cross-feed of K/S as the aforementioned training is designed for healing, and this skill is aimed at causing, at the least, unconsciousness for an opponent and most probably serious injury or their demise!
  The practitioner may only utilize one of these Sub-Areas per attack, even if they possess more than one of these abilities.  If a practitioner is using qi concentration, it is the concentrated force adding the damage, regardless of any iron hand or foot technique; and if the vital point strike is used, the extra damage is already assumed from the precise location of the hit.  The martial artist must announce ahead of the attack which type they are using!
>Page 163, sidebar, Add:
Foot Attack (SF 3)

Hand Attack (SF 1)

Bagh Nakh (SF 1)

Billy (SF 2)

Brass Knuckles (SF 1)

Cane (SF 2)
Hook (SF 3)

Jo Stick (SF 2)

Kama (SF 3)

Katar (SF 1)

Nunchakus (SF 3)

Sais (SF 2)
Sunsetsu (SF 1)
Tui-Fa (SF 2)
> Amend to page 164
Re-Worked Missile ROF Modifiers Table:

STEEP

ROF Multiplier*
1 – 15


½

16 – 30


1

31 – 45


1½

46 – 60


2

61+


3

  *This assumes readily accessible missiles (i.e. – “grab, aim, propel”)!
> Add to page 165
  Cultured Palate (addition): The Sub-Areas are expanded and clarified as follows: 

Beers & Brewing
Beverages (coffees, punches, soft drinks, teas, etc.)

Foods (general food compatibility and taste)
Gourmet Meal Preparation (cooking, seasoning, presentation, etc.)
Herbs/Spices
Perfumes/Colognes (and incenses & scents)

Spirits & Distillation
Tobaccos

Wines & Vinting (winemaking)

  To clarify, Beers and Brewing Sub-Area includes Ales/Beer (incl. Stouts, Porters, Hefeweizens, Bocks, Lambics, Lagers, Barleywines, Malwa, etc.).
Wines and Vinting Sub-Area includes Wines (Reds, Whites, Rosé, Sparkling, Dessert, Fortified), Mead and Sake.

Spirits Sub-Area includes Distilled Liquors (Rectified Ethanol, Whiskey, Vodka, Rum, Brandy/Cognac, Gin, Tequila, Baijiu, Absinthe, etc.) and Liqueurs (Cointreau, Chartreuse, Amaretto, Damiana, Créme de menthe, Créme de cacao, etc.).

  The JM may require specialization in each of these Sub-Areas, and 1 to 4 types in Spirits, if distillation is employed (in other words, one who can make a fine brandy may not know how to make proper rum, although they can appreciate both).  The JM may alternatively  wish to make the brewing, fermentation and distilling of ales, wines and spirits a separate K/S Area [“Brewing/Distilling”, with four sub-areas: Beer/Ales, Wines, Distilled Liquor, and Liquers], as the manufacture and the appreciation of such commodities do not necessarily go hand-in-hand.  This would be a Mental K/S: based on STEEP and (MMCap) s.
> Add to page 165
  First Aid (clarification): Using make-shift bandages, a person versed in this K/S Area is able to staunch bleeding wounds or splint a broken limb and reap the healing benefits thereof, but for other PD sorts (poisoning, chemical damage, burns, etc.), a well-equipped medical pouch is required in order to gain the standard benefits.  Using such a kit will render first aid treatment DR at “Moderate/Complex/Hard” depending on the injury; whereas treatment without the kit will be at a DR ranging from “Hard” [for normal abrasions, minor lacerations, minor burns, or simple fractures], “Difficult/Very Difficult” [for severe lacerations, deep puncture wounds or contusions; compound fractures, or minor poisoning] or “Extreme” [for strong poisons or severe burns].  Such a kit [Æropean example] is usually in a canvas bag or leather satchel and typically holds bandages, compresses, small splints, suturing needles and thread, lancet, scalpel, tweezers, tourniquet cords, fine-powdered charcoal and ipecac syrup in vials (to treat ingested poisoning), bicarbonate of soda in a large vial (for stomach distress), vinegar in vials (antiseptic/mild burn treatment), grain alcohol in vials (as an antiseptic), honey in vials (as an antiseptic), aloe gel (to treat minor burns), aqua ammonia in vials (to treat stings or wake an unconscious patient), mold extract (antibiotic), willow extract in vials (analgesic), and powdered opium (to ease pain).  Such a kit will usually run about 100 BUCs and the JM will have to devise specific contents and “refill costs”.
> Add to page 165
  (Optional) Fishing: This K/S Area has two main Sub-Areas; Freshwater fishing and Salt water fishing.  The first is found in land-locked areas that have lakes, rivers or streams; and the second is found on coastal areas and islands.  Those living in delta, mangrove or salt marsh regions might have knowledge in both Sub-Areas.  This K/S entails knowledge of bait and line fishing, nets, spear-fishing, and possibly fish traps.  It may also pertain to the acquisition of mollusks, crustaceans, etc. where applicable (trap placement, digging and such).  There is certainly a “rote mental” aspect to this K/S Area (such as what sort of bait to use, where to fish, etc.), but the true skill lies in casting your line/spear/net, ‘playing’ the catch and properly landing it.  This K/S Area would be a useful addition to the Explorer, Hunter and Seafarer Vocations (at a STEEP of 8 to 12).  If this K/S Area is used, ignore references to fishing under the Hunting/Tracking K/S Area on page 168.
> Add to page 166
Games, Physical (addition)

Climbing: The scaling of ropes, poles, trees, and relatively low rock surfaces such as ravines, bluffs, etc.

Jumping: The usual sorts of jumping, such as standing jumps and running jumps to cover distance, and jumping up to get over barriers.

Running: This covers speed racing (sprinting) and long-distance (marathon) running.

Swimming: The typical swimming race, both short-distance sprinting and long distance contests.

  The K/S Area cross-feeds by 20% of STEEP to Combat, Hand-to-Hand, Non-Lethal for the Sub-Areas of Arm Wrestling, Boxing, Leg Wrestling, and Wrestling. For the remaining Sub-Areas it does as follows: Climbing STEEP is applicable to any sort of climbing of like nature. It also cross-feeds by 10% STEEP with Mountaineering. 

Jumping adds 10% to the persona's jumping movement. 
Running allows an additional CT of time per STEEP point possible to use running movement rate. 

Swimming likewise allows an additional CT of time per STEEP point possible to use swimming movement rate.

  Games, Physical Sub-Areas: Jumping adds +10% to Jumping distance, Running adds 10% to the duration one is able to maintain a running pace, including Endurance, and Swimming enables Swimming & Diving Movement rates.

> Add to page 166/167
  Heka-Forging (clarification): Note that all Heka involved in an item’s construction must either come from the heka-forger themselves, a dedicated reservoir connected to the item or be innate to the substance being worked (such as hekalite, elemental jewels, etc.); but castings stored within an item may come from another caster [as per the line near the end of the K/S description: “There are but a limited number of Heka-Forging K/S Area Castings, but when used in conjunction with each other, or with the assistance of another Heka-using persona, these Operations can create potent devices”].  If another caster’s service is used for a particular power, it will cost a base 100 BUCs per Grade level of a casting and an additional 100 BUCs for each 10 STEEP of the caster over the minimum required to use said casting.
  There may be some confusion as to why heka-forgers do not gain the Defensive/Armor Sub-Area until 51 STEEP and the Offensive/Weapon Sub-Area until 61 STEEP; while there is a Grade I Defense Bonus Formula and Grade II Attack Bonus Formula.  The listing of castings in this case do not designate that they are usable immediately by STEEP; they are presented simply by the amount of heka needed to utilize them, and thus their Grade.  These contrast with the way most casting lists are used; but, again, these Sub-Areas are also gained differently (sequentially, as a measure of increasing training and skill)!
  Whereas Heka-Forging can be utilized on items not made by the heka-forger themselves, the heka-forger who wishes to participate in every step of item manufacture will require various tools that are also used for Gemsmith/Lapidary [pg. 166], Handicrafts/Handiwork [pg. 166] and Smithing/Welding [pg. 172]; and these K/S Areas can be useful to any heka-forger if they are making items from scratch, rather than enchanting ones already prepared.  Such tools include:

Anvil (Wrought iron)

200 BUCs

Anvil (Steel)


300 BUCs

Awl (Scratch or Stitching)

2 BUCs

Carving Knives/Gouges Set
100 BUC’s

Chasing Hammer


15 BUCs

Chisel Set (3 chisels)

15 BUCs

Cross Peen Hammer (3 lb.)
20 BUCs

Forge (w/ Bellows)

500 BUCs

Inscribing Tools
(Steel, Assorted)
150 BUCs

Jeweler’s Loupe


20 BUCs

Pliers (Small)


5 BUCs

Punch (Set of five types)

20 BUCs

Tongs



10 BUCs

Tweezers


2 BUCs

A typical sequence in Heka-Forging would be as follows:

1) Evaluate Item Formula to determine suitability of material for Heka-forging (potentially followed by a Cleanse Item Ritual and/or Purify Spell as needed).

2) Prepare Item Ritual.
3) Usage of the appropriate Heka-forging casting(s) as needed for the desired magick capabilities of the item, and any castings to be incorporated.
4) Heka-Binding Ritual and/or Permanence Ritual for rechargeable or constant/permanent use items.

> Add to pages 168
  Jack-Of-All-Trades (addition): The Sub-Areas are acquired at the rate of one per 10 STEEP or fraction thereof.  An individual with 21 STEEP will have three Sub-Areas, while one with 71 STEEP will have eight. 

Carpentry

Cloth work

Construction (general)

Improvement

Leatherwork

Masonry

Mechanics

Plumbing

Printing?
Repairs

Roofing & Thatching

Smithing & Welding

> Correction to page170/171
  Mountaineering (replaces Mountain Climbing): The name "Mountain Climbing" is no longer applicable.  The K/S Area is now Mountaineering.  This ability extends to the knowledge of how to travel through and survive in mountainous terrain, traverse glaciers, etc.  It enables the individual to judge the most accessible part of a mountain as regards scaling it and, regarding mountain ranges, allows the estimation of where passes might be found, and judgement as to height and so forth.  Otherwise it is the same as Mountain Climbing.
> Add to page 171
  Plumbing: This is the ability to install plumbing from the mains and sewers to the building in which it is to be located.  It includes belting of lead and sealing thereby, cutting and fitting and threading of metal pipe, the cutting and fitting and sealing of tile, knowledge of water systems, and so forth.  It might be a useful skill in a pinch and could add to the individual's knowledge of what lies under a community (sewer tunnels, cisterns, etc.).

> Addition to pg. 172
  Seamanship (addition): This K/S Area has a considerable number of Sub-Areas, as is appropriate for such ability as needed to command and sail ships:

  Combat & Boarding: The ability to maneuver and fight versus one or more enemy vessels, ram, or grapple and send boarding parties onto an enemy vessel.

  Command: The ability to command the crew of a vessel in all other operations included hereunder.

  Hull: The ability to know the vessels hull construction, maintain it, careen the vessel to clean its bottom of barnacles and weeds, repair damage to it, and generally keep it watertight and clean.

  Masts, Spars, & Rigging: The ability to understand the upper portion of the vessel in relation to its hull, to maintain the parts thereof, to replace lost or damaged masts, spars, and/or rigging (or jury-rig substitutes for emergency sailing to a place where proper repairs can be effected), and to alter the components to achieve a desired end.

  Oared Sailing Vessels: The ability to apply the other Sub-Areas of ability to a vessel that employs both sails and oars as motive power. (By itself, this Sub-Area is thus useless.)

  Sailing: The ability to achieve the optimum results for the vessel in calm, light winds, adverse winds, strong winds, storms, and even gales. The ability to stow cargo or jettison it to gain speed is also part of this Sub-Area. The ability enables the best use of the sails to counter adversity due to poor construction, round-bottomed (unweatherly) vessels, etc.  Included hereunder in addition is the ability to use extra sails to gain speed if the persona so ordering also possesses the "Masts, Spars, & Rigging" Sub-Area.

  Signalling & Multi-vessel Operations: The ability to understand and use signal devices such as flags, pennants, and lanterns to pass information to and from other vessels.  In addition, the Sub-Area includes the ability to maneuver a vessel in conjunction with one or more others so as to form a unified group (and thus form line ahead, turn in unison or at a point, etc.).

  Supply & Cargo: The ability to provision a vessel, keep the food and water good, load, stow, and unload cargo and supercargo, and keep all safely secured.

  Vessel Identification: The ability to identify by sight of rigging and/or hull the type and probable nationality of a vessel.  This includes the ability to judge its burthen, sailing qualities, speed, etc.

  Weather: This is the ability to "feel" the weather. Its possessor can judge how long prevailing conditions are likely to last, sense when and where nearby variable light breezes are likely to play, detect an approaching storm, and so forth.
> Addition to pg. 172
Smithing/Welding: As no DR roll is required for an item of Average (or below) quality, use this table for higher grade items:
Quality


DR Roll*
Above Average

Hard

Exceptional

Difficult

Unsurpassed

Very Difficult

  A Failure indicates an item of one level lower in quality than attempted.  A Special Failure indicates an item of Poor quality.

  *Assumes working with brass, bronze, iron, and steel.  If using adamantine, the DR is at a +1 penalty.
  If some of the proper tools are unavailable, add a DR penalty of +1.
> Addition to pg. 174 
  Under Weapons, Special Skills, the “Florentine” Sub-Area, developed in the northern Italic Peninsula, has  counter-parts from ancient Rome called “Dimachaeri” (using two gladii),  in Nippon called “Niten Ichi-ryu” (using a katana and wakizashi), and in the Avillonian lands with some lighter-armored knights dueling with an arming sword and dagger.
> Clarifications, pg. 175

For the Alchemical Apparatus Table, it should be noted that these items are Dedicated Reservoirs for Alchemy operations.

> Clarifications, pg. 177 – 178
  Alchemy (clarification/correction): On the Alchemical Operation Table on page 177, the listing for Gold/Lead should have a DR of 'Difficult' and a Materials Cost of 4D% to match the Standard Alchemical Operations Table on page 178.  For the Standard Alchemical Operations Table, the Materia and Cost in BUCs value given on the chart is obviously undervalued.  If the Grade VII Alchemist casting Increase Lifespan Ritual requires an additional 14,000 BUCs in materia, and the Grade IX Remove Years Ritual requires 18,000+ BUCs in materia, why would an alchemist not simply use the equivalent Standard Operations potion table [Elixer of Longevity and Elixer of Youth, respectively] for virtually the same result at a mere cost of 500 BUCs?  The table needs reworking, but as a rule of thumb I would apply the following modifications as a fix:

Difficulty of Operation

Cost Multiplier
Easy




x2

Moderate



x3

Hard




x5

Difficult




x10

Very Difficult



x20

Extreme




x30

  In general, the Standard Operations table is still advantageous, as it requires less heka than most castings and is rolled at the given DR (regardless of the alchemist’s K/S level), modified by the sophistication (cost) of the alchemist’s lab and equipment; but it does require more preparation time than a casting, and is benefitted by an astrological reading.
  Most non-exotic poisons are relatively easy to manufacture and cost between 75 and 200 BUCs to make [materia cost and profit margin], whereas a more exotic toxin (such as one using curare in Æropa) would cost perhaps five to ten times that amount (for travel, collection and transport costs!).

> Add to page chart, pages 178 – 179
  Animal Handling (addition): This ability extends to the handling of all kinds of animals, but it also has special Sub-Areas.  One such Sub-Area is gained for every 25 STEEP the individual possesses.  Any animal within the category covered by the Sub-Area is then treated at double the actual STEEP possessed.  Thus, for example, a persona with 30 STEEP and the Avian Sub-Area would handle birds as if 60 STEEP were possessed.  The Sub-Areas suggested are. 

Arachnids (Spiders/Scorpions)

Avians (Crows, Parrots, Pigeons, Domestic Fowl, Falcons, Hawks, etc.)

Bovines/Ungulates (Cattle, Bison, Deer, Antelopes, Camels, Llamas, Tapirs, Rhinoceri, Hippos, etc.)*
Canines (Dogs, Wolves, Foxes, Dingoes, Coyotes, etc.)
Chiropterans (Bats)

Crocodilians (Crocodiles, Alligators, Caimans, Gavials, etc.)
Equines (Horses, Zebras, Donkeys, Quaggas, Onagers, etc.)
Felines (Domestic Cats, Lions, Tigers, Panthers, Cheetahs, Jaguars, Lynxes, etc.)
Insects (Bees, Ants, Scarabs, Mantises,Silk Moths, etc.)
Loxodonts (Elephants, Mastodons, Mammoths)

Ophidians (Boas, Pythons, Cobras, Adders, Vipers, King Snakes, etc.)
Porcines (Domestc Swine, Wild Boars, Peccaries, etc.)
Procyonids (Raccoons, Ringtails, Coatimundi, Kinkajous, etc.)
Rodents (Rats, Mice, Squirrels, Chipmunks, Hamsters, Gerbils, Cavies, Beavers, Capybaras, etc.)
Simians (Monkeys, Chimpanzees, Gorillas, Orangutans, etc.)
Ursines (Bears incl. Pandas)
  *This is a broad category, and might be restricted by geographical familiarity!
The Journey Master is encouraged to create any special Sub-Areas that apply to the campaign in question.
> Add to page 183
   Dance: This ability pertains to the rigorous discipline of performing dance, such as with a troupe of acrobatic entertainers or ballet dancers.  This Area does not include social dancing, although it does add 10% of its STEEP to Etiquette/Social Graces.  While it is one of the Spiritual sort, this K/S Area brings a distinct benefit to the persona's Physical being.  For every 20 points of STEEP possessed by a persona, this Area adds 1 point to that individual's Physical Muscular and Physical Neural Capacity totals (each), thus increasing the Physical TRAIT by 2 points per 20 STEEP in Dance, subject to the human maximum totals of 30 per ATTRIBUTE and 180 TRAIT total.  There is an important caveat:  Each year the individual with this K/S must spend a minimum one month of time working to retain the STEEP possessed.  For game purposes this need not be at intervals during the course of the game year.  Furthermore, the individual must reflect this dedication by expending APs to retain current STEEP: 1 AP per 10 STEEP possessed.  Each week of added practice lessens the required AP expenditure by 1 factor.  Thus, for example, a persona with 50 STEEP must spend one month's time and 5 APs to retain ability (50), but each week of time devoted only to practice of Dance in excess of the mandatory 1 month reduces APs required by 1.  Failure to both devote time to practice and expend AP (unless made up for by adding practice time to meet the requirement stated) results in the loss of 2D10 points of existing STEEP, mitigated by a minus 1 on the total of the dice for each week of practice and/or AP point spent to retain ability, up to the normal possible to expend, i.e. 1 AP per 10 STEEP.  Drop in STEEP can result in loss of Physical TRAIT and ATTRIBUTES. (So don't take this K/S unless you are going to make sure your HP keeps up with the discipline!)
> Add to pages 183/184
  Divination (addition): A Sub-Area is gained initially, and a new one is added for every 21 points of STEEP. The Sub-Areas included hereunder are: 

Augury (intestines, organs, etc.)
Omens (birds flight, clouds, eclipses, etc.) 

Lots (random pattern fall/occurrence [dice, sticks, bones]) 

Dreams
Water Patterns (moved, poured out, etc.)

> Add to page 187
  Fortune Telling (addition): A Sub-Area is gained initially, and a new one is added for every 41 points of STEEP held by the individual. The Sub-Areas included hereunder are expanded and clarified thus: 

Card Reading (includes Tarot cards) 

Crystal Gazing (crystal ball [sui ching], shiny surface, etc.) 

Numerology (number combinations) 

Palmistry & Phrenology (hand lines & head bumps) 

Rune Casting (including I-Ching) 

Tea Leaf Reading (includes any dregs in a vessel)
> Add to page 189
   Judgement: This is the ability to be able to assess specific things and situations in a qualitative fashion.  There are five Sub-Areas of this K/S Area: Animals, Background, Business, Occupational, and Situational.

  Animals: This adds 10% of its STEEP to the Animal Handling K/S Area. It conveys the capacity to assess an animal as to its state of mind, training, aggressiveness, and so forth. 

  Background: Etiquette/Social Graces adds 10% of its STEEP to this Sub-Area. This conveys the ability to discern the SEC of the persona, although judgement of those from other cultures will be at a DR of Difficult or Very Difficult or even Extreme, depending on the differences. For instance, a persona of Kelltic background would find it Easy or Moderate to judge those of like culture, Hard for all states bordering the Kelltic ones, and Difficult and greater for those beyond that circle.

  Business: This adds 10% of its STEEP to the K/S of Economics/Finance/ Investing. It is the capacity to assess both existing enterprises and determine potential for new ones. Without extensive background information most DRs will be at Hard and Difficult. 

  Occupation: This adds 10% of its STEEP to the StreetWise K/S Area. It is the ability to determine what the probable occupation of an individual is by seeing them. The more interaction and observation, the easier the DR gets, of course. If used in conjunction with Perception, Mental, it can be quite telling, for successes in Detecting and this Sub-Area should indicate a near understanding of the subject individual's work. 

  Situation: This also adds 10% of its STEEP to the Street-Wise K/S Area. This Sub-Area concerns the comprehension of what is occurring, whether in the immediate surroundings or somewhere removed but of which details the individual is fully and properly advised.
> Correction, page 189
  Magnetism: The next to the last paragraph of the description should be enumerated as (2).
> Add to pages 190
  Multiversal Planes & Spheres (addition): The Sub-Areas of this field of knowledge are as follows:

Abyssal Planes & Spheres

Aethereal Planes & Spheres

Alternative Material Planes & Spheres

Astral Planes & Spheres

Dimensional Relationships and Planes & Spheres

Elemental Planes & Spheres

Empyreal Planes & Spheres

Negative & Positive Planes & Spheres

Nether & Pandemonic Planes & Spheres

Shadow Planes & Spheres

Temporal & Panprobable Planes & Spheres

  Dimensional Relationships and Planes & Spheres: This Sub-Area relates to the dimensional presences and their role in the formation of other planes and of spheres.  It includes a grasp of the nine known dimensions, their form or function, and existence or lack thereof as a measure of other planes and spheres. (See Appendix H of the rules.)

> Add to page 193, end of Necromancy:
Necromancy can be employed by a good persona to counter the evils possible for this K/S. See "K/S Area Use as Counter-Necromancy, Counter-Sorcery, & Counter-Witchcræft," page 201.
> Correction to page 193, Occultism:
Under the Occultism heading, the sentence should read: “…another pair of D% rolls must be made to discover the ranking of the being whose name is known and if the HP has also learned that one's Truename.”
> Mythus* Game rulebook: Insert on page 195, column 1.
NEW & EXPANDED DEFINITIONS

PRIESTCRAEFT K/S

  Priestcraeft: The free and full use of this Area subsumes the individual in question having attended a religious training organization or has been inculcated in the Knowledge/Skill ability by able Priests and/or Priestesses or similarly dedicated holy person or their equivalent in the social structure of the individual's culture.  Those personas of other vocations coincidentally possessing the K/S of Priestcraeft (and Religion) do not necessarily conform to this requirement, so there are the following strictures:


1. Priestcraeft and Non-Priestcraeft Vocation personas who wish to become Full Practitioners (see below) must commit to a Pantheon and deity by taking a Vow (see page 10 of the Mythus Magick* book). This Vow then aligns the individual to an Ethos (detailed hereafter), with the assumption that the 

non-Priestcraeft persona has used an elective.

K/S Area slot to acquire the Ethos Sub-Area of Priestcraeft. Having to use an elective slot for this purpose reflects the need for training, study, etc.  Unless such personas do so, they do not have an Ethos Sub-Area and cannot ever attempt to become Full-Practitioner Priests.  Otherwise, however, the individual is then able to employ General, and Ethos-related Castings in addition to the Basic ones.  Even if 

Full Practice check fails, this does not then remove knowledge of the General Tutelary Castings or the Ethos Sub-Area ones and the ability to employ the Tutelary Castings of the applicable Ethos as a partial practitioner.


2. Non-Priestcraeft partial practitioners do not have ability to employ General Tutelary Castings. These are reserved to trained individuals or those especially committed to a deity by a Vow. The non-Priestcraeft partial practitioners know and can employ only the Basic Tutelary Castings.  If a partial practitioner makes a Vow, and that is accepted, that individual is thereafter able to use General 

Tutelary Castings.


3. Non-Priestcraeft practitioners do not have ability to employ Tutelary Castings of an Ethos.  These are reserved to trained individuals or those especially committed to a deity of that particular by a Vow (again, see page 10 of the Mythus Magick* book).   If a partial practitioner makes a Vow, and 

that is accepted, that individual must then acquire the Ethos Sub-Area and only thereafter will be able to know and use Ethos Tutelary Castings.


> Continue with the first portion of the text as currently published:  “Note that an HP expecting to be able to utilize...”  (etc.).

> Correction to page 196:
The Non-Priest Casting Table should be moved to the end of the Priestcræft entry, rather than within the Sorcery entry.
> Add to page 198, end of Sorcery:
Sorcery can be employed by a good persona to counter the evils of this K/S. See "K/S Area Use as Counter-Necromancy, Counter-Sorcery, & Counter-Witchcræft", page 201.

> Add to pages 198
  Street-Wise (addition): To provide the reader with a better general idea as to the scope of this ability, a few examples are given below. Keep in mind that despite the great number of possible Sub-Areas, that once the persona has gained knowledge in a particular class of sub-cultures (say, those of a rural environment -- aristocrats, freemen, outlaws, peasants), then that individual could lump the whole together as being Street-Wise in "Rural Life," and use the vacant slots to gain new Sub-Areas at such time as the persona is exposed to a new situation for a time sufficient to gain the knowledge to fill the vacant slot or slots. No persona can ever be knowledgeable in all possible subcultures, but as Sub-Areas go from the specific small group to the general larger community or class category, this ability is greatly improved. 

City Petty Bureaucrats/Officials
Conmen/Grifters

Ecclesiastical Bureaucracy/Hierarchy (by pantheon) 

Gypsies (nomadic wanderers)

Mercenary Bands 

Nomadic Hunters 

Nomadic Pastoralists 

Prisons/Penal Servitude 

Rural Agrarians/Peasants 

Rural Aristocracy 

Rural Freemen/Gentry 

Rural Outlaw Bands 

Ships, Merchant 

Ships, War 

Urban Beggars 

Urban Merchants 

Urban Police/Authorities 

Urban Shopkeepers 

Urban Tax/Tariff Officials 

Urban Underclass (slums) 

Village Elders

> Add to page 199, end of Witchcræft:
Witchcræft can be employed by a good persona to counter the evils possible for this K/S. See "K/S Area Use as Counter-Necromancy, Counter-Sorcery, & Counter-Witchcræft," page 201.

> Add to pages 200
  Yoga (addition): The possession of this ability also enables the individual to resist and endure cold temperatures [using a technique called tummo]. 'Normal' hereafter indicates the temperature and wind condition at which the individual would be healthy and relatively comfortable, considering the clothing worn and the moisture in/on that clothing [generally between 50° and 60° F].  In regard to immunities, the individual is considered to be unharmed in such conditions even naked and wet.  For instance, a yogi with 41 to 50 STEEP can endure any temperature above 30 degrees Fahrenheit.

Yogi Abilities Table III: STEEP Cold Resistance (Degrees F.) 

01-10:  10 degrees below normal for up to 6 hours
11-20:  20 degrees below normal for up to 7 hours

21-30:  30 degrees below normal for up to 8 hours
31-40:  40 degrees below normal for up to 9 hours; cold above 45 degrees will not harm at all

41-50:  50 degrees below normal for up to 10 hours; cold above 30 degrees will not harm at all
51-60:  60 degrees below normal for up to 11 hours; cold above 15 degrees will not harm at all

61+:  70 degrees below normal for up to 12 hours; cold above 10 degrees will not harm at all
> Add the following prior to "K/S Area Use for 

Economic Gain" on page 201:
K/S Area Use as Counter-Necromancy, Counter-Sorcery, and 

Counter-Witchcræft

The Heroic Persona need never have used or even actually be 

able to employ Castings, Powers, and other practices of the 

K/S Areas in question in order to manage identification 

and possible countering.  Of course, the HP must have one or 

more of the Areas in question to do this. The knowledgeable 

but non-practicing non-Evil persona can employ the STEEP 

possessed in the Evil K/S Area to counter the malign workings 

of these three Knowledge/Skill Area abilities.  This is 

accomplished by checking against possessed abilities as 

follows:

1. Identify use of the K/S Area: STEEP at base DR of "Easy."

  Has a necromancer, or a sorcerer or a witch/warlock been 

at work here?  Possession of the appropriate K/S Area will 

enable the HP to try to find this out. If the check succeeds, 

then the persona will know for sure.

2. Identify specific practice within the K/S Area: STEEP at 

base DR of "Moderate."

  Was a Casting, Power, or some other sort of action 

employed by the offender?  If not a Casting, the Power of 

other activity can be identified by succeeding in the check. 

Otherwise:

3. Identify an Archetypal Casting employed from within the 

K/S Area: STEEP at base DR as if the persona were actually 

using such a Grade of Casting.

  Ignore prohibitions regarding use above STEEP. That is, 

one able to otherwise employ Castings of given a Grade at DR 

"Hard" can identify those above that Grade by three steps, at 

DRs of "Difficult," Very Difficult," and "Extreme" 

respectively.

  With practice found, and a Casting indicated, 

pinpointing the exact one requires a successful roll as 

indicated.

4. Negate an Archetypal Casting employed within the K/S Area: 

STEEP at base DR as if the persona were actually using such a 

Casting, but at one Grade higher than the Casting in question 

is in actuality -- Heka cost for negation paid before check 

but at same Grade as the Casting is in actuality, however.

  The increased DR here is because this is a difficult 

thing to do, identifying and negating all in one, and at the 

same time expending Heka to manage the negation.

5. Disjoin or negate a Casting being employed prior to or at 

the moment of its activation within the K/S Area: STEEP at 

base DR as if the persona were actually using such a Casting, 

but at two Grades higher than the Casting in question is in 

actuality -- Heka cost for disjoining/negation paid before 

check but at one Grade higher than the Casting is in 

actuality.

  Here the persona is attempting something really 

Difficult; identification and countering of a Casting in 

progress. The two-step DR increase and the added Heka cost to 

try to accomplish this reflect the demanding nature of this 

use of the K/S.

  Special Success indicates, as applicable, identification 

and success at the next higher level of attempt.  In regards 

to 4, it might actually disjoin/negate.  Regarding 5, it 

lowers the Heka cost to one Grade below that of the Casting 

employed.

  Success indicates the correct answer to the question. 

Failure indicates uncertainty. Special failure indicates a 

false answer in very positive form.

Examples of these Uses of Counter-Evil K/S


The Mage Lucan possesses STEEP in all three Areas: 

Necromancy (at 37), Sorcery (at 43), and Witchcræft (at 33). 

Of course, being right-minded, he would never utilize the 

actual abilities of these dark, malign practices. He has 

studied them in order to thwart those foul creatures who 

would stoop to such wickedness. Someone has been brutally 

murdered, and there are few clues, save that Heka was used. 

Lucan tries counter-Sorcery. Was that K/S employed? His base 

chance of success is 41, and the roll is made at DR "Easy," 

so there's a 129% chance of Success. Let's assume that 

Necromancy was at work, though. Lucan rolls a 12, which 

indicates Special success. He knows that Sorcery wasn't used, 

and the JM decides that he detects it was indeed Necromancy, 

for he has that K/S at 27 STEEP.


Lucan now tries to discover what sort of Necromancy 

practise was employed -- a Casting, Power, or some other 

thing. The DR is "Moderate" for this, so a score of 74 or 

less is needed. The roll is 59, a Success. Lucan discovers 

that some Undead thing was involved, one sent by the persona 

employing Necromancy.


Later on, Lucan and his comrades track down the 

Nethercræfter-Necromancer who is guilty of the hideous 

crimes they have been investigating. This malign foe has 

placed a Ghostlyguards Formula (Grade V) casting in his 

stronghold for protection. Lucan can theoretically use Grade 

II castings at DR "Hard." As this is a Grade V casting, he 

must use a DR of "Very Difficult" to identify it: 0.25 times 

57 yields 14, so Lucan's chance of success is only 14%. He 

gives it a go, adding 2 JFs to help the process. The JM 

considers. He could lower the DR to "Hard," one step easier 

for each Joss Factor, or else he could allow a -10 per JF on 

the dice score. He decides on the former, as he doesn't want 

to allow a big chance (score 01-21) for Special Success. The 

roll is made, and the score is 52. Because the DR was 

considered at a mere "Hard," Lucan has succeeded, and he 

identifies the casting and knows what is opposing his team.


A bit later on they then confront the villain -- who of 

course has a force of guards -- and a major fight ensues. In 

the course of this conflict, Lucan sees (via a successful 

Perception [Noticing] roll) that the vile foe doing something 

that likely invokes some Heka. Lucan therefore attempts to 

disjoin/negate this activity. It turns out the 

Nethercræfter-Necromancer is using a Necromancy Casting, 

Arrowbones Charm (Grade III), the missiles to be directed at 

none other than Lucan. Although the casting is only Grade 

III, which Lucan could normally handle at DR "Hard", the act 

of disjoining/negating is as if two Grades higher; he must 

perform as if it were a Grade V casting. Lucan expends 100 

points of Heka. The dice are then rolled, hoping for a 14 or 

lower. Again Lucan expends 2 JFs to help assure success. The 

JM considers alternatives, rules that the foe in the midst of 

casting activation is thus unable to expend Joss, and this 

time allows a -20 on the result rolled. The dice read 19, and 

that translates to a Special Success! Lucan has managed not 

only to disjoin the Arrowbones Charm, but he did so at the 

cost of only 35 Heka points, while the other 65 he thought 

had been spent are actually still there in his reserve!

NEW SPEED FACTORS

> Add to Speed Factors table, page 210.
Attacking (per each)


2

Casting, to begin/activate


2

Casting, to Ready



10

Changing Action



2

Changing Target of Action

6

Enchanted Object Use (Minimum time)
1*

Heka-Engendered Power Use

3

Natural Weapon use


**

Using staff-like magickal device
6 or item's Speed Factor

Note that Dazed personas have a +5 penalty to each of their 

Speed Factors in each CT.

*Small items such as wands are at SF penalty 1, others have 

penalties equating to weapons, etc.

**See page 310 for modifications to this.

THE “30-Beat" CRITICAL TURN & SPACING OF ACTIONS THEREIN

New Combat Rule (Optional)

> Add to page 211, with rewrites as indicated.
Optional Spacing of Actions: Normally when a persona's 

Initiative point comes up, that persona takes all actions 

and/or makes all of his or her attacks for that Critical 

Turn at once. Similarly [continue as printed now] ...those 

effects. Note that in this option the standard CT (not that 

for Total Surprise) is divided into tenths of seconds, so 

there are 30 "beats" total in the three-second-long Critical 

Turn.  Here are the guidelines:

(1) A persona acts once at his or her Initiative score 

"beat", then once again thereafter depending on the number 

so Speed Factors required to complete the first action. Say 

the persona was to rise (4), turn (2+3: changing action and 

turning), and then attack with a drawn dagger (2+3+2: 

changing action, attacking, use of dagger). To each of the 

Speed Factors shown, however, must be added any penalties 

accruing for any reason, including armor worn.

  Thus, in the above example, if there was a +2 SF 

penalty for armor, the total would be: 6, 7, and 8 -- at 

least 22 "beats of the 30 possible in the CT. If the persona 

in the example were "slow" in beginning activities in the 

CT, as indicated by a high score on the 1D10 roll, then the 

end of the CT might come before the last action, the dagger 

attack, could be taken.

(2) Note that the Weapon Speed Factor is considered in 

regards to attack action (Combat, Physical) during the CT. 

Thus, attacking with a hand has a 1 +3 Speed Factor, 1 for 

hand, 3 for attacking. In theory then, as many as 7 blows 

from the same persona's hands could be struck during a 

three-second-long Critical Turn.

(3) Even Missile Weapons are included, and the Speed Factor 

shown is applied accordingly.

(4) In the event of Total Surprise, use a 20 "beat" CT division, and assume all HPs begin their activity at the same time, and no individual Initiative roll needs be made.  The timing of any additional actions is then calculated by adding SFs to find when they occur, with the beginning of 

the CT on "beat" +1 and ending at the end of +20.

Example: A mercenary named Konrad... hands (SF 1 normally, but these are Unalive things who are effectively Dazed, so their SF is actually 6). For... armor. The various personas and OPs concerned score Initiative as follows:

HP "A": SMSpd 22
-D10 roll 2
Casting 2 =
             18

HP "B": MMSpd 20
-D10 roll 4
Enchanted item use 2 =    14

HP "C": PNSpd 18
-D10 roll 6
Weapon SF 3 =

-9

Konrad: PMSpd 16
-D10 roll 3
Weapons SF 7 =

-6

Zombie #1, PMSpd 6
-D10 roll 1
Hands 
6, 




Natural Weapons 3 =

             +4

Zombie #2, PMSpd 6
-D10 roll 8
Hands
6, 




Natural Weapons 3 =

           +11
This CT begins on "beat" -18 and ends after "beat" +12 (there is no 0 "beat," of course, and counting goes from -1 to +1).  On "beat" -6 Konrad strikes with his Sabre Axe.  If he is entitled to two attacks, his next one will occur on "beat" +5, (attacking 3 + weapon SF 7 = 10 "beats").  Zombie #1 will have the opportunity to attack before Konrad's second attack, but Zombie #2 will not.


Note that in the case where the Zombies were Totally Surprised, the 30 "beat" division would allow all the HPs to act in concert at beat +1, so Konrad would strike then and 10 "beats" later on +11, but because of his slow weapon he would not get a third attack even if his STEEP otherwise enabled this.

page 212, end of column 1

page 214, column 2, before "Attack To Weaken"

page 217, column 2, after first paragraph of "Attack Process"
The amount of additional heka that can be employed in such attack process is limited by the Heka Aperture of the individual so attacking; this is detailed in Chapter 13, Heka & Magick, on page 277 under the heading "Heka Aperture Rule."

Page 217, column 2: Insert prior to "Attack Process:"

1. Weapons in Hand


Important Note: Journey Masters and players, please note that the persona involved in any form of casting, other than one delivered as an Eyebite, cannot have in hand a shield or weapon, other than one which is employed in the Knowledge/Skill Area from which the casting is drawn, i.e. an Alchemy or Dweomercraeft casting that allows the practitioner to utilize a dagger, sword, etc., but Herbalism, for example, does not.  As a guideline, assume that both hands must either be unencumbered and free or else they must hold items used in the K/S Area or which are directly beneficial to the activation of the casting, such as a heka reservoir.

Page 218, column 2: Insert prior to "Special Success/Special Failure:"


Some castings require “Touch” to activate, and if the target is aware of the caster and unwilling to receive the casting, the caster must successfully make contact.  If an HP has the Combat, HTH, Lethal, or the Combat, HTH, Non-Lethal K/S area, they may roll against those.  Otherwise, they must roll against (PM Cap + PN Cap)/2 at an appropriate DR.  Thus, a caster with a PM Cap of 10 and PN Cap of 12 would need a roll of 11 or less at "Hard" in such a situation.

> Correction to page 219 and 220:
In the second column of pg. 219 and the second column of pg. 220, reference is made to Alyssa casting a “Fireburst” Cantrip.  This should be a Fireflash Cantrip (Grade III Elemental Dweomercræft).
COMBAT, HAND-TO-HAND, NON-LETHAL

> Add after page 221 and following "Attack to Overpower DRs."
For each point of PMPow Physical Damage Bonus possessed by the persona, the effective greater weight difference of the defender is reduced by 25 pounds. Thus, for example, a +4 PD bonus due to PMPow means that the persona subtracts 100 pounds from the weight of the individual he is attacking, if that defender is heavier than he. Thus, the table above is adjusted for great strength, but never to a DR better than "Hard".

Attack To Stun (Add)


The attacker rolls 1D6 or fraction thereof of STEEP points possessed.  To that total he adds all bonuses for High Steep Damage Bonus and Damage Bonus for High PMPow.

Example (Insert)


...and he rolls a 16 which is a Special Success for an automatic 24 points (4D6 at 6 each = 24) plus his bonuses.  The poor...

[and continue as printed]
NATURAL WEAPONS

> Addition to page 225.
Speed Factor (new second paragraph; replaces existing paragraph):


If your HP's action in a CT is to attack with a certain weapon, then you will need to know the Speed Factor for that weapon.  This is found in the Weapon Tables.   Natural Weapons of creatures have a base Speed Factor of 1, just as do human hands.  However, details of the many possible variations to such speed are found on page 310, Natural Weapons List.

Damage vs. Great Mass

Page 225: Insert this corrected table. In addition, note that in Mythic Masters Magazine #3, Dave Newton offered much the same as the following, but stopping at 3600 pounds; this extends it a bit.

Weapon Damage Bonus (per die of damage) for Great Mass



Proportion (to human-size)

Type Of Projectile
3x
6x
12x
18x
24x

Hand or Hand-Hurled
+1
+2
+3
+4
+5

Device-Propelled*
+2
+3
+4
+5
+6


Proportion
Weight Range (pounds)

3x

450 – 800

6x

900 - 1500


12x

1600 - 3500


18x

3600 - 4800


24x+

4800+

* A siege engine or a giant-sized weapon; in the latter case the 

wielder must actually be large enough to operate the giant-sized 

device.

Page 226, Paragraph 2:


The sentence: It is possible for an unarmored or lightly armored (less than +6 Speed Factor penalty for armor and/or shield) should have the part in parenthesis replaced with: Each SF penalty factor above 5 subtracts 1 from the dodging factor of the wearer.

STRIKING WITH PRECISION MISSILE WEAPONS

Physical Combat, Lethal

Final Attack Chance (page 226)
> Add the following at the end of this section:


When a persona is employing a missile weapon of 

precision sort, such as a throwing knife or star or using a 

blowpipe, the JourneyMaster may allow the following rule:


When the opponent is wearing armor which would be 

likely to prevent any Physical damage from occurring in the 

event of a successful strike, then FAC is not the true final 

attack chance in such case. The attacker utilizing a 

precision weapon then finds actual attack chance (AAC) by 

finding the target subject's armor and reducing the FAC 

according to these DRs:

Armor
DR

Actual Attack Chance

half
Difficult

one-half FAC

3/4
Very Difficult
one-quarter FAC

full
Extreme

one-tenth FAC

Make a normal dice roll, and if the AAC or less is scored, 

the precision weapon hits an exposed place and inflicts 

either a non-vital or vital strike -- no super or ultra-vital 

locations, so 01 - 40 equals vital.

  Note that this rule makes poisoned weapons far more 

dangerous....

> Add to page 228; at the end of second paragraph under “Parrying”:
  If more attacks are launched at a persona parrying with a shield than the amount of attacks they are able to parry, then subtract the shield’s value from the overall Damage Protection of the persona parrying at that time versus the remaining attacks, as perforce the shield is concentrating on a specific attack or attacks.  Remember that an HP must possess the Combat, HTH: Shields K/S sub-area to parry; otherwise the shield is simply added armor.  For game purposes, a Buckler may parry 1 attack/CT, a Small Shield may parry up to 2 attacks/CT and a Large Shield may parry up to 3 attacks/CT.
PARRYING RULE

> Amend & Add To pages 228.
Correction to second paragraph:


The durability of a weapon has to do with its likelihood of breaking when impacting another weapon, and the percentage chance of it taking damage is indicated by the number before the slash ( / ). The number of points of damage the weapon can withstand is indicated by the number following the slash. Exactly what these numbers mean is explained fully on page 228. For now, find the correct numbers for your HPs weapons on the Weapon Durability table below...

(Remainder of paragraph as is.)

Add (at end of second paragraph:

When an edged metal (M) weapon (such as a chopper or sword) which is larger than a dagger parries a weapon of wood (W) or of Wood and Metal in Combination (C), the Weapon Points of the Metal weapon are deducted from the dice roll made for that weapon to damage the opposing one. This reflects the greater likelihood of the edged Metal of destroying the other sorts.


Example: A chopper and spear meet in parry. The usual chance for being damaged for average quality weapons is: chopper durability 5/20 and spear 10/20. A roll of 6 or less damages the chopper, a roll of 8 or less damages the spear.   When the roll for the spear is made the result is reduced by the weapon points of the chopper, 6, so that any result of 16 or less indicates the spear has been damaged in the parrying action.

APPLYING PHYSICAL DAMAGE

> Add to pages 229-230; insert just prior to the paragraph 

beginning "Wound Level."
Special Success Strikes:
Physical Damage and Armor: No non-magickal armor is perfect, nor does the best of it make the wearer invulnerable.  Thus, even if armor protection exceeds the total possible Physical Damage deliverable by an opponent's weapon, whenever a Special Success is rolled, that hit will inflict Physical Damage on the otherwise invulnerable opponent.  There are two cases:

  a. In the case where there is no bonus to PD for PMPow 

and/or high STEEP, then the amount of Damage inflicted is 

1D6 with no Hit Location modifier.

  b. In the event there is a bonus to PD for PMPow and/or 

high STEEP, then the amount of Damage inflicted is the bonus 

amount with a modifier for Ultra-vital, Super-Vital, Vital, or Non-vital.

  This rule reflects sheer chance but also considers the “strong and skilled” by allowing some considerable PD to pass the armor, through a combination of good fortune and ability on the part of the attacker.

> Correction to page 231, Susceptibility:
In the first column, the example given for a drake should read: “Insinuation Susceptibility is a multiplier of 2 for a Drake, so the 10 points of PD is multiplied by 2, and a total of 20 points of Physical damage is inflicted on the creature.”

> Correction to page 231, Exceptional Attacks:
In the first column, the sentence should read: “For example, what of the little poisonous snake, a krait, for instance,…”

QUICKER LARGE-SCALE COMBAT

> Add between pages 234 and 235.
Quick Large-Scale Combat Rules


Heroic Personas: All combat activities for HPs will be 

carried on by their respective players as if combat were 

standard, but any Special Success in hitting automatically 

slays a weak foe or else scores automatic Super Vital damage 

(x3) as well, so no need for a Strike Location roll.


OP Foes: The JourneyMaster will roll 1D3 or 1D6 to find 

the initiative number for the mass of OP foes of the HPs. 

Any HP actions prior to it will occur before all OPs have 

their go. Then, for each group of foes, the JM will roll a 

single die to find out how many hit. Use the following rule 

of thumb:

4-6 weak foes, 2-3 strong, 1 very strong
1D6, 1-2 = hits

5-6 strong, 3-4 very strong


1D6, 1-3 = hits

5-6 very strong foes or 1-2 monsters
1D6, 1-4 = hits

All OP hits are scored at mean damage amount, plus additions 

if applicable:

3D3
=   6
3D6
= 10
5D6
= 18

2D6
=   7
2D10
= 11
6D6
= 21

4D3
=   8
4D6
= 14
4D10
= 22

5D3
= 10
3D10
= 17

If hits are indicated, roll D% for each to see if any are Special.

Find damage amount, regular or special.

Roll Strike Location and multiply.

Reduce total by target armor protection.

Apply remaining points as loss to target subject's P TRAIT.

REALISTIC COMBAT

> Add between pages 234 and 235.
Facing


Use a standard hexagon grid for combat, as this 

develops clear-cut cases. In all examples that follow, it is 

assumed that the individual in question is right-handed and 

has a shield. A persona both able to and actually fighting 

Florentine can weapon-parry as if such were a shield as 

regards to position.



front

left front


right front



X

left flank

right flank



rear


front

front

left flank
X
right flank


rear

rear

Front


All weapon and shield parries possible. Dodging 

possible. All attacks possible.

Left Front


Shield parries only if there are attackers also at 

FRONT and RIGHT FRONT positions. Dodging possible.

Right Front


Weapon parries only if there are attackers also at 

FRONT and LEFT FRONT positions. Dodging possible.

Flank (both)


Degree of advantage for a flank attack depends on if 

the number of other attackers. If there is only one other, 

then there is advantage only if the flank attacker attains 

Surprise. If there are two or more others attacking from a 

front and any other position then:


Flank attacker(s) STEEP bonus is +10 and DR is 

"Moderate, not "Hard".

Left Flank


No parries or attacks possible. Defends with shield 

Armor Factors if applicable. No dodging possible.

Right Flank


No parries or attacks possible. Defends without 

shield's Armor Factors. No dodging possible.

Rear


No parries or attacks possible. Defends without 

shield's Armor Factors. No dodging possible.


Degree of advantage for a rear attack is as follows: 

STEEP bonus is +20. Assailant's DR for Final Attack Factor 

is typically "Easy", or "Very Easy" in the case of flank and 

rear or rear and rear attacks in combination. Alternatively, 

rather than moving the DR from "Moderate" to "Easy" or "Very 

Easy" the JM can give a -10 or -20 on the dice roll(s) to 

determine if is a hit is scored, for this increases the 

chances for a Special Success quite dramatically and 

obviates any chance for Special Failure.

Rear Attack Hit Location


It must be assumed that the attacker is able to use 

more care in striking a blow from the rear position. Thus, 

there is a greater likelihood of scoring additional Physical 

Damage. Use the following table instead of the one printed 

in the rules book:

Strike Location, Rear Attack

D% Roll

Area

Damage Modifier

01-25

Ultra-Vital

x4

26-60

Super-Vital

x3

61-90

Vital


x2

91-00

Non-Vital

x1

Surprise Rear Attack


Assume +20 STEEP bonus and a Difficulty Rating of 

"Easy" -- "Very Easy" if the defender is absolutely 

unprepared for such an assault, i.e. dozing, concentrating 

on something else, etc.  If the attacking persona has 

regular K/S ability with the weapon through Combat or 

Hunting/Tracking, then also allow a -10 on the dice roll so 

as to increase the probability of a Special Success and 

disallow a Special Miss. Use the special Strike Location, 

Rear Attack table above if a hit is scored.

Multiple Ranks of Attackers


It is possible for two or more ranks of attackers to 

assail a defender, but there are several cases:

1. All rear ranks in a file have the same sort of piercing 

weapon -- such as spears or pikes. The length of the weapons 

must be such that front and rear ranks are able to attack 

simultaneously.


Example: Front rank employs some sort of thrusting 

weapon, second rank uses a spear of at least 7-foot length, 

and rear rank is employing a spear or thrusting (piercing) 

polearm with at least a 10-foot length.

2. Diverse weapons are employed by back ranks, but because 

they are taller/mounted they are able to see over and thus 

employ their arms.  This is a JM call for sure. In most cases 

some penalty for rear rank weapon SF must be awarded.


Example: A gnome with an axe is in the front rank, a 

human with a hand-and-a-half sword behind the gnome, and a 

mounted crossbowman is in the rear rank.  In this case the 

gnome's attack will be made normally according to 

initiative.  If third rank has lower initiative scores, then 

he discharges normally, but if either of the others go 

before him, then he must wait as many beats as they went 

before him to make his attack thereafter, so as to give them 

a chance to clear.  The same is true regarding second 

rank as regards first.  Neither are affected by earlier 

discharge of missiles.

A missile discharged/hurled at the same time another attack 

is going home has an equal chance of hitting friend as foe!

Mounted Opponent(s)


Assuming that the opponent (shown as X at left) is 

mounted, then the following modifications apply:


Facing: Rear attacks on such an individual aren't 

possible unless the attacker is likewise mounted or has a 

weapon with a reach of 3 or higher. (Rear attacks against 

the mount are possible, of course.)


Multiple Ranks: Multiple rank attacks are somewhat 

easier if attackers are dismounted; however, front rank 

attack must usually be against mount, while successive 

attacks from the file can hit only the rider.

Special Notes


In regards to opponents with long body length, even a 

bull, for example, then all positions beyond the FLANK are 

considered REAR, unless the subject is able to see and 

defend against such attacks.  Example: A bear on all fours, 

thus:



front

left front


right front



B

left flank
E
right flank



A


rear
R
rear



rear

(Formatting note: the letters of the word "BEAR" should be 

vertically aligned above.)

In regards to non-human and/or very tall opponents, the 

Journey Master must first determine how high up attackers can 

strike, then make a decision as to whether or not its lower 

portions have locations which are above Non-Vital status.  
This will affect Strike Location multipliers.  A long body 

might have only N-V locations.  A giant might have only U-V 

and S-V locations in his legs with respect to rear attack 

(arteries and hamstrings).
> Mythus* Game rulebook: Insert pg. 235 - 246
HAND WEAPONS

All weapons listed in CAPITAL LETTERS are detailed in the 

"New Weapons" file. Notes are explained at the end. 

On the Notes lines, braces and brackets indicate specific 

usage as follows:


[  ]
Specific to use of weapon for Piercing


{  }
Specific to use of weapon for Cutting

For Composition, “S” designates “Stone”

  PMP minimum refers to the lowest PM Power value necessary to competently and consistently use the weapon; this usually being instilled by training. If one uses the weapon at 1 – 2 PMP points lower, the DR goes up by one factor, if 3 – 4 PMP points lower, the DR goes up by two factors, and if 5 or more PMP points lower it goes up by three factors.  Note that a typical English long bow had a draw of between 80 and 150 pounds and a Mongol composite bow had a draw of around 65 pounds.  And a typical arming (long) sword weighs 2 – 3 pounds, a typical claymore sword weighed about 6 – 7 pounds, while a halberd weighed about 4 – 6 pounds (swinging these in continuous combat can be quite tiring!).
Aclis


Sub-Area
Club


WP
5


C
C


SF
6


D-T
B


DAM
2D6


Reach
1


Price
50


PMP Min.
--


Notes
--

ALBISH BILL (Guisarme-Bill)


Sub-Area
Pole Arm


WP
7


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
3


Price
125


PMP Min.
17


Notes
B, H, [Q]

ARLES FORK (Demi-Partisan Fauchard-Fork)


Sub-Area
Pole Arm


WP
5


C
C


SF
8


D-T
C/P


DAM
4D6


Reach
4


Price
175


PMP Min.
16


Notes
B, [A], {I}

Assegai


Sub-Area
1H Sword


WP
5


C
C


SF
3


D-T
P


DAM
3D6


Reach
1


Price
50


PMP Min.
13


Notes
--

ATLANTLAN FAUCHARD (Double Fauchard Partisan)


Sub-Area
Pole Arm


WP
5


C
C


SF
8


D-T
C/P


DAM
5D6


Reach
4


Price
200


PMP Min.
18


Notes
A[x2], B, {I}

Axe, Hand (incl. tomahawk)/Tabar

Sub-Area
Axe


WP
5


C
C


SF
4


D-T
C


DAM
3D6


Reach
1


Price
100


PMP Min.
13


Notes
--

Axe, Battle, 1H/2H


Sub-Area
Axe


WP
8


C
C


SF
6


D-T
C [P*]

DAM
4D6 [3D6*]

Reach
2


Price
150


PMP Min.
17/16

Notes
A, B, Y

*Optional; see description

Bagh Nakh


Sub-Area
HTH (L)


WP
3 (0 as Martial Arts weapon)

C
M


SF
1


D-T
C


DAM
2D6


Reach
1


Price
60


PMP Min.
--


Notes
C

Bardiche


Sub-Area
Pole Axe


WP
3


C
C


SF
8


D-T
C


DAM
5D6


Reach
2


Price
250


PMP Min.
17


Notes
H

Bec de Corbin


Sub-Area
Pole Axe


WP
3


C
C


SF
9


D-T
P


DAM
3D6


Reach
2


Price
160


PMP Min.
15


Notes
Ax4

BERBER SPEAR (Spear-Guisarme)


Sub-Area
Spear


WP
5


C
C


SF
7


D-T
P


DAM
3D6


Reach
5


Price
100


PMP Min.
16


Notes
D, Q

BHUJ


Sub-Area
Axe


WP
5


C
C/P


SF
4


D-T
C


DAM
3D6


Reach
2

Price
120


PMP Min.
13


Notes
B
Bill-guisarme


Sub-Area
Pole Arm


WP
4


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
80


PMP Min.
15


Notes
B, D, H, [Q]

Bill Hook


Sub-Area
Pole Arm


WP
6


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
150


PMP Min.
15


Notes
B, D, H, [Q]

BILLY/MARLIN SPIKE


Sub-Area
Club/HTH (L)


WP
2 (0 as Martial Aets weapon)

C
W


SF
2


D-T
B/S


DAM
2D6


Reach
1


Price
10


PMP Min.
--


Notes
B, L

Blackjack


Sub-Area
Club


WP
2


C
W


SF
2


D-T
S


DAM
3D6


Reach
1


Price
25


PMP Min.
--


Notes
--

Bludgeon (Club)

Sub-Area
Club


WP
5


C
W


SF
3


D-T
B


DAM
2D6


Reach
1


Price
10


PMP Min.
--


Notes
--

Bludgeon, 2H (Club, 2H)

Sub-Area
Club


WP
6


C
W


SF
6


D-T
B


DAM
3D6


Reach
2


Price
25


PMP Min.
--


Notes
--

Bo Stick (Gun)

Sub-Area
Spear


WP
3


C
W


SF
3

D-T
B/S


DAM
3D6


Reach
3


Price
40


PMP Min.
--


Notes
B

BOLO (Batanga, Itak)


Sub-Area
Knife


WP
6


C
M


SF
6


D-T
C/P


DAM
3D6


Reach
2


Price
60


PMP Min.
14


Notes
B
BRASS KNUCKLES (CESTUS)


Sub-Area
HTH (L/NL)


WP
2 (0 as Martial Aets weapon)

C
M


SF
1


D-T
B


DAM
2D6


Reach
1


Price
50


PMP Min.
--


Notes
L

BRETTON FAUCHARD (Fauchard-Bill Fork)


Sub-Area
Pole Arm


WP
7


C
C


SF
9


D-T
C/P


DAM
4D6


Reach
4


Price
200


PMP Min.
18


Notes
B, H, [I]

CALTROP (TETSUBISHI)

Sub-Area
--


WP
0


C
M


SF
0


D-T
P


DAM
1D2


Reach
0


Price
1


PMP Min.
--


Notes
b, c

CANE


Sub-Area
Club/HTH (L)


WP
3 (0 as Martial Arts weapon)

C
W


SF
2


D-T
B/S


DAM
2D6


Reach
2


Price
50


PMP Min.
--


Notes
F (legs; with hooked end), L

Chain


Sub-Area
Whip


WP
4


C
M


SF
7


D-T
B


DAM
2D6


Reach
2 – 3

Price
5


PMP Min.
--


Notes
E, F
Chopper/Cleaver


Sub-Area
Axe


WP
6


C
M


SF
4


D-T
C


DAM
3D6


Reach
1


Price
60


PMP Min.
--


Notes
--

Dagger/Baselard/Dirk/Pugio/Kris

Sub-Area
Dagger


WP
5


C
M


SF
2


D-T
P


DAM
2D6*

Reach
1


Price
100


PMP Min.
--


Notes
G

*Due to the width of the pugio and the wavy blade of a kris, a slightly larger entry wound is possible, so a +1 to PD might be added.
DEATH STAR


Sub-Area
Pole-Arm


WP
10


C
C


SF
8


D-T
P


DAM
5D6


Reach
3


Price
300


PMP Min.
16


Notes
A=15, I, J, Q

Fang


Sub-Area
Axe


WP
4


C
M


SF
5


D-T
C/P


DAM
3D6


Reach
1


Price
100


PMP Min.
15


Notes
B

FARZIAN GLAIVE (Glaive-Fauchard)


Sub-Area
Pole Arm


WP
7


C
C


SF
8


D-T
C


DAM
4D6


Reach
4


Price
150


PMP Min.
16


Notes
H, I

Fauchard (Guandao/Yanyuedao)

Sub-Area
Pole Arm


WP
5


C
C


SF
5


D-T
C


DAM
4D6


Reach
4


Price
70


PMP Min.
15


Notes
H

Fauchard-fork


Sub-Area
Pole Arm


WP
5


C
C


SF
9


D-T
C/P


DAM
4D6


Reach
4


Price
125


PMP Min.
15


Notes
B, H, [I]

Feather Staff


Sub-Area
Spear


WP
3


C
C


SF
3


D-T
B/C/P


DAM
3D6


Reach
2


Price
350


PMP Min.
--


Notes
B, I, J

Flail


Sub-Area
Whip


WP
5


C
C


SF
7


D-T
B


DAM
3D6


Reach
2


Price
150


PMP Min.
15


Notes
A

Flail, 2H


Sub-Area
Whip


WP
7


C
C


SF
8


D-T
B+P


DAM
5D6


Reach
3


Price
200


PMP Min.
17


Notes
Ax2

Foot


Sub-Area
HTH (L/NL)


WP
0


C
K


SF
3


D-T
B/S


DAM
1D6


Reach
2


Price
--


PMP Min.
--


Notes
B, K, L

Fork, Military


Sub-Area
Spear


WP
7


C
C


SF
4


D-T
P


DAM
3D6


Reach
5


Price
71


PMP Min.
14


Notes
D, E

FRANCIAN FAUCHARD (Fauchard-Glaive Guisarme)


Sub-Area
Pole Arm


WP
10


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
225


PMP Min.
17


Notes
B, H, [J, Q]

Garrote (Rumal)

Sub-Area
HTH (L)


WP
0


C
W


SF
1


D-T
*


DAM
4D6


Reach
1


Price
10


PMP Min.
--


Notes
M

Glaive


Sub-Area
Pole Arm


WP
6


C
C


SF
5


D-T
C/P


DAM
3D6


Reach
4


Price
70


PMP Min.
15


Notes
B, H

Glaive-guisarme


Sub-Area
Pole Arm


WP
5


C
W


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
115


PMP Min.
16


Notes
B, H, [Q]

GLAIVE SERJEANT (Glaive-Fork)


Sub-Area
Pole Arm


WP
7


C
C


SF
7


D-T
C/P


DAM
4D6


Reach
4


Price
125


PMP Min.
16


Notes
B, H, [I]

Guisarme


Sub-Area
Pole Arm


WP
6


C
C


SF
7


D-T
C


DAM
4D6


Reach
4


Price
80


PMP Min.
16


Notes
D, H

Guisarme-voulge


Sub-Area
Pole Arm


WP
5


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
100


PMP Min.
17


Notes
B, H, [Q]

Halberd


Sub-Area
Pole Arm


WP
8


C
C


SF
6


D-T
C/P


DAM
5D6


Reach
3


Price
200


PMP Min.
16


Notes
B, [D], L{x3}

Half-moon


Sub-Area
Spear


WP
8


C
C


SF
6


D-T
P


DAM
3D6


Reach
4


Price
175


PMP Min.
15


Notes
D, N

Hammer, War


Sub-Area
Club


WP
4


C
C


SF
5


D-T
P


DAM
3D6


Reach
1


Price
135


PMP Min.
15


Notes
A

Hammer, Maul


Sub-Area
Club


WP
4


C
C


SF
6


D-T
B


DAM
3D6


Reach
1


Price
30


PMP Min.
16


Notes
A, O

Hammer, Maul, 2H


Sub-Area
Club


WP
7


C
C


SF
10


D-T
B


DAM
4D6


Reach
2


Price
50


PMP Min.
18


Notes
A, O

Hammer, War, 2H


Sub-Area
Club


WP
7


C
C


SF
9


D-T
P


DAM
4D6


Reach
2


Price
200


PMP Min.
17


Notes
Ax2

Hand


Sub-Area
HTH (L/NL)


WP
0


C
K


SF
1


D-T
B/S


DAM
1D3


Reach
1


Price
--


PMP Min.
--


Notes
B, K, L

Harpoon


Sub-Area
Spear


WP
6


C
C


SF
6


D-T
P


DAM
3D6


Reach
2


Price
125


PMP Min.
15


Notes
P

Hoko


Sub-Area
Pole Arm


WP
7


C
C


SF
7


D-T
C/P


DAM
4D6


Reach
4


Price
110


PMP Min.
16


Notes
B, H, [Q]

Hook


Sub-Area
HTH (L)


WP
2 (0 as Martial Arts weapon)

C
M


SF
3


D-T
P


DAM
2D6


Reach
1


Price
25


PMP Min.
--


Notes
L

Hook Fauchard


Sub-Area
Pole Arm


WP
4


C
C


SF
8


D-T
C


DAM
4D6


Reach
3


Price
80


PMP Min.
15


Notes
D, H

Jo Stick


Sub-Area
Spear/HTH (L)

WP
2 (0 as Martial Aets weapon)

C
W


SF
2

D-T
B/S


DAM
2D6


Reach
2


Price
15


PMP Min.
--


Notes
B, L
KAMA (pair)


Sub-Area
Axe/HTH (L)

WP
3 (0 as Martial Arts weapon)

C
C


SF
3


D-T
C/P


DAM
3D6


Reach
1


Price
75


PMP Min.
--


Notes
K, L
KANABO [TETSUBO]/Gada  2H

Sub-Area
Club


WP
7

C
C


SF
8


D-T
B


DAM
4D6


Reach
2


Price
160


PMP Min.
16


Notes
Ax2
KATAR


Sub-Area
HTH (L)

WP
5 (0 as Martial Arts weapon)

C
M

SF
1

D-T
P


DAM
3D6


Reach
1


Price
120

PMP Min.
--


Notes
A, L
KHAZIRIAN FORK (Demi-Lune Fork)


Sub-Area
Pole-Arm


WP
8


C
C


SF
7


D-T
P


DAM
4D6


Reach
4


Price
200


PMP Min.
15


Notes
A, N

Knife, Small


Sub-Area
Knife

WP
5 (0 as Martial Arts weapon)

C
M


SF
1


D-T
C/P


DAM
1D6


Reach
1


Price
50


PMP Min.
--


Notes
B, L
Knife, Large (incl. Tanto)

Sub-Area
Knife

WP
5


C
M


SF
2


D-T
C/P


DAM
2D6


Reach
1


Price
100


PMP Min.
--


Notes
B

KUKRI


Sub-Area
Knife


WP
6


C
M


SF
3


D-T
C/P

DAM
3D6


Reach
1

Price
120


PMP Min.
12

Notes
B
KUSARI-FUNDO/MANRIKI-GUSARI


Sub-Area
Whip


WP
5

C
M


SF
5

D-T
B


DAM
2D6


Reach
2 – 3

Price
10

PMP Min.
--


Notes
E, F
KUSARIGAMA

(note that 4 categories apply:)


Sub-Area
Axe+Whip


WP
4


C
C


SF
4


D-T
C/P


DAM
3D6


Reach
1


Price
125


PMP Min.
12


Notes
B


Sub-Area
Axe +Whip


WP
3


C
M


SF
6


D-T
B


DAM
2D6


Reach
1


Price
--


PMP Min.
--


Notes
d


Sub-Area
(Whip)


WP
3


C
C


SF
7


D-T
C+P


DAM
2D6


Reach
3


Price
--


PMP Min.
--


Notes
E, Q


Sub-Area
(Whip)


WP
3


C
M


SF
8


D-T
B


DAM
2D6


Reach
3


Price
--


PMP Min.
--


Notes
E, F

Lance (light horse)


Sub-Area
Spear


WP
7


C
W


SF
4


D-T
P


DAM
4D6


Reach
3


Price
85


PMP Min.
10


Notes
A, R

Lance (med. horse)/Sang

Sub-Area
Spear


WP
10


C
W


SF
5


D-T
P


DAM
5D6


Reach
4


Price
150


PMP Min.
12


Notes
Ax2, R

Lance (heavy horse)/Contus

Sub-Area
Spear


WP
12


C
W


SF
6


D-T
P


DAM
6D6


Reach
4


Price
150


PMP Min.
15


Notes
Ax2, R

LEIOMANO


Sub-Area
Club


WP
5


C
C


SF
4

D-T
C or P

DAM
2D6


Reach
1


Price
30

PMP Min.
12

Notes
B, C
LION'S TOOTH (Spetum-Ranseur Partisan-Guisarme)


Sub-Area
Pole arm


WP
9


C
C


SF
7


D-T
C/P


DAM
4D6


Reach
3


Price
200


PMP Min.
17


Notes
B, H, [I, J, Q]

Lochaber Axe


Sub-Area
Pole Axe


WP
3


C
C


SF
9


D-T
C


DAM
4D6


Reach
3


Price
105


PMP Min.
16


Notes
A, D

LOMBARD AXE (Voulge-Fork)


Sub-Area
Pole Axe


WP
5


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
150


PMP Min.
18


Notes
B, H, [I]

Lucern Hammer


Sub-Area
Pole Arm


WP
5


C
C


SF
7


D-T
P


DAM
3D6


Reach
3


Price
120


PMP Min.
15


Notes
Ax2, D

Mace/Gurj

Sub-Area
Club


WP
5


C
M


SF
5


D-T
B


DAM
3D6


Reach
1


Price
140


PMP Min.
14


Notes
A

Mace, 2H


Sub-Area
Club


WP
9


C
C


SF
8


D-T
B


DAM
4D6


Reach
1


Price
180


PMP Min.
17


Notes
Ax2

Machete/Golok

Sub-Area
Knife


WP
5


C
M


SF
6


D-T
C


DAM
3D6


Reach
2


Price
60


PMP Min.
14


Notes
--

MACUAHUITL 


Sub-Area
Club

WP
5

C
C


SF
5

D-T
C


DAM
3D6


Reach
1

Price
150


PMP Min.
14

Notes
C
MAGYAR GLAIVE (Glaive-Guisarme Spetum)


Sub-Area
Pole Arm


WP
8


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
250


PMP Min.
16


Notes
B, H, J, [Q]

Man Catcher


Sub-Area
Pole Arm


WP
10


C
C


SF
10


D-T
P


DAM
1D6


Reach
3


Price
165


PMP Min.
16


Notes
D, J, N

Manopole


Sub-Area
1H Sword


WP
4


C
M


SF
3


D-T
C/P


DAM
3D6


Reach
1


Price
95


PMP Min.
10


Notes
B J

Morning Star


Sub-Area
Club


WP
5


C
C


SF
6


D-T
B/P


DAM
3D6


Reach
1


Price
80


PMP Min.
15


Notes
A

Morning Star, 2H


Sub-Area
Club


WP
9


C
C


SF
7


D-T
B/P


DAM
4D6


Reach
3


Price
120


PMP Min.
16


Notes
A

Naginata


Sub-Area
Pole Arm


WP
6


C
W


SF
5


D-T
C/P


DAM
4D6


Reach
3


Price
110


PMP Min.
9


Notes
B

NECK BREAKING


Sub-Area
HTH (L)


WP
0


C
--


SF
3


D-T
B


DAM
Death

Reach
1


Price
--


PMP Min.
--


Notes
M
NEUSTRIAN CLAW (Fauchard-Fork Glaive)


Sub-Area
Pole Arm


WP
5


C
C


SF
6


D-T
C/P


DAM
4D6


Reach
4


Price
100


PMP Min.
15


Notes
B, H, [Q]

Nunchaku


Sub-Area
HTH (L)


WP
0


C
W


SF
3


D-T
B


DAM
1+1D6


Reach
1


Price
120


PMP Min.
--


Notes
E, L

O-No


Sub-Area
Pole Axe


WP
7


C
C


SF
9


D-T
C/P


DAM
4D6


Reach
3


Price
140


PMP Min.
17


Notes
A 

Partizan  (incl. jumonji yari, ji)

Sub-Area
Pole Arm


WP
6


C
C


SF
8


D-T
C/P


DAM
4D6


Reach
4


Price
190


PMP Min.
14


Notes
A, E, Q

PATU


Sub-Area
Club


WP
5


C
S

SF
3


D-T
B


DAM
2D6


Reach
1


Price
10


PMP Min.
--


Notes
--

Pick, Military


Sub-Area
Axe


WP
3


C
M


SF
7


D-T
P


DAM
3D6


Reach
1


Price
110


PMP Min.
14


Notes
Ax2

Pick, Military, 2H


Sub-Area
Axe


WP
5


C
C


SF
9


D-T
P


DAM
4D6


Reach
2


Price
150


PMP Min.
16


Notes
Ax3

Pigs Feather


Sub-Area
Spear


WP
0


C
M


SF
7


D-T
P


DAM
2D6


Reach
2


Price
25


PMP Min.
--


Notes
S

Pike


Sub-Area
Spear


WP
5


C
C


SF
10


D-T
P


DAM
3D6


Reach
6


Price
150


PMP Min.
15


Notes
A, S, U

Pike, Awl


Sub-Area
Spear


WP
3


C
C


SF
10


D-T
P


DAM
3D6


Reach
6


Price
125


PMP Min.
15


Notes
Ax2, S, U

PIKE, BOARDING


Sub-Area
Spear


WP
6


C
W


SF
6


D-T
P


DAM
3D6


Reach
3


Price
125


PMP Min.
12


Notes
Q

PITCHFORK


Sub-Area
Spear


WP
0


C
C


SF
8


D-T
P


DAM
3D6


Reach
3


Price
50


PMP Min.
--


Notes
--

Pole Axe


Sub-Area
Pole Axe


WP
6


C
C


SF
9


D-T
C/P


DAM
4D6


Reach
3


Price
150


PMP Min.
17


Notes
A, B

Ranseur


Sub-Area
Spear


WP
6


C
C


SF
7


D-T
P


DAM
4D6


Reach
5


Price
140


PMP Min.
15


Notes
D, J

Sabre Axe


Sub-Area
Pole Arm


WP
7


C
C


SF
7


D-T
C/P


DAM
4D6


Reach
3


Price
320


PMP Min.
17


Notes
A, B

Sai(s)


Sub-Area
HTH (L)


WP
0


C
M


SF
2


D-T
B/P


DAM
2D6


Reach
1


Price
60


PMP Min.
--


Notes
B, E, L, V

SAVOYARD GLAIVE (Glaive-Guisarme Voulge)


Sub-Area
Pole Arm


WP
5


C
C


SF
10


D-T
C/P


DAM
4D6


Reach
4


Price
200


PMP Min.
17


Notes
B, Hx2, [J, Q]

SCYTHE


Sub-Area
Pole Arm


WP
0


C
C


SF
10


D-T
C/P


DAM
3D6


Reach
3


Price
50


PMP Min.
12


Notes
K

Shield, Adaga


Sub-Area
Shield


WP
0


C
M


SF
6


D-T
P


DAM
3D6


Reach
1


Price
1000


PMP Min.
14


Notes
W

Shield, Buckler


Sub-Area
Shield


WP
5


C
M


SF
2


D-T
B


DAM
1D3


Reach
1


Price
200


PMP Min.
10


Notes
--

Shield, Buckler, Spiked


Sub-Area
Shield


WP
4


C
M


SF
4


D-T
P


DAM
2D6


Reach
1


Price
250


PMP Min.
10


Notes
--

Shield, Kite, small


Sub-Area
Shield


WP
3


C
M


SF
4


D-T
B


DAM
1D3


Reach
1


Price
500


PMP Min.
13


Notes
--

Shield, Kite, large


Sub-Area
Shield


WP
0


C
C


SF
7


D-T
B


DAM
1D6


Reach
1


Price
300


PMP Min.
16


Notes
--

Shield, Round, small


Sub-Area
Shield


WP
0


C
M


SF
3


D-T
B


DAM
1D3


Reach
1


Price
400


PMP Min.
13


Notes
--

Shield, Round, large


Sub-Area
Shield


WP
0


C
C


SF
6


D-T
B


DAM
1D6


Reach
1


Price
300


PMP Min.
16


Notes
--

Shield, Tower, small


Sub-Area
Shield


WP
0


C
M


SF
4


D-T
B


DAM
1D3


Reach
1


Price
500


PMP Min.
15


Notes
--

Shield, Tower, large


Sub-Area
Shield


WP
0


C
C


SF
8


D-T
B


DAM
1D6


Reach
1


Price
350


PMP Min.
17


Notes
--

SHINOBE ZUE

(Note that two categories apply:)


Sub-Area
Spear


WP
4


C
W


SF
4


D-T
B


DAM
3D6


Reach
3


Price
200


PMP Min.
12


Notes
e


Sub-Area
+Whip


WP
3


C
M


SF
12


D-T
B


DAM
4D6


Reach
4


Price
--


PMP Min.
--


Notes
E, F, J

SICKLE


Sub-Area
Axe


WP
2


C
C


SF
4


D-T
C/P


DAM
3D6


Reach
1


Price
50


PMP Min.
10


Notes
B

Spear (4'-6') (use for Sapang, Taiaha and Iklwa [a 3' stabbing spear ] also)

Sub-Area
Spear


WP
5


C
W


SF
4


D-T
P


DAM
3D6


Reach
2


Price
85


PMP Min.
6


Notes
--

Spear (7'-9') (incl. Yari, Sibat, Doru & Qiang)

Sub-Area
Spear


WP
5


C
W


SF
5


D-T
P


DAM
3D6


Reach
3


Price
90


PMP Min.
9


Notes
--

Spear (10'-12')


Sub-Area
Spear


WP
5


C
W


SF
6


D-T
P


DAM
3D6


Reach
4


Price
100


PMP Min.
12


Notes
--

Spear (13'-15')


Sub-Area
Spear


WP
5


C
W


SF
7


D-T
P


DAM
3D6


Reach
5


Price
115


PMP Min.
15


Notes
--

Spear (16'- 23') (incl. Sarissa)


Sub-Area
Spear


WP
5


C
W


SF
8

D-T
P


DAM
3D6


Reach
6

Price
125


PMP Min.
17

Notes
--

Spetum


Sub-Area
Spear


WP
7


C
W


SF
8


D-T
P


DAM
4D6


Reach
5


Price
145


PMP Min.
15


Notes
D, J

Spontoon


Sub-Area
Spear


WP
6


C
C


SF
5


D-T
P


DAM
3D6


Reach
3


Price
100


PMP Min.
12


Notes
--

Staff, Quarter


Sub-Area
Spear


WP
5


C
W


SF
3


D-T
B


DAM
3D6


Reach
3


Price
20


PMP Min.
--


Notes
--

STRANGLE HOLD


Sub-Area
HTH (L)


WP
0


C
--


SF
3


D-T
B

DAM
2D6


Reach
1


Price
--


PMP Min.
--


Notes
M, a

SUNTETSU  (Shobo, Emeici)

Sub-Area
HTH (L)


WP
0


C
M


SF
1

D-T
B/P


DAM
1D6/2D6

Reach
1


Price
40


PMP Min.
--


Notes
B, L

Sword, Bastard (Hand-and-a-Half)/”True” Longsword

Sub-Area
1H/2H Swd


WP
8


C
M


SF
7


D-T
C


DAM
5D6


Reach
3


Price
450


PMP Min.
16/15


Notes
B, X, Y

Sword, Broad


Sub-Area
1H Sword


WP
7


C
M


SF
6


D-T
C


DAM
4D6


Reach
2


Price
325


PMP Min.
15


Notes
--

Sword, Cutlass


Sub-Area
1H Sword


WP
4


C
M


SF
6


D-T
C


DAM
4D6


Reach
2


Price
200


PMP Min.
15


Notes
A

Sword, Epee/Foil


Sub-Area
1H Sword


WP
6


C
M


SF
2


D-T
P


DAM
3D6


Reach
2


Price
275


PMP Min.
--


Notes
C

SWORD, FALCATA/Kopis


Sub-Area
1H Sword


WP
4


C
M


SF
5

D-T
C


DAM
4D6


Reach
2


Price
450


PMP Min.
14


Notes
A

Sword, Falchion (Dao)

Sub-Area
1H Sword


WP
4


C
M


SF
6


D-T
C


DAM
4D6


Reach
2


Price
500


PMP Min.
15


Notes
Ax2

Sword, Gladius/Short/Xiphos/Cladibos

Sub-Area
1H Sword


WP
6


C
M


SF
3


D-T
C/P


DAM
3D6


Reach
1


Price
200


PMP Min.
12


Notes
B

Sword, Great/Claymore/Flamberge/Zweihander

Sub-Area
2H Sword


WP
3


C
M


SF
8


D-T
C


DAM
6D6


Reach
3


Price
500


PMP Min.
20


Notes
Ax3

SWORD, IDA (ABARA)


Sub-Area
1H Sword


WP
5


C
M


SF
6

D-T
C


DAM
4D6


Reach
2


Price
300


PMP Min.
14

Notes
--
SWORD, JIAN (Xian)

Sub-Area
1H Sword


WP
5


C
M


SF
4

D-T
C/P

DAM
3D6


Reach
2


Price
350


PMP Min.
12

Notes
B

Sword, Katana/Tachi


Sub-Area
1H Sword


WP
7


C
M


SF
4


D-T
C/P


DAM
4D6


Reach
2


Price
900


PMP Min.
12


Notes
B

SWORD, KHANDA

Sub-Area
1H/2H Sword


WP
6

C
M


SF
6

D-T
C


DAM
4D6/5D6

Reach
2


Price
450


PMP Min.
14

Notes
X, Y
Sword, Khopesh (Sappara)


Sub-Area
1H Sword


WP
4


C
M


SF
7


D-T
C


DAM
3D6


Reach
2


Price
250


PMP Min.
16


Notes
--

SWORD, KILIJ

Sub-Area
1H Sword


WP
4

C
M


SF
4


D-T
C


DAM
4D6


Reach
2


Price
350


PMP Min.
13

Notes
--
SWORD, KRIEGSMESSER


Sub-Area
2H Sword


WP
4


C
M


SF
7

D-T
C


DAM
4D6


Reach
2


Price
375

PMP Min.
12


Notes
--

Sword, Long/Arming/Saif/Spatha/Kaskara

Sub-Area
1H Sword


WP
5


C
M


SF
5


D-T
C/P


DAM
4D6


Reach
2


Price
350


PMP Min.
15


Notes
B

SWORD, NINJA-TO


Sub-Area
1H Sword


WP
5


C
M


SF
4


D-T
C/P


DAM
3D6


Reach
1


Price
350


PMP Min.
10


Notes
B, Z

Sword, No-Dachi


Sub-Area
1H/2H Swd


WP
7


C
M


SF
6


D-T
C


DAM
5D6


Reach
3


Price
500


PMP Min.
16/15


Notes
Y

Sword, Odachi


Sub-Area
2H Sword


WP
4


C
M


SF
7


D-T
C


DAM
6D6


Reach
3


Price
625


PMP Min.
18


Notes
Ax2

Sword, Rapier


Sub-Area
1H Sword


WP
10


C
M


SF
4


D-T
C/P


DAM
4D6


Reach
3


Price
400


PMP Min.
--


Notes
B, Z

Sword, Sabre, dueling


Sub-Area
1H Sword


WP
7


C
M


SF
4


D-T
C/P


DAM
3D6


Reach
2


Price
375


PMP Min.
13


Notes
B

Sword, Sabre/Yatagan


Sub-Area
1H Sword


WP
4


C
M


SF
6


D-T
C


DAM
4D6


Reach
2


Price
350


PMP Min.
13


Notes
--

Sword, Scimitar/Shamshir

Sub-Area
1H Sword


WP
10


C
M


SF
4


D-T
C


DAM
3D6


Reach
2


Price
425


PMP Min.
14


Notes
--

Sword, Small/Dress


Sub-Area
1H Sword


WP
4


C
M


SF
4


D-T
P


DAM
3D6


Reach
1


Price
300


PMP Min.
--


Notes
--

Sword, Tulwar


Sub-Area
1H Sword


WP
6


C
M


SF
7


D-T
C


DAM
4D6


Reach
2


Price
375


PMP Min.
15


Notes
A

Sword, Wakizashi


Sub-Area
1H Sword


WP
4


C
M


SF
4


D-T
C/P


DAM
3D6


Reach
1


Price
600


PMP Min.
10


Notes
B

TALMARK AXE (Battle Axe-Guisarme)


Sub-Area
Pole Axe


WP
7


C
C


SF
8


D-T
C/P


DAM
4D6


Reach
3


Price
200


PMP Min.
17


Notes
B, D, [A], {Q}

Trident /Fuscina/Trishula

Sub-Area
Spear


WP
3


C
C or M

SF
6


D-T
P


DAM
1+3D6


Reach
2


Price
105


PMP Min.
14


Notes
J

Tui Fa


Sub-Area
HTH (L)


WP
0


C
W


SF
2


D-T
B


DAM
1D6


Reach
1


Price
40


PMP Min.
--


Notes
L

Voulge


Sub-Area
Pole Axe


WP
4


C
W


SF
12


D-T
C


DAM
4D6


Reach
4


Price
100


PMP Min.
17


Notes
A

Whip


Sub-Area
Whip


WP
1


C
W


SF
7


D-T
C


DAM
1D6


Reach
4


Price
50


PMP Min.
--


Notes
F, J

NOTES: Hand Weapons


 [  ]
Specific to use of weapon for Piercing


{  }
Specific to use of weapon for Cutting


A: With each and every hit the weapon negates 5 points 

of the target's normal armor, or the weapon's Weapon Points, 

whichever is greater. For instance, a bill-guisarme negates 

5 points of armor each time it hits, while a battle axe 

negates 8 points of armor when it hits. Whenever there is a 

notation with an "x" after A, this means there is a greater 

number of points of armor negated than 5 or Weapon Points. 

With the notation x2, the basic armor negation is doubled; 

x3, trebled, and so forth. For example, the lance (medium
horse) negates 10 x2 = 20 points of the target subject's 

normal armor.


B: Before making an attack, the player must declare 

what Damage Type the persona wielding the weapon intends to 

inflict. In most cases the choice will be Cutting or Piercing, but
 there are others, such as Blunt or Stunning. In the case of dual 

use pole arms (e.g. halberd), to gain maximum use of the weapon
 the persona must have both of the Combat, Hand Weapons 
Sub-Areas: Pole Arms, Cutting and Spears/Pole-Arms, Thrusting. 
Otherwise only one attack form can be utilized.


C: To attack an opponent in hard armor (chain, plate & 

chain, plate, etc.) the attacker must roll for the attack at 

DR Extreme (0.1 x FAC). For example, a persona armed with a 

bagh nakh and having a 30 FAC in Combat HtH Lethal has only 

a 3% chance (01-03 on D%) to successfully strike the 

opponent in hard armor.


D: A Special Success in Combat strike determination 

means the target subject has been caught by the weapon and 

been dismounted and/or thrown down prone.


E: The wielder may disarm the opponent by succeeding in 

a roll against FAC at DR Extreme. This attempt requires the 

use of an attack opportunity or is applicable as a bonus to 

parrying. Iif the persona is successful in the latter case, 

the roll for disarming is a bonus opportunity and separately 

rolled -- unless a Special Success in parrying was scored, 

in which case disarming is automatic!


F: This weapon may be used to entangle an opponent's 

limbs. To succeed, the attacker must make the roll against 

FAC at DR Difficult (0.5 FAC). The attacker must specify 

whether attempting to entangle arms or legs:


Arms: Should this attack succeed, then the attacker 
and the target subject must make a PMPow vs. PMPow in a 
K/S vs. K/S contest. If both fail or both succeed, then the contest 

continues into the next CT, where it begins immediately again. 
If the attacker succeeds, the defender is helpless and can take no
 actions. If the defender succeeds, the weapon is pulled from the 

attacker's grip, and the defender can use or discard it as desired.


Legs: If a leg entangling attack succeeds, roll the 

attacker's PMPow vs. the defender's PNPow at DR Difficult 

(0.5 PNPow). If the attacker succeeds, the target subject is 

yanked down to fall prone; if the defender succeeds, the 

weapon is pulled from the attacker's grip and thrown 

somewhere nearby on the ground or floor.


G: When employed against a human or humanoid 
opponent no larger than 8x human size that is helpless / unable 
to defend itself and not magickally protected, the weapon 

automatically does sufficient Physical damage to kill the 

target subject.


H: When used for Cutting damage, the weapon negates 

normal armor equal to the Weapon Points. For example, a 

glaive used for Cutting Physical damage will negate 6 points 

of the target subject's normal armor (if it succeeds in 

striking), while a fauchard would similarly negate 4 points.


I: The weapon can be used in an attempt to keep the 

opponent at bay, i.e. at the end of the weapon's Reach. To 

both inflict damage and hold the opponent at bay, the 

attacker must score a Special Success; otherwise, if a roll 

against FAC at DR Hard succeeds, the target subject takes no 

Physical damage from the attack but is held at bay. If at 

bay, the target subject can make no attack until the next CT 

(or for 30 "beats" if that system is used). Note: If the 

successful attempt was made before the target subject could 

attack, then that subject loses all attack capability that 

CT. If the successful attempt was made after one or more 

attacks by the target subject, then that subject loses any 

remaining attacks in that CT as well as those in the 

following CT.


J: The weapon may be used to disarm an opponent and/or 

destroy the opponent's weapon. To do so the attacker must 

succeed in a roll against FAC at DR Difficult. If a Special 

Success is scored, the opponent is disarmed and the weapon 

is lost. Otherwise the attacker must then succeed in a 

PMPow vs. PNPow K/S vs. K/S contest with the defender to 

disarm, and/or succeed in an attempt to damage the weapon at 

DR Easy (3x normal chance) to destroy the opponent's weapon. 

(See the Parrying rules, pages 225 and 228-229.) 


K: When a hand or foot is used to parry an attack by 

anything other than a hand or a foot, the parrying defender 

will take Physical damage. The amount of damage so taken 

depends on the parried weapon's Damage Amount, this amount 

to be rolled normally but without Strike Location, i.e. 1x 

damage scored. Optional: To parry a weapon without receiving 

Physical damage, the defender may attempt a FAC roll at DR 

Difficult for Combat HtH Lethal or Non-Lethal.  Failure 

indicates Physical damage +1 per die is taken, while a 

Special Failure indicates 2x base damage has been suffered.


L: This is the base Physical damage done by the attack 

or weapon. If the attacker has sufficiently high STEEP in 

Combat HtH Lethal, the attacker can do greater damage with 

the attack form. See Combat, Hand-to-Hand, Lethal, pages 

162-163 and the Martial Arts Attacks Tables, page 163.


M: See the K/S Area description of Combat, Hand-to-

Hand, Lethal, pages 162-163 to learn how the damage applies. 

Note that a special success with this weapon indicates that 

the victim is dead (jugular vein severed, windpipe crushed, 

or neck broken) unless the target subject has some form of 

armor protecting the neck from such immediacy. Any thick 

cloth or the like will suffice to prevent most such -- but 

not strangulation damage, which is warded off only by 

leather or better armor protection.


N: In addition to its normal attack mode, the weapon 

may be used to either keep an opponent at bay or to 

dismount/throw down the opponent. (This is a popular arm 

employed by pirates/kidnappers, police, footmen opposing 

cavalry, and forces meant to keep order in communities 

wherein there is a tumultuous population.)


Keep at Bay: This roll is made at a DR Moderate against 

FAC. Special Success indicates the opponent has also taken 

Physical damage from the attack; regular Success means held 

at bay for 1 CT, as detailed in "I" above.


Dismount and/or Throw Down an Opponent: This occurs 

automatically on a regular attack when a Special Success is 

scored. The attacker must otherwise succeed in a roll 

against FAC at DR Difficult (0.5 FAC). A Special Success 

indicates Physical damage from the weapon is also inflicted, 

and regular success that the opponent is dismounted and/or 

thrown down and is prone.


O: Hard metal armor values (for plate & plate mail) are 

doubled versus this weapon.


P: The head of this weapon is detachable and connected 

by a line to the shaft (and then on to the wielder, or to a 

store of additional line). If an attack with this weapon 

succeeds, the attacker can use the line to pull the target 

subject down and then towards the attacker's location. To 

accomplish this, the attacker must succeed in a PMPow vs. 

PMPow K/S vs K/S contest with the defender. Special Success 

means the defender is helpless on the following CT. Failure 

means the head and line are loose. Special Failure means the 

target subject took only the minimum possible damage. 

Optional: The Physical damage scored by the attacker can be 

subtracted from the dice roll for success.


Q: This weapon can be used to dismount and/or throw 

down the target subject if the attacker rolls against FAC at 

DR Difficult (0.5 FAC). In a regular attack the weapon 

automatically dismounts and/or throws down an opponent if a 

Special Success is rolled.


R: This weapon is treated as a spear when used 

dismounted. The statistics used are specific to the type of 

lance, as indicated by the mount. Light-horse lancers employ 

a 10-12' long spear (lance), while medium- and heavy-horse 

lancers use a 13-15' long spear (lance). In addition, armor 

negation applies only when the weapon is used from the back 

of a horse moving at a pace equal to at least a canter 

(canter, gallop/charge).


S: These weapons are normally set in the ground slanted 

so as to point away from the user towards the direction of 

the enemy. When so used they inflict 3+3D3 Physical damage 

against infantry (or similar bipeds) moving towards them at 

a rate of a trot or faster, or 6+6D6 against horses (or 

similar quadrupeds) moving at them at such a rate. When so 

used against horsemen there is a 1/3 chance of dismounting 

the rider if an attack succeeds, with a 1 on D# indicating 

the rider has been dismounted, is thrown down, and is prone. 

Note that normal-sized weapons employed against target 

subjects 12x human size or larger will not have any effect 

other than to have the chance to inflict non-vital damage.


T: When used en masse this weapon automatically keeps 

the opponent at bay and can dismount and throw down an 

opponent automatically on a Special Success, or if a roll 

against FAC at DR Difficult (0.5 FAC) is successful. En 

masse means that at least three ranks deep by four files 

wide (12 pikes) are facing the target subject, and generally 

is useful only in company-sized formations (200 pikemen in 

square).


U: In the initial CT of confrontation, this weapon is 

automatically accorded first strike unless opposed by a 

weapon of this same kind.


V: The attacker must declare whether the attack is to 

be Blunt or Piercing.


W: This shield also requires a minimum PNSpd of 14 to 

employ it effectively.


X: This weapon negates its Weapon Points in target 

subject armor when used two-handed.


Y: The two numbers are for using the weapon one- and 

two-handed, respectively, given before and after a slash (/).


Z: The attacker using this weapon adds its Weapon 

Points to all parrying attempts, and also subtracts the 

Speed Factor penalty from the dice score rolled. Assuming a 

normal FAC of 50, for example, the FAC in parrying attempts 

is 50+WP; the attacker's SF penalty factor (of from 1 to 6 

or more) is then deducted from the score. (This is an 

excellent parrying weapon!)


a: This attack delivers Continuing Physical Damage 

until the victim succeeds in breaking it or else is killed 

by the attack form. See Combat, Hand-to-Hand, Lethal on 

pages 162-163.


b: This weapon is simply placed, dropped, and/or 

scattered along the path on which enemies are expected to 

move. The FAC for scoring a hit with one is 20 minus 10 for 

heavy-soled (leather) footwear (or horses/animals 

hooves/feet), 5 for moderate to light, or 0 for having cloth 

covering or bare feet. One check is made for each 2 - 6 

caltrops in a square yard of path.  Caltrops may be coated in 
poison…

c: If damage occurs, and if Strike Location indicates a 

Super or Ultra Vital location, the victim is unable to 

continue pedal movement for as many days as points of damage 

scored.


d: This weapon can be used as a single one only unless 

the wielder is ambidextrous or possesses the Weapons Special 

Skill of Florentine fighting. But in such a case it can be 

used as both an axe-like and flail(whip)-like pair of 

weapons. The weapon also can be spun/whipped out (whip 

skill) in either of two fashions: one inflicting cutting and 

piercing damage (thus using the lower armor protection 

against such damage, if different), the other inflicting 

blunt damage. Either form of such attack might entangle the 

foe.


e: This weapon can be used as a bo stick only, but at 

the option of the wielder a 5' length of chain can be 

released from inside the staff. The weapon is then a staff-

chain with the second set of statistics shown. Note that 

after release of the chain the weapon must be employed only 

in this mode, and can be restored to staff-weapon function 

only after an undisturbed period of 2 BTs.

MISSILE WEAPONS

ACLIS

Sub-Area
Club

WP
5

T
Y

S
6

D-T
B

DAM
2D6

Price
50

ROF
1/2

Ranges:


Point Blank
--


Short

2


Medium

4


Long

6


Extreme

--

PMPow
--

Notes
--

AKLYS

Sub-Area
Darts

WP
2

T
Y

S
3

D-T
P

DAM
2D6

Price
10

ROF
1

Ranges:


Point Blank
--


Short

10


Medium

20


Long

30


Extreme

50

PMPow
--

Notes
--

ASSAGI

Sub-Area
Spear

WP
5

T
Y

S
3

D-T
P

DAM
3D6

Price
50

ROF
1

Ranges:


Point Blank
1-5


Short

10


Medium

15


Long

20


Extreme

30

PMPow
13

Notes
--

AXE, HAND (incl. tomahawk)
Sub-Area
Axe

WP
5

T
Y

S
4

D-T
C

DAM
3D6

Price
110

ROF
1

Ranges:


Point Blank
1-4


Short

8


Medium

12


Long

16


Extreme

20

PMPow
13

Notes
--

BLOWGUN

Sub-Area
Blowgun

WP
0

T
N

S
6

D-T
P

DAM
1D6

Price
50/0.25

ROF
1

Short Blowgun:

Ranges:


Point Blank
1-4


Short

8


Medium

12


Long

16


Extreme

20

Long Blowgun:

Ranges:


Point Blank
1-5


Short

10


Medium

15


Long

25


Extreme

40

PMPow
--

Notes
h,q

BOLAS

Sub-Area
Sling

WP
6

T
Y

S
9

D-T
B

DAM
2D6

Price
70

ROF
1

Ranges:


Point Blank
--


Short

1-5


Medium

10


Long

15


Extreme

25

PMPow
12

Notes
i,s

BOOMERANG

Sub-Area
Boomerang

WP
1

T
Y

S
5

D-T
C/B

DAM
4D3
Price
40

ROF
1

Ranges:


Point Blank
1-5


Short

10


Medium

20


Long

40


Extreme

60

PMPow
--

Notes
--
BOW, SELF (Short)

Sub-Area
Bow

WP
3

T
Y

S
3

D-T
P

DAM
2D6
Price
100/3

ROF
1.5

Ranges:


Point Blank
1-10


Short

20


Medium

50


Long

70


Extreme

110

PMPow
6

Notes
h

BOW, SELF (Medium)

Sub-Area
Bow

WP
6

T
Y

S
4

D-T
P

DAM
3D6
Price
150/3.5

ROF
1

Ranges:


Point Blank
1-20


Short

40


Medium

100


Long

160


Extreme

220

PMPow
12

Notes
h

BOW, SELF (Long)

Sub-Area
Bow

WP
9

T
Y

S
5

D-T
P

DAM
4D6

Price
300/4

ROF
1

Ranges:


Point Blank
1-30 x6


Short

60 x5


Medium

150 x4


Long

240 x2


Extreme

330 x1

PMPow
18

Notes
h,j

BOW, SELF, GULAIL [GULEL] (Pellet)

Sub-Area
Bow

WP
5

T
Y

S
6

D-T
B/P

DAM
3D36
Price
175/5

ROF
1

Ranges:


Point Blank
1-15


Short

30


Medium

50


Long

80


Extreme

100

PMPow
6

Notes
h, k

BOW, COMP. (Short)

Sub-Area
Bow

WP
3

T
Y

S
3

D-T
P

DAM
2D6
Price
250/3

ROF
1

Ranges:


Point Blank
1-10


Short

20


Medium

50


Long

120


Extreme

180

PMPow
10

Notes
h

BOW, COMP. (Gong, Mamai) (Medium)

Sub-Area
Bow

WP
5

T
Y

S
4

D-T
P

DAM
3D6
Price
275/3.5

ROF
1

Ranges:


Point Blank
1-20 x2


Short

40 x2


Medium

90 x1


Long

160


Extreme

240

PMPow
14

Notes
h, m

BOW, COMP. (Long)

Sub-Area
Bow

WP
7

T
Y

S
5

D-T
P

DAM
4D6
Price
550/4

ROF
1

Ranges:


Point Blank
1-40 x4


Short

60 x3


Medium

120 x2


Long

240


Extreme

360

PMPow
18

Notes
h,m

BOW, FOOT (Long)

Sub-Area
Bow

WP
9

T
Y

S
9

D-T
P

DAM
5D6
Price
450/6

ROF
1/2

Ranges:


Point Blank
1-70 x7


Short

80 x5


Medium

160 x3


Long

320 x1


Extreme

440

PMPow
16

Notes
h, n

CHAKRAM

Sub-Area
Chakram

WP
3

T
Y

S
2
D-T
C
DAM
3D6

Price
100

ROF
1

Ranges:


Point Blank
1-5


Short

10


Medium

20


Long

40


Extreme

60

PMPow
--

Notes
g
CHO-KO-NU

Sub-Area
Crossbow

WP
0

T
N

S
3

D-T
P

DAM
2D6

Price
300/1

ROF
2

Ranges:


Point Blank
1-5


Short

10


Medium

20


Long

30


Extreme

50

PMPow
13

Notes
h

CLUB

Sub-Area
Sling

WP
2

T
Y

S
4

D-T
B

DAM
2D6

Price
25

ROF
1

Ranges:


Point Blank
1-2


Short

4


Medium

6


Long

10


Extreme

15

PMPow
7

Notes
--
CROSSBOW, HAND (Bolt)

Sub-Area
Crossbow

WP
7

T
N

S
2

D-T
P

DAM
2D6

Price
100/0.5

ROF
1

Ranges:


Point Blank
1-3


Short

9


Medium

15


Long

21


Extreme

30

PMPow
6

Notes
h

CROSSBOW, HAND (Pellet)

Sub-Area
Crossbow

WP
6

T
N

S
2

D-T
B

DAM
4D3

Price
100/0.5

ROF
1

Ranges:


Point Blank
1-3


Short

15


Medium

15


Long

18


Extreme

27

PMPow
6

Notes
h, k

CROSSBOW, HAND (Stone)

Sub-Area
Crossbow

WP
5

T
N

S
2

D-T
B

DAM
3D3

Price
100/0.5

ROF
1

Ranges:


Point Blank
1-3


Short

6


Medium

12


Long

15


Extreme

24

PMPow
6

Notes
h

CROSSBOW, SMALL (Bolt)

Sub-Area
Crossbow

WP
6

T
N

S
4

D-T
B

DAM
2D6

Price
150/1

ROF
1

Ranges:


Point Blank
1-15


Short

30


Medium

60


Long

90


Extreme

120

PMPow
8

Notes
h

CROSSBOW, SMALL (Pellet)

Sub-Area
Crossbow

WP
5

T
N

S
4

D-T
B/P

DAM
4D3

Price
150/5

ROF
1

Ranges:


Point Blank
1-15


Short

30


Medium

60


Long

80


Extreme

100

PMPow
8

Notes
h, k

CROSSBOW, MEDIUM (Bolt)

Sub-Area
Crossbow

WP
7

T
N

S
6

D-T
P

DAM
3D6

Price
200/1.5

ROF
1/2

Ranges:


Point Blank
1-30 x3


Short

50 x2


Medium

100 x1


Long

160


Extreme

240

PMPow
12

Notes
h, m

CROSSBOW, LARGE (Bolt)

Sub-Area
Crossbow

WP
8

T
N

S
7

D-T
P

DAM
4D6

Price
250/2

ROF
1/5

Ranges:


Point Blank
1-40 x5


Short

70 x3


Medium

120 x2


Long

240 x1


Extreme

360

PMPow
16

Notes
h, n

CROSSBOW, REPEATING (Pellet)

Sub-Area
Crossbow

WP
0

T
N

S
3

D-T
B

DAM
4D3

Price
300/5

ROF
2

Ranges:


Point Blank
1-7


Short

15


Medium

25


Long

40


Extreme

80

PMPow
12

Notes
h, k

DAGGER

Sub-Area
Knife

WP
2

T
Y

S
2

D-T
P

DAM
2D6

Price
90

ROF
2

Ranges:


Point Blank
1-2


Short

4


Medium

8


Long

12


Extreme

20

PMPow
--

Notes
--

DART (Small)

Sub-Area
Darts

WP
6

T
Y

S
1

D-T
P

DAM
2D3

Price
1

ROF
2

Ranges:


Point Blank
1-3


Short

6


Medium

12


Long

18


Extreme

30

PMPow
--

Notes
--

HAMMER

Sub-Area
Axe

WP
4

T
Y

S
4

D-T
B

DAM
3D6

Price
30

ROF
1

Ranges:


Point Blank
1-4


Short

8


Medium

12


Long

18


Extreme

20

PMPow
15

Notes
--

HARPOON

Sub-Area
Spear

WP
6

T
Y

S
7

D-T
P

DAM
3D6

Price
125

ROF
1

Ranges:


Point Blank
1-5


Short

10


Medium

15


Long

20


Extreme

25

PMPow
15

Notes
--

JAVELIN (incl. Pilum)
Sub-Area
Spear

WP
4

T
Y

S
4

D-T
P

DAM
3D6

Price
60

ROF
1

Ranges:


Point Blank
1-4


Short

8


Medium

16


Long

32


Extreme

64

PMPow
--

Notes
--

JAVELIN (Thonged)

Sub-Area
Spear

WP
6

T
Y

S
6

D-T
P

DAM
3D6

Price
65

ROF
1

Ranges:


Point Blank
1-5


Short

10


Medium

20


Long

40


Extreme

80

PMPow
--

Notes
--

JAVELIN & ATLATL (Spear Thrower, Woomera)
Sub-Area
Spear

WP
8

T
Y

S
8

D-T
P

DAM
4D6

Price
80

ROF
1

Ranges:


Point Blank
1-6 x2


Short

12 x1


Medium

24


Long

50


Extreme

120

PMPow
--
Notes
o

KNIFE (Small)

Sub-Area
Knife

WP
3

T
Y

S
1

D-T
P

DAM
1D6

Price
45

ROF
2

Ranges:


Point Blank
1-2


Short

4


Medium

6


Long

8


Extreme

10

PMPow
--

Notes
--

KNIFE (Large)

Sub-Area
Knife

WP
3

T
Y

S
2

D-T
P

DAM
2D6

Price
85

ROF
2

Ranges:


Point Blank
1-3


Short

6


Medium

9


Long

12


Extreme

15

PMPow
--

Notes
--

KNIFE, THROWING

Sub-Area
Knife

WP
3

T
Y

S
1

D-T
P

DAM
2+2D6

Price
100

ROF
2

Ranges:


Point Blank
1-4


Short

8


Medium

12


Long

16


Extreme

20

PMPow
--

Notes
--

MAMBELE [SHONGO]
Sub-Area
Axe

WP
5

T
Y

S
5
D-T
C

DAM
3D6

Price
100

ROF
1

Ranges:


Point Blank
5


Short

10


Medium

15


Long

20


Extreme

25

PMPow
13

Notes
--

NET (Weighted)

Sub-Area
Sling

WP
0

T
N

S
9

D-T

DAM
--

Price
100

ROF
1/2

Ranges:


Point Blank
1-2


Short

4


Medium

6


Long

8


Extreme

10

PMPow
--

Notes
f

ROCK

Sub-Area
Darts

WP
1

T
Y

S
1

D-T
B

DAM
2D3

Price
--

ROF
2

Ranges:


Point Blank
1-4


Short

8


Medium

16


Long

32


Extreme

64

PMPow
--

Notes
--

SLING (Bullet)

Sub-Area
Sling

WP
0

T
Y

S
8

D-T
B/P

DAM
4D6

Price
5/6

ROF
1/2

Ranges:


Point Blank
--


Short

5-25 x2


Medium

75 x2


Long

150


Extreme

250

PMPow
--

Notes
h,m,p,q

SLING (Stone)

Sub-Area
Sling

WP
0

T
Y

S
8

D-T
B

DAM
3D6

Price
5

ROF
1/2

Ranges:


Point Blank
--


Short

5-20


Medium

40


Long

80


Extreme

160

PMPow
--

Notes
--

SPEAR (4'-6')

Sub-Area
Spear

WP
0

T
Y

S
4

D-T
P

DAM
3D6

Price
85

ROF
1

Ranges:


Point Blank
1-4


Short

8


Medium

16


Long

24


Extreme

32

PMPow
6

Notes
r

SPEAR (7'-9') (incl. Yari & Doru)
Sub-Area
Spear

WP
0

T
Y

S
4

D-T
P

DAM
3D6

Price
85

ROF
1

Ranges:


Point Blank
1-3


Short

6


Medium

9


Long

12


Extreme

15

PMPow
12

Notes
r

STAFF SLING (Stone)

Sub-Area
Sling

WP
0

T
Y

S
6

D-T
B

DAM
6D6

Price
25

ROF
1/2

Ranges:


Point Blank
--


Short

10-20


Medium

50


Long

100


Extreme

150

PMPow

15

Notes
--

THROWING STAR [Shuriken] (Small)

Sub-Area
Throwing Star

WP
2

T
Y

S
1

D-T
P

DAM
2D3

Price
5

ROF
2

Ranges:


Point Blank
1-3


Short

6


Medium

9


Long

12


Extreme

18

PMPow
--

Notes
g

THROWING STAR [Shuriken] (Large)

Sub-Area
Throwing Star

WP
3

T
Y

S
2

D-T
P

DAM
2D6

Price
10

ROF
2

Ranges:


Point Blank
1-4


Short

8


Medium

12


Long

24


Extreme

36

PMPow
--

Notes
g

NOTES

(Footnotes A-Z and a-e are given in the Hand Weapons 

information.)

f:  If a successful strike is made, a target subject of up 

to 3x human size is entangled in the net and cannot free 

itself nor do anything for a time period as follows:


Strike Location is:


Non-Vital
1 CT only


Vital

1+1D3 CTs


Super Vital
1+2D3 CTs


Ultra Vital
1+3D3 CTs

g:  Against soft armor (leather, padded, studded leather), 

make the FAC roll to strike successfully against DR 

Difficult.  Against hard armor the FAC roll is made at DR 

Extreme.

h:  The number before the slash ( / ) is the price of the 

weapon, while the number after the slash is the price of the 

ammunition.

i:  The attacker may opt to attempt entangling instead. So 

used, the bolas do no Physical damage but entangle the legs 

for a duration as follows.  Note that bola thongs can be cut. 

Strike Location is:


Non-Vital
1D5 CTs


Vital

2D5 CTs


Super Vital
3D5 CTs


Ultra Vital
4D5 CTs

j:  The weapon negates its Weapon Points in target subject 

armor up to Extreme Range.  The number following an "x" is 

the multiplier to armor negation at that range.

k:  The number after the slash is the cost for 20 units of 

ammunition.

(There is no footnote "l" -- lower-case L -- due to possible 

confusion with the number one "1".)

m:  The weapon negates its Weapon Points in target subject 

armor up to Medium Range.  The number following an "x" is the 

multiplier to armor negation at that range.

n:  The weapon negates its Weapon Points in target subject 

armor up to Long Range.  The number following an "x" is the 

multiplier to armor negation at that range.

o:  The weapon negates its Weapon Points in target subject 

armor up to Short Range.  The number following an "x" is the 

multiplier to armor negation at that range.

p:  Sling bullets do both Piercing and Blunt damage up to 

Medium Range, using whichever form of target subject armor 

protection is the lesser.  Beyond that range damage is always 

Blunt. In addition, up to Medium Range a sling bullet 

negates 10 points of target subject armor.  The number after 

the slash is the price for 12 lead sling bullets.

q:  The number after the slash is the price for 12 blowgun 

darts.

r:  Spears greater than 8' length are melee weapons only.

s:  The weapon also requires a minimum PNSpd of 15 to use.

NEW & EXPANDED WEAPONS


Albish Bill (Guisarme-Bill): More than a simple 

reversal of names (cf. Bill-Guisarme, also Bill Hook), this 

battle implement of Albish design is actually quite 

different from other pole arms of similar name and employing 

the same principles. The top spike is a bit longer than the 

Bill Hook's, the angled blade of the bill portion almost 

halberd-like, and the counter hook opposing the blade is 

large and sharp of point and edge. It shears armor, can 

dismount, and only its 5' or so length makes it less than 

useful at all times. The PMPow needed to wield this weapon 

is 17.


Arles Fork (Demi-Partisan Fauchard-Fork): Another 

unusual pole arm is the Demi-Partisan Fauchard-Fork seen 

principally in Arles. If the sickle-like fauchard portion of 

this 8' weapon misses, the little partizan-like axe blade 

strikes the foe inside the longer blade's range -- or else 

the fork threatens if the foe is beyond the Reach. A minimum 

PMPow of 16 is needed for plying this pole arm.


Atlantlan Fauchard (Double Fauchard Partisan): Francia 

and the surrounding states utilize this 8' long pole arm. 

The heavy blades on either side cleave through armor, those 

correspondingly pointed portions pierce, and its forking upper 

end can be employed to keep foemen at a distance. The weight 

of the long head requires a strong man, and the minimum 

PMPow required is 18.


Axe, Battle: This heavy, generally broad-headed axe takes a

persona with strength (PMPow) of at least 16 to properly use (or 17 when wielded in one hand).  It is 
employed both one and two-handed according to whether a shield is 
being used and the wielder's desire at the time.  It can have a single-bit 
or a double-bit head; and can have a spike atop the haft for optional 
Piercing PD.


Bhuj:  This weapon of Delhi and Hind is generally a metal 
haft with a broad-bladed, single-edged knife at the end.  It can be 
swung downward to cut or thrust forward to pierce.  PMPow required 
is 13.

Billy: This small wooden club is typically about a foot 

long, and on shipboard the marlin spike is the usual billy.  Law 
enforcement patrolmen employ this weapon.  In the hands of a trained 
martial artist, it is far more dangerous than  it appears.


Berber Spear (Spear-Guisarme): Although this is merely 

an adaptation of the common long spear, the 10' long Spear-

Guisarme (used mainly in western North Afrik) is a very 

potent weapon when employed in massed formations.  It 

pierces, can keep foes at bay, and can be used to dismount 

foes by yanking back when they are in range of the hooking 

guisarme projection. The weapon requires a minimum PMPow of 

12 for its use.


Bo Stick:  These staves are typically just shy of 6 feet in 
length.


Bolo:  This is a weapon between a long knife and a short 
sword, generally having a single-edged metal blade of between 24"
 and 28" that is wide and curved but narrows towards its hilt (made 
of wood or horn, generally).  It usually has a point at the end, but may 
be rounded.  It is a favored weapon in Panay Sulu.

Bow, Self, Pellet (Gulail/Gulel): This is essentially a bow 

with a leather pad centered on a double string that fires a pellet; like a 

slingshot.  Found in the Hindic sub-continent.


Bretton Fauchard (Fauchard-Bill Fork): While also 

heavy-headed and somewhat unwieldy, this pole arm of the 

Teutonic lands and central Aeropa is an effective weapon 

nonetheless.  Most of its edges cut, and there are four 

separate piercing points, including the long tine that 

projects from the base of the head to make it a fork. While 

efficient at keeping an opponent at a distance, it is not 

useful in dismounting a foeman inside its range.  It likewise 

requires a potent PMPow of 18 to use.


Caltrop (Tetsubishi): This is an iron device which looks
 like a child's jack for playing “ball and jacks”.  One typically has 

4 - 6 points of 1" to 2"length, radiated in such a manner that no 

matter how the caltrop lands one of these sharp points 

projects upwards.  Dropped so as to scatter along the path of 

advancing foes, caltrops pose a hazard to the unaware, or 

otherwise make moving through the area in which they are 

littered at a pace of "Cautious," thus slowing advance or 

pursuit.  The FAC for scoring a hit is 20 minus 10 for heavy-

soled (leather) footwear (or a horses/animals hooves/feet), 

5 for moderate to light, or 0 for having cloth covering or 

bare feet.  One check is made for each 2 - 6 caltrops in a 

square yard of path, providing the victim is unaware of them 

or cannot avoid moving through the area at a walk or faster. 

If damage occurs, roll normally for Strike Location; if this 

indicates a Super or Ultra Vital location, the victim is  unable 
to continue pedal movement for as many days as points of 
damage scored.  Versions known as tetsubishi are used in 
Nippon.


Cane: The walking stick or cane is a rod of wood or 

rattan about 30 inches long and an inch in diameter.  Its handle

 is usually rounded or hooked in the case of one employed as a 
fighting instrument, but not necessarily so.  It is also a martial 
arts instrument (such as Francia’s canne de combat, Hibernia’s 

bataireacht or Panay Sulu’s arnis [escrima]).


Chakram (See Missile Weapons table):  This is a torus-

shaped disc weapon that is hurled at the opponent and hits with its 

spinning razor-sharpened edge to inflict damage.  It originated in 

Delhi.

Dagger: Also called “Dirk”.  The Baselard is a dagger 

favored in Helvetia, Germania, Saxony, Francia, and Lombardy, 

the Pugio is a broad-bladed Roman dagger, and the Kris is a 
wavy-bladed dagger used in Shrijavti.


Death Star: A pole arm of Atlantlan origination, this 

weapon is surprisingly not much favored in Iberia, and is 

seldom encountered outside Atlantl save in mercenary 

companies.  It is rather like a long-handled (7') morningstar 

with a metal ball head having elongated radiating spikes. 

The Death star is particularly dangerous in the hands of a 

very strong user.  It typically has an upper spike a foot 

long, plus 12 other spikes of some nine inches length. Of 

the latter, 4 point to the cardinal directions, and the 

other 8 are in a pair of X-shapes set at opposing oblique 

angles, projecting up and down.  The Death star can be used to 

dismount, keep an opponent at bay, or even to catch (and, by 

twisting, disarm or break) opposing weapons.  It requires a 

PMPow of 18 to use.


Fauchard:  In Ch'in, Sung and Nanchao, a similar weapon 

is referred to as a guandao or yanyuedao; but also features a spike 

on the back of the blade for 2D6 'Piercing' PD if opted for.


Farzian Glaive (Glaive-Fauchard): This rather artistic-

appearing pole arm is principally employed in the west of 

Azir, the Farzians probably developing it first.  It delivers 

a vicious cut when the wielder chops with its long-bladed 

end, and if the foeman is not slain or disabled thus, the 

hooking fauchard portion can be used with an inward pull to 

dismount or upset.  This weapon requires a strong PMPow of 16 

at minimum.


Francian Fauchard (Fauchard-Glaive Guisarme): This pole 

arm is a favorite of Savoyards and is also found in some of 

the surrounding lands.  It stabs, cuts, pierces armor, 

dismounts, and can be used to disarm opponents or break 

their weapons.  The metal head is a bit over three feet in 

length, while the pole is usually kept to a 5-6' size, to 

make it some 8+ feet in average in total length.  If a foe 

gets past its deadly business end, though, there might be 

trouble for one using this weapon.  The wielder must have at 

least a PMPow of 17.


Glaive Serjeant (Glaive-Fork): A simple pole arm much 

used by militia in western Aeropa for centuries, the Glaive-

Fork remains popular today. Its two-foot long head is 

usually set atop a pole of eight or more feet length. The 

warrior plying it can stab with the long blade, cut with its 

edge, or set/thrust to catch a foeman in the fork and pierce 

with the pointed tine at the glaive's back. The minimum 

PMPow for employing this weapon is 16.


Hook: This metal weapon has a sharply pointed end 
about three inches long, curving in typical hook fashion around 

half a circle to a shank a bit longer, and also a hand grip. 

Typical of this instrument is the cargo hook employed by 

Stevedores; it is also a martial arts instrument. Of other 

note, some individual missing a hand may have a hook 

attachment fitted for the arm.


Jo Stick:  The jo stick should be listed as about 4 feet in length;
 The similar hanbo staff more properly being of 3-foot length.


Kama: An Oriental weapon adapted from the sickle, and 

used in pairs by martial artists (see Combat, Hand-to-Hand, Lethal), 
this weapon otherwise compares to the fang or the simple farmer's sickle. 
It requires no above-average strength to use.

Kanabo (tetsubo):  This weapon of Nippon resembles a large 
club of 5'to 6' length that has metal studs surrounding the striking end; 
or is sheathed in studded metal.

Katar: A weapon found originally in Delhi, Kashmir and Sindraj, it is a 
special dagger with a blade about 1 foot long with an H-shaped crossbar 
behind it that allows for a “punch” attack.  The blade is slightly thicker 
at the end and is excellent for penetrating leather, ring and chain armors.

Khazirian Fork (Demi-Lune Fork): This is a most useful 

sort of pole arm, often 10' or more in length, used by 

Khazirians and others in the Mare Ostrum's eastern regions. 

The jagged inner edges of its hooking blades tend to ensnare 

and wound foes, easily holding at bay or dismounting any 

rider moving towards the wielder, while the straight central 

blade of the Demi-Lune Fork will pierce and slay. The length 

and relative heaviness of the weapon's head means that a 

persona must have at least a 15 PMPow to use it.


Knife, Throwing: This is a specially crafted weapon 

balanced for perfect accuracy. Typically it is actually 

dagger-like, sharply pointed and having a double edge. Flat, 

with little grip for the hand, it is not particularly useful 

as a hand-to-hand-combat weapon, but is an easily carried 

and deadly missile in trained hands.


Kukri: This is a form of knife similar to a recurved machete, 

with an overall length of about 1½ feet.  The point curves downward 

and the weapon is designed primarily for cutting attacks. It is primarily 

known from the Northern area of Hind and into Nepal and Tibet.

Kusari-fundo/Manriki-gusari: This is a chain of about 
two-foot to four-foot length with weights on either end.  It can 
entangle an opponent’s weapon and potentially disarm.  Generally 
used in Nippon.


Kusarigama: This Oriental weapon requires skill in both 

Axe and Whip Sub-Areas. It consists of a sickle-like blade 

set on a haft of about 10-20" long, with a light metal chain 

of about 4' to 6' length fastened to the butt of this 

handle. To the other end of the chain is secured an ovoid 

iron weight of two or so pounds weight. The hafted hook 

portion of the kusarigama can be used as a fang-like weapon, 

or whipped out to inflict damage, entangle, and/or throw 

down an opponent. The weighted end of the chain can be used 

as a second Florentine flail weapon at the same time the 

hook is wielded. It can otherwise be employed alone as a 

flail, whipped to inflict damage, entangle, and throw down 

an opponent. The minimum PMPow required for full use of 

this weapon is only 12.


Leiomano: This weapon is a flat, paddle shaped club with shark 
teeth (generally, tiger or great white) affixed around its edges.  A marlin 
nose spike is sometimes mounted from the handle for a downward stabbing 
attack.  Usually found in Insulæ Maori or Polynesian islands.  It is mostly 

ineffective against metal armor.  A minimum PMPow of 12 is required for 
effective usage of the weapon.

Lion's Tooth (Spetum-Ranseur Partisan-Guisarme): This 

is a fairly recent development in pole arms, now used 

principally by Lyonnesian light infantry companies. It 

serves all major functions -- i.e. piercing, cutting, 

keeping at bay, dismounting, disarming, and breaking enemy 

weapons. However, it is not as effective as could be wished 

when used against the well-armored foeman. A 16 PMPow is 

needed to use this implement.


Lombard Axe (Voulge-Fork): A Milanese pole axe, the 

Voulge-Fork has been used by levies and regulars alike. The 

cleaver blade shears armor fairly well, the top spike 

pierces foes, and the back projection (with its angling 

point) serves admirably as a fork for slaying or keeping the 

adversary at bay. It is a heavy implement, though, so the 

wielder must have a PMPow of 18 or greater.


Macuahuitl:  This club weapon resembles a wooden paddle 

with razor-sharp obsidian shards embedded around its edges.  It is a
 favored weapon of the Teclan, but is ineffective against metal armor.

  The wielder must have a PMPow of 14 or greater.

Magyar Glaive (Glaive-Guisarme Spetum): The Bohemians 

and Magyars are prone to equip formations with this multi-

purpose pole arm. It delivers cutting and piercing attacks, 

dismounts foemen, and even has a projecting blade to disarm 

or break weapons. Its sharp points and backspike make it 

useful against heavily armored opponents too. One must have 

at least a 16 PMPow to use this weapon.


Mambele (Shongo): This is a sort of composite knife-axe that 
has three or sometimes four pointed blades protruding at different angles.  
Though it may be used as a hand weapon, it is designed for throwing and 
generally does Piercing PD (50% chance of Cutting or Piercing PD if 
wielded as a Hand Weapon; PD remains the same).  Generally found in 
Central and South Afrik.

Neck Breaking: See added details in "Hand-To-Hand Combat, 

Lethal".

Net, Weighted (See Missile Weapons table): This is a 

very strong mesh of cord similar to the hand net employed by 

a shallow-water fisherman. The net is circular, with lead 

weights set symmetrically around its edge, and a heavy line 

onto which its wielder holds fast. The net spreads open when 

hurled, and the weights draw it down as it settles. A tug on 

the line closes the net as a drawstring does a pouch. When 

used as a weapon it can be quite deadly, for once it settles 

over its target it can't be removed, and its confining mesh 

makes arm movement virtually impossible. Furthermore, the 

trapped subject can be tugged from his feet and thrown down 

prone.


Neustrian Claw (Fauchard-Fork Glaive): Another of the 

Francian pole arms which have spread to much of Aeropa, the 

Fauchard-Fork Glaive has both convex and a concave cutting 

edges, its pointed ends can pierce, and the branching 

portion forks to make it fairly efficient at keeping an 

opponent at bay. It is both inexpensive and relatively easy 

to forge, and can be mounted on a shaft of 10' or more 

length if desired. A minimum PMPow of 15 is needed to employ 

the weapon.


Patu:  This is essentially a flattened club made of stone or 
whalebone.  It is used by forward thrusting to break ribs or a downward 
thrust upon the head.  It is a common weapon in Insulae Maorii, and 
found in Lemuria as well.

Pike, Boarding: This nautical weapon is a much-

shortened version of a broad-headed pike, with a shaft about 

six feet long and a head 1' in length. There is a crossbar 

at the base of the pike's head, one end of this bar being 

elongated and curved to form a gaff-like hook. Boarding 

sailors equipped with these weapons can thus simply thrust 

and stab, or use the hook portion to secure the opposing 

vessel or snag an enemy. An opponent caught by the hook will 

be pulled down and thrown prone. The weapon requires a 

minimum PMPow of 14 for its use.


Pitchfork: The farm implement consists of a handle 

shaft and two or more metal tines. These are generally used 

for moving hay or straw, but can also serve as weapons, 

though of course none are of above Average quality. No 

strength requirement applies.


Savoyard Glaive (Glaive-Guisarme Voulge): This form of 

pole arm is seen from Iberia to Neustria, and eastwards 

beyond the Rhine as well. It pierces, cuts through armor, 

and dismounts opponents. Typically set on a six- or seven-

foot shaft, the weapon is usually mixed with longer ones in 

a formation. The wielder needs a hefty PMPow of 17 or more 

to ply this weighty tool.


Scythe: The reaping instrument of the agrarian for 

cutting swathes of grain or hay, this farm tool can be 

pressed into service as a weapon of fair sort, albeit 

cumbersome, slow, inflicting moderate damage only, and 

requiring at least a PMPow of 12 to use. Two handles and a 

long slightly curved blade all project from a warped staff 

having a surprisingly ergonomic shape, considering its 

ancient origins.


Shinobe zue: This Oriental (ninja) weapon seems a plain 

bo stick or staff. It has a hollow center, however, 

containing a 5' to 6' length of chain, and becomes a staff-

chain -- a far more deadly instrument -- on the release of 

same. The chain can be returned to its hiding place in one 

minute, but until this is done the staff portion can serve 

as nothing more than a handle for the chain.


Sickle: This agricultural tool is usually nothing more 

than a curved blade on a short wooden handle, used for 

cutting grain, clearing weeds, etc. There are military 

versions of this weapon, especially in the Orient; such 

variants have a less curved blade and sometimes a longer 

handle. The sickle needs only a minimum PMPower of 10 to use 

to full effect.


Spear (4' - 6'):  The Taiaha is a spear used by the Maori of the 
Titanic Ocean that is generally entirely carved of koa wood with a long, 
flat spear blade surface.  The Iklwa is a very short thrusting spear of about 
3' with a wooden handle and a long iron spear blade used by the Zulu of 
South Afrik.
Spear (16' - 23'):  The Sarissa is traditionally used by Macedonia, 

Thrace and Ionia soldiers for the phalanx style of attack.


Strangle Hold: See added details in "Hand-To-Hand Combat, 

Lethal".

Sunsetsu:  This is a metal rod of 5" to 6" length with a sharp spike 
on either end.  It is held within a fist to strengthen the blow, or can be used to 
drive either spiked end at an enemy.  There is sometimes a metal ring attached 
to the middle that the middle finger can be slipped through for stability.  This 
weapon is used by thugs and assassins (ninjas) in Nippon [The shobo is a wooden 
version, and the emeici is a version used by Ch'in and Sung martial artists, primarily 

for stabbing].

Sword, Falcata:  This Iberian sword is single-edged with the blade 

curved downwards and somewhat convex near its end.  The Farzian 
kopis is identical. It requires a minimum PMPow of 14 to use properly.

Sword, Ida:  This sword is relatively long and widens at its point, which is 

also slightly heavier.  It is generally sharp on both sides.  Used in western Afrik.

Sword, Jian: This is a fairly long single-handed 

double-edged sword of Ch'in that is similar to the long sword, 
but with smaller wings on its guard.  It requires a minimum 

PMPow of 12 to use properly.
Sword, Khanda: This is a relatively long double-edged sword 

of Delhi, Kashmir and Sindraj with a fairly blunt tip, designed to deliver a forceful 

cutting blow. It has a guarded grip and a spike on the pommel which 

may be gripped to deliver a two-handed blow.


Sword, Kilij:  This is a single-handed, single edged 
scimitar-like sword that has a blade flaring somewhat wider near the 

end.  It is used mostly in Byzantium and the Roumania-Balkan regions 
of Æropa.


Sword, Kriegsmesser:  This is a saber-like sword (knife) with a blade of

just over 3 feet in length and having a two-handed grip knife-like handle.  

It is mostly used in Germania, Saxony and Thuringia.

Sword, Ninja-to: This is a relatively short straight-

bladed Oriental weapon. While it has only normal damage 

capacity commensurate with similar swords, the Ninja-to is 

an excellent parrying weapon because it is fast. Add its 

weapon points to the parrying chance, and from the roll made 

to parry deduct the Speed Factor of the opponent's weapon. 

The Ninja-to requires a minimum PMPower of only 12.


Talmark Axe (Battle Axe-Guisarme): This double-bitted 

pole-axe is most frequently seen in the Skandian lands and 

the states around the Baltic. It has a top spike, and can 

thus be used to thrust as needed. But its main attack 

functions are its axe blades, and a supporting guisarme-like 

lower back space is useful for hooking and pulling down 

mounted opponents. It requires a PMPow of no less than 17 to wield.

POLE ARMS
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RULES ON ARMOR
Mythus* Game Rulebook, page 247, first column, insert the 

corrected table given here:
Armor Categories

#
Category

Areas

1
Jacket, coat

Ultra-, Super-, Vital

2
Helmet


Ultra-, Super-

3
Vest, shirt

Ultra-, Super-, Vital

4
Gloves/hands

Non-Vital

5
Trousers


All

6
Thigh guards

Vital, Non

7
Leg/shin guards (greaves)
Non

8
Shoulder guards

Non

9
Arm guards

Non

10
Groin Cup (fauld)
Super-

11
Gorget


Ultra-

12
Camail (coif)

Ultra-, Super-

Page 247, Column 2; Insert between Natural Armor and Humanoid Armor:
HEKA-ENGEDERED ARMOR

For any sort of Heka-engendered Armor (Physical, Mental, Spititual, and Heka), only one casting of each sort may be in place at any given time.  Thus, a caster might have Armor, Physical, Armor, Mental and Heka Armor all cast upon themselves, but not two separate Armor, Physical or two different sorts of Heka Armor at one time.  Any subsequent casting of a redundant Armor nullifies and replaces the initial casting(s).  However, the Grade I and Grade II Elemental School Elemental Shield Formula and Elemental Armor Cantrip may be cast in conjunction with an Armor, Physical casting (see page 60 and 61 of Mythus Magick).  Likewise, the Ethos of Sunlight Grade III Shield of Belief Spell will work in conjunction with the other Armor types.  Note that in addition to this rule, only one Astrology Influence-type casting or one Mysticism Hour-type casting can be in effect at one time on any individual.  If an Astrology Ascedant Cantrip is used, then two Influence castings are allowed to be in effect at once, but both castings end with the shortest duration of the two castings.
Page 247, Column 2 [under Humanoid Armor] and Page 226, Paragraph 2:

Dodging


This currently says that SF penalty of 5 or higher makes 

this impossible. That is incorrect, and should read:


Dodging: Each SF penalty factor above 5 subtracts 1 from the 

dodging factor of the wearer.
Pages 248-9, add the following column to the tables there:
Human(oid) Armor

Item


Category #

Ailettes (Tartschen)

8

Armet



2

Back-Plate


3

Baju Emperau


1

Banded Mail


-

Banded Chain Mail

-

Bavière



11

Bazu Bands


9

Boots



7

Brassarts


9

Breastplate (Plastron-de-fer)
3

Byrnie (Sark, Hauberk)

1

Camail (Coif)


12

Chain Mail


-

Chausses (Greaves, Jambart)
7

Chukchi



8

Coudière


9

Cuirass (Lorica)


3

Cuissart, Plate


6

Demi-Brassarts


9

Demi-Jambarts


7

Demi-Plate (leg)


7

Demi-Vambraces


9

Epaulières


8

Gambeson (Aketon)

1

Gauntlets


4

Gorget, Plate


11

Helmet (Helm)


2

Helmet, Crested (Combed)
2

Helmet, Pot


2

Helmet, Salade


2

Helmet (Salade) with Mentonnière
2 & 11

Hoguine



6

Jerkin (Vest) of Boiled Leather 

(Cuir Bouilli)


3

Koryak



12

Leather Armor


-

Leather Armor, Studded

-

Plaquet



3

Plastron



3

Plate, Armor Suit


-

Plate Armor Suit with Pauldrons
-

Plate Armor, Three-Quarter Suit
-

Plate, Mail Suit


-

Poleyn (Garde-de-Bras, with Plate)
7

Ring Mail


-

Roundels


8 or 9

Sabbatton (foot plate)

9

Scale Mail Suit


-

Shield, Adaga


-

Shield, Buckler


-

Shield, Kite (Small)

-

Shield, Kite (Large)

-

Shield, Round (Small)

-

Shield, Round (Large)

-

Shield, Tower (Small)

-

Shield, Tower (Large)

-

Skull-Cap, Bronze

2

Skull-Cap, Leather

2

Skull-Cap, Iron/Steel

2

Splinted Armor


-

Taces



(6)

Tuilles



6

Visor (Only with Helmets, Salades


 & Bascinet)


2

Page 249, Column 2
Plate Armor with Pauldrons: cost should be 35,000 (not 55,000).

Page 250, column 1
Banded Mail of Nippon is called O-yoroi, and the section protecting chest, abdomen and back is called Do-maru (Chang Shen Da Jia in Ch'in and Sung).
Page 250, column 2
Chain Mail of Ch'in and Sung is called Suo Zi Jia.
Armor Damage & Repair

> Insert in Combat, Chapter 12, page 255, column 1, prior to 

"Averaged Armor":
Non-Average Quality Armor: The above assumes that the armor 

in question is of Item Quality 'Average'.  Adjust the number of 

times the armor's protection value can be exceeded as follows for 

the various armor qualities:


Poor

-7
(3)


Below Average
-5
(5)


Average

 0
(10)


Above Average
+2
(12)


Exceptional
+5
(15)


Unsurpassed
+10
(20)

(In parenthesis: excess of protection hits to destroy)

This chart is based on “regular” types of armor; but for each part out of 16 
[up to 8 parts] of adamantine used in forging armor with iron or steel add 
both one more hit above 12 that the armor can endure and add +1 to protection 
value of each Damage type of the armor (including Electrical, as adamantine 
is not a good conductor).  Thus, Unsurpassed armor with 4 parts adamantine 
could withstand 16 penetrating hits and counts toward +4 armor vs. all PD values.  
See page 112 for more information on adamantine.
Note: Shields, just as worn armor, likewise absorb damage and 

are subject to destruction as if they were worn armor.  They 

are assumed within the armor if the JM employs averaged 

armor, so that shields are made useless concurrent with armor 

loss.
> New Heading: Combat, Chapter 12, page 255, column 2; insert 

prior to "More on Damage to Personas":

Armor And Use Of Castings

Unless specifically stated otherwise or if there is an 

obvious conflict between the magick and the armor, and 

subject to the Journey Master's final ruling; the wearing of 

armor by a practitioner, partial or full, does not prevent the 
casting of heka [full plate mail/armor suits are impractical, 
on many levels; amongst those being the extra electrical PD a 

caster could take, potential limited visibility from helm, limited 
manual agility with gauntlets, etc.].  Frankly, the casting or 

“held casting” of a Grade I Physical Armor Cantrip is a much
better choice!
There is a caveat, as well.  Each SF penalty factor 
adds to the delay in action of the caster as regards initiative. 

Thus, armor's SF penalty will delay the activation of a
Casting, even an Eyebite, albeit only for some fractions of a 

second or thereabouts.

The use of any sort of a shield while employing any 

sort of casting, other than Eyebite castings or those triggered 
by a glyph or object, is prohibited.
> Correction to page 263
Under the listings for Black Plague and Typhus, CON-T should be changed to CON-R.
Sample Diseases

> Add to page 263, expanded list of sample diseases:

Anthrax
CON-R: 30 (spread mostly by close contact with animal carriers or breathing in spores in an infected area)

INCUBATION: 3D10 days

STR: 60 (30 for cutaneous)
SHORT TERM: In cutaneous form, painless lesions on skin, fatigue; rarely followed by toxic blood infection and death.
LONG TERM: In the lungs; fever chills, nausea, coughing, shortness of breath; sometimes fatal in 48 hours after these symptoms, with shock followed by respiratory failure.
Black [Bubonic] Plague
CON-R: 50 (spread by fleas and easily by almost any contact)
INCUBATION: 3D6 days
STR: 40
SHORT TERM: (1) Inflicts 15 points of PD per week (30 points maximum) with fever, headaches, vomiting, and buboes (swollen lymph glands); (2) Victim spends 10 hours/week doing the “Dance of Death” (writhing uncontrollably for 10 points of PD for each hour).
LONG TERM: With such a high PD rate, the victim is likely to die in a week or so.
Botulism

CON-R: 40 (contracted from eating infected food)
INCUBATION: 12D6 hours
STR: 30
SHORT TERM: Weakness, lethargy, blurred vision, slurring of speech.
LONG TERM: Respiratory issues, potentially leading to death.
Cholera

CON-R: 40 (spread by consumption of infected food or water)
INCUBATION: 1D6 days
STR: 30
SHORT TERM: Vomiting, diarrhea, muscle cramps
LONG TERM: Severe dehydration, potentially leading to death.
Dysentery

CON-R: 30 (spread mostly by infected food or water, but also through close physical contact)
INCUBATION: 1D3 days
STR: 20
SHORT TERM: Bloody diarrhea, cramps, fever.
LONG TERM: Dehydration; in severe cases may lead to death.
Hemorrhagic Fever [Ebola]
CON-R:  70 (spread by contact with infected animals or people; possibly by blowflies)
INCUBATION: 1D3 weeks
STR: 70
SHORT TERM: Fever, headache, muscle pain, diarrhea, internal and external bleeding.
LONG TERM: Shock from fluid loss often leads to coma and then death [6+1D6 days].
Influenza

CON-R: 30 (spread by contact or airborne droplets)
INCUBATION: 1D3 days
STR: 10 – 30 (depending on strain)
SHORT TERM: Fever, sore throat, rhinorrhea, coughing, muscle pain, fatigue.
LONG TERM: In severe cases, respiratory issues can lead to death.
Malaria

CON-R: 60 (spread by mosquitos)
INCUBATION: 3D3 + 6 days
STR: 60
SHORT TERM: Headache, chills then fever, nausea, jaundice.
LONG TERM:  Seizures, coma and organ failure leading to Death, if not treated.  Malaria can be cured, but it requires Herbalism or other treatment to repair.
Rabies

CON-R: 90 (spread only by bites from infected animals)
INCUBATION: 1D3 months
STR: 90
SHORT TERM: Fever, lethargy, confusion, aversion to water, nausea.  Ultimately paralysis and comatose state.
LONG TERM: Death, if not treated.  Rabies can be cured, but it requires Herbalism or other treatment to repair.
Sleeping Sickness

CON-R: 60 (spread by Afrikkan tse-tse fly)
INCUBATION: 1D3 weeks
STR: 90
SHORT TERM: Fever, headaches, joint pain, confusion.
LONG TERM: Loss of muscle coordination, followed by Death, if not treated.  Sleeping Sickness can be cured, but it requires Herbalism or other treatment to repair.
Smallpox

CON-R: 30 (prolonged close contact spreads the disease)
INCUBATION: 1D3 weeks
STR: 30
SHORT TERM: Fever, vomiting, mouth sores.
LONG TERM: Fluid-filled blisters all over the body that scab over; potentially Death.
Typhoid
CON-R: 30 (spread mostly by infected food or water, but also close contact with carriers).

INCUBATION:  1D3 + 4 days
STR: 20

SHORT TERM: Fever, fatigue, headache, nausea, stomach pain.  

LONG TERM:  After about three weeks, dehydration, intestinal damage, and “muttering delirium”; possible death.
Typhus
CON-R: 60 (spread by fleas, lice, etc.)
INCUBATION: 2D3 days
STR: 40
SHORT TERM: Fever, headache and muscular pains.  
LONG TERM: Death, if not treated.  Typhus can be cured, but it requires Herbalism or other treatment to repair.
Sample Poisons

> Add to page 267, expanded list of sample poisons:

Arrow Frog Toxin
STR: 60

LONG: Long (up to 1 year)

ER: Immediate

PURPOSE: Injury and paralysis

FORM: Liquid (secreted from frog skin), injected by dart or arrow generally

NOTES: Heart arrhythmia, paralysis, death.  There is no natural antidote.  Only obtained from Amazonia rain forest. 

Arsenic
STR: 10 - 15

LONG: Long (indefinite)

ER: Slow (1D10 hours)

PURPOSE: Injury

FORM: Powder which is ingested

NOTES: Causes throat constriction, vomiting, diarrhea, and ultimately dehydration, coma and liver failure.

Belladona (Nightshade)
STR: 21 - 30

LONG: Medium (1D10 days)

ER: Slow (1D10 AT’s)

PURPOSE: Injury

FORM: Either berries or a liquid derived from the same, both of which are ingested.

NOTES: Side effects include hot flashes, extreme thirst and delirium, culminating in convulsions, coma and respiratory failure.  Found in central and southern Æropa and Azir.

Castor Toxin (Ricin)

STR: 60

LONG: Long (degrades rapidly at over 175° F)

ER: Slow (1D6 + 4 hours) 

PURPOSE: Injury

FORM: Fluid or powder

NOTES: Respiratory issues, seizures, death.  Found in east Afrik, Near Azir and Hind.

Chlorine

STR: 20

LONG: Very short

ER: Fast (6D3 BT’s)

PURPOSE: Injury

FORM: Gas which is inhaled

NOTES: Induces coughing, burning of the respiratory tract, asphyxiation, and death.  Has the odor of strong bleach.

Curare

STR: 30

LONG: Very short (Volatile if exposed to air)

ER: Immediate (1D3 CT’s)
PURPOSE: Paralysis & Injury

FORM: Liquid (brown resin), injected by dart or arrow generally

NOTES: Relaxes muscles, in fatal dosages respiratory difficulty and ultimately cardiovascular failure. Only obtained from north-east Amazonia.

Cyanide

STR: 40
LONG: Long (powder) or Very short (gas)

ER: Fast (1 - 20 BT’s)

PURPOSE: Injury

FORM: Powder which is ingested, or volatile gas which is inhaled

NOTES: Induces headache, drowsiness and rapid heartbeat, followed by convulsions, coma and death.  Has the odor/taste of almonds.

Datura
STR: 20 - 25

LONG: Long

ER: Slow (1D10 AT’s)

PURPOSE: Injury

FORM: Either seeds or powder; ingested.

NOTES: Causes headache, delirium, blindness, convulsions, coma, and sometimes death over 24 hour span.   Found in Vaargard and Near Azir/Hind region.

Death-Cap Mushroom (Amanita)

STR: 35

LONG: Long

ER: Slow (1D6+6 hours)

PURPOSE: Injury

FORM: Pieces or powder

NOTES: Affects liver and kidneys initially.  Nausea and vomiting, then seizures, followed by death.  Found in Æropa, western Azir, Atlantl, Magmur, and Vaargard.

Goliath Puffer Fish Toxin

STR: 50

LONG: Long (not destroyed by cooking, freezing or drying)

ER: Fast (1D6 + 4 CT’s)

PURPOSE: Injury

FORM: Liquid ingested; sometimes on darts

NOTES:  Lips and tongue go numb if ingested.  Tremors, cyanosis, and paralyzation follow, and then death from respiratory failure.  There is no natural antidote.  Distilled version of goliath puffer fish venom (notably a bit more powerful than naturally occurring); only obtained from Azirian & Magmur Titanic Ocean region.

Hemlock/Yew

STR: 30

LONG: Long (1D10 weeks)

ER: Fast (2D6 CT’s)

PURPOSE: Injury

FORM: Herbal or liquid form, ingested

NOTES: Causes a fast-acting numbness, followed by death.  Hemlock emits a musty odor, while yew is fetid.  Found in Æropa, Azir, Atlantl, and west-coast Vaargard.

Monk’s Hood (Wolf’s Bane)

STR: 25 - 30

LONG: Medium (1D10 days)

ER: Slow (1D10 AT’s)

PURPOSE: Injury

FORM: Liquid which is ingested

NOTES: Causes gastrointestinal distress, numbness, and ultimately cardiovascular paralysis.  Found in Æropa, Azir, Atlantl, and Vaargard.

Othalanga (Suicide Tree)

STR: 25 - 30

LONG: Long

ER: Slow (1 – 2 days)

PURPOSE: Injury

FORM: Seed or powder, ingested

NOTES: Headache, vomiting, cardiac arrhythmia, coma, and death.  Found in Hind.

Puffer Fish (Torafugu) Toxin

STR: 70

LONG: Long (not destroyed by cooking, freezing or drying)

ER: Fast (1D6 + 4 CT’s)

PURPOSE: Injury

FORM: Liquid ingested; sometimes on darts

NOTES:  Lips and tongue go numb if ingested.  Tremors, cyanosis, and paralyzation follow, and then death from respiratory failure.  There is no natural antidote.  Distilled version of puffer fish venom; only obtained from east Azirian & northwestern Lemurian Titanic Ocean region.  Sometimes used by Ninjas (Nippon Assassins).

Strychnine (Nux Vomica)

STR: 50

LONG: Very Long

ER: Medium (1D6+3 AT’s)

PURPOSE: Injury

FORM: Liquified, generally in an alcoholic medium.

NOTES: Distinctive bitter taste.  Causes enhanced hearing and stiff back, followed by interspersed periods of convulsions and muscle relaxation, ending in respiratory failure.  Source is Hind, Bengal, Burma, and Siam.

> Add to page 273, list of Susceptibilities:

Acid

Alkali

Cold

Ferrous metals [addenda] (includes cast iron, wrought iron, carbon steel, and alloy steel)

Fire/Heat

Lead

Meteoric iron (“cold iron”)
Negative heka

Positive heka

> Add to page 275:

At the end of the paragraph for Normal Physical Healing, add: “See also the Physical K/S Area First Aid.”

Corrected Heka-Generating K/S Areas Table

> Mythus* Game rulebook, Chapter 13, page 276, Column 1, 

correct as follows:
Heka-Generating K/S Areas
(Add)

Physical TRAIT Areas
Base Heka Generation

Smithing & Welding
STEEP


Note 3: Dweomercræft and Magick are the two K/S Areas 

necessary for Full Practice.


Full Practice: If able to channel full heka, the persona 

applies a multiplier of 10 to the higher of the following 

STEEP scores: Dweomercræft or Vocational School (Sub-Area). 

However, if Magick K/S STEEP is lower than the one otherwise 

to be used, it is used instead, i.e. Magick STEEP must equal 

or exceed STEEP in Dweomercræft and its Sub-Areas. Then to 

multiplied STEEP, and STEEP in the other K/S Area and Sub-

Area(s), if any, is added Mental TRAIT score for K/S Areas, 

MR CATEGORY for Vocational School, and MMCap for all other 

Schools (Sub-Areas).


Partial Practice: The persona adds STEEP to MM and MR 

CATEGORY scores for Dweomercræft and Magick K/S Areas, 

respectively. For Dweomercræft K/S Area Sub-Areas STEEP and 

MMCap ATTRIBUTE is added.


Compare Priestcræft/Religion details in Note 6.


Note 6: Priestcræft and Religion are the two K/S Areas 

necessary for Full Practice (with the Vow [q.v.] required).


Full Practice: If able to channel full heka, the persona 

applies a multiplier of 10 to the higher of the following 

STEEP scores: Priestcraeft or Ethoi (Sub-Area). However, if 

Religion K/S STEEP is lower than the one otherwise to be 

used, it is used instead (i.e. Religion STEEP must equal or 

exceed STEEP in Priestcraeft and its Ethos Sub-Area). Then to 

multiplied STEEP and STEEP in the other K/S Areas is added 

Spiritual TRAIT score for K/S Areas and SM CATEGORY for 

Ethos.


Partial Practice: The persona adds STEEP to SM and SP 

CATEGORY scores for Priestcræft and Religion K/S Areas 

respectively. For Priestcræft K/S Area Sub-Area Ethoi STEEP 

and SMCap ATTRIBUTE is added.


Note that whether full or partial practitioners, those 

individuals with Priestcræft/Religion K/S Areas can never 

have more than one Ethos Sub-Area. Each must select an Ethos, 

and the remaining four Ethoi are forever sealed to them 

thereafter. Castings, STEEP, and heka thus cannot and may not 

be gained from multiple Ethoi. This is in sharp contrast to 

the Schools of the Dweomercræft/Magick combination as 

detailed in Note 3.

HEKA APERTURE

> Insert in Mythus* game rulebook, Chapter 13, page 277, 

column 2, before "Regenerating Personal Heka." See also 

cross-references hereafter.
Heka Aperture Rule


The maximum amount of additional heka -- that is, heka 

added to that needed to use a power or activate a casting, 

including those for a Mental or Spiritual attack -- is 

determined by the Heka Aperture capacity of the individual 

channeler/practitioner. (As regards to power use, assume a 

level maximum expenditure of 100 heka points to 

activate/utilize the power.) The total amount of additional 

heka energy that can be used in a Mental or Spiritual attack, 

or added to a power use or casting, is determined as follows:


Heka Aperture = Channeler's/practitioner's highest STEEP 

in a Prime heka-generating K/S Area (x2 if a Full 

Practitioner) plus 10 per additional heka-generating K/S Area 

possessed.


Example: Clovis the Priest is facing off against the 

Necromancer Borgodod. Clovis' Priestcraeft STEEP is 47, and 

he has seven other heka-generating areas, so he can channel 

94 (47 x2) + 70 (10x 7 K/S areas) for a maximum 164 

additional points of heka into a mental or spiritual attack, 

power, or casting. Borgodod has 90 STEEP in Necromancy and 

nine other heka-generating areas, so he can channel 90 + 90 

(10x 9 K/S areas) for a maximum 180 additional points of heka 

into a mental or spiritual attack, power, or casting. This is 

a fairly even match! Note that even if Clovis chooses to try 

a Grade IV casting costing 75 points of heka, this does not 

affect the heka aperture addition of 164; while if Borgodod 

expended heka in a Spiritual attack power to equal or exceed 

one or more of Clovis' ATTRIBUTES or a TRAIT, the heka 

required above the 100 maximum for such power use would come 

from the heka maximum governed by the Heka Aperture, i.e. 

Borgodod could use no more than 280 points in such an attack.

For creatures without K/S areas but which possess powers, use 

the following:

Slightly magickal

30-50 (or 15 per ability)

Moderately magickal
70-100 (or 20 per)

Highly magickal

120-170 (or 30 per)

Exceptionally magickal
190-250 (or 45 per)

Regenerating Personal Heka

Mythus* Game rulebook, Chapter 13, page 277, Column 2: 

correct as follows.
ACT Heka Regeneration

Heka Source
Means of Restoration
Time
ATTRIBUTE
Sleep


6 hours



Prayer & meditation
2 hours



Trance


1 hour

CATEGORY
Sleep


8 hours



Prayer & meditation
3 hours



Trance


2 hours

TRAIT

Sleep


10 hours



Prayer & meditation
4 hours



Trance


3 hours

Heka Generated Through ACT


Heka generated through TRAIT(s) base and K/S ability due 

to ATTRIBUTE, CATEGORY, and/or TRAIT addition to STEEP must 

be regained separately from other (STEEP) heka and is 

restored as is shown on the ACT Heka Regeneration table 

above.

> Insert in Mythus* Game rulebook, page 277, after 

"Regenerating Personal Heka":
Casting Use While Wearing Armor


It is possible for the Journey Master to allow the wearing of armor and/or use of shields (for eyebite castings in the latter case) for personas able to employ heka castings.  For details of this please refer to page 255, under the heading "Armor And Use Of Castings."

> Insert in Mythus* Game rulebook, page 304

Under Awarding Exceptional Accomplishment Points, there is the line: “See page ** of Chapter 11 for notes regarding these.”  The ** should be 136.
> Amend To page 322 in Mythus* Game rulebook

Under the Comparative Sizes and Physical Ratings table; change Gigantic (mountain) entry to Gigantic (titanosaur, blue whale).

Natural Weapons Speed Factor Table (Optional):

> Add to page 310


Ratio: Size of Attacking Creature vs. Human Size

Attack Type
0.1
0.25
0.5
1
2
3
6
12
18+

Bite

0
1
1
2
3
4
5
6
7

Bite, Snake
0
0
0
1
1
2
3
4
5

Claw/Talon
0
0
1
1
2
3
4
5
6

Constricting
-
-
2
4
6
8
10
12
14

Horn/Tusk
1
1
2
2
3
4
5
6
8

Smash

-
-
1
2
3
4
5
7
9

Trample

-
1
2
3
4
6
8
10
12

> Insert in Mythus* Game rulebook, page 310, under "Creating Monstrous Things" after fourth paragraph on adjusting physical speeds:

Note that just as size affects the physical speed of a creature, it will also affect the Physical Avoidance value in a like manner.  Also, all Avoidance values for certain powerful beings (devas, demons, fiends, etc.) are better served for game purposes by assigning a value based on the sum of the two Speed Attributes divided by two.  Hence, a Deva would have an Avoidance of 35/35/35.  If one requires a justification for this beyond balanced playability, it is easy to see that many creatures such as this have such a high P-TRAIT, formidable armor and/or heka-engendered protections as to render “avoidance” as somewhat moot.
> Amend To page 322 in Mythus* Game rulebook

Under the heading for Orc; change “Contact: Ferrous metal” to Contact: Ferrous metal (x1) and Insinuation: Ferrous metal (x2).
> Amend To page 324 in Mythus* Game rulebook

Under Commentary/Description of Snake, Coral, it should read: “If this were a krait rather than a coral snake, …”

> Amend To page 325 in Mythus* Game rulebook

Under the heading for Ogre; change “Contact: Iron” to (x1) and “Insination: Iron” to (x2).
> Amend & Add To page 331 in Mythus* Game rulebook

The Average Armor listing for Dragon (Common) should be:

62  50  50  62  62  50  62
> Amend & Add To page 332 in Mythus* Game rulebook

Under Elf, Færie and Fay, listings for Priestcræft should read Priestcræft (Balance or Moonlight).

> Amend & Add To page 334 in Mythus* Game rulebook.

Under the heading of Hobgoblin, Susceptibilities should be: Contact and Insinuation: Ferrous metals x1.
> Amend & Add To page 335 in Mythus* Game rulebook.

Under the heading of Drake; the P TRAIT values should read: P: 640, WL: 480, CL: 576, and the 

PM Cap, PM Spd, PN Cap, and PN Spd should all be 134.
Also; Susceptibilities should be: Contact and Insinuation: Ferrous metals x2.
> Amend & Add To page 335 in Mythus* Game rulebook.

Under the heading of Goblin, Susceptibilities should be: Contact and Insinuation: Ferrous metals x2, and Allergy should be: 1 ATs exposure to ferrous metal inflicts 1 point of PD/CT thereafter.
> Amend To page 335 in Mythus* Game rulebook.

“Slaugh” should be spelled Sluagh.
> Amend & Add To page 339 in Mythus* Game rulebook.

Under the Gamemaster’s Introduction to the “Condemned As Galley Slaves” adventure, add the following nautical terms for increased “saltiness”:

“Ahoy!”: Greeting. (Perhaps “Shlan!” in Trade Phoenecian or “Āiyā!” In Trade Ch'in)
Alee: Side of ship sheltered from wind.
“Avast!”: Desist, Hold fast.

Belaying Pin: Wooden or iron pegs inserted in pinrails along the bulwark to secure rigging; sometimes utilized as clubs. To “belay” is to halt, as “Belay that order!”
Berth: Sleeping area.

Bilge: Lowest inner part of a ship’s hull (often equipped with a pump to remove water).

Binnacle: Non-magnetic compass stand; often with a lamp.

Bow: Front of a ship.

Bulwark: Boundary along some ship’s deck edges to prevent falling into the water.
Cable: 600 feet (100 fathoms).

Careening: Shifting a ship to one side (by moving ballast) at low tide in order to clean the hull.

Crow’s Nest: Lookout structure at the summit of the mainmast (masthead).

Fathom: 6 feet.

Forecastle (Focsle): Bow superstructure.

Foremast: Second mast, towards the bow.

Galley: Kitchen.
Grog: Half a gill of rum watered down with an equal amount of water; issued to the crew.

Head: Toilet.
Hull: Sides and bottom of a ship.

League: 3 miles.

Leeward (Alee): Direction the wind is blowing towards.

Mainmast: Centrally located mast.

Mizzenmast: Third mast, towards aft.

Poop: Aft hull superstructure.

Rigging: Set of ropes or cables supporting masts and controlling yards and sails.

Scuppers: Pipes that allow the draining of deck water through the bulwark.

“Shiver me timbers”:  “Shatter my boat to pieces”.

Spar: Thick pole serving as mast or yard.

Squall: A sudden localized storm with low clouds, often with rain, sleet or snow.

Weather Gage: Term used for a vessel upwind from another; usually in combat.

Yard: Horizontal pole across mast from which a sail hangs.
> Amend & Add To page 376 in Mythus* Game rulebook.

If the JM wishes to utilize Sklomo from the “Condemned As Galley Slaves” adventure at a later date as an encounter, be sure to design several subordinates (including partial-practitioner casters [such as a Sorcerer and Shadowy Darknees priestcræfter], a mercenary body guard, an assassin, etc.) that are generally in his vicinity.  He possesses another fully-crewed galleas, the Ram of Yamm for his personal use.  As well, the JM might equip him with the following:

Short sword: Magicked to +10 to BAC and +6 to PD.

Small Crossbow: +10 to BAC; Has 10 magicked bolts that inflict 2D6 piercing and 3D6 Electrical PD on a successful hit.

Medallion: With symbol of Phoenecian deity Yamm; drops the FAC of any attack by 10 [adds 10 to the roll of the attacker attempting to strike; no cost] and upon command word of wearer [1 CT] heals 40 Physical TRAIT damage points of its wearer (holds one charge).
  Note that Sklomo is neither physically powerful in combat, nor a major user of heka; he is extremely cunning and a strategist and should be played as such!  He will not wish to directly face capable HPs if the choice is available and will usually have an “escape route” available.  Although he is the mastermind of the Starfire Guild (as well as possibly being a member of the Mago independence faction), he is fairly low-ranking as an associate of the Accursed!
>Add To page 387 in Mythus* Game rulebook.

Under Appendix F:  As stated, gunpowder (as well as mercury fulminate, picric acid, nitroglycerine, trinitrotoluene, and other percussive compounds) does not function in a normal manner.  This is reiterated under the description of the Chemistry K/S Area on page 139.  At best, such compounds will burn at a very slow rate and smoke, but do not detonate.  Alchemists are able to make an explosive gas, generally involving heka-infused hydrogen or methane, but this is quite volatile and not particularly popular as it poses a great risk for its user!

  Likewise, larger steam-based devices do not function to deliver power as they would on Earth [a geyser will still blow and a tea kettle will steam, but man-made steam power generators lose energy relative to their capacity].  Physics is not “broken” [direct applications of force such as using a lever, ramp, gears, or pulley still work; inertia, friction and gravity on Ærth still function as normal, unless affected by heka!], but some aspects are altered.  Perhaps it is an ancient entropic force related to the presence of Heka; or maybe it is the combined will of the deities sometimes suppressing the laws of thermodynamics in these instances.  Whatever, the reason… the intent of this milieu is geared towards “swords and sorcery”, and as such guns, high-explosives and steam engines have no place!  Individual JMs may alter this of course, but this particular setting was not designed for such technology (although rules exist for altering magick and technology for those able to travel between parallel worlds; see page 390).  There are other settings in the system as well; Changeling Urth with science fantasy and the Earth of Unhallowed that possess modern tech and varying degrees of magick; and one might devise “steampunk”, “super-hero”, “lost civilization adventure”, “American Old West”, or “hard” science fiction milieus (cyberpunk, mecha battles, interstellar voyaging, etc.) to name a few using the DJ system where various levels of tech and/or magic are present and thus would be better served.  If a JM has decided to develop a swords and sorcery milieu for the game, good players will respect that and not “twink” it by trying to include technology or genres of which their HP would, arguably, not even possess a notion of (even if they have traveled to a different genre setting, the “rules of Ærth” still apply when they return)!
>Add To Appendix I: page 393 in Mythus* Game rulebook.
  After the end of section 1 (b), add the following:

  In cases where theJM wishes to allow an HP to be brought back from death, in addition to the Astrology Grade IX casting Influence of Pisces, one might allow one of those extremely rare Priestcræfters with a Religion and Priestcræft K/S of 101 or higher (likely an OP…) to use the following Basic Tutelary Casing:

Casting Grade X (Special)

Resurrection Ritual:

  Time: Instantaneous

  Area: 1 subject

  Distance: Touch

  E/F/M: This ritual requires the presence of symbols sacred to the deity of the Priestcræfter and seven full ATs of prayer.  At the least, the original skeleton [which might or might not be missing a hand, part of a leg, etc. from an injury accrued at a time prior to death] of the deceased must be present and the spirit of the subject must not have attained and bonded with its next plane/sphere of habitation (unless it is the same as that of the caster, in which case the deity concerned might allow it).  Note that the resurrected individual must not have died of old age, as the underlying health problems would still be present barring immediate and subsequent additional casting for rejuvenation and/or additional healing.  Pathogens or poison that might have killed the recipient are expunged by the casting, but any previous missing limbs from earlier injuries would still be gone.  The caster must expound in his/her prayers upon the need of the deceased to an undertaking favorable to their deity.  If their roll against their STEEP is then successful, the deity will restore the dead persona to life and full health in all three TRAITS.  There is no limit on time elapsed since death per se, as long as the aforementioned criteria are met (However, barring restless spirits, most souls bond with their destination plane within 1D100 days; the JM must roll for this).  For every week beyond the first that the target has been deceased, an additional 50 Heka points must be expended above the initial 300.  No life force is drained from the caster or surroundings as the added Heka and whatever Deity is involved supply the revitalizing force.  Note that deities of weal will be loath to bring back those who serve any Darkness ethos, so the need in such a case would have to be great indeed!  JM discretion must be exercised…

  Be aware that the Priestcræfter involved with the casting will most likely demand a hefty monetary fee (at least 10,000+ BUCs) and/or service from the individual or party for this service.

>Add To Appendix K: Glossary page 398 in Mythus* Game rulebook.

Acre:  A measurement of land equal to one chain by one furlong in dimensions (or, 10 square chains or 43,560 square feet).

>Add To Appendix K: Glossary page 399 in Mythus* Game rulebook.

Ectoplasm: A cloudy or viscous substance that spirits use to form PPM or even FPM forms.

>Add To Appendix K: Glossary page 400 in Mythus* Game rulebook.

Impact:  Physical Damage caused by falling onto a hard surface, being struck by a large solid object, or being caught in a concussive shockwave.  This type of damage typically ignores armor.

>Add To Appendix K: Glossary page 402 in Mythus* Game rulebook.

Qi (Chi): Far east-Azirian term described as the “life force” circulating within a creature; it is different from heka and sometimes used by Mystics and practitioners of martial arts.  It is called prana in the Hindic subcontinent, Ægyptians call it ka, Atlantlans refer to it as vitonai, and Lemurians call it ho'ch'ul.
>Add To Appendix K: Glossary page 402 in Mythus* Game rulebook.

R Factor: This is a rating of heka resistance; the number being the minimum required additional heka points needed in order for a casting to affect a specific creature.  At the JM’s discretion, the R Factor may also reduce direct and indirect Damage from castings or powers.  It is also called “General Resistance” (see page 28 of Mythus Magic).
>Add To Appendix K: Glossary page 402 in Mythus* Game rulebook.

Rood:  ¼ of one acre (10,890 square feet).
>Add To Appendix K: Glossary page 402 in Mythus* Game rulebook.

Speed Factor:  A number reflecting the relative speed of a weapon and various combat actions that is added to the Initiative to decide order of actions during a CT.  The higher the result, the later the action in a CT.  See weapon tables (pg. 236 – 239) and modifier table (pg. 210).
>Add To Appendix K: Glossary page 402 in Mythus* Game rulebook.

Spirit: Generally, self-willed remnants of humans or humanoids that are of NPM or PPM form (some few, such as the Mediumship Spirit Guardian, can achieve FPM).

>Add To Appendix K: Glossary page 402 in Mythus* Game rulebook.

Stone:  A weight of 14 pounds.
>Add To Appendix K: Glossary page 402 in Mythus* Game rulebook.
.


Talent: A weight in precious metal used in the Mare Librum area of roughly 67 pounds [Babylonian/ Farzian], roughly 60 pounds [Ægyptian], roughly 76 pounds [Hasurian], roughly 57 pounds [Greek], or roughly 71 pounds [Italic].  Assume an average talent at 66 pounds.
> Amend & Add To pages 404, 406 and 407 in Mythus* Game rulebook.

Under Appendix L: Vocation Definitions, the Vocations of Demonurgist, Nethercræfter and Sorcerer (respectively) should contain Sorcery as a major K/S Area in the descriptions [in lieu of or in addition to Conjuration].

> Amend & Add To Appendix L on page 405 in Mythus* Game rulebook.

Jester:  A jester, or “fool”, is an entertainer specializing in jokes, japes, satire, and physical comedy; and therefore, steeped in Buffoonery, Thespianism, Current Events, Acrobatics/Gymnastics, and Juggling.  They might also possess skills such as Music, Legerdemain, Impersonation, etc.  Jesters are usually of SEC 2 to 6, depending on the level of their skills and their possible employment by aristocrats; the upper SEC being rare indeed.
> Add after page 408 in Mythus* Game rulebook.
APPENDIX M:

VOCATION EQUIVALENCIES:
  This is a listing of geographic-specific Vocations from across Ærth.  These may be utilized by players to add a greater “flavor” to a campaign if they are interested in a specific region and its people.  Others are certainly possible and can be integrated with research… Enjoy!
Ahkahina: Priestcræfter [Lemurian]

Akicita: Warrior [Lakota]
Akutô: Bandit [Nippon]
Anauša (Persian Immortal): Mercenary/Soldier with STEEP in Combat, HW: Sword (Falcata) & Javelin (Aršti) [Farz]

Ashigaru: Mercenary/Soldier typically with Combat, HW: Pole Arm (Naginata) [Nippon]

Awqalli: Warrior [Inca]
Bāru: Priestcræfter with Astrology and Divination [Babylonia]

Bhikkhu/Bhikkhuni (m/f): Mendicant Monk [East Azir]
Biwa hōshi: Bard; usually playing biwa [Nippon]
Büge/Idugan (m/f): Shaman; sometimes with Sorcery [Mongolia, Samarkand, Tartary]

Caballero: Cavalier/Knight [Iberian states]

Cavaliere: Cavalier/Knight [Milano, Naples, Rome, Tuscany, Venice]

Centurion: Mercenary/Soldier with Combat, HW: Sword (Spatha) and Combat, MW: Javelin (Pilum); Large Tower Shield (scutum) or Large Round Shield (parma). [Naples, Rome]

Charan: Bard with an emphasis on Combat, HW [Delhi, Kashmir]

Chevalier: Cavalier/Knight [Francia]

Ciké: Assassin [Ch'in, Liang, Manchuria, Sung]

Cossack: Mercenary/Soldier with Combat, HW: Sword (Saber), Combat, MW: Bow, Compound (Mamai), and Riding K/S skills [Ukrimia, Slovia, south-west Siberia]
Dahnawa Danatlihi: Warrior [Cherokia]
Didanawisgi: Medicine Man (with Divination in place of Medicine, Oriental) [Cherokia]

Gala: Priestcræfter [Babylonia]

Gamba: Warrior [Zimbabwe]
Gladiator: Warrior or Mercenary with Combat, HW: Gladius &/or Trident/Net (Retiarus) [Naples, Rome]

Guerrakoa: Warrior [Lemurian]
Hăidào: Pirate [Ch'in, Liang, Manchuria, Sung]

Hajduk: Bandit (often with Greco-Roman or Slavonic Religion) [Southeast Æropa]

Hashashin: Assassin [Babylonia, Farz, Backtrokush, Kabul, Hasur, Shamash]

Hatúwi: Medicine Man (with Divination in place of Medicine, Oriental); usually wearing a wooden “False Face” mask [Iroukia]
Hijiri: Mendicant Monk [Nippon]

Hippeus:  Knight, using spear and sword; often without a shield. [Achaea, Epirus, Macedonia, Thrace; note: also refers to an elite Spartan hoplite]

Hoawoppih: Warrior [Shoshone]
Hoplite: Mercenary/Soldier with Combat, HW: Sword (Xiphus) and Combat, MW: Spear [7'-9'] (Doru); and carrying a Large Round Shield (Aspis).  Note that Spartan hoplites (Hippeis) are particularly able! [Achaea, Epirus, Macedonia, Thrace]

Hosge'egehda: Warrior [Iroukia]

Impi (Udwi): Warrior with Combat, HW: Spear (4'-6') (Iklwa) [Zulu]

Inentye: Warrior with Combat, MW: Boomerang [northern Magmur]

Ixt: Shaman [Tlingit]
Jadugar: Dweomercræfter [Bengal, Delhi, Hind, Sindraj]

Jagun: Warrior [Benin, Darfur, Mandingu tribes]

Jèli (Jali. Arokin): Bard; usually playing a kora [West Afrik]

Jianshi: Mercenary/Soldier [Ch'in, Liang, Manchuria, Sung]

Juju: Medicine Man (with Sorcery in place of Oriental Medicine) [Benin]

Kahuna: Medicine Man (with Conjuration in place of Oriental Medicine) [Hawaii]
Kaitoa: Warrior with Combat; HW: Spear (4'-6') (Taiaha) and Club (Patu) [Insulae Maorii]

Kengo [“Sword Master”]: Mercenary or Cavalier/Knight with STEEP of 75+ in Combat, HW; Sword (No-dachi/Odachi or Katana); practitioner of kenjutsu. [Nippon]

Kensei [“Sword Saint”]: Mercenary or Cavalier/Knight with STEEP of 95+ in Combat, HW; Sword (No-dachi/Odachi or Katana); practitioner of kenjutsu.  [Nippon]

Kheshig: Warrior [Mongolia, Samarkand, Tartary]

Koa: Warrior [Pukare, Hiluo, Luhiva Jungle, and the Roahu Tribes]

Kumosō: Mendicant Monk wearing a sedge basket over their head and playing a bamboo flute [Nippon]
Kurdaitcha: Shaman [Magmur]

Lama: Priestcræfter with Apotropaism and Mysticism [Tibet, Bhutan]

Legionnaire: Mercenary/Soldier with Combat, HW: Sword (Gladius) and Combat, MW: Javelin (Pilum) and using Large Tower Shield (Scutum) or Large Round Shield (Parma). [Naples, Rome]

Maamiikaahkia: Warrior [Kahokia, Illini, Miami]
Magi: Priestcræfter, Sunlight with Alchemy and Astrology [Farz]

Maguol: Dweomercræfter [Atlantl]

Mapantjara: Shaman (sometimes with Sorcery) [Western Magmur]

Mganga: Witch Doctor [Zimbabwe]

Naabaahi: Warrior [Navaho]
Nahualli: Shaman (with Sorcery) [Tecla]

Nakhuna: Dweomercræfter [Lemuria]
Ninja (Shinobu): Assassin (with martial arts weapons incl. Ninja to, Nunchakus, Manrikigusari, Shuriken, etc.) and skilled in Acrobatics/Gymnastcs K/S [Nippon]

Nottoopolwitta: Warrior [Shawnee]
Onmyōji: Conjuror skilled in Divination [Nippon]

Otomi: Warrior with STEEP in Combat, HW: Macuahuitl [Tecla]

Paladin: Cavalier/Knight with Religion and Priestcræft, Sunlight; adherents of chivalry [Western Æropa]

Pandit:  Priestcræfter [Bengal, Delhi, Hind, Sindraj]

Pight Tilikum: Warrior [Salishinook]

Qishi [Youxia]: Cavalier/Knight with Combat, HW: Dao [Ch'in, Liang, Manchuria, Sung]

Rajput: Cavalier/Knight Combat, HW: Khanda & Katar and Combat, MW: Chakram; followers of the devi Karni Mata [Delhi, Kashmir, Sindraj]

Ritter: Cavalier/Knight [Germania, Saxony, Teutonia, Thuringia, Bohemia]

Sabūm: Soldier [Babylonia]

Saltigue: Diviner [Senegal]

Samurai: Cavalier/Knight with Combat, HW: Katana and Wakizashi; followers of bushido [Nippon]

Sangoma: Shaman/Witch Doctor [Zimbabwe, Zulu]

Shinshoku: Priestcræfter [Nippon]

Shugenja: Shaman (able in Mediumship and Exorcism) [Nippon]

Shujaa: Warrior [Kongo, Zimbabwe]

Sōhei: Monk, Martial with perhaps a greater emphasis on hand weapons [Nippon]

Soldaotl: Mercenary/Soldier [Atlantl]

Sophet:  Priestcræfter with Law and Public Administration [Hasur]

Sorser: Sorcerer [Ys, Brettony]
Strelitz [Streltsy]: Mercenary/Soldier with STEEP in Combat, MW: Bow and Combat, HW: Sword (Saber) [Russ]

Teodote: Priestcræfter [Atlantl]

Tetlachihuiani: Witch Doctor with Sorcery/Conjuration [Tecla]
Thuggee: Assassin (specializing in Garrote); followers of Kali [Bengal, Delhi, Hind]

Tlamacazqui: Shaman [Tecla]

Tulok: Warrior [Inuit]

Uccakka: Thief [Bengal, Delhi, Hind, Sindraj]

Viking (Wicing):  Warrior or Seafarer with STEEP in Combat, HW: Axe, Battle &/or Sword, Broad [Skandian Æropa]
Wičháša wakȟán: Medicine Man (with Divination in place of Medicine, Oriental) [Lakota]
Wu: Shaman (often with Sorcery) [Ch'in, Liang, Manchuria, Sung]
X Eigaa Káa: Warrior [Tlingit]
Xarekat: Soldier [Senegal, Mandingu]

Yaka: Warrior [Kongo]

Yakuza: Thieves specializing in Criminal Activities, Mental and prone to use martial arts weapons [Nippon]

Yaowerra: Warrior [Atlantl]
Yoddha: Warrior [Bengal, Delhi, Hind, Sindraj]

You: Jester (often granted license to “mock without offense”) [Ch'in, Liang, Manchuria, Sung]
> Add to page 412, Index of Major Topics in Mythus* Game rulebook
Dodging  226

K/S: Tables  99 – 100

Languages  96, 100 – 101

Metals  112

Movement  131, in Armor 247

Perception  96

Technology  387, 390

Weapon, Durability (Parrying) 228

Weather  381 – 382

MYTHUS MAGICK BOOK
> Mythus Magick* book, page 6

Add:

Gem/Crystal Type
Reputed Properties
Azurite


Emotional health

Magnetite

Balance, positivity

Ruby


Compassion, concentration, drive, honor
Metal Type

Reputed Properties
Adamantine

Inflexibility, protection

Bronze


Motivation, vitality
Findrina


Færie friendship

Lodestone

[Add:] Sympathetic heka

Oricalcum

Longevity, resilience
> Mythus Magick* book, page 7

Add:
Herb/Plant Type

Reputed Properties
Acacia


Perseverance, integrity

Baobab


Life, positivity

Clover


Hope, faith, luck

Coconut


Nobility, pride

Comfrey


Bone-knitting, healing

Cyanchum

Healing, luck

Dandelion

Resilience, transformation

Ephedra


Respiratory health, alertness
Eucalyptus

Healing, rebirth

Ficus (Banyan)

Peace, unity

Hemp


Happiness, fearlessness

Holly


Peace, protection

Mustard


Growth, faith, creativity

Myrrh


Calmness, clarity

Sage


Wisdom, positive heka

Sesame


Spiritual purity, long life

Tobacco


Peace, spirituality

Turmeric

Fertility, prosperity

Yew


Immortality, resurrection

> Mythus Magick* book, page 8; preface to Notes on Heka Generating K/S Areas Table:
  With the noted exceptions (such as Astronomy, Music, Poetry/Lyrics, Smithing/Welding, etc.), K/S Area Heka may be used for any casting, power and/or operation.  In other words, if your HP needs to use a Dweomercræft, White Casting and has only Astrology Heka left, then he can use Astrology Heka to power a Dweomercræft, White Casting (or, vice-versa).

> Mythus Magick* book, page 10, before PARTIAL PRACTITIONERS
Mage-Priests/Priest-Mages

  To be a Mage-Priest, the Caster must take the Dweomercræft, School Vocation, take the Priestcræft and Religion K/S Areas and have a Mental TRAIT of 101 + and a Spiritual TRAIT of 91+.  If that is the case, you then roll against the lower of MMCap or SMCap.  In the case of a Prlest-Mage, the HP must have the Priest, Specific Ethos Vocation, a Spiritual TRAIT of 101 + and a Mental TRAIT of 91+, take the Dweomercræft and Magick K/S Areas, and then succeed in a roll against the lower of MMCap or SMCap.  In either case, the rolls are against DR "Hard."   A mage-priest (or priest-mage) gets both Mental and Spiritual TRAIT in their total Heka automatically.
READIED CASTINGS


In the Mythus Magick* book on page 26 under the optional 

STEEP modifiers, there is the cryptic mention of "readied" castings, 
showing a +10.  That bonus is correct.  Here is how to have an HP 
"ready" a casting.
Ready Castings


1) Select up to three castings to be "ready."  From 
Known castings of the persona select three to be ready quickly, 

'just in case'.  It really doesn't make any difference which 

K/S Areas are involved, or even which Known castings are 

selected.  The type of casting selected is important.  Example: 

Three are chosen.  Let's say, for the sake of this exposition, 

that one is a Charm, one a Cantrip, and one a Spell.


2) Ready them. It takes as long to “ready” a given casting 

as it does to cast one from an unreadied state.  Thus, in the 

example given above it will take 1 CT for the charm to be 

readied, 5 CTs for the cantrip, and 1 BT for the spell, a 

total of 16 CTs of time, or 48 seconds. During this time the 

practitioner must be totally undisturbed. Any disturbance 

means the preparation must begin anew.  Some heka could be 

lost if there is disturbance; see Penalty A, below.


3) Pay for them. The heka needed to activate each and 

every casting for ready status must be paid for up front. As 

each casting is readied, the practitioner stores the heka 

points required for activation along with the readied 

casting, more or less in a frontal lobe of his brain, shall 

we say.  The heka point cost might be relatively low (if all 

are under Grade V) or quite high.  In addition, any R or PD 

additions must be made at this time and can't be changed 

later.  That is, the practitioner gets exactly what he paid 

for when the casting or castings were readied.


When this is all done, each readied casting must be 

written down with all heka costs/additions noted.  Heka so 

expended is removed from the persona's current total heka.


4) Using a readied casting. The JM should allow not only 

the +10 STEEP addition for a readied casting, but should also 

allow a reduction in activation time as well. This is shown 

as follows:

Casting "readied"
Activation time is now...

Eyebite

no different

Charm

same CT as cast, as last event in that CT

Cantrip

1 CT

Spell

2 CTs

Formula

3 CTs

Ritual

5 CTs

You'll notice that having castings readied is a big boon to 

practitioners as regards the delay for activation.  This is 

offset to some considerable extent by the following:
Penalties for Readied Castings


A. If the caster is distracted/hit when reading or 

attempting to activate one of the readied castings, it and all 
others in the readied state are lost.  In that loss, all heka expended 
to ready them is likewise gone. 

B. If the persona opts to employ a casting other than 

one in the readied state, all of those in readied state are lost as 

regards to being especially prepared.  The heka necessary to 

activate/reinforce a readied casting or castings is lost, just 

as in case A, above.  This only applies to casings from the HP;
not those used from a scroll or device.
  (In either case, a kinder JM might allowthe caster to roll at base 
‘Hard’ vs. the respective TRAIT value divided by two of the 
Archetypical Casting K/S Area they are attempting to use; rolling
 under that value resulting in no loss of additional readied castings 

in the first case or no loss of any in the second case).

  
Obviously, Charms are not the best candidates for readied castings, and even Cantrips could be avoided for the most part.  Spells, Formulas and Rituals are best served here.  The readied castings should generally be offensive/defensive capability [including those for “escape”] castings, as these are the type generally needed “in a hurry”.  As well, a Dweomercræfter has access to the Grade II General Dweomercræft Hold Effects Spell.  The general concept here is to allow casters to utilize useful magick during a sudden situation without rendering them over-powered!

Note that an HP’s personal Heka availability is their maximum capacity to retain and channel heka at any specific time; so, personas are not able to retain readied castings and regenerate to their full heka level.  The JM is best instructed to have any readied castings heka “seep out” once an HP sleeps for four or more hours, and not allow a surplus of stored personal heka at any rate!
> Add to page 27 at the end of the Time Required For Casting paragraph

A potential complaint for Casting Time is that some Castings require more time to execute than an average combat sequence lasts (1 BT or so…).  While this is certainly true, there are a number of offensive and defensive Charms that are readily available in 1 CT, and Readied Castings can be used by any sort of caster to have certain castings that would require a longer time to be more quickly available.  Also, there are some castings such as Dweomercræft Hold Effects Spell or Spellsinger Ready Canon Charm, for example, which can decrease casting times.  Strategy must also play a role here.  The party suspects that the subterranean complex they are about to enter might harbor unliving creatures?  Time, perhaps, for a Mysticism Hour of the Cat Ritual before entering!  Want to bring back a companion who died in an encounter?  Sadly, if it is possible, that might have to wait until there is adequate time (and heka, or BUCs!) to do so!  Also, as HPs gain magicked items, they will have readily available effects at their disposal (albeit requiring some extensive time and heka to recharge after usage, perhaps).
> Add to page 28 at the end of the Target Resistance section 

The General Resistance part of the table is also referred to as the “R (Resistance) Factor”.  It is the minimal amount of additional heka required in order to affect a heka-resistant creature.  Additionally, the JM may subtract the R factor number from any points of Physical, Mental or Spiritual Damage inflicted if a casting (or innate power) succeeds (from the “base” Damage, before any multipliers are applied).  Thus, a casting aimed to affect a Common Seelie Dragon would require 28 additional points of heka for a chance of success, and if it did succeed, 28 points would be subtracted from any total base Damage of a casting (or power), if any, inflicted!  Note that the remainder of the table applies to when castings are used upon a creature that is not merely to cause “indirect or direct damage” as per the explanation above.
  SOME OF THE CASTINGS ARE LISTED AS THE INCORRECT TYPE (CHARM, CANTRIP, SPELL, ETC.) ON THE TABLES VERSUS THEIR DESCRIPTIONS IN THE MYTHUS MAGICK BOOK.  CONSULT THE MYTHUS GAMEMASTER SCREEN BOOKLET FOR THE CORRECT LISTINGS!
BOUNCE CHARM

(Correction/Clarification)

> Mythus Magick* book, page 34

Area should read: 1 creature or item (up to roughly 20 cubic feet).
DISJUNCTION CHARM

(Correction/Clarification)

> Mythus Magick* book, page 34

The Distance for this casting should be 1 rod/10 STEEP.  Note that this charm affects active castings within a certain area or upon personas.  It does not “unbind” magick items! (see: Heka-Forger Grade IX Unbinding Formula)  Also; unless targeted upon a magick effect wrought by the caster themselves (in order to end a casting early, for example) it will target the weakest casting in effect in its area and automatically draw the necessary heka from the caster to negate it (assuming the caster has enough heka for this to occur; if not, the casting is unsuccessful and the 20 heka points of activation are lost!)
QUICKEN CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 35

Note that further castings of the Quicken Cantrip (or similar castings such as the Spellsinger Doublequick March Cantrip) upon those already affected will not result in additional effects!  Only actually living subjects may be quickened (thus, heka-created constructs such as golems or homunculi are not affected).  Also, for each additional HP that Quicken is cast upon, an additional 20 points of heka must be spent.
TRIGGER EFFECT FORMULA

(Correction/Clarification)

> Mythus Magick* book, page 36

Note that a Trigger Effect is not a “personal” spell (i.e. – cast on a persona); it is a “fixed area” spell (see: Dweomercræft, General Grade II Hold Effects Spell; this has a time limit and makes it obvious that it was never intended for an HP to carry around multiple castings on their person for indefinite periods waiting to be activated!  This would defeat the very concepts of “personal heka” and “heka reservoirs”).  Each trigger requires a simple, single, specific event to be declared for its activation (for example, “If anybody enters this corridor/room; then activate [name of Casting to be triggered]”).  All heka, both for the Trigger Effect Formula and the casting to be held is cast when the trigger is set.  Only one trigger may be set and active at any given time [if you require a justification, then say there is a tenuous heka link that remains between the caster and the trigger area within the heka field around Ærth…].  It’s a Grade I casting… don’t “overthink” it!*
  *It should be noted that this casting was added in by Gary, whereas Dave Newton did many of the castings, and it was not edited for clarity before publication.

TRUDGE CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 35

Note that further castings of the Trudge Cantrip (or similar castings) upon those already affected will not result in additional effects!  Only actually living subjects may be decelerated (thus, heka-created constructs such as golems or homunculi are not affected).  Also, for each additional HP that Trudge is cast upon, an additional 20 points of heka must be spent.

HOLD EFFECTS SPELL

 (Correction)

> Mythus Magick* book, page 37
Change the Time to 1 AT/ STEEP (thus allowing a caster with a STEEP in Dweomercraeft of 50, fior example, to hold a casting up to 4 hours and 10 minutes).   Compare to the Dweomercræft, General Grade VI Quickcast of Inhetep Charm.
HEKA DARTS CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 39

Note that as per page 220 of the Mythus Corebook, Average Armor is used for Damage considerations if applicable, and there is no Location Roll.  Heka darts cannot start fires, as they are simply magickal constructs of force.

DAYLIGHT CANTRIP

(Correction/Clarification)

> Mythus Magick* book, add to page 41
Daylight Cantrip (Description was omitted):

   Time: 1 BT/STEEP

   Area: 1 rod diameter/10 STEEP

   Distance: 1 rod/10 STEEP

   E/F/M: This cantrip brings into being a light as bright as full daylight, extending through the visual spectrum and partially into the ultraviolet.  Nocturnal or subterranean creatures will be blinded for the duration of the casting and for 1 BT for each CT of exposure after the casting subsides.  Any creature of origin from the Plane of Shadow is driven back by this radiance, taking any requisite damage, and Undead/Unliving and such creatures as are harmed by sunlight will take appropriate Physical Damage from exposure. Compare to Grade II White School casting Daylight Cantrip.  [Note: Due to some redundancy with another casting, the JM may choose to omit this casting from the General Dweomercræft list]
NEGATIVE GRAVITY CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 41
Negative Gravity Charm (Description was omitted):

   Time: 1 BT/STEEP

   Area: 1 subject

   Distance: Touch

   E/F/M: By this casting, the force of gravity is reversed for the subject creature such that said creature becomes weightless and rises into the air.  For every point of STEEP the caster possesses, 10 pounds of weight (but not mass…) are nullified.  Note that armor/weapon weights must also be taken into account [thus, a 200-pound mercenary in plate mail with a long sword would weigh about 255 pounds]!  The effect will raise the subject to 1 foot/STEEP of the caster above solid ground, but obstructions, wind, inertial hits, and such must be borne in mind.  Otherwise, the subject will achieve equilibrium at the maximum height until the casting ends; at which time they will fall and take requisite Impact PD.  Note that a successful HTH Combat K/S (if available) roll or a roll against (PM Cap + PN Cap) divided by two, at the appropriate DR, must be made in order to touch an unwilling and aware subject.  Compare to the more powerful Grade IX Elemental School casting Newton’s Negative Gravity Spell.

ARMOR, FULL PERSONA HEKA CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 41

The limit of armor available per casting is equal to the caster’s full amount of personal heka.  Note that this casting blocks only heka-based damage, not regular physical, such as a sword blow; and it expires within 10 ATs!  Compare to Grade IV Armor, Heka Cantrip.
HEKA BOLT CHARM

(Correction/Clarification)

> Mythus Magick* book, page 42

Note that as per page 220 of the Mythus Corebook, Average Armor is used for Damage considerations if applicable, and there is no Location Roll.
REVERSE ATTACK CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 42
 
Note that this charm reflects intentional “directed attacks” from others at the affected subject.  This includes both Lethal and Non-Lethal attacks.  It does not include damage from traps, area effect castings, natural disasters [i.e. – a hailstorm, avalanche, etc.], or say; falling under a charging horse’s hooves [the horse(s) had no direct antipathy towards the subject].  If an animal willfully attacked, say a tiger or a velociraptor, then there would be damage reversal.  Also, a net meant to entrap several people [area effect] would not be reversed, but a net cast at the individual subject would be.  Note, also, that the armor considered for the reversed PD is, naturally, that of the persona that launched the attack.
WEAPON OF DEFENSE CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 43
This Charm is such a high Grade because it summons a weapon of noteable quality and allows the Dweomercræfter an opportunity for a defensive parry where none would have been available, and otherwise enhances any subsequent parry or parries by a sizeable percentage for its duration.  This could be a lifesaver if a combatant has closed with the Dweomercræfter (although they are literally on the “defense”)!
WOUND SPIRITUAL CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 43
Wound, Spiritual Charm (Description was omitted):

   Time: Instantaneous

   Area: 1 subject

   Distance: Sight to 1 rod

   E/F/M: This dweomer inflicts a base 2D6 points of Spiritual Damage upon the subject.  For every 20 points of extra heka expended, an additional 1D6 of SD is added, but only up to 60 extra heka may be added [so, 2D6 + 1D6 to 3D6 extra SD].  The subject reduces this damage by any amount of Spiritual armor in effect at the time.  Compare to the Dweomercræft Black School casting Wound, Spiritual Charm and the Priestcræft Basic Tutelary casting Wound, Spiritual Charm.  [Note: Due to redundancy with other castings, the JM may choose to omit this casting from the General Dweomercræft list]

FORCEWALL CANTRIP

(Correction/Clarification)

> Mythus Magick* book, add to page 45

Change the Area to 1 cubic rod (Gary confused the terms cubic yards and yards cubed in his description); the last sentence of the E/F/M description should then read: “This casting can also be used to create a temporary bridge or pathway (by casting the wall sideways) of up to 166 yards (166 yds. x 1 yd. x 1 yd.) in length.”  As a regular standing forcewall, it is typically 56 yards [rounded up] (168 feet) long by 1 yard thick (3 feet) by 3 yards (9 feet) tall.  This is obviously best used in a wide-open area, as it will not manifest within an area of inadequate dimensions.
HEKA SHELL CANTRIP

(Correction/Clarification)

> Mythus Magick* book, add to page 45

For simplicity, give the Area as “1 cubic rod” (so, a cube 16.5 feet on each side; Gary confused the terms cubic yards and yards cubed in his description).  As it is an immaterial defensive force, it may be cast in areas of smaller dimension.
Delete the last sentence: “Compare to Astrology Casting Forcewall”, as there is no such casting.
QUICKCAST OF INHETEP CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 45

Directly following “…and a Formula…”, delete “a Cantrip” which was inserted by mistake.
TELEPORT CANTRIP

(Correction/Clarification)

> Mythus Magick* book, add to page 46

The line in the second paragraph of the description should read: “The cost of matter transported by the Casting as regards the caster and what that persona wears and carries is covered by the Heka used to activate the Teleport Cantrip…”
MERLIN’S TOWER RITUAL

(Correction/Clarification)

> Mythus Magick* book, add to page 47

Time should be 1 AT/STEEP, not BT.

MISSILE TRAP FORMULA

(Correction/Clarification)

> Mythus Magick* book, add to page 53

Note that these are negative heka missiles and are not blocked by normal armor, so as per page 220 of the Mythus Corebook, Average Armor is used for Damage considerations if applicable, and there is no Location Roll.
DEATH MAGICK RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 58

The Time for this casting is equal to the lowest TRAIT value of the target, after which it ends.

FIREKNIVES CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 60

Note that as these are matrerialized fiery knives rather than heka force that disregards normal armor, a Location Roll is given.

ICEARROWS CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 60

Note that as these are matrerialized arrows of ice rather than heka force that disregards normal armor, a Location Roll is given.

SLINGSTONES CANTRIP

(Correction/Clarification)

> Mythus Magick* book, add to page 60

Note that as these are materialized stone missiles rather than heka force that disregards normal armor, a Location Roll is given.
ELEMENTAL FORCE FORMULA
(Correction/Clarification)

> Mythus Magick* book, pages 61

The BAC for these elemental entities is equal to the caster’s STEEP in Dweomercræft, Elemental divided by two, plus 10 [So, a caster with STEEP of 50 would result in a BAC of 35].
ELEMENTAL HANDS CHARM

(Correction/Clarification)

> Mythus Magick* book, page 65

The caster must make a successful attack [HTH, Lethal or Non-Lethal] immediately upon completion of the casting [optionally, may hold it until the next CT].  If the attack fails, the effect is lost.  The JM may allow a roll against (PM Cap + PN Cap) divided by two to “touch” at an appropriate DR modifier for those without Combat, Hand-To-Hand K/S.
ELEMENTAL MISSILE CHARM

(Addition)

> Mythus Magick* book, page 65

A second paragraph should be added in the E/F/M: “The advantage of using this casting over the General Dweomercræft Grade III Heka Darts Charm would be (a) greater range (1 rod/STEEP versus 1 yard/STEEP) and (b) the versatility of choosing an attack form that could play into a target creature’s Susceptibilty (such as Fire against an ice-using/dwelling creature, or lightning against a metal-armored foe)that might lead to increased damage (heka darts specifically do Piercing PD).”
WINDBLAST CHARM

(Correction/Clarification)

> Mythus Magick* book, page 65

In the last paragraph of this Grade III Dweomercræft casting 
(Elemental School), make the following alteration to make it clear that the Effect of the casting persists for only 1 CT.


"...but 1D3 points Impact PD/CT/5 mph over 55 mph wind 

speed..."

Change to read as follows:


"...but 1D3 points Impact PD per 5 mph over 55 mph wind 

speed..."

The “/CT/” is erroneous and should be stricken.  Damage 

continuing each CT of exposure does not apply because the 

effect is not continuous in this casting, only a momentary one.

SUMMON ELEMENTAL AID CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 65/66

To clarify the Elementals involved, use the following:

Attacks


  Major (Common) Elementals attack 1x each CT against one opponent and 2x each CT against more than one opponent, with a BAC of 50.  The effects are as follows:


Ærth: 6D6+6 Impact/Structural Damage or 5D6 Chemical (Alkaline) PD
Air: 75 m.p.h. wind blast [roll vs. (PMPow + PNPow)/2 at DR “Hard” or be blown over] or 5D6 Electrical PD
Fire: Combustion of inflammables/melting of soft metals [bronze, copper, tin, etc; 2000º F] and 5D6 Fire PD

Water: Drowning effect [break free at PM Cat at ‘Hard’ or drown in D3+2 BTs] or 5D6 Impact PD
Armor Scheme:
Area
Pierce
Cut
Blunt
Fire*
Chem.*
Stun*
Elec.*
Ultra
40
40
40
40
40
40
40

Super
30
30
30
30
30
30
30

Vital
20
20
20
20
20
20
20

Non
10
10
10
10
10
10
10

Average
25
25
25
25
25
25
25


*This designates special effects of the attack form as noted below:



Fire elementals are immune to fire attacks


Ærth elementals are immune to chemical attacks



Water elementals are immune to stun/impact damage



Air elementals are immune to electrical damage

Non-enchanted weapons/non heka-based attacks do not harm major elementals.

  The incantation for this casting would run along the lines of: “By the power of my magick, I implore [name of a Lord of desired elemental type], Lord of [appropriate element], to grant me the service of one their servants!”

RUNIC SYMBOL SPELL

(Correction/Clarification)

> Mythus Magick* book, page 78

This casting is essentiallythe same as the General Dweomercræft Grade I Trigger Effect Formula, except that it is imbued into a rune or glyph upon a surface and can be given a bit more varied conditions under which it will trigger, and can incorporate a delay of effects if desired.  Example: “If a person or persons enter the room and touch this chest, wait 30 seconds and then activate [name of stored Casting]”.  Only one runic symbol for every 10 STEEP of the Gray Dweomercræfter may be set and active at any given time.
PLANAR BARRIERS CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 81

For the Celestial Layer “Effect Negated By” heading, it should read “Any Tutelary Non-Light Casting”.

FINNEYSCALE SPELL

(Correction/Clarification)

> Mythus Magick* book, page 85
  In the second application, this spell will transform the caster into a fish of roughly 2 to 3 pounds in weight; so think crappie, bluegill, small catfish,yellow or white perch, sea trout, Æropean bream, Afrikkann cichlids, tilapia, small koi, oscar, piranha, smelt, porcupine fish,  etc.  Naturally, the fish form assumed must be one the caster is familiar with.
THORNSPEAR CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 86
The description should read: "a caster can expend more Heka to create additional ones at a rate of one for each 20 points of STEEP possessed in the K/S Sub Area Dweomercraeft, Green School."  Note that as these are matrerialized wooden spears rather than heka force that disregards normal armor, a Location Roll is given.
AGING/AGELESS FORMULA

(Correction/Clarification)

> Mythus Magick* book, add alphabetically to page 91

On the Race/Age Table, add:

Dragon, Seelie (Common)
4000

Færie


1150

Fay/Peri


1730

Feng Huang

4000

Phoenix


700

Sprite


1000

Deev


1500

Drake


2000

Duergar


500

Hobgoblin

60

Kobold


300

Oni


3000*
Orc


70
  *Some Oni lords are effectively immortal
NATUREREMEDY CHARM

(Correction/Clarification)

> Mythus Magick* book, page 92
Under application (8), description should read: (up to caster’s STEEP in CON-R)
VEGETATE CHARM

(Correction/Clarification)

> Mythus Magick* book, page 94

In plant form, without any additional sensory organs, the caster can sense light and dark, ground and air vibrations (thunder, nearby footfalls or moderate noise), air and soil moisture, variations in temperature, and wind.  These may be interpreted accordingly by the caster’s mental abilities.
SILVERSPEARS CHARM

(Correction/Clarification)

> Mythus Magick* book, add to page 97

Note that as these are matrerialized siver-tipped wooden spears rather than heka force that disregards normal armor, a Location Roll is given.

SUNBEAM CHARM

(Correction/Clarification)

> Mythus Magick* book, page 98
The description should read: “Each CT of exposure to such light is equal to a BT of normal sunlight in this regard”.  Thus, a vampire exposed to this effect would receive 10D6+10 points of PD/CT. (It was either Dave Newton or Frank Mentzer that pointed this one out while we were meeting at Gary’s house…)
EXPANDED SPECTRUM CANTRIP

 (Correction/Clarification)

> Mythus Magick* book, page 103/104
The description should read: “…subjects are able to see into the supra-violet spectrum of energy or alternately utilize the normally visible spectrum”.
RESIST PARALYSIS SPELL

(Correction/Clarification)

> Mythus Magick* book, page 112

To clarify, this spell gives the recipient a Resistance factor to paralytic poisons, such as STR 30 curare or STR 40 offalgut venom for example, or instills Heka resistance points that must be overcome by a paralyzing [but not petrifying…] casting.  It does not stop any PD that may result from a toxin, only paralysis.  As it is dependent on the caster’s STEEP, it is likely to be ineffective against Supernatural or Entital paralysis.
FORCESTAFF CHARM

(Correction/Clarification)

> Mythus Magick* book, page 113

Note that the forcestaff is of “Unsurpassed” quality, and it should only be broken by a roll of 6 or less on a D% (see page 228 of the Mythus Corebook).
> Mythus Magick* book, add to Grade IV Castings on chart on page 110, and text on page 113
(This balances out the addition of Grade V “Healing, Major Charm” and can prove useful!)
Resist Petrification Spell:

  Time: 1 BT/STEEP

  Area: 1 subject

  Distance: Touch

  E/F/M:  During the Time duration of this casting, this Spell allows one creature to resist the petrification powers of such creatures as Medusae or Basilisks; and imbues a Resistance to petrification castings equal to one point per point of STEEP of the caster (one per two points of STEEP if a Partial Practitioner).  This casting does not affect paralysis.  Compare to Grade IV White Dweomercræfter Reverse Petrification Ritual (this casting is proactive and the comparison is reactive).
> Mythus Magick* book, add to Grade V Castings on chart on page 110, and text on page 113
(This addresses the lack of a “quick” healing type of Casting, but comes at a Heka cost!)
Healing, Major Charm:

  Time: Instantaneous

  Area: 1 subject

  Distance: Touch

  E/F/M: This casting is an improvement upon the Grade II Healing, Minor Formula.  It requires a shorter casting time and heals its recipient of 5D3 points of PD per 10 levels of STEEP of the Priestcræfter [up to the recipient’s maximum P-Trait].  The charm essentially consists of the Priestcræfter touching the subject and intoning “In [name of deity]’s name, be healed!”  Those of Gloomy Darkness ethos might be loath to use this casting for any but selfish motives.

WOUND, SPIRITUAL CHARM

(Correction/Clarification)

> Mythus Magick* book, page 113
The description should read: “Wound, Spiritual [not Mental] does a base of 1D6 points of such damage.”

INTERVENTION RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 116
The description should read: “However, in general, the effect will be to get a Quasi-Deity, Demigod, or Minor deity involved in the immediate concerns of the HP team.”  Thus, for example, Odin might send a valkyrie to assist a worshipper, Amaterasu might send a powerful kami, Ahura Mazda might send a yazata, etc.
MIRACLE SPELL

(Correction/Clarification)

> Mythus Magick* book, page 116

The deity involved in this casting will utilize great power derived from the Probability Plane to effect the “reversal of fortune”, as they deem fit.   Results of the casting are too numerous to detail, but here are some examples:  One deceased HP might actually be rendered comatose, only to regain sentience at an opportune time (in this case, the deity involved will simply inform the caster that the HP will “eventually” recover…).  A disastrous trap might subsequently expose an advantageous escape route.  An attack on a potential ally might gain their cooperation as they realize there was a misunderstanding and collaboration might be beneficial.  It is crucial that the Spell be cast as soon as possible after the event to be modified (literally, within a few ATs!), and prudence dictates that the caster must utilize this Spell sparingly lest they irritate the power they serve.  The JM must adjudicate each “miracle” accordingly, based on the situation, the expediency of casting and the power level of the caster’s deity!  Compare this to the White Dweomercræft Grade VIII Good Fortune Charm and Priestcræft Grade IX Shades of Probability Formula.
CONTINGENCY FORMULA
(Correction/Clarification)

> Mythus Magick* book, page 117
The Time listed for this casting should be “1 BT/STEEP and Special”.  Due to its limited duration, it is best cast just prior to entering a potentially hazardous situation.  Remember; this casting is aimed primarily at the creation of reactive magicked items and would likely receive a “permanence” casting to extend its duration in that application.
CLOUD ALL SENSES SPELL

(Correction/Clarification)

> Mythus Magick* book, page 147

This casting will cloud darksight, as its effects extend into infrared and ultraviolet spectra.  Creatures with hyperæsthetic senses will have such senses reduced to “human norm” level.

UNDERHILL RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 147

The opening sentence of the E/F/M should read “The Underhill Ritual Casting requires two ATs…”

SUNDOG CHARM

(Correction/Clarification)

> Mythus Magick* book, page 156

Note that the Sundog’s flare effect is 1 yard radius/ 10 STEEP, and once ordered to flare, the Sundog vanishes.
ACID JET CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 161

The effects of the Acid Jet last 2D3 CT’s or until washed away.  Every CT of exposure to armor or similar objects is treated as a hit exceeding its capacity to withstand (unless said armor or item is resistant to Chemical PD)!

ROPE HOMONCULUS FORMULA

(Correction/Clarification)

> Mythus Magick* book, page 161

To clarify, the rope homunculus begins with a PM of 3 (1 each in Cap, Pow and Spd) and a PN of 3 (1 each in Cap, Pow and Spd); thus giving a P-TRAIT total of 6 + 1 pt./10 STEEP in Alchemy + 4D6.

HOMONCULUS RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 163

To clarify, the homunculus begins with a PM of 7 (3 each in Cap and Pow; 1 in Spd) and a PN of 3 (1 each in Cap, Pow and Spd); thus giving a P-TRAIT total of 10 + 1 pt./10 STEEP in Alchemy + 4D6.

CLAY GOLEM RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 166

The following should be added at the end of the descrption: If the golem is ever freed from the Mental Link with its operator (via any dweomer that negates or dispels such), it will seek out and attempt to kill its creator, attacking any and all living things along its direct route as it so does.  It will cost the alchemist 650 BUCs for the fine-grade clay and require 4 – 6 weeks to properly sculpt the golem (due to astrological requirements of the ritual!).

STONE GOLEM RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 168

It will cost the alchemist 2,000 BUCs for the marble slab and require 6 months to properly sculpt the golem (perhaps triple that to sculpt one worthy of Michelangelo!).
METAL GOLEM RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 168

It will cost the alchemist 6,000 BUCs for the bronze and require 6 – 8 months to properly make the mold(s) and cast the golem [often in sections to assemble, although it might be single-cast].
ENCHANTMENT RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 169

An Enchantment Ritual successfully cast on a golem prior to the ritual used to animate it will render such a casting permanent (barring a successful Disjunction or Unbinding…).  Note however that a Special Failure indicates that the material is now and henceforth unable to accept a casting, and the construction process must begin anew!
INVISIBILITY TO WERETHINGS CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 173

In order to hide the subject’s presence from werethings, the casting dampens sounds and scent of the subject as well as rendering them optically invisible as regards to such creatures.
> Mythus Magick* book, page 177

At the end of the introduction of Astrology Castings, it should be noted that although most “Influence” castings of Astrology are exclusive of other castings, they do not nullify such things as curses, protective heka or held castings that might be upon an HP or OP.  They are designed for use by the caster or upon willing allies.  They are not a “dispelling” casting, and if cast at someone using a Heka Armor casting, for example, they will fail to activate (although still draining the heka used by the caster)!  If an Influence casting is used on someone already under an Influence, it will simply fail if of the same Grade or lower and it will replace the prior casting if of a higher Grade.
INFLUENCE OF VIRGO RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 179

The casting description should read: “…a single, previously selected Spiritual Knowledge/Skill Area or Sub-Area that persona possesses, other than Astrology itself,…”


If the JM is willing, the 20 points to boost STEEP may be split as 10 points each for Religion and the ethos of Priestcræft.

Also, note that the casting boosts “casting performance”, but does not inherently give the recipient the ability to know castings of a higher grade than they normally could; it simply gives them a higher chance of success in actions/castings they already possess.  If a higher grade casting is available (in a book for example), the recipient may attempt to cast it, but it will be at a DR of 'Very Difficult' for one Grade over their norm and 'Extreme' if attempting two Grades above their norm (as the Persona has not been trained properly and they are trying to read the spell in real-time with no actual recallable background).  Also, remember that if the casting fails, the heka is still expended!
DECAN CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 181

To clarify, this dweomer allows one to have up to two other castings of any sort operating upon them as well as an astrology casting such as an Influence casting [or, as well as two astrology castings, if an Ascendant Cantrip had been used prior].
INFLUENCE OF PISCES RITUAL

(Correction/Clarification)
> Mythus Magick* book, page 184
The description should read: “The Influence of Pisces Ritual requires 1 AT of performance time for each week, or fraction thereof, the subject has been deceased.  Beyond 10 weeks, ATs are added per ten weeks”
  And: “Additionally, 100 extra heka points must be expended for each week [not year] beyond one that the subject has been dead”.

PERMANENCE RITUAL
(Correction/Clarification)

> Mythus Magick* book, page 221

This Ritual automatically allows storage of up to 250 points of Heka in an item per enchantment rendered permanent.  If more Heka storage is desired, a Heka Binding Ritual should first be used, followed by this Ritual which would grant simply the additional ability to resist Unbinding (since conceivably, the Caster might wish the initial Heka Binding to be made resistant).  If the resistance to Unbinding is not opted for, the Heka Binding Ritual alone is sufficient.

HEALING INFUSION FORMULA

(Correction/Clarification)

> Mythus Magick* book, page 225

This Formula does not neutralize poison or cure a disease (See: Herbalism Arrest Disease Spell and Neutralize Poison Spell).

OIL OF INVISIBILITY FORMULA

(Correction/Clarification)

> Mythus Magick* book, page 226

The Time duration listed for this Formula should be 1 AT/STEEP, as per the description.

APPORTS CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 228

The Other Modifiers table should read: Attuned to caster   -3 to DR.  The items apported already exist; they are simply being brought to the caster, if the casting succeeds, from another location.  To give an idea of the effect, a medium with a STEEP of 30 could affect a volume of about 9.3 feet on a side, one with a STEEP of 50 could affect a volume of about 11.1 feet on a side, and one with a STEEP of 100 could affect a volume of about 13.8 feet on a side.  Remember: “This dweomer allows its caster to Summon small items to themselves…”; so a swarm of flies, a small flock of birds, a small horde of mice, a volume of gas, a rain of fluid, a fall of coins, etc.  There is an additional cost to the casting of 1 point of heka per 1 ounce of apported weight (see page 309 of Mythus Magick) [figure ½ ounce for a bronze coin or 1 ounce per gold coin*, one ounce for a skeleton key, one ounce for a 142 carat gem, 72 ounces for one brick, 134 ounces for one gallon of water, 690 ounces for a cubic foot of manure, 16 ounces for 12 cubic feet of oxygen gas [there are about 2.6 ounces of oxygen in 12 cubic feet of Ærth air], 1 ounce for a mouse, 1 ounce for a sparrow, 2 ounces for a chicken egg, 6 ounces for a medium tomato, 32 ounces for an average head of cabbage, 3 to 16 ounces for a black (smaller) or brown (larger) rat, 16 ounces for a crow, 16 ounces for 100,000 flies, etc. for example].  JMs/Players will have to look up weights for specific items/animals/plants as cases arise.  Remember, it is highly unlikely that the apporter has seen/handled a large amount of coins unless they’ve been in a bank vault or royal treasury [which would notice and investigate missing wealth…], and one should also note that various deities responsible for ‘wealth’ will punish any personas who abuse this casting’s transport of coins/gems in an attempt to become wealthy or otherwise self-aggrandized (bribing others with coins for instance for personal, political or theological motives), perhaps converting all of the offender’s, and possibly their compatriot’s, coins to lead and their gems to glass!
  *Assuming a coin roughly the size of a U.S. gold $20 Saint-Gauden of Earth.

MATERIALIZATION CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 230

Note that this cantrip allows for one simple, non-complex (mostly homogenous) item (a ladder, a door, a hammer, a shovel, a prybar, a long sword, a spear, a round shield, a helmet, a rope, a tarp, etc.).

DEVA RITUAL

(Correction/Clarification)
> Mythus Magick* book, page 232

For the Heka possessed by a deva in the first column, the entry should read “…equal to 10 times combined M and S TRAIT (around 4, 000+ points) [Note: the Deva presented in Necropolis has 4,750 heka points]”


In the list of Powers according to ethos of Devas in the second column, “Gloomy Darkness” should read “Shadowy Darkness”.

> Mythus Magick* book, page 235

At the end of the introduction of Mysticism Castings, it should be noted that when using an “Hour of” casting (1) The casting requires the caster to touch the subject and (2) it must be a willing subject.  This will quell the abuse of using the castings as a stand in for Disjunction or the like.
FAITH HEALING RITUAL

(Correction/Clarification)

> Mythus Magick* book, page 236

Since the healing power relies on the recipient’s “faith” in the mystic; said recipient must be conscious for this ritual to succeed.

MATERIALIZATION CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 236

Note that this cantrip allows for one simple, non-complex (mostly homogenous) item (a ladder, a door, a hammer, a shovel, a prybar, a long sword, a spear, a round shield, a helmet, a rope, a tarp, etc.).
DEATHSHEAD FORMULA

(Correction/Clarification)

> Mythus Magick* book, page 256

Note that forms are limited to undead/undead spirits; so the forms of a gholle, ghulaz, liche, or supernatural vampire are not allowed.
BUGFORM SPELL

(Correction/Clarification)

> Mythus Magick* book, page 263

The Mental and Spiritual TRAIT of the subject exist as a sort of “cloud” which they may draw upon, while the Physical TRAIT is a sort of heka armor.  Any damage inflicted is present when the subject returns to normal form.

OUBLIETTE OF ETERNITY FORMULA

(Correction/Clarification)

> Mythus Magick* book, page 266

The first sentence of the E/F/M should read: “The Effect of this Formula is the creation of a material and energy area of up to one cubic chain in extent…”

> Mythus Magick* book, page 268

The second sentence under the description of Spellsongs should read: “The effects of many spellsongs cease when the vocalization has stopped, but others continue for the given Time duration once the spellsong is completed, as noted in descriptions.”
 FLAT ODE SPELL
(Correction/Clarification)

> Mythus Magick* book, page 269

This casting adds a +1 penalty/10 STEEP of the spellsinger to the attack roll of enemies of the spellsinger against their BAC; not simply +1.
SHARP BALLAD SPELL
(Correction/Clarification)

> Mythus Magick* book, page 270

This casting adds a -1 bonus /10 STEEP of the spellsinger to the attack roll of friends of the spellsinger against their BAC; not simply -1.
ALTO AIRE SPELL
(Correction/Clarification)

> Mythus Magick* book, page 271

The subjects of this spell must be willing named associates of the spellsinger.

SHELTER ARIA FORMULA
(Correction/Clarification)

> Mythus Magick* book, page 272

The Time for this casting should be 1AT/STEEP.  To clarify, after the spellsinger casts this formula, for each CT spent vocalizing afterward they will create 1 square foot of “shelter”.  Thus, after 80 CTs [four minutes] of singing, the Spellsinger will have created an 80 square foot area [say, 10 foot by 8 foot], extending 1 rod high that will persist for up to 1 AT/STEEP [so, a spellsinger with a STEEP of 50 could have the formula last for 50 ATs (250 minutes)].
POISONGONE TOCSIN CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 274

This cantrip will weaken venom/toxin even if it cannot fully nullify it.  A spellsinger with a STEEP of 60 would fully negate a poison with STR 60 or less, but one with a STEEP of 42 would weaken a STR 60 poison effects to 18/18/9.  Note that if one of the damages from the poison has already occurred, this casting does not heal that PD.  (If the cantrip has been “readied” and is cast immediately after exposure to the toxin, allow it to fully affect all three damage intervals).
SAFEPLACE ARIA SPELL

(Correction/Clarification)

> Mythus Magick* book, page 274

The Time for this casting should be 1AT/STEEP.  To clarify, after the spellsinger casts this spell, for each CT spent vocalizing afterward they will create 1 square foot of “safeplace”.  Thus, after 80 CTs [four minutes] of singing, the spellsinger will have created an 80 square foot area [say, 10 foot by 8 foot], extending 1 rod high that will persist for up to 1 AT/STEEP [so, a Spellsinger with a STEEP of 50 could have the spell last for 50 ATs (250 minutes)].
ARROWSTORM AIRE SPELL

(Correction/Clarification)

> Mythus Magick* book, page 278

The first sentence of the E/F/M should read: “…its dweomer enables them to magickally send arrows or like missiles by mere thought”.  As these are “physical” missile attacks, they do receive a Hit Location roll.
CRY OF THE VALKYRIE ARIA SPELL

(Correction/Clarification)

> Mythus Magick* book, page 278

Note that any magickal augmentations (“buffs”) placed upon the HPs do not translate to the summoned Valkyrie spirits.  This would require an increased amount of heka that is not inherent to the casting.  These are Preternatural spirits duplicating the normal TRAIT values, normal STEEP values and normal heka limits of their templates.  Thus, a Quicken Cantrip, Inluence of Virgo Ritual, Heka Shield Spell, etc. for example, will not be in effect for the summoned spirits.  The guardian spirits could use such castings, as per standard time limits, once they are in FPM, however.  The standard weapons/armor and castings of the template HPs are gained without any magickal bonuses, so if a spirit appeared for a template with a magicked longsword, the spirit’s sword would be a simple longsword [that said, their weapons are capable of hitting creatures requiring enchanted weapons, due to their nature!].  Because of the spiritual link between the guardian spirits and their counterpart, it is perhaps generally most tactical to link the spirits to those with higher P-TRAIT and combat skills, and the spellsinger should be ready to end the casting when any guardian spirit or its attached PC is near death.  For context on this ruling, see White School Dweomercræft Grade VII Casting Reduplication Formula.
DOUBLEQUICK MARCH CANTRIP

(Correction/Clarification)

> Mythus Magick* book, page 278

As is the case with most such castings, this cantrip will not increase an already cast Dweomercræft Quicken Cantrip but will instead supplant it if cast.
FOGVEIL BARCAROLLE FORMULA

(Correction/Clarification)

> Mythus Magick* book, page 278

The casting is a thick, damp fog that blocks infrared and ultraviolet as well as visible light.  The effect extends one chain (66 feet) upwards into the air.

AERIAL REFRAIN SPELL

(Correction/Clarification)

> Mythus Magick* book, page 281

The Time for this spell should read Special.
DOZE EYEBITE

(Correction/Clarification)

> Mythus Magick* book, page 292

The missing Time (duration) should be 1 BT/STEEP.

SPECIFIC CASTINGS

> Mythus Magick* book, page 302

Insert heading column 2 prior to "Examples."
Passive/Active Modifier


Reactive: This is a sub-category component, one that 

triggers an Active Effect/Force/Material to a dormant casting 

established for defensive purposes, such as in a Charm 

object, for instance.  To calculate the cost of a Reactive 

component, simply use a zero -- that is, it is both Passive 

and Active, so the two balance each other out.  For example, 

assume a casting laid so that whenever the protected subject 

is assailed by heka aimed at causing Physical damage, the 

reactive component of this casting sends forth a heka-powered 

counterattack to cause Physical damage to the source 

directing an attack aimed at inflicting Physical damage.

> Mythus Magick* book, correction to Casting Form Consideration table page 302

 
Entry on table for “Casting” should read Formula.
> Mythus Magick* book; Add to page 305 – 307, under Casting Effect/ Force/ Material List
Shelter (Weather)

Air

> Mythus Magick* book, page 307 (addendum to Specific Castings)

CONVERTIBLES

by Gary Gygax

From Created Castings to Standards

  Journey Masters have certainly had to bear the brunt of 

complaints from those players who are bent on developing 

their Heroic Personas into the most powerful heka-wielders of 

all time and probability.  This is not an aspiration to be 

disparaged, but I hardly need say that it should be a 

virtually unattainable goal.  Nonetheless, each heka-employing 

HP with the ability to utilize castings will quickly cobble 

up new ones of his or her own devising.  Then, of course, such 

individual will begin to bemoan the cruel fate that requires 

such exorbitant amounts of magickal energy points for using 

the special Cantrip, Spell, or whatever.  Well, once the 

campaign is underway for a sufficient period there is hope 

for the beleaguered Mage, Priest, or other practitioner.


Yes, there is a method by which the Journey Master can 

allow a Specific Casting to be considered as Archetypal or 

Tutelary!  There are seven steps the JM should follow in this 

process.  I'll list them here as a handy reference for the 

balance of this article and as a clip-and-swipe file for 

attachment to the campaign if the JM so desires.  The seven 

steps are:


1. The player determines his HP is going to create a 

Specific Casting, and thoroughly researches the rules to 

ensure that he wastes neither his nor the JM's time in regard 

to this creation of a Specific Casting.


2. The player writes down all aspects the Casting as if 

it were in the rules, i.e. using the format of the book. 

Appended to this exposition must be a worksheet showing each 

and every heka point cost consideration applicable.


3. The Journey Master examines the work with critical 

care, adjusting TAD, R&D, etc. so that the final version is 

correct and the approved heka point cost of the Specific 

Casting is fair.


4. The Journey Master determines the Grade of the new 

Specific Casting, basing his rating on commensurate 

Archetypal/Tutelary ones and the heka point cost approved for 

the casting. This process will possibly cause the Grade to 

increase from the number suggested by the player.


5. Both the JM and player add the Specific Casting to 

their game material, so that when the HP attempts to use the 

Casting they each will have the necessary data.


6. Once the HP successfully activates the Specific 

Casting in a setting that accurately reflects one which is 

applicable for the general use of the casting, the ACE total 

of heka is reduced by 10% when the Special Casting is next 

employed. This reduction can be doubled in the case of a 

Special Success. Each further successful activation of this 

nature will continue to lower the heka point cost of the 

Specific Casting until it is at approximately at the cost of 

standard castings of the same Grade (such Grade as initially 

determined by the JM). Note: The JM might opt to keep it 

higher in heka point cost by a Grade or two (or 20% above 

base) until a Special Success occurs, at which point it might 

drop to the base cost of castings of the Grade assigned.


7. At such time as the HP allows (or otherwise cannot 

prevent) a copy of the Casting to be held by another 

individual, then there is dissemination of the Specific 

Casting. In a year or so it will be known locally. In ten 

years it will be known nationally, and in a hundred it 

becomes common Ærthwide.


Step one is the beginning, obviously.  Also apparent is 

the likelihood of the player setting about creating a cheap 

Casting aimed at answering every dilemma with which his or 

her HP is likely to be confronted.  Why belabor so obvious a 

point?  To discourage the attempt right away, a world-altering 

casting is going to take tens of thousands of Heka points. 

Don't bother with the rest of the process if it is an 

exercise in futility, save for a Great or higher deity! 

Players, pay attention.  Be sensible in what you propose.


The second step has a dual purpose. First of all, by 

actually sitting down and writing up the casting as if it 

were "from the book," the player gets a better grasp of 

exactly what he wishes to accomplish, and at the same time 

understands the rules better. Be sure that you quantify the 

effect(s). If a missile is involved, for example, how fast 

does it travel? What Damage does it do, and what type if PD 

(Blunt, Cutting, Piercing, etc.)? When the work is finished 

to the player's satisfaction, the result should be something 

that might be included in the Mythus Magick* book without 

being noted as aberrant and commented upon by an outside 

reader. (If you blush when you look at it thus, perhaps the 

casting needs some modification....) If your Specific Casting 

passes this test in your eyes, it must then go to the Journey 

Master.


Step three is certainly the acid test, so to speak. The 

JM will look at the proposed new Specific Casting as if he 

were an outsider. By comparing and contrasting it with like 

castings, especially within the same K/S Area, the JM can 

decide the merits of the matter with relative ease. The JM 

will always keep an eye on the Time, Area, and Distance 

portions, as TAD is a critical measure of the casting. Even 

if they are properly paid for, sometimes the desired factors 

can't be attained when considering the end result. For 

example, a full-blown storm out of a clear sky can't be 

generated in a short time. There must be a delay between 

activation of the casting and the commencement of its 

Effect/Force/Material


(E/F/M). If all seems right, it is then necessary to 

check the heka costs, and the JM will do so carefully. 

Shaving a few points here and there is a likely ploy for the 

intelligent and creative player, just as is ignoring 

applicable heka cost consideration areas. The JM must make 

certain that all applicable costs and adjustments are 

included in the total heka point accounting. Close attention 

must be given to the Plane/Sphere costs attributed to the 

casting, for allowing something to slip by here means a far-

undervalued final heka energy (Grade) cost.


The fourth step involves a fair amount of subjectivity. 

By comparing and considering of the cost, the Journey Master 

must place the Specific Casting into a Grade. The benchmark 

of the Archetypal/Tutelary castings provided should be the 

major factor in such a determination. Actual heka cost could 

be anywhere from just a little above such Grade cost to five 

times greater, or more. Here is a rule of thumb for the JM in 

regards to heka cost:


a. up to 3x cost can be in the same Grade, i.e. a Grade 

V Specific Casting at up to 300 points of heka is probably okay.


b. if cost exceeds Grade by more than a 3x factor, the 

Specific Casting should probably be bumped up one or more 

Grades, i.e. if it costs 400 points, move it from Grade V to 

VI, and at about 500 it might be Grade VII.


Now, I know that there are Archetypal/Tutelary castings 

listed in the book to which this rule of thumb doesn't apply. 

So what? Those magickal works are assumed to have been around 

for centuries, pared to the bone as far as heka requirements 

are concerned. Got that? Good! You are the JM, and it's up to 

you, but there's the extra ammunition to use in this regard 

if you need it. Of course, you can simply ignore the above 

rule and make determinations based solely on your campaign.


Moving on to the fifth step, it seems too elementary to 

mention, but think of this: What happens if the JM doesn't 

have a copy of the casting when the HP employs it? The 

potential for abuse is great. The Journey Master must have an 

exact copy of the Specific Casting. His copy is the "true" 

one, and anything different on the player's record is null 

and void until it is reflected in the JM's version. Upon this 

the Journey Master must insist.


Step six is also one that should be quite self-

explanatory.  Until the Specific Casting is actually employed 

successfully in a situation commensurate with the usual 

application, it can't be known how well it works.  That is, 

"laboratory" tests are fine, but until "field tested," it is 

experimental!  And by the way, the JM might rule that a 

Special Failure of any Specific Casting not previously 

successfully activated indicates that HP will never be able 

to create a casting of that sort.  If the initial attempt 

results in a Special Success, the bonus of 20% reduction to 

heka cost on the next successive use of the casting is quite 

sufficient.  The JM might well decide that despite the HP's 

best efforts, he will never reduce the cost of his Specific 

Casting all the way to the same as that for an Archetypal/ 

Tutelary casting of the same Grade.  In regards partial 

practitioners or practitioners of the non-Full Practice arts 

whose STEEP is below 50, this is certainly recommended.  Thus, 

cost might always be one Grade above the stated rating of the 

casting.  For instance, a Specific Casting of Grade I 

difficulty would then cost 35, not 20 points, one of Grade II 

50 not 35, and so forth.  Final cost is strictly a matter for 

the JM's decision.


I have a rule of thumb for this, too. If the HP devising 

the Specific Casting is Very Highly skilled (STEEP 51+), then 

the cost will eventually be that of Grade; he is a past 

master and knows his art. A Highly skilled HP (41-50) might 

get the cost to the Grade just one step above that of the 

Specific Casting, Special Success during an initial use  

indicating its cost is actual Grade. All others will pay a 

two-Grade penalty without a Special Success in the first 

attempt; that gains them a one-Grade penalty only. Again, 

these are my suggestions, not anything the JM must follow.


Finally, the seventh step consideration regarding 

dissemination of the Specific Casting must be considered.  

Let's face it, folks, the HP creating the casting has spent a 

lot of time experimenting and note-taking. When all is 

complete, he or she has a copy of the material pertaining to 

his Specific Casting.  Whenever it is employed, any observers 

know something about it.  However, until he or she actually 

distributes written details, or someone manages to get such 

documentation, the casting remains personal and private.  A 

good casting will certainly elicit considerable interest, and 

possibly an avaricious desire in some quarters.  This can be a 

matter of considerable fun in the campaign.  The slow-spread 

note is simply a dry matter of fact.


Here is an example of a Specific Casting in process.  

Let's assume that a certain HPG named Magister Setne Inhetep 

decides he needs a unique bit of enchantment to employ 

against those of the Netherplanes.  Here's what the finished 

casting would look like when submitted to the Journey Master 

(in this case, Thoth) by the player to whom this HPG belongs.

Priestcræft, Ethos of Balance
Casting Grade V

Drain Negative Heka Energy (Charm)

Time:
  Instantaneous

Area:
  1 Subject (up to 1 cubic chain)

Distance:  Sight (to 1 chain)

Other Heka Costs:


R&D: 1:1 above 99 (Specific to Inhetep, otherwise the 

caster's SM CATEGORY)


Other: 1 pt. per D6 additional (subject to a maximum 

number of D6 equal to the caster's SM CATEGORY)


E/F/M:  When this Charm is employed the caster 

automatically depletes the subject's supply of Negative Heka 

energy, whether personal or contained in reservoirs or both, 

by an amount equal to the caster's Spiritual TRAIT.  An 

additional amount of heka up to the caster's Spiritual 

MetaPhysical Capacity in points of heka can be expended to 

drain more energy from the subject.  If additional heka is 

invested in the Charm, then it likewise drains away the 

subject's Negative Heka energy, each 2 points of Heka so 

invested draining 1D3 points of Negative Heka.  The loss can 

be recovered by the subject only after a period of not less 

than 1 day and then only through means normal to that 

subject.

Now let's see what this will cost in heka points:

ACE Costs

Time (Instantaneous)



1

Area (up to 1 cubic chain)



15

Distance (up to 1 chain)



15


"ACE" Total



31
Charm





30

Canon employed = Darker Mysteries

100

Plane/Sphere drawn from = Entropical

70

Entry Cost to Supernatural Place


20

E/F/M result = Against subject's nature

5

Augmentation or Reduction of Nature Consideration
5

Change Of Nature Consideration, moderate

5

Passive/Active Usage = active damage

10


Total Other Costs



255

Final Total Cost:


286
Total cost of the Charm, without addition for Resistance and 

added Heka draining, is thus 286 points.  This falls nicely 

into the Grade V limits, so the JM agrees that that's fine.  

However, as Heka above the ACE level is 255, he rules that 

the HP must spend 3 weeks plus (255 divided by 10 =) 26 days 

doing nothing but working on this casting.  The player shoots 

back that the HP is very skilled at not only Priestcræft-

Religion but also Dweomercræft-Magick, having K/S STEEP of 

over 80 in both!  The JM grudgingly agrees that the time 

required will be 1 week plus 26 days, or 33 days total.


R&D cost is then negotiated.  The JM finally allows that, 

because of the Canon and the Plane considered (as well as the 

HP's STEEP), the casting "as is" should have some power built 

in.  He rules that it will be equal to the HP's Spiritual 

Metaphysical CATEGORY -- in Inhetep's case, 99 points! Of 

course, because Resistance to be overcome will typically be 

equal to the subject's total Spiritual TRAIT, the player 

knows that in dealing with Netherbeings he'll have to add a 

fair amount to be on the safe side -- like about 101 points 

at least!  To really drain much heka a whole lot of extra 

points will likewise have to be cranked into the casting. 

This will cost about 500+ points of heka to be effective, but 

it should be well worth it, and it gets better!


When successfully utilized so as to make it a regular 

casting in his repertoire, the total cost will drop to 100 

points (Grade V) plus 112 added for Resistance, and say 88 

for 44D3 extra Negative Heka points drain in the Damage area.  

The expenditure of 300 points of heka for a real squelcher of 

a Netherbeing/malign item is truly energy well expended.
> Mythus Magick* book; Add to page 308/309, under Natural Powers:
Alter Substance: Change state (solid, liquid, gas) or consistency (opaque, translucent, transparent, hard, soft, smooth, abrasive etc.) of non-living substance in a limited area (a cubic yard to cubic rod), one time per day.

Dark Seeing: Able to see in darkness (either as if full moonlight or full sunlight) through the amplification of any existing light, detection of infrared emissions, detection of ultraviolet radiation, or some combination thereof.  This ability is at will.

Fulfil Minor Wish: Able to bring about a single desired end, subject to certain rules.  It will not directly cause the death of another creature, it will not defy a deital edict, it will not change history, it will not directly grant great wealth.  It might restore life to a newly-deceased HP or cause the recipient to come into possession of a large wagon or longboat, for example.  It may emulate one casting of Grade X or lower, subject to the JM’s overview.  Usually only available once per month, although some of the more powerful supernatural creatures may have greater availability.

HEKA-ENGENDERED POWERS

> Refer to Mythus Magick* book, Chapter 11.

Powers Transferred from Alien Psychogenics

Spiritual TRAIT, Psychogenic Relationship, Heka-Enabled 

Casting Powers

(Page 324, insert into table in column 1:)
Psychogenic Power
Related Casting Effect

Far Seeing

Clairvoyance

Page 326, column 2, insert before "Intuition (Hunch)":

Far Seeing: This Heka-Enabled Casting Power translates 

to the Clairvoyance related Casting Effect/Force/Material, 

albeit the "sight" thus gained is more of impressions and 

cloudy shapes than clear "vision." Vril to Heka conversion is 

at 1:5 Time, and familiarity with target area/subjects 

factors are included in the text below.


The individual able to employ the Power of Far Seeing 

can visualize things that are not within actual sight. The 

target area can be nearby or very distant. The "sight" is the 

same in either case, but the cost in Heka is greater the more 

removed the target area.


What is "seen" by employment of this K/S Sub-Area is not 

what optical vision perceives. The persona sees as if through 

a haze, generally noting only large shapes, gross details, 

motion, lack of motion, and so forth. For example, using Far 

Seeing to observe an area of woodlands beyond a ridge the 

persona might "see" the following: "There is an open place 

(clearing) with several pyramid-like shapes in it (four 

tents), and one bigger and several smaller rectangular shapes 

(a wagon and horses). There is movement, maybe people, 

between the pyramids and the big rectangle. (The men are 

setting up camp, unloading supplies from the wagon.) That's 

it."


The cost for "seeing" thus is a base 1 point of Heka per 

mile squared per BT of use. Thus, the cost to employ Far 

Seeing for 1 BT duration is given in Table 1 below. The 

progression thereon continues, so for 10 points for Heka a 

message can be sent 512 miles. Similarly, a 2 BT viewing by 

Far Sight at 16 miles would have a basic cost of 10 points of 

Heka. Basic Heka cost and the Difficulty Rating, however, are 

increased if the target is unfamiliar to/unknown by the 

persona, as per Table 2. Failure means the Heka energy 

expended is lost, and no further attempt at use of Far Seeing 

can be made for a period of 24 hours. Special Failure 

indicates a false "sight." Special Success will give 

unusually clear details of what is within the target area for 

twice the usual duration or at half the indicated Heka cost.


The JM may adjust DR and base Heka cost for the 

environment at the time the persona attempts use of this 

power -- including his or her state of mind and other similar 

factors which might positively or negatively affect the use 

of Far Seeing.

Table 1: Far Seeing Costs

Distance Seen

Heka Cost


1 mile

1 point


2 miles

2 points


4 miles

3 points


8 miles

4 points


16 miles

5 points


32 miles

6 points


64 miles

7 points


128 miles
8 points

Table 2: Far Seeing DR Modifiers

Familiarity to the Persona


Base DR
Well known area or place with one or more

Easy (1 pt.)


individuals therein also well-known


to the persona

Well known area or place with no


Moderate (2 pts.)


known individuals therein

Unknown area or place but with known

Hard (3 pts.)


individuals therein

Unknown area or place but with principal

Difficult (4 pts.)


feature or or features illustrated


or fully described to the persona

Unknown area or place but with likely

Very Diff. (5 pts.)


gross principal feature or features


illustrated or fully described


to the persona

Unknown area or place that the persona

Extreme (6 pts.)


is viewing without any clues whatsoever

THE MISSING MASCOTS

In the process of completing the Mythus Game and Mythus 

Magick book manuscripts it is no surprise that I overlooked 

not a few things... and thus the main focus of these early 

issues of this Mythic Masters magazine, of course! Some brave soul at GDW 

did a word count on the combined rules plus Epic of Ærth* 

book and came up with a million-word total. Anyway, one of 

the omissions was a "Mascots Table." (Space for those who 

produce and/or like rules with little substance and a lot of 

puffery to jeer is provided by this parenthetical break.) 

Without further ado, here is the missing information.

> Insert in the Mythus Magick* book, Page 335, under “Related Items: Mascots”
Mascot

A living and motive Mascot is summoned by the 

Dweomercræft, General Grade I Casting Summon Mascot Ritual 

or otherwise acquired by use of heka, capture, purchase, etc. 

In the former case it is bound to the Dweomercræfter by 

means of the Ritual of the Heart ritual. Otherwise it is 

treated especially as necessary to make it into a potential 

Mascot -- trusting, friendly to its master, loyal, obedient, 

and so forth. To accomplish the latter, the would-be master 

must possess the requisite K/S Areas. In general, these will 

be two or more of the following:


Agriculture, Animal Husbandry & Horticulture (plant)


Animal Handling


Herbalism (mandrake, plant)


Mysticism (mandrake)


Nature Attunement, Animal Relationship & 


Growing Things (plant)

For game purposes it is suggested that the JM limit the 

definition of a Mascot to an animal or thing that resembles 

an animal or creature (such as a mandrake root).

Powers


The Mascot will have the following powers regardless of 

its nature, although those objects not actually living are 

limited in scope of use in noted instances:


Heka Resistance (Mental & Spiritual attacks, castings, 

etc.): This equals the Spiritual Psychic Cap of the Mascot's owner.


Heka Storage: A Mascot can serve as a general heka 

reservoir for up to 90 points if living, 50 if unliving. Heka 

stored in the Mascot by its master cannot be drained off or 

otherwise used by another. However, when the Mascot is destroyed, 

any store of heka remaining at the time of destruction 

inflicts Spiritual Damage upon the master on a one-for-one 

point basis.


Joss Storage: A Mascot possesses 1 JF, which is usable 

by its master at any time by merely thinking it so. However, 

the Mascot must be on the person of, touched by, within 10 

feet of, in sight of, or Mentally or Spiritually linked to 

its master at that time.  Innate Joss storage of any Mascot is 

1 factor, which returns automatically in 1D3 days after being 

drawn off and used by the Mascot's master.  Additional Joss 

Factors can be placed within a Mascot through a process of 

taking an existing JF from the master and bestowing it upon 

the Mascot. This costs 100 heka points and requires 1 AT of 

time. A living Mascot can store no more than a total of 5 

JFs. A non-living one can store up to 9 JFs.


Luck: In addition to the Joss consideration, the Mascot 

will convey to its master a continuous minor factor of luck. 

The Mascot must be within range of normal sight of its master 

or else within a 10-foot radius if unseen/unseeable. This 

luck is expressed as -1 in regards to any percentile dice 

roll needed to be made by the persona.  Thus, a roll of 96 

becomes 95, 50 becomes 49, and so forth.


Mental Link: The master of the Mascot can at any time 

desired concentrate solely upon the Mascot and thereby form a 

Mental link to the Mascot. This requires the expenditure of 

30 points of heka per BT or fraction thereof of linkage. The 

master is then able to sense all that the Mascot is able to 

sense. If the Mascot is not living or otherwise has no senses 

comparable to those of a human, the master is still able to 

detect within a 10-foot radius of the Mascot, 20-foot radius 

in the case of a mandrake, just as if the Mascot possessed 

the normal five human senses.


Physical Damage Transfer: The Mascot can absorb Physical 
Damage normally accruing to its master.  To do so the Mascot must be 

within range of normal sight of its master or else within a 

10-foot radius if unseen/unseeable.  If this Mascot is 

killed/destroyed in this process, then twice the number of 

points of damage sustained in the process accrue to the 

master in the form of Mental Damage.


Journey Masters are, of course, quite free to alter the 

restrictions above in whatever manner they desire.  Additions 

that are campaign-logical are encouraged.

Familiar


A Mascot possessed by a spirit, typically Evil, is a 

Familiar [See: Mythus Magick; pg. 359].  It will possess the above characteristics and powers (as well as being able to lend an additional 13 heka points each day), plus some or all of those of a Fetish (q.v.).

POTENTIAL MASCOTS/FAMILIARS

	Small Land Animal
School Ethos, and/or K/S Area Excluded

	badger


Sunlight, Apotropaism

	cat


Alchemy

	dog


Witchcræft

	ferret**


Exorcism

	fox


White

	goat


Elemental, Moonlight, Exorcism

	monkey


Gray, Gloomy or Shadowy Darkness, Mysticism

	raccoon


Mediumship

	rat/mole


White, Apotropaism, Exorcism

	squirrel


Fortune Telling


**fisher, glutton/wolverine, marten, mink, polecat, skunk, 

stoat, weasel

	Large Land Animal
	School, Ethos, and/or K/S Area Excluded

	ape
	Apotropaism, Mysticism

	bear
	Black, Gloomy Darkness, Fortune Telling

	boar
	White, Sunlight, Exorcism, Fortune Telling, Spellsongs

	bull
	Gray, Moonlight, Mysticism

	cheetah
	Black, Gray, Gloomy or Shadowy Darkness

	horse
	Herbalism, Witchcræft

	leopard/jaguar
	Conjuration, Necromancy

	lion/tiger
	Conjuration, Necromancy

	lynx
	Sunlight

	wolf
	White, Sunlight, Apotropaism, Exorcism


	Flying Birds
	School, Ethos, and/or K/S Area Excluded

	crow/raven
	Elemental, Apotropaism, Spellsongs

	dove/pigeon
	Black, Necromancy, Sorcery, Witchcraeft

	eagle
	Black, Gray, Gloomy or Shadowy Darkness, Moonlight

	falcon
	Black, Gray, Gloomy or Shadowy Darkness, Moonlight

	hawk
	Astrology

	parrot
	Alchemy, Conjuration, Heka Forging, Mediumship

	other bird***
	Black, Gloomy Darkness, Sorcery, Witchcræft

	owl
	Sunlight

	swan/goose
	Herbalism

	vulture/kite
	White, Apotropaism, Exorcism, Spellsongs


***canary, chicken, finch, hummingbird, nightingale, sparrow, starling, wren, etc.

	Unusual Types
	School, Ethos, and/or K/S Area Excluded

	bat
	White, Sunlight, Apotropaism

	fish
	none

	lizard
	Apotropaism, Divination

	mandrake
	White, Sunlight, Apotropaism

	plant
	none

	scorpion/centipede
	Elemental, Apotropaism

	snake
	none, Apotropaism

	spider
	White, Sunlight, Apotropaism

	toad/frog
	Apotropaism

	turtle
	none


> Mythus Magick* book, page 347


Under Staff of Order, delete Power 2 (Astral Eye) as it is already delineated as an innate power above; and renumber the other Powers (2) Sunray, (3) Atone, etc.

> Mythus Magick* book, page 364


Under Beads, Column of Fire, the Damage should be listed as 7D6+7
Afterthought
CALCULATING PERSONAL HEKA

Advice from Gary Gygax

It seems that some considerable number of JMs and players are 
confused about, or uncertain of, the heka rules for personas.  
To help clarify the matter, here is a simple step-by-step
checklist for determination of an individual persona's heka.

Who Can Employ All Preternatural Heka Forms?

  That is, which personas are able to use the heka generated from
 Mental, Physical, and Spiritual K/S Areas?

The Mythus* game (Chapter 13, page 276) tells us this: 

"About 1 individual in 100 is able to control Heka sufficiently 
to utilize it in castings."  Of those so able, 1-in-10 are able to 
employ all forms of TRAIT-related K/S Area-generated heka.

The Journey Master can thus make the following assumptions:


HPs: In general, all are capable. 1 in 20 might be 

limited to one TRAIT form.


HPGs: All can use all Preternatural heka forms.


EPs: In general, many are capable. 1 in 3 might be 

limited to one TRAIT form.


FPs: Assuming heka use, then:



M only:
01-15



P only:
16-25



S only:
26-50



M & P:
51-55



M & S:
56-65



P & S:
66-75



All:
76-00


MPGs: All can use all Preternatural heka forms.


OPs: Modify the 1 in 100 rule, and the FP guideline 

above, as deemed suitable to the needs of the campaign. 

Remember, however, that truly mundane individuals haven't a 

whole lot going for them in this regard.

Who Has TRAIT Heka?


I tend to JM liberally in regards to heka, and allow all 

HPs to have TRAIT heka generation for their major TRAIT. If 

the JM desires to be less generous, then assume that as about 

20% of heka-using HPs are capable of Full Practice, they form 

a far-above-average sample of the typical heka-able personas. 

Chance for possessing TRAIT heka generation should be in the 

35-50% range.


Multiple TRAIT heka generation is very clear. If single-

TRAIT generation is possessed, then there is a 10% chance for 

two TRAITs generating heka. That being so, then such personas 

have a 10% chance for possession of triple-TRAIT heka 

generation.


Note: If any persona is a Full Practitioner Mage-Priest, 

then the chance for generation of heka from both TRAITs 

should be increased to the 35-50% range, and to 15-25% for 

all three TRAITs.

How To Calculate Full-Practice Heka


1. Determine TRAIT heka base as applicable.


2. Find the lower of the two applicable K/S Area STEEP 

for Full Practice (Dweomercræft /Magick, Priestcræft /Religion) and
 multiply this STEEP by 10. (See #3 below in regards to Mages with 

Vocational Schools.) Add the applicable TRAIT. Total this 

with the second K/S Area involved (STEEP and TRAIT) to arrive 

at general heka generated.


3. For the Mage's Vocational School (Sub-Area) add STEEP 

and CATEGORY to find heka generated therefrom. If the 

Vocational School has a STEEP total higher than Dweomercræft

 (basic K/S), then substitute it for Dweomercræft provided that Magick
 STEEP is not exceeded.


For a Priest's/Priestess's Ethos (Sub-Area) add STEEP 

and CATEGORY to find heka generated therefrom.  If the Ethoi 

has a STEEP total higher than Priestcræft (basic K/S), then 

substitute it for Priestcræft provided that the Religion STEEP is not 

exceeded.


4. For each additional School (Sub-Area) of a Mage add 

STEEP and MMCap ATTRIBUTE.


5. Total all heka discovered through steps 1 through 4 

above. This is the persona's Full-Practice heka. To it is 

added such other heka as is generated from other K/S Areas 

that generate heka.

How To Calculate Partial-Practice Heka


1. Determine TRAIT heka base as applicable.


2. To the applicable K/S Area STEEP add the applicable 

CATEGORY or ATTRIBUTE to arrive at heka generated for each 

such K/S Area and Sub-Area. Note that partial-practitioners 

of Dweomercræft/Magick use CATEGORY for these Areas, while 

applying MMCap ATTRIBUTE to STEEP in Sub-Areas. Partial 

practitioners of Priestcræft /Religion do likewise, but are restricted 

to a single Ethos and add the SMCap ATTRIBUTE to STEEP.


3. Total all heka discovered through steps 1 and 2 

above. This is the persona's heka for the K/S Area in 

question. To it is added such other heka as is generated from 

other K/S Areas that so generate heka.

Two Examples

Morgana the Mage:

Base Mental TRAIT Heka
110

Dweomercræft:
STEEP 40 +

40


M TRAIT 110 


110

Gray School:
STEEP 50 x10 +

500


MM CATEGORY 55 

55

Black School:
STEEP 30 +

30


MMCap 20


20

Magick:
STEEP 50 +


50


M TRAIT 110


110


Total Heka Available

975

Marvin the Magician:

Base Mental TRAIT Heka
100

Dweomercræft:
STEEP 50 +

50


MM CATEGORY 50 

50

Green School:
STEEP 42 +

42


MMCap ATTRIBUTE 18 

18

Elemental School:
STEEP 32 +
32


MMCap ATTRIBUTE 18

18

White School:
STEEP 22 +

22


MMCap ATTRIBUTE 18

18

Magick:
STEEP 50 +


50


MR CATEGORY 50

50


Total Heka Available

450

No additions for various other likely heka-producing K/S 

Areas considered in these examples.
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