Character creation

Races

First you must choose which race your character will be. The following profiles are presented in this format:

Racial Characteristics: This is present if the race as a whole suffers from any abilities or impairments (explained later). You do not suffer any points modifiers for this (also explained later). Some of the race will not have any of these in which case the player must give a good reason for it to the GM.

Age: This shows two numbers. The first is the youngest age at which you will usually find an adventurer, and this is usually the age that a member of that race becomes an adult. The second is the age when that race will normally be too old to adventure any more.

Height: This shows the minimum and maximum heights for this race that are common to the ages shown above.

Psychology:  This shows any special psychology rules that the race follows such as hatred of another race (explained later).

Reputation: This shows what reputation the race has. It shows what people think of it i.e. whether they think it is a dark race, or a light race etc (explained later).

Languages: This shows the languages that most members of that race will know. If two are shown, the first is almost always known, whereas the second is only sometimes known. A player may choose whether he knows both but must explain where he learnt the second.

Move: The most common movement race of the race. This can vary, but will be similar to the rate shown here.

Alignment: This is similar to reputation, but it is what the character really is and not just what they are reputed to be. These have not been shown on the profiles below because the player makes them up.

Human

The most common of the Myth races, humans do not have any particular advantages or disadvantages.

Racial Characteristics: Literacy ~ Semi-Literate

Age: 18/70

Height: 5’/7’

Psychology: No special rules

Reputation: Light

Languages: Bruig

Move: 8

Dwarf

Another very common race to the Myth world, the Dwarves suffer from a few racial characteristics. The Dwarves have an understanding of higher technology that is absent from other races in Myth.

Racial Characteristics: Literacy ~ Literate, Bad Sight ~ Nearsighted, Dwarven Technology

Age: 35/150

Height: 3’/5’

Psychology: Hatred ~ Ghôls

Reputation: Light

Languages: Bruig, Dwarven

Move: 6

Northmen

Although strictly human, these people have different characteristics than normal humans. They inhabit mainly the mountains around the Twelve Duns, and the island to the north. The famous Berserks are of this race.

Racial Characteristics: Literacy ~ Semi-Literate

Age: 18/70

Height: 5’/7’4”

Psychology: Hatred ~ Myrmidons

Reputation: Mercenary ~ Light

Languages: Bruig

Move: 10

fir’Bolg

The fir’Bolg inhabit the Ermine. Around the time of the Great War, they did exist elsewhere (after Caliban and ou’Kahn forged the treaty of the fir’Bolg) but once the war was over, almost all of them returned to their forest lands and vowed never again to leave.

Racial Characteristics: Acute Sense ~ Sight, Literacy ~ Semi-Literate

Age: 22/90

Height: 5’/7’
Psychology: Hatred ~ bre’Unor

Reputation: Mercenary ~ Light

Languages: fir’Bolg, Bruig

Move: 8

Ghôl

The Ghôls live mainly east of the Cloudspine. They currently inhabit Stoneheim which they captured from the Dwarves during the Great War. However, there are parties of Ghôls that move around the rest of the world.

Ghôls have very long arms -  usually about 3’ in total. They can tolerate extreme high temperature relatively well. 

Racial Characteristics: Acute Sense ~ Hearing, Temperature Tolerance ~ Hot

Age: 6/40

Height: 4’8”/5’8”

Psychology: Hatred ~ Dwarves

Reputation: Dark

Languages: Ghôl, Bruig

Move: 12

Maul

The Mauls inhabit mainly the Blind Steppes. They became scattered around the world after the defeat of Soulblighter and are mostly trying to make their way home. Some high-ranking officials employ mauls as bodyguards. They have a good tolerance of low temperature due to their living conditions. Mauls are a primitive race with little more than simple hand weapons for fighting with. 

Racial Characteristics: Acute Sense ~ Hearing, Bad Sight ~ Nearsighted, Temperature Tolerance ~ Cold

Age: 8/45

Height: 6’5”/8’5”

Psychology: No special rules

Reputation: Dark

Languages: Maulish, Bruig

Move: 10

Hatred, Alignment and Reputation

Some races will hate other races, just as some people will hate other specific people. If a character is with another character who he hates, he will not get along well with him! When making a Fel test, he will suffer a modifier of –30 at the minimum. Sometimes it will be more because the hated person might be provoking the character. If the character who hates another race perseveres, me may be able to work off his hatred of a particular person but it is very rare for him to stop hating a whole race. 

A character’s race will have a reputation as either Light, Mercenary Light, Mercenary Dark, or Dark.

Light: This means that people will react in a good and providing way to the character (although still depending on their Fel). The character’s race is reputed to serve the light and fight the dark because it is morally the right thing to do.

Mercenary Light: The character is known to serve the light and not the dark, but they will not do so because of any morals. They will do so if they get something in return (normally). People of Light reputation will treat these people with a small amount of scorn, and will suffer a Fel modifier of –5 when dealing with one of these people. 

Mercenary Dark: This character is though to serve the dark whenever it offers them reason. They may serve the light from time to time but they are not reputed to. People who are Light will suffer a –15 Fel modifier when dealing with Mercenary Dark characters. Mercenary Light will suffer a –5 modifier.

Dark: These people are reputed to serve the dark and the dark alone. If a character of Mercenary Light or Light encounters a dark character, he will normally attack. There are exception however, for example high status humans sometimes employ Mauls as bodyguards. In this case, a character would realise that the dark creature is no threat. The GM needs to improvise in these situations.

A character’s alignment is chosen by them and shows who they really serve i.e. whether they are dark, light etc. Use the same modifiers as above (under reputation) but only use them once a character has openly expressed his alignment, otherwise use reputation. 
Example: A Light character is travelling along a road and sees a Ghôl skulking about a little way ahead. Ghôls are reputed to be Dark so the character would probably attack. However, what he doesn’t know is that the Ghôl is actually of Light alignment and if the character got to know the Ghôl better, he would find that out. As it is, the poor little Ghôl is going to get his head chopped off!
Attributes

Attributes are the natural characteristics of a player.  They are all represented by a number between 01 and 100%. Some races will be naturally better at some attributes than others.

Melee Combat (MC)

This is the character’s ability to fight in hand-to-hand combat and represents a mix of natural skill and aggression, combined with learnt skill and technique. 

Ranged Combat (RC)

The ability to fight with a missile weapon, or to throw an item or throwing weapon.

Strength (S)

How much damage the character does in combat, as well as the character’s ability to do things like climbing, laboring etc.

Toughness (T)

A representation for how much the character can resist damage, mainly from combat.

Intelligence (Int)

A representation of the character’s ability to think and understand. It shows how well the character can learn new knowledge, as well as how much knowledge they already know.

Dexterity (DX)

Ability to perform intricate tasks such as sleight-of-hand and lockpicking etc.

Initiative (I)

This shows the character’s wits, as well as their general perception. This means their ability to respond quickly to situations, and to notice things not easily noticed.

Will Power (WP)

Ability to resist things such as torture, magical effects etc as well as magical awareness. 

Fellowship (Fel)

This shows the characters use of things such as etiquette, charm, charisma etc as well as a rating of their general appearance to others. People will get along better with someone with a higher rating.

Assigning points for Attributes

Each character gets 200 points to assign to attributes. This is for normal campaigns, but as long as the GM agrees you may use more to represent an already experienced character. The numbers in the chart are the minimum and maximum for the attributes when you first make your character. These may also be changed to suit a more experienced character.

Attribute
Northman
Ghôl
Maul

MC
15-50
10-30
10-30

RC
10-30
10-45
10-25

S
15-45
10-45
25-60

T
10-45
10-50
25-50

Int
10-30
10-25
10-25

DX
10-40
10-50
10-20

I
10-40
20-50
10-30

WP
10-40
10-25
20-50

Fel
10-40
5-25
10-25

Attribute
Human
fir’Bolg
Dwarf

MC
10-40
10-25
15-50

RC
10-40
30-50
10-30

S
10-40
10-50
10-40

T
10-40
10-30
20-50

Int
10-40
10-45
10-40

DX
10-40
20-50
10-30

I
10-40
10-40
10-30

WP
10-40
10-40
10-50

Fel
10-40
10-35
10-30

Skills

Skills are essentially specializations of attributes. Each skill is assigned to an attribute that it specializes in. Whenever you perform an action that is covered by a skill you have, use that skill. When you do not have the skill just use the attribute. Some skills are Special in which case they will have an S next to them. This means that you need to use the skill and cannot perform the task without it.

Multiply your age by ten to see how many points you get to spend on skills. This is to represent someone’s experiences up to that age but if your character has had any special intense training, they may be assigned additional points on a specific skill. 

At the following ages you will begin to lose points on skills at the rate of 100/200 points. 

Human – 60/70 (so he loses 100 points at the age of 60, and 200                        points at the age of 70).

fir’Bolg – 65/75

Northman – 60/70

Dwarf – 110/140

Maul – 30/40

Ghôl – 20/30

When you make a skill roll, you may receive a bonus to it if the attribute it is based on is high. Use this chart:

Attribute
Effect on skill

0-20
No effect

21-40
+10

41-60
+20

61-80
+30

81-00
+40

Skill List

The attribute in brackets is the attribute it is based on. For a short task, roll once each time you do it. For a task that would take more than an hour, roll once per hour of work until it is done. When doing a task that would take a day or more, roll per day. When it says to roll against another characters statistic, you make an opposed roll (described in Character Actions section).

It is a good idea first to go through this list and choose any skills that you might want, and then go through the full list (after this one) to find out more about the skills you are interested in.

Acrobatics

Acting

Agriculture

Animal Handling

Area Knowledge

Art

Bargain

Beg

Blather

Brawling

Carpentry

Cartography

Charisma

Climbing

Combat Reflexes

Con

Cooking/Brewing

Cryptography

Dancing

Demonology

Diplomacy

Disease resistance

Disguise

Empathy

Escapism

Etiquette

Evaluate

Explosives

Fast-fire

First Aid

Forgery

Gambling

Gem Cutting

Herb Lore

Humanities

Intimidation

Laboring

Languages/Communication

Law

Leadership

Lock-picking

Magery

Masonry

Melee Weapon

Missile Weapon

Musical Instrument

Navigation

Occultism

Parry

Physician

Pickpocket

Poison Resistance

Poisons

Public Speaking

Read/Write

Research

Resist Torture

Riding/Driving

River Lore

Rune Lore

Running

Scroll Lore

Search

Singing

Smithing

Social Science

Stealth

Street Fighting

Strike to Stun

Surgery

Survival

Swimming

Tactics

Torture

Tracking

Traps

Undead Lore

Wildlife

Wrestling

Acrobatics (DX)

Used when jumping and leaping etc, also useful when attempting to get employment. 

Acting (Fel)

Knowledge of how to act, use of expression etc. Can be used to fool people as well as perform and get employment. 

Agriculture (Int)

Knowledge of farming methods and tools. Laborers who are commonly farmers usually have this skill. 

Animal Handling (Int)

Knowledge of how to care for and train animals. 

Area Knowledge (Int)

You have knowledge of a particular area’s politics, laws, culture and geography. An area would count as a town or city and the land within a few miles around it, or a mountain pass and the ways across etc. There is a different skill for each area.

Art (Int)

Ability to draw and paint with accuracy and beauty. Will also require a DX test when producing a piece of art.

Bargain (Fel)

Knowing how to strike a good deal. Used mainly by merchants, this does not involve any ‘dodgy’ methods!

Beg (Fel)

This includes knowing the techniques involved in successful begging, as well as knowing how much cash to push for etc. A successful test should let the character earn about D3 silver shillings per hour of begging, modified for the circumstances.

Blather (Fel)

The ability to be able to talk about nothing particular but still keep someone’s attention. This includes fast-talking and feeding them interesting lies. You will usually have to test against the I of the person you are talking to.

Brawling (MC)

Unarmed combat. 

Carpentry (Int) 

The skill of making things from out of wood, and the knowledge of the tools required as well as various wood types. 

Cartography (Int)

Being able to understand maps. Also means being able to draw maps. You will be able to recognise features even if they are drawn badly.

Charisma (Fel)

Being heroic, or being able to inspire courage by knowing when to say what to people in situations that require it.

Climbing (S)

Skillful and strong at climbing difficult surfaces. It is required when climbing and extremely difficult sheer surface (Special).

Combat Reflexes (I)

A character with this skill has specialised in training his muscles for quick combat effectiveness. You can use this skill instead of I when determining who goes first in a round of combat.

Con (Fel)

The ability to convince someone of a lie. This can help in bargaining situations, as well as things like run-ins with certain angry guards. 

Cooking/Brewing (Int)

Knowledge of how to cook various foods, as well as how to brew drinks that are common to your culture.

Cryptography (Int)

The ability to decipher coded words and work out there intended meaning. Also the ability to turn language into code, and knowledge of various codes. Note that you will need to know the language the code is in to be able to decipher it.

Dancing (DX)

The ability to perform dances common to your culture and learn new dances. Useful to gain employment.

Demonology (Int)

The study of demons, not demonic cults. Being able to recognise a demon when you see one.

Diplomacy (Fel)

The art of negotiation and compromise. You will usually need to roll against the diplomacy of someone you are talking to in order to get a result.

Disease Resistance (T)

This shows your body’s resistance to disease. You use this skill when attempting to resist catching and resist the effects of a disease.

Disguise (I) 

The ability to make yourself look like someone else. Roll against other people’s Int to see whether you fool them.

Empathy (Fel)

This means being able to place yourself in someone else’s shoes. Although it is normally considered a natural ability and therefore not a skill, there are various ways of training to be more empathic.

Escapism (DX)

The art of getting free from ropes and other such bonds. The first attempt to do so will take one minute, subsequent attempts will take ten.

Etiquette (Fel)

Knowledge of manners in specific situations, including talking politely. Mainly useful in ‘high society’ situations.

Evaluate (Int)

The ability to tell the value of an object after a quick examination. The higher roll you get, the closer you get to the actual price. For this reason it is convenient for the GM to roll secretly, so the player does not know how well he did, and thus how close he is.

Explosives (Int) ~S

Knowledge of various explosives (including Dwarven cocktails) and how to use them. For anyone without the Dwarven Technology ability, this costs twice the number of points to buy (so to have an Explosions of 30, you will need to spend 60 pts).

Fast-fire (DX) ~S

The skill of reloading a missile weapon quickly and firing another shot within a short period of time. Making a successful roll will allow you another shot or in the case of a weapon that needs a whole round to be reloaded, you will be able to fire next round.

First Aid (Int) ~S

The ability to patch up an injury ‘in the field’. This does not qualify you to perform any sort of surgery, only using bandages correctly and preventing bleeding temporarily.

Forgery (Int) ~S

The ability to produce false money. This will include a knowledge of the metals required to make coins, amounts of the different elements etc. The person will know how to use the required equipment to forge coins.

Gambling (I) 

This is the skill of playing games of chance. This will include knowledge of various common gambling games, and a successful role will be able to tell you the likes of whether the game has been rigged or what the chances are in a certain gambling situation.

Gem Cutting (DX) ~S

The skill of cutting gems and minerals very delicately to make jewelry. Does not include knowledge of many gems.

Herb Lore (Int)

This means knowing about all manner of herbs, including rare herbs. It means knowing how to mix them and preserve them.

Humanities (Int)

These are the sciences such as Theology (religious studies), History, Philosophy and Literature. Each one can be a separate skill. 

Intimidation (S)

Knowing how to use threats and violence to scare someone into doing something. A general statistic of how intimidating you are. 

Laboring (S)

This means being good at lifting and carrying, and doing general physical tasks. This does not involve fighting. Note that this can also be used to determine maximum encumbrance (see later).

Language/Communication (Int) ~S

Each different language is a separate skill. You will already know the languages that are on your race profile, this is used for your ability to learn new languages. It can also be used to try and understand someone talking in a language not known to you if they are using gestures. This includes the Arcane Language skill for magical writing.

Law (Int) 

Knowledge of laws in different areas, as well as criminal proceedings. A trial is handled by rolling your law against your opponents.

Leadership (Fel)

The ability to inspire people to follow you. This is usually used in a battle situation, but it also helpful in deciding which character will lead in a group of characters, some of which are NPC’s.

Lock-picking (DX) 

Knowing how to open a lock without a key, and knowledge of tools that may be needed in certain situations. Picking a lock will usually take about a minute.

Magery (Int) ~S

This skill represents a character’s ability to learn new spells and sense magic. Use this whenever trying to do so.

Masonry (Int)

The ability to build things out of brick and stone and knowing about the tools needed to do so.

Melee Weapon (MC)

There can be a skill for every different type of hand weapon available. Some of them will be specialist weapons. These include the following: 2-handed weapon, halberd, quarter-staff, flail, 2-handed flail, rapier, left-handed dagger, lance. Using a Special weapon without the skill will mean you will have an effective MC of 10, and the GM may impose a risk test. Examples of non-specialist weapons are: broadsword, axe, dagger, spear, claymore, buckler, net and whip.

Missile Weapon (RC)

There is a separate skill for each different type of missile weapon. Some are Special and will therefore require the skill to be used and if it is not, the character will suffer having an effective RC of 10 and a risk test imposed on them if needs be. 

Examples of Special weapons are long bow, sling, dart, throwing knife/axe, Dwarven cocktail, blowpipe, and musket. Examples of non-specialist weapons are short bow, bow, crossbow, javelin, spear and improvised. Anyone without the Dwarven Technology ability will have to spend double the amount of points on musket or cocktail skill (so a rating of 30 would require 60 points to be spent).

Musical Instrument (Int) ~S

The ability to play a musical instrument. Each instrument requires a separate skill.

Navigation (Int)

Ability to find out where you are by land formations, stars and ocean currents. 

Occultism (Int)

Knowledge of different occults that are mysterious and supernatural. 

Parry (MC)

You have studied in a more defensive form of fighting. This skill shows that you are specifically skilled at blocking blows from melee weapons. There is a different parry skill for the following types of weapon: Sword, Axe, Two-handed Weapon, Polearms (Spears, Halberds etc) and Miscellaneous weapons (all other types not covered by the above headings).

Physician (Int) ~S

Knowledge of medical drugs and general medical knowledge. This does not mean you know about surgery.

Pickpocket (DX)

The talent of being able to steal a small object from someone’s person. Unless they are very unaware, make a test against their I.

Poison Resistance (T)

You have developed resistance and immunity to poisons. This is usually obtained by slowly vaccinating yourself against the poison by taking small amounts of it.

Poisons (Int) ~S

Knowledge of poisons and there effects, as well as where to find them and tools used. Counts as Special only when manufacturing.

Public Speaking (Fel)

Ability to speak in public and gain a good response. Used for telling stories and news. 

Read/Write (Int)

This skill only comes into use if you have the Semi-Literate ability (sub-class of Literate). Whenever a semi-literate character wishes to try and understand something, they make a roll on this skill.

Research (Int)

The ability to sift out information useful to you from information that is not. This mainly takes place in libraries.

Resist Torture (WP)

This covers all technique used to resist the effects of torture and not give in to it. This does not help in resisting damage from the torture, only the effect of giving in because of it.

Riding/Driving (DX) ~S

Knowing how to ride a horse (or other similar animal) and drive a cart drawn by such an animal. You will only need to make a roll based on this when in a dangerous or unexpected situation.

River Lore (Int)

Knowing about river wildlife, and signs of hazardous river conditions. They can also tell if river water is drinkable.

Rune Lore (Int) ~S

Being able to understand runes, as well as any of their magical properties. You can tell the difference between normal runes and magical runes.

Running (S) ~S

This is only rolled as a skill when running great distances. A successful roll means you will be able to keep a running speed for an extra six rounds. Also, it adds an amount of yards to your running speed equal to the amount of points you have on it divided by ten (rounding down). Note: characters without this Special skill will still be able to run, just have no chance of gaining any of these special advantages.

Scroll Lore (Int)

Understanding magical scrolls, presuming you can understand the language the scroll is written in. You may also use the magic contained within.

Search (I)

The talent of being able to look in the right places for things. This will mean the character knows the techniques in looking for things in buildings and in a rural environment.

Singing (Fel)

This involves knowing the techniques to perform well via singing. This is a form of entertainment and so can be used to gain employment. 

Smithing (Int) ~S

The ability to work non-precious metals by hand, knowledge of the tools required and various metal elements needed to produce certain compounds. 

Social Science (Int)

Each social science (eg Anthropology, Archaeology, Psychology or Sociology) is a separate skill.

Stealth (DX)

The skill of being able to hide from other people. If coming across an area that will be difficult to stealthily navigate, such as through a bed of leaves, make a normal roll. If trying to avoid detection from another creature it is sometimes better to roll against its I.

Street Fighting (MC)

You are adept at improvising in a combat situation. This skill is used instead of RC or MC when attacking someone with an improvised weapon.

Strike to Stun (MC)

This is the skill of causing enough damage on your opponent to knock him unconscious. Use this instead of MC when trying to stun someone.

Surgery (Int) ~S

You know about medical instruments and procedure used in surgery. You will be able to perform it, but you may have to make a DX test for certain delicate tasks.

Survival (Int)

Knowledge of how to ‘live off the land’ and find food and water. A different skill is required for different terrain such as desert, wilderness, mountains, urban etc.

Swimming (S) ~S

This is used whenever swimming without aid. Without this skill, it is impossible to swim.

Tactics (Int)

This is the art of war, knowledge of battle-tactics and how to command troops as well as how to fight in battles yourself. However, troops won’t necessarily follow your orders!

Torture (Int)

Being skilled in the art of torture, being able to apply a large amount of pain while causing little damage to the person.

Tracking (Int)

This involves knowing how to track someone or something by trails and traces left behind.  For a clue that’s particularly difficult to notice, make an I roll as well.

Traps (DX/ I) ~S

This involves knowing about various traps and their uses, and knowing how to spot them. You will be able to set and spot traps.  When determining attribute bonuses, use DX when setting traps, I when spotting them and Int when trying to recall knowledge about them.

Undead Lore (Int)

Knowledge of all types of undead, as well as their weaknesses and the methods involved to raise them. 

Wildlife (Int)

Knowledge of plants and animals in the wild. This does not mean you will know how to train them, track them etc. This does not include herbs.

Wrestling (MC) 

Used when grappling, this is an art of unarmed combat. You may also use this instead of S when in a grapple.

Abilities

These are usually only obtained by a particular race who all share a common ability. An example of this is the fir’Bolg who usually have Acute Sight. If your race profile has any abilities listed, the rules for them are below (ignore the points values). Normally, unless it lists one of these abilities in your race profile, you will not have it. However, you may spend some of your skill points on these but you must have a good reason to have the ability. The amount of points each ability costs is listed in brackets.

Ability List

Acute Sense (5pts)

You have a particular sense that is significantly better than your other senses. You will gain a +5 modifier to your I attribute whenever you use this particular sense. There is a different ability for each different sense.

Disease Resistant (20pts)

You are naturally resistant to disease. You will gain a +20 modifier to your T attribute/Disease Resistance skill when attempting to resist catching or suffering the effects of a disease.

Dwarven Technology (40pts)

A character who has this will have an understanding of Dwarven technology, which is slightly higher than normal human technology. Characters without this ability will have to pay double when purchasing the Missile Weapon ~ Cocktail/Cannon/Mortar/Musket skills or any explosive skills.

Literacy (20/50)

There are two levels of this:

Semi-literate: You will be able to understand simple words that you would need to use in your line of living but you cannot read a book unless you took many, many more hours than normal to do so. If you try and read or write something, use your Read/Write skill to determine how successful you are. This ability costs 20 points.

Literate: You completely understand how to read and write. If you have this then there is no need for the Read/Write skill. This ability costs 50 points.

Anyone who does not have one of these abilities will be illiterate and will not be able to read or write at all.

Night Vision (10pts)

Your eyes adapt rapidly to the darkness. Whenever a penalty is made by the GM due to darkness, it does not apply to you (unless in total darkness).

Sixth Sense (15pts)

Sometimes you can sense danger when it is near. Whenever you are in a situation where you might be ambushed, or some sort of disaster might happen, the GM secretly rolls against your I. A successful roll means he can warn you that, ‘all is not as it seems’…

Impairments

These are essentially the opposite of abilities. They are racial characteristics that make the character worse. However, unlike abilities, these are far more common for many races and so you do not need a good reason to have them. Impairments give you skill points back so you can spend them in other areas. 

Bad Sight (-25pts)

You can either be nearsighted or farsighted. If you are nearsighted then you cannot read small print more than a foot away, and large print (signs) at more than 10 yards. You are also at –10 to RC. If you are farsighted then it takes 3x more time to read anything within a foot of you and you also suffer a penalty of –10 to MC.

Berserk (-10pts)

This does not really fall under the category of impairment or ability as it has both negative and positive effects. The Northern fighting men are the most well known for their berserk tendencies, which is why they are called Berserks. When in a close combat situation, a character with this will have to pass a WP test per round if he wishes to remain calm. Otherwise he will go berserk until the combat is over. A berserk character will gain a bonus of +10 to his MC attribute/relevant combat skill and +20 to his S. However, he will suffer a further modifier of –20 to his weapon’s parry, and he will not be able to flee from combat until he passes a WP test, modified depending on the situation (danger level, weather conditions etc).

Blind (-50pts)

You cannot see at all! A character will very rarely take this as an impairment as it seriously restricts play, but certain mages have been known to use magic as their sight if they are blind. Also, there are a few small sources that suggest that the Great Hero Tireces may have been blind.

Deaf (-40pts)

Like Blind, this is very rarely taken by a player as it means that the character cannot hear anything. A deaf character will also suffer a –10 modifier to any task that requires balance such as combat or moving particularly fast.

Hard of Hearing (-10pts)

You are not deaf but you suffer some hearing loss. Suffer a –20 modifier when trying to understand someone speaking in a different language to the ones you know, and also when making an I roll that involves hearing.

Lame (-15pts per level)

You have a degree of impaired mobility. There are three levels and the points values reflect them.

Level 1: Crippled leg: You have a very bad leg. Your move is reduced by 4 and when dodging you suffer a –15 modifier.

You also suffer –15 when performing a physical skill which requires walking or running (including hand-to-hand fighting but not ranged combat).

Level 2: One Leg: You have lost a leg. As above but suffer a –30 modifier and your maximum move is 4.

Level 3: Legless: You have absolutely no legs whatsoever! You are as above under One Leg but you cannot move at all by yourself (except by pulling yourself along by your hands).

One Arm (-20pts)

You have lost an arm or were born without one. Choose which arm it is. You cannot use a two-handed weapon, fire a bow etc anything that requires two hands.

One Eye (-15pts)

You suffer a –5 to MC and any skills used in combat, and a –15 to RC and any related skills. You also suffer –5 to all hand-eye coordination exercises. You may wear a patch over it in which case you will not suffer any Fel penalties. If you do not, suffer –10 to Fel.

Phobias (Variable)

This means you are fearful of a specific item, creature or circumstance. When in a situation that incorporates the phobia, you must make a WP roll to avoid running away or shrieking wildly. Even if you pass you will suffer –10 Int and –10 DX and will have to make a test 10 minutes later. 

The points cost is variable as it reflects the seriousness and commonness of the disorder. The GM assigns a cost to it when the character is created. Some examples of phobias are blood (hemophobia: -15pts), darkness (scotophobia: -15pts), dogs (cynophobia: -5pts), enclosed spaces (claustrophobia: -15pts), heights (acrophobia: -10pts), number 13 (triskaidekaphobia: -5pts), open spaces (agoraphobia: -10pts), spiders (arachnophobia: -5pts), phobia of strange and unknown things (xenophobia: -15pts) and more common to Myth a fear of the dead (necrophobia: -10pts).

Trappings and Encumbrance

This is the equipment the character will start off with. Although the characters have a good pick of what they want, there are some restrictions. 
Characters can only lift so much weight, and this is determined by multiplying their S (or Laboring if they have it) by 10 (20 for Dwarves, 30 for horses). This is the maximum number of encumbrance they are allowed. Each item has an encumbrance value and you simply take this away from your encumbrance rating whenever you pick that item up. If you go over your encumbrance, you lose 1 (explained later) from your movement per extra fifty points of equipment. Also, even if you’re S is large enough, you may only pick up to 350pts worth of encumbrance when you first construct your character. 

Apart from that you may choose what you want, except if you choose anything over-powerful then the GM will likely restrict it. It is normal for a character to start off with a weapon of some sort, perhaps some armor, any personal possessions and any equipment relevant to their previous career. It is much more fun to find items while playing, as opposed to before you start!

There is a list of trappings later in the consumer guide.

Characters will usually start of with some money in a purse as well, depending on their social level. See more about money later in the consumer guide.

Background

This is the most important part of your character. You could play through a game without this, but it would not be anything like a proper RPG. Write a bit about where your character is from, how he grew up, what career he had before he became an adventurer (if he had one), and any other relevant information. The whole point about role-playing is to make a background and then act it out in your character, so don’t take this section lightly!

Career Classes

These are the different types of people you get in the world of Myth. Most will usually fall under one of these categories. This shows the type of person the character was before he became an adventurer. You must choose one of these to represent part of your background.

Warrior (minimum MC of 25)

These come from a fighting background, maybe they were in the army or perhaps a hired bodyguard, killer, brigand etc. 

Ranger (minimum RC of 25)

Very rural, independent characters. These live in the wild normally and perhaps used to roam the woodlands or mountains. This is a prime example of a Journeyman. A more common lifestyle would be maybe a trapper, or a hunter. 

Rogue (minimum I of 25, fir’Bolg need at least 35)

Living largely by their wits, these people live of the general public and will generally be thieves, entertainers, charlatans, etc.

Academic (minimum Int of 25 and WP of 25)

The well-educated people of society, these people will generally be intelligent and morally correct. They exist as artisans, lawyers, wizard’s etc.

Laborer 

Anyone who isn’t any of the above will most likely be a laborer. This is someone who has worked the fields, or some other skill-less duty up until now. It is much more fun to pick one of the other classes, this has really only been included to keep a sense of completeness. 

Social Status, Employment and Wealth

Each character will belong to one of the following social status levels:

Status
Title

12
Darklord, Emperor of Cath Bruig

11
King, Ephor, Head of Church

10
Archmage, Fallen Lord, Regent, Duke, Archbishop

9
Baron, Count, Bishop

8
Landed Lord, Very Powerful Mage

7
Lesser Lord, Powerful Mage

6
Mayor, Merchant Prince, Knight, Military: Lieutenant

5
Merchant, Squire, Priest, Military: Sergeant

4
Legionnaire, Heron Guard, Freeman

3
Bondsman, Servant

2
Criminal (not currently wanted), ‘Good’ Barbarian

1
Street Beggar, Barbarian

0
Serf, Slave, Undead Minion, Wanted Outlaw

You must pick a social class that fits your character. For example, a peasant could not pick a status of 12!

You must also pick an employment level that shows what sort of job you had before you became an adventurer, or what sort of job you have now if you still have one.

Choose a job level out of the following (Note that some example jobs have been given but you do not have to choose one of them):

Jobs (examples), Starting Wealth/Average monthly income

Poor Jobs, 23 silver pennies

Beggar, Forest Predator, Forest Scavenger, Lowly Servant, Street Thief

Struggling Jobs, 1 golden Imperial, 7 silver pennies

Actor, Horde Trooper, Peasant, Sailor, Tavern Bouncer.

Average Jobs, 3 golden Imperials

Bodyguard, Brigand, Cat Burglar, Combat Wizard, Dwarven Legionnaire, Heron Guard, Journeyman, Legion Bowman, Legionnaire, Trow Citizen

Comfortable Jobs, 5 golden Imperials, 20 silver pennies

Court Wizard, Elite Bodyguard, Elite Trooper, Merchant, Military Officer, Minor Noble, Necromancer, Spy

Wealthy Jobs, 26 golden Imperials

Court Archmage, Noble.

A more full list of jobs is given later on in the Consumer Guide.

Allies, Enemies and Contacts

These represent your friends and foes. People in powerful or useful positions that you know who might be willing to help you in certain situations. You have 5 points to spend on these. The player decides who the ally(s)/enemy(s)/contact(s) is and then the GM determines the points cost (usually a max. of 5).

Allies 

These are people that you are very friendly too. They will almost always try to help you when you need something even if you don’t contact them, but will occasionally expect something back from you at a later date. You must give a small description of the people you know.

Enemies

These are people who have some reason to dislike you. Like impairments, this gives you points back to spend on allies and contacts. The GM decides how many points this gives you depending on how serious the enemy is eg whether he wants something from you, whether he wants to kill you. You’ll need to describe the enemy.

Contacts

These are people who you do not know you personally but that you have had dealings with. They will only help you if you promise to do something in return. If you fail to do what they ask then they will become your Enemies (but will not give you any more points to spend). You must contact them for them to do anything for you, they generally won’t be watching after you. However, they tend to have a greater effect, as they are often the sort of people that can go through ‘dishonest’ channels to get information. You must describe you contacts.

E-Roleplaying

When you are playing Myth RPG via an email roleplay system, combat can often be long and boring. This is because every action the player makes will need to be mailed to the GM, and then the GM will have to mail the player every reaction that occurs. To help ‘combat’ this (no pun intended!) I have invented a new system. On the back of your character sheet write four headings: FLEE, STRIKE TO STUN, USE IMPROVISED WEAPON and GRAPPLE. Under each of these headings you must write under what circumstances you will perform that action. An example would be:

FLEE ~
When outnumbered at least 2-1, 3-1 for thrall.

STRIKE TO STUN ~

If attacked by someone under the influence of a hallucinogenic drug or any other drug/situation causing them to act irrationally. 

USE IMPROVISED WEAPON~

Never, always opt for brawling.

GRAPPLE~

Never, always opt for brawling.

If you put something like this, the GM will know what you want to do in a battle situation and so will be able to write up the whole combat in one mail! It will still be exciting as long as the GM describes every detail of the battle and lets the character know what he is doing.

Consumer guide

This section gives lists of items, larger lists of jobs and details about money and other things like that.

Coinage

In Myth, there are three types of basic coin that the Cath Bruig empire uses : the copper farthing, the silver penny and the golden imperial. This is generally accepted all over the world, although areas like Gower have developed their own monetary systems. This is how the standard system works:

1 Golden Imperial = 25 Silver Pennies = 100 Copper Farthings.

1 Silver Penny = 4 Copper Farthings

This is usually written as:

1GI = 25/ = 100c

A sum of money involving different coinage types is written like:

1GI 10/3     - 1golden imperial, 10 pennies and 3 farthings

6/                - 6 pennies only

3 GI 12/     - 3 imperials and 12 pennies

3c               - 3 farthings

Goods and Services

This section is divided into several charts each showing one of the following types of goods and services:

Subsistence

Clothing

Armour

Weapons

Miscellaneous (carrying equipment, household items, etc)

Transport

Dwellings

Medical Attention

All items have an encumbrance, availability and rough price. The availability is either Very Rare, Rare, Scarce, Average, Common, or Plentiful. If your player wishes to find something in a market stall/shop, make a roll on this chart and compare it to the items availability. You do not have to use this though.

Population


Below 100
Below 1000
Below 10,000
10,000+

Very Rare
1%
5%
10%
25%

Rare
3%
7%
15%
30%

Scarce
5%
10%
25%
40%

Average
10%
20%
35%
55%

Common
20%
35%
50%
80%

Plentiful
35%
60%
70%
100%

Once you have made a roll, the result will apply until the town gets new supplies of that item. Remember that if a character manages to make a Very Rare item roll then that does not mean there will be an infinite number of that item in the town!

Subsistence


Cost
Encum
Avail

Food per day (prepared)
1/ -2/*
10
Plentiful

Iron Rations (1 week)
21/
50
Common

Ale (Pint)
1c
2
Plentiful

House Wine (bottle)
1/ 
5
Common

Good Wine (bottle)
9/
5
Average

Spirit (bottle)
3/
5
Average

Inn Common Room/night
3c
-
Plentiful


1/ **
-


Separate Room
11/
-
Common

Stabling/horse/night
2c
-
Plentiful

Fodder/horse/day
3/
50
Plentiful

* 1/ is the minimum the person needs to stay healthy, but any character who has the money must try and spend 2/ per day. However, this is still not riotous living and certain players may be required to spend more to maintain their social standing.

**  This includes a bed, whereas the 3c cost does not.

Clothing

These costs represent average quality. When purchasing clothes of different quality, the following modifiers should be used. You may also wish to modify the encumbrance for different clothes quality.

Best Quality      x10

Good Quality    x3

Poor quality      divide by 2


Cost
Encum
Avail

Belt
3/
1
Plentiful

Breeches
14/
4
Plentiful

Clerical Robes
3GI 18/
20
Average

Cloak
1GI 10/
10
Plentiful

Dress
2GI
6
Plentiful

Handkerchief (silk)
1GI 3/
-
Common

Hat (wide-brimmed, etc)
1GI 10/
5
Plentiful

Hat (simple cap)
3/
1
Plentiful

Hood/Mask
9/
2
Common

Jacket Doublet
1GI 18/
4
Plentiful

Leather Boots
2GI 14/
10
Common

Leather Shoes
1GI 18/
5
Plentiful

Overcoat
2GI 21/
15
Plentiful

Riding Boots (+ spurs)
3GI 10/
12
Average

Scarf/Neckerchief
2/
-
Plentiful

Shirt
14/
2
Plentiful

Smock
18/
3
Plentiful

Tunic
1GI 10/
4
Plentiful

Clothes do not count towards encumbrance when worn, but if carried in a container they have the listed encumbrance.

Armour 


Cost
Encum
Avail

Leather Coif
1GI 18/
10
Common

Leather Jacket
4GI 21/
50
Common

Leather Jerkin
3GI 10/
40
Common

Mail Shirt
22GI 21/
60
Average

Mail Coat
32GI 21/
80
Average

Sleeved Mail Shirt
27GI 3/
80
Average

Sleeved Mail Coat
37GI 3/
100
Average

Mail Coif
7GI 3/
30
Average

Mail Leggings
15GI 17/
60
Scarce

Mail Sleeves
5GI 17/
40
Rare

Scale Shirt
24GI 21/
65
Scarce

Scale Coat
34GI 21/
85
Scarce

Sleeved Mail Shirt
29GI 3/
85
Scarce

Sleeved Scale Coat
39GI 3/ 
105
Scarce

Scale Leggings
17GI 17/
65
Scarce

Scale Sleeves
7GI 17/
45
Rare

Breast Plate
20GI
75
Scarce

Back Plate
14GI 7/
75
Scarce

Plate Leggings
19GI 15/
70
Scarce

Plate Sleeve
16GI 20/
50
Scarce

Gauntlets
8GI 14/
10
Scarce

Knight’s Helm
7GI 3/
40
Scarce

Pot Helmet
14/
30
Common

Shield
2GI 21/
50
Common

Buckler
3/
50
Plentiful

Heron Guard Armor
12GI
100
V.Rare

Weapons

Melee Weapons
Cost
Encum
Avail

Cutlass
4GI
50
Scarce

Dagger/Knife
21/
10
Common

Flail
2GI 20/
60
Scarce

Rapier
5GI 15/
40
Scarce

Garrote
7/
1
Rare

Halberd
2GI 6/
175
Common

Claymore
5GI 15/
100
Common

Hand Axe
1GI 17/
50
Common

Two-handed Axe
3GI 9/
75
Average

Hook
7/
1
Average

Knuckle Duster
7/
1
Common

Lance
17/
100
Rare

Mace
1GI 24/
50
Common

Military Pick
2GI 13/
60
Rare

Morning Star
3GI 23/
125
Rare

Net
10/
30
Rare

Melee Weapons
Cost
Encum
Avail

Quarter Staff
1/
50
Plentiful

Spear
12/
50
Common

Shortsword
3GI
50
Common

Two-handed Flail
5GI 15/
120
Rare

Two-handed Mace (Maul)
4GI 5/
100
Scarce

Two-handed Sword
9GI 20/
250
Average

Broadsword
4GI
60
Common

Glaive
1GI
80
Scarce

Ghôl scythe
12/
40
Rare

Heron Guard Saber
6GI 12/
50
Scarce

Journeyman Shovel
10/
70
Average

Bre’Unor jawbone-axe
6/
40
V.Rare

Gridaksma blade
7GI
40
V.Rare

Missile Weapons
Cost
Encum
Avail

Short Bow
1GI 24/
75
Common

Normal Bow
3GI 2/
80
Common

Long Bow
4GI 5/
90
Average

Javelin
8/
30
Average

Throwing Axe
1GI 10/
40
Average

Throwing Knife
1GI 3/
10
Average

Sling
1/
10
Common

Blowpipe
2GI 20/
15
V.Rare

Arrows (5)
10/
10
Common

Quiver for 30 Arrows
5/
15
Common

Bre’Unor jawbone-axe
6/
40
V.Rare

Musket
10GI
70
V.Rare

Musket Ammunition (10)
1GI
10
V.Rare

Gunpowder (for 10 shots)
1GI
5
Rare

Dwarven Cocktail
3/
10
V.Rare *

Satchel Charge
1GI
20
Scarce *

Typical Cannon
200GI
-
-

Dwarven Mortar
20GI
250
V.Rare *

Mortar Ammunition
1GI 5/
20
V.Rare *

* Use this availability rating unless looking for the item in a settlement where there may be dwarves that produce these items. Dwarven cities and Silver Mines are prime examples.

Miscellaneous

Carrying Equipment


Cost
Encum
Avail

Backpack (holds 250) *
10/
20
Plentiful

Leather Flask (pint)
5/
5
Average

Metal Flask (pint)
17/
15
Scarce

Pouch
2/
1
Plentiful

Purse (100 coins)
1/
1
Plentiful

Sack (holds 200) *
5/
7
Plentiful

Saddlebag (holds 150) *
14/
5
Average

Slingbag (holds 200) *
2/
5
Plentiful

Water Skin (gallon)
3/
1 **
Plentiful

*This means it can hold that many encum points without encumbering the carrier any more than the encum of the bag.

** When full, encum is 100.

Household Items and Personal Equipment


Cost
Encum
Avail

Blanket
14/
10
Plentiful

Clothes Pegs (dozen)
1/
2
Common

Cooking Pot
7/
20
Plentiful

Cutlery Set for 1 (wood)
2/
2
Plentiful

Cutlery Set for 1 (metal)
21/
4
Common

Cutlery Set for 1 (silver)
4GI 5/
5
Scarce

Dice (bone – pair)
2/
-
Plentiful

Jug (Earthenware)
1/
10
Plentiful

Kettle (pint)
10/
10
Plentiful

Firewood/Kindle (bundle)
1/
5
Plentiful

Mattress (flock)
2GI 6/
400
Average

Mattress (feather)
3GI 9/
350
Scarce

Pack of Cards
7/
1
Plentiful

Tankard
7/
5
Plentiful

Tinderbox
10/
5
Plentiful

Illumination


Cost
Encum
Avail

Candle (tallow-3hr burn, dozen)
2/
5
Plentiful

Candle (wax-4hr burn, dozen)
13/
5
Average

Fuel Oil (pint)
3/
5
Plentiful

Lamp (pot)
2/
20
Plentiful

Lantern
3GI 9/
20
Average

Lantern-Storm
5GI 15/
30
Scarce

Torch
2c
5
Plentiful

Musical Instruments


Cost
Encum
Avail

Coach Horn
2GI 20/
30
Average

Drum
10/
50
Average

Flute
5GI 15/
10
Rare

Harp (small)
5GI 15/
50
Rare

Tambourine
7/
5
Average

Mandolin
6GI 11/
15
Scarce

Mouth Harp
3/
1
Average

Viol
7GI
30
Average

Tools


Cost
Encum
Avail

Artisan’s Trade Tools (set)
14GI
40
Rare

Base Metal Ingot (2lb)
9/
20
Average

Coin Die (pair of blanks)
2GI 20/
5
Rare

Chain (yard)
10/
50
Average

Crowbar
1GI 10/
20
Average

Fish Hook and Line
1/
2
Common

Tools





Cost
Encum
Avail

Grappling Hook
1GI 3/
20
Average

Iron Spike (12ins)
4/
5
Common

Engraving Tools
14GI
20
Rare

Lock Pick Tools
2GI 20/
20
Average

Magnifying Glass
21GI
5
V.Rare

Manacles (pair)
1GI 10/
20
Average

Man Trap
2GI 6/
100
Average

Medical Instruments
14GI
50
Rare

Metal-working Tools (excluding forge and bellows)
14GI
100
Rare

Navigator’s Tools
14GI
20
Rare

Navigational Charts (printed)
7GI
5
Rare

Pole (yard)
2c
10
Plentiful

Rope (yard)
2/
10
Average

Saw
1GI 24/
10
Common

Snare (wire)
7/
5
Common

Shovel (iron edge)
9/
20
Common

Wooden Wedge
1c
2
Plentiful

Hammer
2/
3
Plentiful

Pestle and Mortar
1/
10
Common

Reading and Writing


Cost
Encum
Avail

Book (illuminated)
28GI
50
Rare

Book (printed)
10GI
35
Scarce

Writing Equipment
2GI 20/
5
Average

Poisons and Herbs


Cost
Encum
Avail

Aconite (1 dose)
2GI*
5
V.Rare

Nepenthe (1 dose)
2GI*
5
Average

Mandrake Root (1 root)
7GI 12/*
10
Rare

Manbane (1 dose)
2GI*
5
Rare

Lizardbane (1 dose)
2GI*
5
V.Rare

Demonbane (1 dose)
3GI*
5
V.Rare

Graveroot (1 dose)
2GI*
5
Scarce

Blackroot (1 dose)
1GI 15/*
5
Average

*All these prices will vary depending on the source, but these prices are given as a rough guide.

Transport

Vehicles


Cost
Encum
Avail

Cart
19GI 15/
-
Common

Coach
200GI
-
Rare

River Boat
168GI
-
Rare

Rowing Boat
25GI 5/
900
Average

Wagon
28GI
-
Common

Riding Animals


Cost
Encum
Avail

Light Warhorse
55GI
-
Rare

Heavy Warhorse
65GI
-
V.Rare

Riding Horse
14GI
-
Average

Livestock


Cost
Encum
Avail

Cart Horse
12GI
-
Plentiful

Chicken
1c
-
Plentiful

Cow
10GI
-
Plentiful

Ox
12GI
-
Plentiful

Goat
14/
-
Plentiful

Dog
21/
-
Plentiful

Hawk
10GI
-
Rare

Pack Horse
10GI
-
Plentiful

Pig 
1GI 5/
-
Plentiful

Sheep
20/
-
Plentiful

Travel Costs 

Per 10 miles of Journey


Cost
Encum
Avail

Cart/Wagon
5/
-
Plentiful

Cart 2 Horse (per day)
21/
-
Plentiful

Coach (per day)
1GI 24/
-
Average

River Boat 
2/
-
Plentiful

Wagon, 3 Horse (per day)
1GI 3/
-
Common

Dwellings


Cost
Encum
Avail

Rural Hovel
25GI
-
Common

Rural House
75GI
-
Common

Urban House
126GI
-
Common

Urban House (well-to-do)
420GI
-
Average

Urban House (wealthy)
672GI
-
Scarce

Opulent House + large gdn
1344GI
-
Rare

Rich Noble’s Town House with Court
6048GI
-
Rare

Small Palace
8400GI
-
V.Rare

Medical Attention


Cost
Encum
Avail

Surgery Per Visit
1GI 10/
-
Scarce

Diagnosis Per Visit
21/
-
Common

Please remember that these are only guides and do not represent the exact price of something. They merely show the rough cost of the item and they do not take into account inflation or other events that might change the price.

Job Lists

Although there is a chart in the Character Creation section that shows the different job levels and the rough amount of monthly income for those levels, not all the jobs give that amount of money. The lists in this section show a larger amount of the different jobs available. To determine which job level a job fits into, compare it with another job on the chart in the Character Creation section. Note that some jobs provide room and board (such as Legionnaire) and some jobs are free lance meaning the amount of monthly income from them will vastly depend on how skilled you are at them.

Job Levels

Poor – 23/

Struggling – 1GI 7/

Average – 3GI

Comfortable – 5GI 20/

Wealthy – 26GI

Jobs:

Agitator 

Alchemist 

Alchemists Apprentice

Artisan

Artisans Apprentice

Assassin

Bawd

Beggar

Boatman

Bodyguard

Bounty Hunter

Brigand

Charlatan

Cleric

Coachman

Court Archmage

Court Wizard

Counterfeiter

Demagogue

Druid

Druidic Priest

Duellist

Dwarven Legionnaire

Elite Bodyguard

Elite Trooper

Engineer

Entertainer

Exciseman

Explorer

Fence

Fisherman

Footpad

Forger

Free Lance Noble

Gambler

Gamekeeper

Giant Slayer

Grave Robber

Gunner

Herbalist

Herdsman

Heron Guard

Highwayman

Hunter

Hypnotist

Initiate

Jailer

Journeyman

Judicial Champion

Laborer

Lawyer

Legionnaire

Legion Archmage

Legion Bowman

Legion Wizard

Marine

Mercenary

Military Officer

Militiaman

Minor Noble

Merchant

Minstrel

Muleskinner

Navigator

Necromancer

Noble

Outlaw

Outlaw Chief

Outrider

Peasant

Pedlar

Pharmacist

Physician

Physicians Student

Pilot

Pit Fighter

Prospector

Protagonist

Racketeer

Raconteur

Rat Catcher

Roadwarden

Runner

Rustler

Sapper

Scholar

Scout

Scribe

Sea Captain

Sailor

Seer

Servant

Slaver

Smuggler

Soldier

Spy

Squire

Student

Targeteer

Tavern Bouncer

Templar

Thief

Toll-keeper

Tomb Robber

Torturer

Trader

Trapper

Troll-slayer

Tunnel Fighter

Watchman

Witch-hunter

Wizard’s Apprentice

Woodsman

Please note that this is by no means exhaustive. There are many jobs available and this list only represents some of the more common ones.

The GM has the overall decision over which class a job is in, but should allow the player some flexibility.

Character actions

This section describes the basic tests and actions that a character can perform during the game. It also describes various effects such as fire and poison that a character can cause and come up against during an adventure. Combat is described elsewhere.

Basic Test Procedure

1 – The player tells the gamesmaster an action that he would like to perform. 

2 – The gamesmaster examines the action to be attempted and decides on which skill(s) or attribute to be used.

3 – The GM examines the situation and decides on any modifiers to the roll, applies them to the player statistic and arrives at a number between 00 and 100.

4 – The player rolls a D100 (use a scientific calculator’s random number function and use the last two digits). If the score is less than or equal to the number then the action is a success. If it is not then the action is a failure (note that in an eRPG, the GM will normally roll the D100 to save having to exchange another set of emails with the player).

5 – The GM decides how successful the action has been by the amount the player beat (or missed) the score by. This shows the relative success or failure of the action. The GM then determines by this result what happens in the game and informs the player.

Modifiers

Whenever the GM wishes to modify a roll, he must decide how much. This is usually something like +10, -5 etc. However, if in a situation where there is either an extremely easy or extremely difficult task, you may wish to modify the roll differently. It is normal for the test to be made on twice the characteristic for an especially easy task, or for a difficult task the characteristic might be halved.

Opposed Rolls and Combined Tests

Sometimes a character will be required to ‘test against’ someone else’s characteristic. An example would be if you were in a court of law and you were arguing against another lawyer. The way you manage this is called an opposed roll. Both the subjects roll against the characteristic the GM has chosen (in this case Law skill/Int attribute). If both fail then roll again. The winner is the one who beats his score by the most. In the unlikely event of a tie, either roll again or the GM can call a draw.

Sometimes a character will be required to make a series of rolls just to perform one task. Say for example some pirates have captured you, tied an anchor round you and thrown you into the sea! You will have to undo the knots of the rope, and you will have to do it very quickly before you sink too far to be able to swim back up or before the rope swells too much for it to be undone. DX and I are used for this – DX for untying the rope and I for doing it quickly. When confronted with such a situation, average the various attributes/skills (add their totals together then divide by how many there are) and then use that number. 
Some situations involving lots of rolls can be broken down into several separate rolls so be wary of using the above method too much.

Rounds/Turns

Whenever a turn or round is referred to in the rules, It generally means 5 seconds of game time. An example of this is combat where each player gets to make an attack each round.

Movement

When a character wishes to move a large amount of distance, or when a chase is occurring, you will need to know how movement works. Normally when characters are just milling about in a town you will not need to use these rules. A good rule of thumb is only use these movement rules when you are using game rounds (described above) or when travelling more than a mile.

The movement characteristic given to your character is his movement in yards per round (5 seconds) when moving at standard (normal) speed. This is the speed generally used when travelling on open ground without having to keep a formation of any sort. If you wish to move cautiously, divide this number by two to get your cautious move rate. This is generally used when in a constricting space or when part of a military formation. If you wish to run, multiply your standard move rate by four to find your running rate. If this is used for more than an amount of rounds equal to your S divided by ten (round down), you will drop a yard of speed per round until you reach standard speed (after which continue normally).

Use this chart to determine the amount of miles you can travel per hour depending on your speed.


Move Rate in Miles per Hour

Normal Movement Rate
Cautious
Standard
Running

2
½
1
3 ½

4
1
1 ¾
7 ¼

6
1 ¼
2 ¾
10 ¾

8
1 ¾
3 ½
14 ¼

10
2 ¼
4 ½
18

12
2 ¾
5 ¼
21 ½

14
3
6 ¼
25

16
3 ½
7 ¼
28 ¾

18
4
8
32 ¼

20
4 ½
9
35 ¾

22
5
9 ¾
39 ½

24
5 ¼
10 ¾
43

Normal Movement Rate
Cautious
Standard
Running

26
5 ¾
11 ¾
46 ½

28
6 ¼
12 ½
50

30
6 ¾
13 ½
53 ¾

32
7 ¼
14 ¼
57 ¼

34
7 ¾
15 ¼
60 ¾

36
8
16
64 ½

38
8 ½
17
68

40
9
18
71 ½

Characters who are travelling at standard or normal speed using the mile per hour charts will have to rest for half an hour once they have traveled a number of miles equal to their S attribute divided by 10 (round down). Characters follow the normal rules for running.

The Fellowship Test

During an adventure, characters will normally meet many other people of different alignments. Most of the time the Gm can decide how the characters will react to each other based on their Fel attributes, modified by anything such as alignment and reputation. The higher the Fel, the better they will react to the other person, and the better the other person will react to them. Fel is a rating of the character’s social skills, appearance and charisma. Sometimes the GM may want to make a test when two people encounter each other. To do this, average the two attributes/relevant skills together and then make a roll on this number. A failure will mean the characters don’t get on well together at that time. A success will mean that the characters do get on well.

Swimming

If a character tried to swim, he must first have the specialist skill Swimming. If he does not have this skill the character will begin to drown after a number of rounds equal to his S attribute and will then lose one wound (see Combat section) per round until he dies or is rescued.

If the character does have the skill, he may attempt to swim. It is assumed that if the skill is obtained at any level, the character will be able to swim fine. A test is only made against this when swimming in hazardous conditions. This includes swimming while wearing armor in which case make a test every minute modified by –5 per point of armor. If you fail this test you will begin to drown as per the rules above.

Jumping, Falling, Leaping, Climbing

You will not always need to use these rules, normally its ok to just let the character perform the action. However, if the character is in the grip of a chase scene it is sometimes a good idea to use these rules.

Jumping

A jump is a controlled vertical descent or ascent. If you are pushed, it does not count as jumping. Characters only count as jumping if they do it on purpose, otherwise it’s usually a fall.

Descent: First determine the distance jumped in yards and multiply it by ten. Then roll S attribute/Acrobatics skill. Subtract your roll from the distance. If nothing remains then you have made the jump successfully. If there is anything left, divide it by 10 (round down) to find the amount of wounds lost. There is a 50% chance you will drop anything held.

Ascent: First determine the distance that will be attempted in yards and multiply it by ten. Then roll S attribute/Acrobatics skill. Subtract your roll from the distance. If nothing remains then you have made the jump successfully. If there is still something remaining, you have failed and will have to try again. You do not suffer any damage (unless you fall a certain distance – see below).

Falling

A fall is an uncontrolled descent. Characters can only fall if they are pushed or by accident. 

When falling, determine the distance fell in yards. Double this and then multiply it by ten. Then roll your T attribute and subtract it from the yards number. If there is nothing left you suffer no damage. If there is anything left then divide it by ten (round down) to find the amount of wounds lost.

Leaping

This means a horizontal jump. 

Divide your S attribute/Acrobatics skill score by 10 and subtract 1 to find the maximum distance able to be leaped. Add 1 to this per yard of run up to a max of +4 yards. Then make an S test. A success means you leap up to your maximum distance with no ill effects. If you fail then you jump one less yard of your maximum per 10 that you fail by (round down). A critical failure may mean you trip and do not leap at all.

Climbing

Characters can climb non-sheer surfaces at half their cautious move as long as they do nothing else that round. 
When attempting to climb a sheer surface, divide your S/Climbing by 10 to determine the amount of yards climbed per minute. Each minute you must also test on this attribute/skill. If you pass then you may continue climbing. If you fail then you fall and suffer damage as per normal.

Laboring

This, essentially, means lifting and carrying. Like the above actions, you do not always need to use these rules. This shows the amount of pounds a character can lift:

One-handed lift: 3xS/Laboring

Two-handed lift: 12xS/Laboring

Lift on back: 15xS/Laboring

Shove and knock over: 12x or 25x with a 4-yard run-up

Shift slightly: 50x

Drag: On a rough surface, you can drag as much as you can carry (depends on one or two handed). On a smooth surface, halve the weight.

Pull on wheels: As per dragging but divide weight by 10 for two wheeled cart, 20 for four-wheeled cart. Also halve again if being pulled on good road.

Fire

For each turn that a character is in contact with fire, he takes a strength 30 hit (see later in Combat section) and add a bonus of D4 x 10. Roll against toughness as per usual for combat. Because fire is all-engulfing, it counts as hitting all areas on the body so use the one with the least armour when determining toughness, unless it is a missile-fire attack in which case roll like normal.

If the character suffers 2 or more wounds from the fire in a single turn, he catches on fire. He will continue to take fire damage as above until someone puts him out!

To put someone out, first work out the difference between their T and the fire’s strength as per usual, and then remember this difference. The only way to put a fire out is to reduce this difference to 0. The amount of damage can be lowered by beating (-10 points of damage), another character beating (-10pts per character), by dowsing with water (-10pts per bucket) or by total immersion in water which automatically puts the fire out.

Poisons and Herbs

There are many different poisons in the Myth world but the most common ones are listed here. Each poison has a different effect depending on which species it is used on. For example, Manbane will only have a powerful effect on humans, but may have a slight effect on humanoid creatures.

Manufacturing Poisons

You msut have the Poisons skill to manufacture poison. Although this will often take place in between adventures, the following procedure is given if a character wants to prepare a poison during the game:

Find Premises – First you need to find a small room where you can prepare your poison.

Find Equipment – The character will need equipment such as a small hand balance, a pestle and mortar, a burner and some flasks and bottles.

Find Materials – You must get together the necessary ingredients to actually produce the poison. These can be found in the wild, although few people know which regions they can be found in. They can also be purchased from NPC’s. Most ingredients cost about 10/ per dose and there will be about two or three ingredients required per poison. A dose is enough to poison one person or douse one weapon.

Produce Poison – Now you must make a successful Poison skill roll to produce the poison. This will normally take several hours.

Administering Poisons

Some poisons are put into the targets food or drink, some are doused on weapons. These two types are called Additive Poison and Blade Venom.

Additive Poison: As well as putting this in the targets food and drink, it can also be used by convincing the person that it is a medicine or cure. When consuming food or drink that contains poison, there is some chance that the character will notice that something is amiss. The main factor affecting this is the size of the serving. The following chances are for one dose in the meal:

Goblet: 15%

Tumbler or small dish: 10%

Tankard or large dish: 05%

The GM must roll this secretly.

These chances are then averaged with the person Int/Poison skill (although you may also use Cooking/Brewing skill) and rolled to see if they notice anything. If the test is passed, the character notices something wrong with the food/drink and will stop consuming it. If they fail, do not tell them anything and they will continue eating/drinking the substance and they will consume the whole dose.

If more than one dose is used, multiply the chance from the chart above by the amount of doses present.

Blade Venom: In addition to normal preparation, this must be distilled to a resinous paste and requires two doses per one on the blade. It will also take several hours more. Then the character must douse the tip of the weapon with the paste. When that weapon next wounds a creature, the venom enters its bloodstream. It only works once and must be used within about four hours of appliance.

Poison Tests

The victim may make a T/Poison Resistance test to resist all effects of the poison. If they fail then the poison will have full effect. Some poisons may be particularly strong or weak and may apply modifiers to this roll. Where multiple doses are involved, the character makes a test per poison.

Poison Effects

Toxin
Primary Effect
Secondary Effect

Aconite
Wolves
Ghôls

Manbane
Humans, Northmen
fir’Bolg, Mauls

Lizardbane
Skrael
-

Demonbane
Demons
-

Graveroot
Undead
-

Blackroot
Ghols
-

The primary effect will cause unconsciousness if one dose is taken, paralysis for two doses, and death for three or more for the creatures shown. Unconsciousness and paralysis will wear of after a number of hours equal to their T/Poison Resistance divided by ten minus 10. The character will still be drowsy for a further D4 hours.

The secondary effect will cause unconsciousness on the creatures shown as per the rules above.

There are also many deleriants which cause hallucinogenic effects on the subject. The GM should make up rules for these as they are encountered because they are very rare and there are many different types. They are often herbs.

Herbs

The most well known herb is nepenthe (an anesthetic). Mandrake roots are also known of but they are very rare and difficult to use (as well as difficult to procure!). They also require the user to know healing magic in order to be used. There are many other types of herb that can be found wild, but like deleriants these are too numerous to list. They will normally have an effect against some sort of poison or disease.

Buildings and Doors

Buildings have a toughness and wounds level just like characters. However, picks and other specialised siege equipment must be used to knock down brick and stone walls whereas wood, straw and mud can be assailed by normal weapons. Buildings and walls count as prone (see Combat section).

The following toughness’ are for different types of surface:

Solid Timber          70

Light Wood            60

Wattle and Daub    50

Thatch                    50

Wooden Floor        70

Clay Floor              70

Reed or Matting     60

Brick/Stone            90

10 damage points must be caused to create a hole large enough for a man to walk through. Characters with Escapism skill may attempt to get through a hole after 5 damage is caused. This will usually not cause any danger to the building and will not make it fall down!

To destroy a buidling, you must destroy each 8 by 8 yard section of it. The following chart shows the toughness and wounds of different buildings:

Construct
Toughness
Wounds

Mud/Straw hut
50
15

Light wooden shack
60
20

Timber building
70
30

Stone/Brick building
90
50

Experience and Character Advancement

When characters perform actions in a game, they are gaining experience from them. Over the course of an adventure, a character may gain so much experience that it needs to be represented on his profile. This can come in the form of an attribute being raised, a skill being raised or a new one learnt, a disadvantage being bought off, an advantage being bought or a spell level being raised.

GMs may decide to award experience points either at the end of an adventure or during a point in and adventure after a character has gained the experience. The costs for spending experience in different areas is as follows:

+1 attribute point = Current attribute level (divided by ten) x 4 exp. points.

+1 skill point = Current skill level divided by ten (round down) to a minimum of one exp. points.

New skill at level 10 = 10 exp. points

Ability bought = Cost of ability (most abilities cannot be bought outside of character creation. GM decides which ones can be bought under the circumstances).

+ 1 spell point = Current spell level divided by ten (rounded down) x 2 (see more about spells in Magic section).

New spell at level 10 = 20 exp. points.

GMs may also reward experience points for good roleplay e.g. staying true to impairments, playing with personality etc.

These points may be spent when they are gained, or at the end of an adventure. It is up to the GM.

A character may not advance in a skill/spell/attribute etc if he has not used that statistic at least once in the course of the adventure (unless the character has a teacher who is training him.

Combat

This section describes the procedure for fighting combat, as well as weapon lists for ranged and melee weapons.

Melee Combat Procedure

1 – You and your opponent make an opposed roll: you use your MC/relevant combat skill modified by anything from the table below, he uses his MC/relevant Parry skill modified by his weapon’s parry. If you win then you have scored a hit. If he wins then he has parried your blow and you have missed, in which case skip to stage 4.

2 – Take your S characteristic, apply any modifiers for weapons and add D6x10. Your opponent takes his T characteristic and applies any modifiers for armour. He then subtracts this from your new number. The remaining number of points you have shows the amount of points you have remaining. 

3 – Cross-reference the amount of points you have remaining with the Wounds Chart (below) to see how many wounds you have caused.

4 – Now it is your opponents turn to strike back. Follow the same procedure as above.

Melee Modifiers

Charging ~ +10 ~ Whoever initiates the combat counts as charging. They receive this bonus for the first round of combat only.

Advantage of Ground ~ +10 ~ If one person is higher up than their opponent, they gain this advantage. Note that this bonus does not include being taller than your opponent!

Winner ~ +10 ~ If you have already fought a round of combat against this opponent, whoever caused more wounds counts as having won that combat and receives this bonus. This is not cumulative.

Obstacle ~ -10 ~ If the target is behind a hedge, small wall etc then they are harder to hit and so apply this modifier.

Wrong-hand ~ -10 ~ If you are using a weapon in your left hand (or right if the player is left-handed!) then suffer this penalty.

Unarmed ~ -20 ~ This will apply to anyone unless they are using the Brawl skill.

Improvised ~ -10 ~ If the character is using an improvised weapon e.g. a smashed bottle they will suffer this modifier.

Wound Chart

Won by
Amount of Wounds caused

1-10
1

11-20
2

21-30
3

31-40
4

41-45
5

Won by
Amount of Wounds Caused

46-50
6

51-55
7

56-60
8

61-65
9

66-00
10

Character Wounds

Most PCs will start out with the following number of wounds:

Wound Type
Wound Track
Modifier to Stats

Bruised/Cut



-

Hurt



-

Injured



-10/Stun

Mauled



-20/Prone

Crippled



-30/Prone

Whenever you suffer a number of wounds, check one of the wound track boxes per wound, starting from the top. There are 10 wound boxes so the character has 10 wounds. As soon as you reach the Injured state, you will begin to suffer statistic modifiers (to a minimum of 5). Each wound caused at Injury level Stuns your opponent and each hit at Mauled or Crippled level causes your target to go Prone (see later).

When fighting an NPC, it is not necessary to draw out this chart. Just keep track of the amount of wounds they have left. Use the amount of wounds each creature has (signified in the Bestiary) and have them die when they reach zero. You may wish to use the above track for large creatures and enemy leaders as it can be more fun!

Body Chart

Roll a D100 to see where you hit:

01-15 – HEAD

16-35 – RIGHT ARM

36-55 – LEFT ARM

56-80 – BODY

81-90 – RIGHT LEG

91-00 – LEFT LEG

This is for a humanoid creature and may need to be modified for other creatures. You do not need to use this chart but it can be useful if you want to describe a combat more fully. 

A head hit will cause a +10 S modifier and if caused when the character is Mauled or Crippled, there is a 20% chance of decapitation! A leg or arm wound at Mauled or Crippled level will give a 20% chance of a dislocated limb (10% chance of broken leg) and a body hit at the same level will have a 20% chance of causing terminal bleeding.

Stun

A stunned character may not attack or flee for the round after he has been stunned. After that he will recover unless stunned again in the subsequent round. If he is stunned again, he will fall unconscious for D6 hours unless he makes a successful T test.

Striking to Stun

Before rolling to hit your opponent, you may opt to strike to stun. You roll to hit with a modifier of –20 unless using your Strike to Stun skill. If you hit, you count as hitting the target’s head. Work out the difference between your S and your opponent’s T like normal, but this time make a roll on it. If you succeed then you have stunned your opponent. If you fail then you have not in which your opponent may strike back. Unlike normal combat, do not mark any wounds on your opponent unless you roll a 60 on the D6x10 damage roll.

Prone

A prone character cannot flee or attack. Also, when trying to hit a prone target, you gain a +30 modifier and you do double the amount of wounds. You may also choose which body area to attack. 

Unarmed Combat

If fighting a foe wearing metal armour while unarmed, his armour will have double the effect.

However, instead of fighting normally unarmed, you may attempt to grapple your opponent once per round. Make an opposed roll with your MC/Wrestling skill (you do so at –10 MC but no modifier if using Wrestling)against your opponents DX/Wrestling skill. If they succeed then they have managed to evade your grapple. If you succeed then. the grappling begins. Each subsequent round, make an opposed S/Wrestling roll against the opposition (who also uses S/Wrestling). If you succeed then you cause damage as normal depending how much you won by (see Wounds Chart above). If your opponent succeeds then he breaks free of the grapple and you both may act normally in your next turns.

Fists, Clubs and Other Blunt Weapons

When fighting with a weapon that does not actually penetrate the skin such as fists, clubs and other such weapons, it will be much more difficult to kill an opponent quickly. It will take 8 wounds per box once your opponent reaches the injured state. However, as soon as your opponent reaches the mauled state, he will count as suffering from Terminal Bleeding (see later).

Surprise and Initiative

If you manage to sneak up on your opponent and attack before he realises it, then you get a completely free round of combat. The remaining combat is played out normally.

When deciding who goes first in combat, compare I/Combat Reflex skill values. Whoever has higher goes first. If two people draw then roll a D6 each turn and whoever gets higher goes earliest. Someone Charging into combat will always go first.

Fleeing

If you wish to flee from a combat, then you may do so but your opponent(s) will get a free round of combat and you will not be able to parry. Then the enemy will usually give chase!

Melee Weapons Chart

Weapon
I
MC/Skill
S
Parry

Cutlass 
-
-
-
-

Broadsword
-
-
+10
-

Shortsword
+10
-
-
-

Dagger/Knife
+10
-
-10
-20

Rapier (S)
+20
-
-
-

Claymore 
-10
-
+20
-

Heron Saber
-
-
+10
-

Two-handed Sword (S)
-20
-
+30
-

Two-handed Axe 
-20
+10
+30
-20

Two-handed Mace 
-25
-
+35
-20

Two-handed Flail (S)
-20
-20
+40
-10

Mace
-10
-
+25
-10

Glaive (S)
-10
-10
+25
-

Halberd (S) *
+10
-10
+30
-

Spear *
+10
+10
-
-

Quarter Staff (S)
-
-
-
-

Fist Weapon 
-
-10
-
-

Flail (S)
-
-10
+20
-10

Hand Axe
+10
-
-
-10

Lance (S) **
+20
+10
+30
-20

Military Pick
-
-
-
-10

Morning Star (S)
-10
-
+20
-10

Net
-
-10
-
-10

Ghôl scythe
-
-10
-
-

Journey Man Shovel
-20
-10
+20
-

Bre’Unor Jawbone Axe 
+10
-10
-
-10

Gridaksma Blade (S)
+10
-
-
+10

Left-handed Dagger (S)
-
-
-10
-10

* Initiative only applies during first round of combat or when you have won the previous round. Spear MC bonus only applies to mounted/flying targets, Halberd negative bonus becomes 0 when fighting mounted/flying target.

* All bonuses only apply when mounted and charging.

(S) = This is a Specialist weapon and unless the character uses the appropriate weapon skill, he will fight as though his MC was 10 and the GM may impose a risk test if suitable (i.e. a flail is very dangerous to an unskilled user so would require a risk test).

This chart shows the modifiers to various different attributes/skills that these weapons will make when used in combat. MC/Skill means MC or any relevant combat weapon skill. Parry means that you will suffer this modifier whenever attempting to parry with that weapon.

Mounted Combat

When fighting against an opponent who is riding some sort of creature with similar proportions to a horse, roll a D100. On a 20 or less you will hit the rider, on a 21 or more the mount. If the mount is killed, roll another D100 to see what happens to the rider:

01-50 – The rider is thrown D4 yards and counts  as taking fall damage for that distance.

51-90 – The rider dismounts safely.

91-00 – The mount falls upon the rider, trapping him. He takes 1 wound per S point of the mount and must make a successful S test to crawl out.

Ranged Combat Procedure

Ranged combat is very similar to melee combat but there are a few minor differences. 
First of all you must use your RC attribute or a relevant ranged weapon skill instead of MC. Your opponent does not make an opposed roll to se if he can block the shot. You must check whether the target is within range (indicated on weapon list). Also, instead of using your S value, use the S value of the weapon you are firing. You will also need to use a different set of modifiers for ranged as opposed to melee combat. The modifiers are:

Large Target ~ +10 ~ Anything that is at least twice man height (e.g. about 10 foot or more) is considered a large target.

Small Target ~ -10 ~ Anything smaller than 1 foot is considered a small target.

Firing from a Moving Mount ~ -10 ~ If you are firing a weapon while on a moving creature or in a wagon, suffer this penalty.

Firing at Long-Range ~ -10 ~ In the ranged weapons list, there is a range at which shooting is classified as long range. When shooting like this, suffer this penalty.

Improvised ~ -10 ~ If throwing a bottle, piece of wood etc then suffer this penalty.

Soft Cover ~ -10 ~ If there is a bush or some other piece of vegetation in between you and your target that is blocking your view partially, suffer this penalty.

Hard Cover ~ -20 ~ As above but for stone/brick walls etc. Anything much more solid than vegetation.

Ranged Weapons Chart


Range (feet)



Weapon
Short
Long
S
Load/

Fire

Short Bow
16
100
40
-

Normal Bow
24
150
40
-

Long Bow (S)
32
250
50
-

Javelin
S/10+5
S/10+10
S
-

Throwing Axe 
S/10
S/10+10
S/10
-

Throwing Knife 
S/10
S/10+10
S
-


Range



Weapon
Short
Long
S
Load/ Fire

Sling (S)
S/10+10
S/10+20
40
-

Blowpipe (S)
12
30
10
-

bre’Unor Jawbone-Axe (S)
S/10
S/10+10
S+10
-

Musket (S)
24
150
60
2L/1F

Dwarven Cocktail (S)
S/10+10
S/10+15
70/  50 (F)
2L/1F

Satchel Charge (S)
S/10+8
S/10+10
80
-

Typical Cannon (S)
500
1000
100
10L/1F

Dwarven Mortar (S)
30
60
70/  40 
3L/1F

This chart shows the ranges in feet. Anything up to the short range counts as short range, anything over it up to the long range counts as long range.

Sometime the range will be determined by the user’s S, in which case S/10 will be written meaning S attribute divided by ten.

Also, the strength of the weapon may sometimes rely on the S attribute of the user in which case S will be written meaning S attribute of user. 
If an F is given, it means that weapon causes fire damage as per the rules in the Character Actions section.

In the load/fire section, most weapons do not have any special rules and can be used once each turn. Some have XL/XF. L means load and F means fire, meaning it will take X rounds to load and then X rounds to fire.

The (S), like in melee weapons, means that the weapon may not be used unless the relevant skill is used.

Sharp-shooting and Shooting into a Group

If a character wishes to aim for a specific part of the targets body, he suffers a –10 modifier at Short range and a –20 modifier at Long range. If they miss then they will miss completely.

If the character is aiming into a group of people and is not going for a particular target, his RC/relevant skill is doubled but any hits will be randomly distributed.

Misfires

If, when using a Dwarven Cocktail, mortar or Musket you roll a natural double (e.g. 66, 99 etc), you must make a D100 roll on the relevant chart:

Musket

01-50 – Charge fails to ignite, you may fire in the next round.

51-99 – The charge ignites and is used up. You must reload as normal.

00 – The weapon explodes, causing an automatic hit on the user at the weapons S.

Explosive

01-50 – The explosive goes out, you may reload next turn as normal.

51-80 – Splutters, roll a D6 every turn. On a 6 the charge explodes. On a 1 it goes out.

81-00 – The bomb explodes halfway towards its target.

Weather will affect these rolls so make modifiers as you see fit.

Explosives

When throwing an cocktail or firing a mortar, if you hit the target then they and everyone within a foot take the full 60 damage, and anyone else within 2 yards will take 30 damage. For cocktails, anyone within a foot will also take fire damage.

If you miss, then roll a D8 on this chart to see where it lands:

1     2     3

4 Target 5

6     7     8 

The explosive will scatter D6 feet in that direction. Roll for damage as normal.

Armour

Armour is vital for staying alive in a heated combat situation. Bare flesh just doesn’t cut it in the Myth world! When armour is worn in combat, it gives you a bonus to your T value. All armour has an amount of AP (Armour Points) and a location that the armour covers (e.g. Head, Body, Arms etc).

Armour

Armour
Location
AP

Leather Coif
Head
1*

Leather Jacket
Body/Arms
1*

Leather Jerkin
Body
1*

Mail Shirt
Body
1

Mail Coat
Body/Legs
1

Sleeved Mail Shirt
Body/Arms
1

Sleeved Mail Coat
Body/Legs/Arms
1

Mail Coif
Head
1

Mail Leggings
Legs
1

Mail Sleeves
Arms
1

Scale Shirt
Body
2

Scale Coat
Body/Legs
2

Sleeved Scale Shirt
Body/Arms
2

Sleeved Scale Coat
Body/Legs/Arms
2

Scale Leggings
Legs
2

Scale Sleeves
Arms
2

Breast Plate
Body (Front)
3

Back Plate
Body (Back)
3

Plate Leggings
Legs
3

Plate Sleeve
Arms
3

Gauntlets
Hands
**

Armour
Location
AP

Knight’s Helm
Head
2

Pot Helmet
Head
1

Shield
All
1

Buckler
All
1***

Heron Guard Armour
All
2

*If a blow has an S of 40 or less, you get an armour point. If it has an S of more than 40, leather armour has no effect.

**These do not provide any actual protection from blows.

***A buckler will brake after a relatively small number of uses, it can take D10+5 blows.

A character may wear leather and mail armour under any other type of armour. They may wear a helmet over a coif. They may not wear scale armour under plate armour.

Wounds and Recovery

This section shows the recovery times from the different wounded states shows on the Character Wounds Chart. These are only rough times, actual times will depend on the detailed extent of injury.

Better than Injured – Heal at rate of one wound per day.

Injured  – Heal at rate of one wound per complete day of rest. One First Aid test can be made to recover D4 wounds. If the character rests for a whole week they will recover T divided by ten additional wounds.

Mauled – The character will need to be treated by someone with First Aid or Surgery to prevent blood loss. First Aid will give them a wound point back and Surgery will give D4. Then the character counts as Injured until he reaches Better than Injured.

Crippled – The character counts as having terminal bleeding.

Terminal Bleeding and Broken Limbs

If a character is suffering from terminal bleeding, they will need a Surgery operation within 24 hours or risk death from blood loss.

If a character has a dislocated or broken limb, they will need Surgery within a week or their limb will be permanently unusable. It will still take a further D4 weeks to recover fully. 

If they do not get an operation within that amount of time, their limb will need to be amputated in order to prevent gangrene. An operation will require Surgery skill after which the character counts as having the Level 2 Lame impairment for legs, or the One Arm imapairment for arms.

