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Allies, Contacts, 
Rivals and Enemies

Passions

Personal Connections



Mythras:  Culture & Community

Passions Table
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Family & Connections Tables

Extended Family Table
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Careers

Example Careers by Cultural Background
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Skills
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Courtesan

Skills

Courtier
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Skills
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Skills
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Skills

Physician

Skills
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Skills
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Sorcerer

Skills

Thief
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Warrior
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Creating a Custom Career
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Age Table Notes

Bonus Skill Points

Starting Equipment

Clothing

Weapons

Armour
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Folk Magic
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Background Equipment Table
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Sorcery
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Character Creation Complete
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Skills

I

How Skills Work

Criticals and Fumbles

Automatic Successes
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When to Roll?

Modifying Skills

Difficulty Grade Table

Standard Skills
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Climbing

Simplified Difficulty Grades

Simplified Difficulty Grade Table
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Contests of Strength

Conceal (DEX+POW)
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Dance (DEX+CHA)

Deceit (INT+CHA)

Drive (DEX+POW)
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First Aid Actions
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Locale (INT x2)
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Perception (INT+POW)



Mythras:  Skills
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Optional Rule – Limits to 
Endurance and Willpower
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Engineering (INT x2)
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Folk Magic 
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Gambling (INT+POW)

Healing (INT+POW)

Treating Serious Wounds
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Surgery

Invocation (INT x2)

Language (INT+CHA)

Linguistic Fluency

Literacy (INT x2)

Lockpicking (DEX x2)

Lore (INT x2)
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Mechanisms (DEX+INT)

Meditation (INT+CON)

Musicianship (DEX+CHA)

Mysticism (POW+CON)

Navigation (INT+POW)

Oratory (POW+CHA)

Seamanship (INT+CON)
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Seduction (INT+CHA)

Shaping (INT+POW)

Sleight (DEX+CHA)

Streetwise (POW+CHA)

Survival (CON+POW)

Teach (INT+CHA)

Track (INT+CON)

General vs. Specific Teaching
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Trance (POW+CON)

Different Situations

Reattempting Skills

Augmenting Skills

Capping Skills

Contested Rolls

Opposed Rolls
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Differential Rolls

Opposed Skills Over 100%

Group Rolls

Opposed Roll Examples

Differential Roll Results

Simplifying Subtraction 

with Skills over 100%
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Team Roll

Sorting Roll

Proportional Skill Success
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Character Income 

Between Adventuring

Seasonal Income Table

Bartering and 

Haggling

Bartering

*
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Barter Modifier Table

Haggling

Haggling Outcome Table

Equipment

Equipment Price
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Culture/Milieu

Armour

Linothorax Bezainted Chainmail Hoplite Cuirass
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Armour and SIZ

Armour Penalty to Initiative

Accommodation

Armour Table

Material Types Table
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Clothing

Food

Livestock

Accommodation Table Clothing Table

Food Table
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Tools

Livestock Table
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Melee Weapons

Ranged Weapons



Mythras:  Economics & Equipment

1 Thrown javelins may use the Pin Weapon special effect against shields, without 

needing to roll a Critical.

Ranged Weapon Ammunition

Siege Weapons

Notes on Siege Weapons

Vehicles
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One Handed Weapons
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Two Handed Weapons

Siege Weapons
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Equipment 

Manufacturing 

and Quality

Resources

Circumstance Modifiers

Resource Modifiers Table

Task Rounds

Ranged Weapons



Mythras:  Economics & Equipment

Sample Task Rounds
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Item Quality Table

Enhancements Table

Using the Task Rules in 

Other Circumstances
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Action, Time and 

Movement

Combat Rounds

Local Time

Strategic Time

Movement

Scenes

Strategic Time Travel Table
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Moving In Armour

Ageing

Comparative Movement Table
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Asphyxiation, 

Drowning and 

Suffocation

Blood Loss

Character 

Improvement

Experience Rolls

How Many?

Age Bands

Ageing Effects Table
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Increasing Existing Skills

Increasing Characteristics

Increasing Passions

Freely Improving Skills
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Learning New Skills

Training

Trainers

Teachers

Limits to Training

Cults and Brotherhoods

Training Improvement Table

Permanent Characteristic Improvement
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Disease and Poison

Disease and Poison Traits
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Sample Diseases

Pyrohoxia

Red Pox

Disease and Poison Conditions
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Soul Leech

Sample Poisons

Cobra Venom

Lotus Dust

Sleeping Draught
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Encumbrance

Encumbrance Capacity

Armour ENC

Non Human Encumbrance

Alternative Encumbrance Rules
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Falling

Falling Distance Table

Falling Objects

Falling from a 

Moving Vehicle

Fatigue

Physical Effort

Effects of Fatigue
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Recovering from Fatigue

Managing Fatigue

Fires

Physical Effort Table

Fatigue Levels

Fire Intensity Table
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Healing from Injury

Magical Healing

Permanent Injuries

Permanent Injury Table
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Inanimate Objects

Using Weapons Against 

Inanimate Objects

Luck Points

Using Luck Points

Cheat Fate

Desperate Effort

Mitigate Damage

Group Luck Points

Inanimate Objects Armour and Hit Points
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Passions

Deepening and Waning

Deepening and Waning

Survival

Traps
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Trap Traits

Purpose

Trigger

Difficulty

Resistance

Effect

Death Trap Damage Limits

Sample Traps

Crushing Roof

Building Traps
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Pitfall

Spear Trap

Visibility

Weather

Precipitation

Temperature

Visibility Table
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Wind

Precipitation Table

Temperature TableWind Table



Mythras:  Combat

Combat

C
Components 

of Combat

Combat Styles

Combat Rounds

Combat Actions

Weapon Size and Reach

Engagement

Special Effects

Combat Styles
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Weapon Choices

Combat Style Benefits

Use of Weapons Not 

Covered by a Combat Style

Combat Rounds
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Initiative

Calculating Initiative

Initiative Penalty

Cycles and Turns
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Combat Actions

Proactive Actions

Attack

Brace

Cast Magic

Change Range

Delay

Dither

Hold Magic

Mount

Move

Keeping Track of Action Points
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Outmanoeuvre

Ready Weapon

Regain Footing

Struggle

Reactive Actions

Counter Spell

Evade

Interrupt

Parry

Free Actions
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Assess Situation

Drop Weapon

Signal

Speak

Use Luck Point

Ward Location

Weapon Size 

and Reach
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How Combat Works

Attacks and Parries

Damage Reduction

Parrying a Missed Attack

Keeping Track of Attack Rolls

Weapon Size Categories

Weapon Reach Categories
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Unable or Unwilling to Parry

Failed Rolls and Fumbles
Special Effects

Damage Reduction Table

Retroactive Parrying With 

a Skill over 100%
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Special Effect Descriptions

Accidental Injury

Arise

Bash

Bleed

Blind Opponent

Bypass Armour

Choose Location

Circumvent Cover

The Head? Again?
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Circumvent Parry

Close Range

Compel Surrender

Damage Weapon

Disarm Opponent

Drop Foe

Duck Back

Enhance Parry

Entangle

Flurry

Force Failure

Grip

Impale
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Kill Silently

Marksman

Maximise Damage

Open Range

Overextend Opponent

Overpenetration

Pin Down

Pin Weapon

Prepare Counter

Press Advantage

Impale Effects Table
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Rapid Reload

Remise

Scar Foe

Select Target

Slip Free

Stand Fast

Stun Location

Sunder
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Special Effects Summary
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Take Weapon

Trip Opponent

Weapon Malfunction (Firearms)

Withdraw

Close Combat

Situational Modifiers 

Engagement
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Close Combat Mechanics

Charging

Charging into Contact

Charging through Contact

Cover
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Evading 

Flying Combat

Attacking Ground-Based Targets

Aerial Combat Aloft

Evading Creatures

Aerial Tactics
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Knockback

Leaping Attacks

Mounted Combat

Multiple Opponents

Outmanoeuvring
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Passive Blocking

Pulled Blows

Surprise

Sweep Attacks

Unarmed Combat

Parrying Weapons Whilst Unarmed
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Striking

Grappling

Unusual Combat Conditions

Climbing

Swimming

Weapon Reach – Closing 

and Opening Range

Fighting at the Longer Reach

Fighting at the Shorter Reach
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Closing Range

Opening Range

Withdrawing

Ranged Combat

Force

Damage Modifier

Range

Reload

Situational Modifiers 

Ranged Combat Considerations

Aiming
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Distance Penalties

Firing into a Crowd

Firing on the Move

Impaling Ranged Attacks

Ranged Combat Situational Modifiers

Distance Penalties
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Loading Ranged Weapons

Hit Locations

Humanoid Hit Locations

Damage and Wound Levels
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Minor Wound

Serious Wound

Major Wound

Heroic Last Actions

Wounding Opponents with 

an Endurance over 100%
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Rabble

Underlings
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Tailoring Magic

Magical Disciplines

Folk Magic

Animism
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Mysticism

Sorcery

Theism

Magical Traditions



Mythras:  Magic

Cults

Guilds

Royalty and Noble Houses

Individual Teachers

Social Castes

Species Specific

Totems

How Many Abilities?

Spells by Organisation
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Ritualistic 

Casting Times

Magical Energy

Where Do Magic 

Points Come From?
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Self

Sacrifice

Magical Locations

Destruction and Consumption

Veneration

Recovering Magic Points
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The Rule of Recovery

Running Out of Magic Points

Fatigue Accrual

Hit Point Attrition

Unconsciousness

Willpower

Endurance or Die

How many Magic Points 

for Sacrificing a...
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Characters & Magic

Becoming a Magician

Starting Magic

Learning New Abilities

Learning New Traditions

Creating New Traditions

Experience Roll and Time Costs
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Using Magic

Casting Requirements

Restricted Actions 

During Casting

Interrupting Casting

Dismissing One’s Own Magic

The Games Master’s Saga

Creating New Traditions
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Stacking Magic

Magnitude and Intensity

Enduring Magic Costs
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Folk Magic
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The Nature of 
Folk Magic

Access to Folk Magic

Starting Folk Magic

Learning Folk Magic
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Ubiquitous 
Folk Magic

Using Folk Magic

Limits to Folk Magic Capacity

Career-Specific Folk Magic Spells
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Folk Magic Spells

Duration of Folk 
Magic Spells

Traits

Concentration

Instant

Ranged

Resist (Endurance, Evade, Willpower)

Touch

Trigger

Spells
Alarm

Appraise

Avert

Babble
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Beastcall (X)

Befuddle

Bladesharp

Bludgeon

Breath 

Bypass

Calculate

Calm

Chill
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Cleanse

Cool

Coordination

Curse

Darkness

Deflect

Demoralise

Dishevel

Disruption

Dry

Dullblade

Extinguish
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Fanaticism

Find (X)

Firearrow

Fireblade

Frostbite

Glamour

Glue

Heal
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Heat

Ignite

Incognito 

Ironhand

Knock

Light

Lock 

Magnify

Might

Mimic

Mindspeech

Mobility

Pathway
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Perfume

Pet

Phantasm

Pierce

Polish

Preserve

Protection 

Repair

Repugnance

Shock

Shove

Sleep

Slow

Speedart
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Spiritshield

Tidy

Tire

Translate

Tune

Ventriloquism

Vigour

Voice

Warmth

Witchsight

Creating New Folk Magic Spells



Mythras:  Animism

A

What Are Spirits?

What is the Spirit World?

States of Being

Trance and Binding

Trance (CON+POW)

Animism
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Binding (POW+CHA)

Spirit Societies, 

Cults & Traditions

Trance Preparation Time

Spirit Damage
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Defining Spirits
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Spirit Intensity

Spirit Intensity

Characteristics

Attributes

Action Points

Initiative Bonus

Magic Points 

Spirit Damage 
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Attitude

Locating and 

Gaining Spirits

Spirit Negotiation

Spirit Relationships
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Spirit Binding

 Fetish Bindings

Location Bindings

Creature Bindings

Settings without Spirits

Fetish Proliferation
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Creating a Binding

Limits to Bound Spirits

Using Spirits

Calling Upon a Binding

Summoning a Spirit
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Observing Manifested Spirits

Spirit Combat

Engaging in Spirit Combat

Attitude of a Summoned Spirit
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Consequences of Defeat

Spirit Combat Special Effects

The Recurring Trait
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Multiple Opponents versus a Single Spirit

Spirit Combat Options

Tenacity

Physical Damage

Mental Resilience
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Possession and Exorcism

Dominant Possession

Passive Possession

Covert Possession

Animism Tricks

Rejuvenating Spirits

Diabolic Spirits
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Spirit Traps

Binding a Soul into a Living Creature

Body Snatching

Surviving after Death Binding Huge Spirits

Spirits in Different Settings
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Spirit Types

Designing Spirits

Spirit Abilities

Animate (Specific Substance)

Autonomy

Bless

Applying Spirit Powers
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Cannibalistic

Comprehension

Conjugate

Covert

Curse

Deadly

Demesne

Discorporate

Disease

Curse Spirit Effects
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Domination (Specific Species)

Endowment (Specific Capability)

Eternal

Glamour

Healing

Mana

Manifestation

Miasma

Passion (Specific Emotion or Disorder)
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Perceptive

Persistent

Puppeteer

Sagacity

Shapechange (Specific Species)

Spellcasting

Subjugate

Telekinesis

Warding

Wither

Example Spirits

Ancestor Spirits
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Ancestor Spirit

Bane Spirits

Bane Spirit

Curse Spirits

Curse Spirit

Spirits That Initiate Combat Questioning Ancestors

Ancestral Demigods
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Death Spirits

Death Spirit

Elemental Spirits

Elemental Intensity/Size Relationship
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Fetches

Fetch Types

Guardian Spirits

Guardian Spirit

Fetch Abilities

Questing for a Fetch
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Haunts

Haunt

Medicine Spirits
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Medicine Spirit

Nature Spirits
Predator Spirits

Nature Spirits
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Predator Spirit

Shape-Shifting Spirits

Spirit Intensity for SIZ of Creature

Shape Shifting Spirit

Sickness Spirits

Sickness Spirit
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Undeath Spirits

Undeath Spirit

Wraiths

Wraith Spirits
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Mysticism
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Seeking the 

Truth Within

Meditation (INT+CON)

Meditations on Power
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Mysticism (POW+CON)

Paths and Talents

Starting Mystics

Learning Talents

Mju’s Saga
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Using Mysticism

Implementing a Talent
Costs of Implementing Talents

Implementation Time

Magnitude and Intensity

Consequences of Mysticism

Mju’s Saga



Mythras:  Mysticism

Duration of Talents

Dispelling Talents

Limitations to Talents

Talent Descriptions

Augmenting Skills

Invoking Traits

Adhesion

Arrowcut

Astral Projection

Aura (X)
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Awareness

Dark Sight

Denial (X)

Earth Sense

Echolocation

Featherlight

Formidable Natural Weapons

Heart Slow

Immunity (X)

Indomitable

Life Sense

Magic Sense

Night Sight

Pain Control

Spirit Sense
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Squeeze

Enhancing Attributes

Action Points

Damage Modifier

Fatigue

Healing Rate
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Hit Points

Movement Rate

Initiative
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Sorcery

S
Manipulating 

the Cosmos

Invocation (INT x2)

Shaping (INT+POW)
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Combine

Duration

Magnitude

Range

Targets

Shaping Table
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Schools and Spells

Starting Sorcerers

Sources of Knowledge

Further Extending Duration
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Learning Spells

Using Sorcery

Invoking a Spell

Kratos’ Saga

Kratos’ Saga
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Invocation Costs

Invocation Time

Magnitude and Intensity

Dispelling a Sorcery Spell

Limitations of Sorcery

Spell Descriptions

Alternate Components for Sorcery Spells

Restricting Components of Sorcery Spells
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Concentrationn

Resist (Endurance/Willpower/Evade)

Abjure (Substance/Process)

Animate (Substance)

To Rock and Roll
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Attract (Threat)

Banish

Bypass Armour

Castback

Damage Enhancement

Damage Resistance

Diminish (Characteristic)

Dominate (Creatures)
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Draw (Creatures)

Enchant (Object)
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Enhance (Characteristic)

Enlarge

Enslave (Creatures)

Evoke

Why Enchant?

Summoning Otherworld Entities
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Fly

Haste

Hide Life

Hinder

Holdfast

Imprison

Intuition

Mark
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Mystic (Sense)

Neutralise Magic

Palsy

Perceive (Sense)

Phantom (Sense)

Sight
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Smell

Sound

Taste

Touch

Portal

Project (Sense)

Death from Afar
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Protective Ward

Regenerate

Repulse (Creatures)

Revivify

Sculpt (Substance)
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Sense (Object, State or Substance)

Shapechange (to Creature)

Shrink

Smother

Spell Resistance

Spirit Resistance
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Store Manna

Summon

Switch Body

Tap (Characteristic)

Telepathy

Teleport
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Transfer Wound

Transmogrify (to Substance)

Trap Soul
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Undeath

Wrack (Substance or Harm)

Wrack Damage
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T
Calling on the Gods

Devotion (POW+CHA)

Exhort (INT+CHA)

Theism
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Cults and Miracles

Starting Theists

Learning Miracles

Acting Like Your God
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Using Theism

Devotional Pools

Joining More Than One Cult

Donating Magic Points

Sacrosanct Locations

Kara’s Saga
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Requesting a Miracle

Cost of Requesting a Miracle

Exhortation Time

Kara’s Saga
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Magnitude and Intensity

Dispelling a Miracle

Limitations to Miracles

Miracle Descriptions

Area (X)

Duration (X)

Ranged (X)

Rank

Resist (Evade/Endurance/Willpower)

Absorption

Absorption Results

Aegis

Awaken
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Backlash

Beast Form

Behold

Berserk

Bind Ghost

Bless Crops

Breathe Water
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Call Winds

Chameleon

Clear Skies

Cloud Call

Consecrate

Corruption 

Kara’s Saga
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Cure Malady

Cure Sense

Dismiss Elemental

Dismiss Magic

Earthquake

Elemental Summoning

Earthquake Table
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Entangle

Enthrall

Excommunicate

Exorcism

Extension

Fear

Fecundity

Fortify

Growth

Harmonise

Heal Body

Heal Mind
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Heal Wound

Heart Seizure

Illusion

Lay to Rest

Leeching

Lightning

Madness
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Mindblast

Mindlink

Mirage

Obliterate

Pacify

Perseverance

Propitiate

Rain of (Substance)

Raise Undead
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Reflection

 Reflection Results

Rejuvenate

Resurrect

Ripen

Sacred Band

Sever Spirit

Shield
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Soul Sight

Spirit Block

Spirit Block Effectiveness

Steadfast

Sunspear

Sureshot

Miracles by Cult Rank



Mythras:  Theism

Thunderclap

True (Weapon)
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Cults & 
Brotherhoods
A Cults
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Mystical Orders

Sorcery Orders

Spirit Cults

Theist Cults

Brotherhoods

Anathaym’s Saga
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Companies

Colleges

Gangs

Guilds

Regiments

Why Join?
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Membership

Membership as Part of 
Character Creation

Membership during the Game



Mythras:  Cults & Brotherhoods

Demonstrations of Worthiness

Impressing the Examiners

Donations

Availability by Culture

Barbarian

Civilised

Nomadic

Primitive

Progression

Ranks
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Common

Requirements

Duties

Privileges

Magic

Dedicated

Requirements

Comparative Rank Titles

Anathaym’s Saga
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Duties

Privileges

Magic

Proven

Requirements

Duties

Privileges

Magic

Overseer

Requirements

Duties

Privileges

Magic

Anathaym’s Saga



Mythras:  Cults & Brotherhoods

Leader

Requirements

Duties

Privileges

Magic

Benefits

Training

Protection

Kratos’ Saga
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Material Aid

Social Status

Magic
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Gifts

Divine Intervention

Restrictions

Oaths
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Sample Gifts
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Tough Choices

Proving Integrity

Group Standing

Oaths beyond Membership

Anathaym’s Saga
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Superstitions Taboos

Geasa
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Other Aspects

Cult and 
Brotherhood Centres

Anathaym’s Saga
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Temples

Shrines

Monasteries and Schools

Sample Organisations

Name

Mythos and History

Nature

Organisation

Membership

Restrictions

Skills

Anathaym’s Saga
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Magic

Gifts

Allies and Enemies

Shrine Facilities

Temple Facilities
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Ancestor Worship 
(Animist Cult)
Mythos and History

Nature

Organisation

Membership

Restrictions

Skills

Magic

Gifts

Allies and Enemies

Dervishes of the Open 
Sands (Mysticism Cult) 
Mythos and History

Nature

Organisation
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 Membership

Restrictions

Skills

Magic

Gifts

Allies and Enemies

The Lich Way (Sorcery Cult)
Mythos and History

Nature

Organisation

Membership

Restrictions

Skills

Magic

Gifts



Mythras:  Cults & Brotherhoods

Allies and Enemies

Myceras (Theist Cult)
Mythos and History

Nature

Organisation

Membership

Restrictions

Skills

Magic

Gifts

Allies and Enemies

Example 
Organisations
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Animistic Cults

Brotherhoods

Mysticism Cults
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Theist Cults

Sorcery Cults

Mysticism Cults (Continued)



Mythras:  Cults & Brotherhoods

Theist Miracles

Theist Cults (Continued)
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Creatures

A

Intelligence 

and Instinct

Creature INT Table

Creature Abilities

Adhering



Mythras:  Creatures

Allergy

Aquatic

Blood Sense

Breathe Flame

Burrower

Camouflaged

Chaos Aura

Chaos Feature

Characteristic Drain

Cold-Blooded

Communal Mind

Dark Sight

Death Sense

Disease Immunity

Diving Strike

Earth Sense

Echolocation
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Engulfing

Flying

Formidable Natural Weapons

Frenzy

Gaze Attack

Grappler

Hold Breath

Immunity

Intimidate

Leaper

Life Sense

Magic Sense

Multi-Headed

Multi-Limbed
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Night Sight

Poison Immunity

Possession, Covert

Possession, Dominant

Regeneration

Swimmer

Terrifying
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Trample

Undead

Vampiric

Venomous

Vulnerable

Creatures as 

Characters

Creature Character Creation

Inject Venom
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The Statistics Block

Creature Competence

How Skilled Creatures 

Should Be

How to Balance Creatures 

Against Characters

Non-Human Points Build
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How Creatures Fight

Reasons for Attack

Judging the odds

Intimidation
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Killing is not always the objective

Fleeing rather than death

Being Outnumbered

Unusual Tactics

Using Terrain

Hit and Run

Poison and Leave Them

Attack by Pack

Fighting at Extreme Close Range

Charging

Unarmed Combat 

Considerations



Mythras:  Creatures

Unarmed Combat against Weapons

Natural Weapon Combat Effects

Natural Weapons Special Effects

Default Natural Weapons for 

Unusually Sized Creatures

Armed Combat 

Considerations

Weapon Modifications for 

Unusually Sized Creatures

Natural Weapon Damage

Natural Weapon Size and Reach
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Wielding Disproportionately Sized Weapons

Designing Your 

Own Creatures

Weapon Size and Reach Bonus

Weapon Category Progression

Maximum Weapon Size
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Comparative Weights

Creatures

Fighting Quadrupeds
Creature SIZ Equivalency Table
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Acephali

Ant, Giant
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Asipatra

Aurochs
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Baboon

Bagini
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Bakru

Bakru Curse Type

Bakru Curse Type
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Basilisk/Cockatrice
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Bear

Beetle, Giant

Boar



Mythras:  Creatures
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Boar-Kin

Bonacon
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Centaur

Centaur Characters

Culture
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Cultural Passions

Professions

Starting Money

The Centaur Voice

Chaos Hybrid
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Chaos Hybrid Diseases
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Chimera

Crab, Giant
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Crocodile/Alligator

Cyclops



Mythras:  Creatures

Dragon
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Dwarf
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Dwarven Characters

Culture

Cultural Passions

Professions

Starting Money

The Dwarven Voice
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Elementals

Elemental Characteristics and Attributes



Mythras:  Creatures

Average Elementals
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Elf

Elven Characters

Culture

Cultural Passions

Professions
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Starting Money

The Elven Voice

Ghoul
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Giant

One Head or Two?



Mythras:  Creatures

Goblin/Orc



Mythras:  Creatures

Gorgon

Fighting a Gorgon



Mythras:  Creatures

Griffin/Hippogriff



Mythras:  Creatures

Halfling

Halfling Characters

Culture

Cultural Passions

Professions
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Starting Money

The Halfling Voice

Harpy
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Horse

Insect Swarm

Insect Swarm Damage

Swarm Skills: 
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Iqari

Iqari Characters
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Culture

Cultural Passions

Professions

Starting Money

The Iqari Voice

Lion
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Lizard, Giant

Lizardman/Ophidian
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Ophidian Venom

Mammoth
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Elephants

Manticore
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Mantis, Giant
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Minotaur



Mythras:  Creatures

Minotaur Characters

Culture

Cultural Passions

Professions

Starting Money

The Minotaur Voice
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Mummy



Mythras:  Creatures

Octopus, Giant

Ogre



Mythras:  Creatures

Panthotaur

Panthotaur Characters

Culture

Cultural Passions

Professions

Starting Money
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Scorpion, Giant



Mythras:  Creatures

Sea Serpent Shark

Skeleton



Mythras:  Creatures

Slargr
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Smilodon

Snake, Giant



Mythras:  Creatures

Spider, Giant
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Tiger
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Troll

Troll Darkness Bond Table
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Unicorn

Vampire



Mythras:  Creatures
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Winged Ape

Wolf

Vampire Shapeshift Table
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Lycanthropy

Wyrm/Wyvern
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Zombie
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Chaos Features

Chaos Features
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Chaos Features

Non-Human Hit 

Locations
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Games 

Mastery

T

This is Your Game

The Petersen Rules 

of Good Gaming



Mythras:  Games Mastery

Preparation and 

Game Aids



Mythras:  Games Mastery

Creating Characters

What Skills Are Needed?
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Equipment

Social Class
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Investigations

Using Passions
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Combat

Combat StylesAnathaym’s Saga
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You Know, This Isn’t 

Necessary…

Death Is Not The 

Only Option

Killing Has Consequences

Anathaym’s Saga
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Pacing Combat Encounters

Action Points Are Not 

The Be All and End All



Mythras:  Games Mastery

Grading Opponents

Anathaym’s Saga



Mythras:  Games Mastery

Non-Player Character 

Statistic Blocks

Social Conflict

Anathaym’s Saga
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Using Traps
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Creatures as Player 

Characters

Culture, Careers and Development

Magic 



Mythras:  Games Mastery

Cults and 

Brotherhoods in 

the Campaign
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Concept

Object of Veneration

History and Context

Myths



Mythras:  Games Mastery

Magic

Obligations and Deficits

Membership and Ranks

Training

Rounding Out the Cult



Mythras:  Games Mastery
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A
Abjure  166

Absorption  182

Accidental Injury  96

Accommodation  58

Acephali  225

Acid  2, 68

Acrobatics  44

Acting  44

Action Points  8

Managing  285

Action, Time and Movement  2, 68, 69

Adhesion  157

Aegis  182

Aerial Tactics  103

Age  33

Ageing  2, 34, 68, 70, 71, 166

Agent  29

Age Table  34

Aiming  107

Alarm  123

Alchemist  29

Allergy  215

Allies  2, 22, 25, 207, 208, 209, 210

Ammunition, Ranged Weapon  62

Anathaym’s Saga  7, 11, 17, 21, 29, 34, 41, 50, 54, 

56, 58, 70, 74, 77, 80, 87, 89, 90, 92, 101, 

102, 109, 111, 123, 184, 193, 197, 198, 

204, 205, 206, 283, 284, 286, 287

Ancestor Spirit  147

Questioning  147

Ancestor Spirits  145

Animate  166

Animism  130

Binding  130, 131

Spirit Damage  131

States of Being  130

Trance  130

Trance Preparation Time  131

What Are Spirits?  130

Animism Tricks  140

Ant, Giant  225

Appraise  123

Aquatic  215

Arise  96

Armour  57

Armour Material Types  58

Armour Penalty to Initiative  58

Arrowcut  157

Art  44

Asipatra  226

Asphyxiated  41

Asphyxiation  2, 43, 68, 71, 75, 76, 78, 144, 174

Assess Situation  93

Astral Projection  157

Athletics  38

Attack  91

Attacks and Parries  94

Attract  167

Attributes  5, 8

Augmenting Skills  50

Aura  157

Aurochs  226

Avert  123

Awaken  182

Awareness  158

B
Babble  123

Baboon  227

Background Events  18

Backlash  183

Bagini  227

Bakru  228

Bane Spirits  147

Banish  167

Barbarian  14

Bartering and Haggling  55

Bash  96

Basilisk  229

Bear  230

Beastcall  124

Beast Form  183

Beast Handler  29

Beetle, Giant  230

Befuddle  124

Behold  183

Bezainted  57

Bind Ghost  183

Binding  44, 131

Creating a  136

Bleed  96

Bleeding  41

Bless Crops  183

Blind Opponent  96

Blood Loss  2, 68, 71, 75, 78, 96

Blood Sense  215

Bludgeon  124

Boar  230

Boar-Kin  232

Boating  39

Body Snatching  141

Bonacon  232

Bonus Skill Points  34

Brace  91

Brawn  39

Breaking  39

Breath  124

Breathe Flame  215

Breathe Water  183

Brotherhoods  193

Bureaucracy  45

Burrower  215

Bypass  124

Bypass Armour  96

C
Calculate  124

Calling on the Gods  178

Call Winds  184

Calm  124

Camouflaged  215

Capping  50

Careers  28

Careers by Cultural Background, examples  28

Cast Magic  91

Centaur  233

Chainmail  57

Chameleon  184

Change Range  91

Chaos Aura  215

Chaos Feature  215

Chaos Features  275

Chaos Hybrid  234

Character Concept  6

Index
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Character Improvement  2, 68, 71
Characteristic  5
Characteristic Drain  215
Characteristics  6

Increasing  72
Characteristics, Calculating  8
Charging  102
Charisma  8
Chill  124
Chimera  236
Choose Location  96
Circumvent Cover  96
Circumvent Parry  97
Civilised  14
Cleanse  125
Clear Skies  184
Climbing  38
Close Combat

Engagement  101
Situational Modifiers  101

Close Range  97
Closing Range  107
Clothing  59
Cloud Call  184
Cockatrice  229
Cold-Blooded  215
Colleges  194
Combat

Components of  86
Games Mastery  283
Pacing  285

Combat Actions  91
Free Actions  92
Proactive  91
Reactive  92

Combat Round  5
Combat Styles  12, 86
Combat Styles, Sample  87
Combat Style Traits  89
Combat, Unusual Conditions  106
Commerce  45
Communal Mind  215
Community  21
Comnbat Styles, Weapon Choices  88
Companies  194
Compel Surrender  97
Conceal  39
Connections, Personal  22
Connections Table  25
Consecrate  184
Constitution  7
Contacts  2, 22, 25, 81
Contested Rolls  50
Contests of Strength  39
Cool  125
Coordination  125
Copper Piece  54
Counter Spell  92
Courtesan  29
Courtesy  45
Courtier  29
Cover  102
Crab, Giant  236
Craft  45
Crafter  30
Creating Characters  280
Creature Competence  219
Creatures  214

Abilities  214
Armed Combat Considerations  222

As Player Characters  289
Designing Your Own  223
How Creatures Fight  220
Intelligence and Instinct  214
Unarmed Combat Considerations  221

Creatures as Characters  218
Critical Success  37
Crocodile/Alligator  237
Cult Membership  2, 36
Cults  114

Availability by Culture  196
Benefits  199
Comparative Rank Titles  197
Cult and Brotherhood Centres  205
Demonstrations of Worthiness  196
Divine Intervention  201
Geasa  204
Gifts  201
Magic  200
Material Aid  200
Membership  195
Monasteries  206
Oaths  203
Progression  196
Protection  200
Ranks  196
Restrictions  201
Sample  206
Shrines  206
Social Status  200
Superstitions  203
Taboos  204
Temples  206
Training  199
Why Join?  194

Cults and Brotherhoods in the Campaign  290
Cults and Miracles  179
Cults & Brotherhoods  192
Cultural Skill Points  13
Culture  45
Culture & Community  13
Cure Malady  185
Curse  125
Curse Spirits  147
Custom Career, Creating a  33
Customs  40
Cycle  5
Cycles  90
Cyclops  237

D
Damage and Wound Levels  109
Damage Modifier  8, 107
Damage Reduction  94
Damage Weapon  97
Dance  40
Dark Sight  158, 215
Death Sense  215
Death Spirits  148
Deceit  40
Delay  91
Denial  158
Designing A Character  6
Devotion  45
Devotional Pools  180
Dexterity  7
Dice Roll, Assign  8
Dice Roll, In Order  8
Dice Step  5

Dice Used in the Game  5
Differential Roll  5
Differential Rolls  51
Difficulty Grades  38
Diminish  167
Disarm Opponent  97
Disease  68, 74

Traits  74
Disease and Poison Conditions  75
Disease Immunity  215
Diseases and Poisons, Treating  46
Diseases, Sample  75
Disguise  45
Dishevel  125
Dismiss Elemental  185
Dismiss Magic  185
Disruption  125
Distance Penalties  108
Dither  91
Divine Intervention  201
Diving Strike  215
Dominate  167
Dragon  238
Drive  40
Drop Foe  97
Drop Weapon  93
Drowning  2, 68, 71, 237
Dry  125
Duck Back  97
Dullblade  125
Dwarf  239

E
Earthquake  185
Earth Sense  158, 215
Echolocation  158, 215
Economics & Equipment  54
Elementals  241
Elemental Spirits  148
Elemental Summoning  185
Elephant  256
Elf  243
Enchant  168
Encumbrance  2, 56, 57, 68, 77

Alternative Rules  77
Capacity  77
Non-Human

Armour ENC  77
Endurance  41
Endurance and Willpower, Limits to  44
Engineering  46
Engulfing  216
Enhance (Characteristic)  169
Enhancements, Equipment  67
Enhance Parry  97
Enlarge  169
Entangle  97, 186
Entertainer  30
Enthrall  186
Equipment Culture/Milieu  57
Equipment Manufacturing and Quality  65
Equipment Price  56
Equipment, Starting  34
Evade  41, 92
Evading  103
Excommunicate  186
Exhort  46
Exorcism  140, 186
Experience Modifier  9
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Experience Rolls  71

Extended Family Table  25

Extension  186

F
Falling  2, 44, 68, 78, 158

Objects

From a Moving Vehicle  78

Families  21

Family & Connections  25

Fanaticism  126

Farmer  30

Fatigue  2, 43, 48, 68, 69, 70, 71, 75, 76, 77, 78, 

79, 82, 84, 96, 117, 125, 129, 155, 156, 

158, 159, 183, 188, 209, 211, 212, 215, 

216, 218, 228, 233, 235, 269, 271

Physical Effort

Effects of  78

Recovering from

Managing  79

Fear  186

Featherlight  158

Fecundity  186

Fetches  149

Fetishes  135

Fighting at the Longer Reach  106

Fighting at the Shorter Reach  106

Find  126

Firearrow  126

Fireblade  126

Fires  2, 68, 79

Firing into a Crowd  108

Firing on the Move  108

First Aid

First Aid Actions  41

Fisher  30

Flurry  97

Fly  170

Flying  216

Flying Combat  103

Folk Magic  46, 121

Access to  121

Alarm  123

Appraise  123

Avert  123

Babble  123

Beastcall  124

Befuddle  124

Bladesharp  124

Bludgeon  124

Breath  124

Bypass  124

Calculate  124

Calm  124

Chill  124

Cleanse  125

Cool  125

Coordination  125

Creating New Spells  129

Curse  125

Darkness  125

Deflect  125

Demoralise  125

Dishevel  125

Disruption  125

Dry  125

Dullblade  125

Duration of Spells  123

Extinguish  125

Fanaticism  126

Find  126

Firearrow  126

Fireblade  126

Frostbite  126

Glamour  126

Glue  126

Heal  126

Heat  127

Ignite  127

Incognito  127

Ironhand  127

Knock  127

Learning  121

Light  127

Limits to Capacity  122

Lock  127

Magnify  127

Might  127

Mimic  127

Mindspeech  127

Mobility  127

Nature of  121

Pathway  127

Perfume  128

Pet  128

Phantasm  128

Pierce  128

Polish  128

Preserve  128

Protection  128

Repair  128

Repugnance  128

Shock  128

Shove  128

Sleep  128

Slow  128

Speedart  128

Spiritshield  129

Starting  121

Tidy  129

Tire  129

Traits  123

Translate  129

Tune  129

Ubiquitous  122

Using  122

Ventriloquism  129

Vigour  129

Voice  129

Warmth  129

Witchsight  129

Follower  131

Food  59

Force  107

Force Failure  97

Formidable Natural Weapons  158, 216

Fortify  186

Freely Improving Skills  72

Frenzy  216

Fumble  37

G
Gambling  46

Games Mastery  278

Game System  68

Gangs  194

Gaze Attack  216

Geasa  204

Ghoul  244

Giant  245

Gifts  201

Sample Gifts  202

Glamour  126

Glossary of Terms  5

Glue  126

Goblin  246

Gold Piece  54

Gorgon  247

Grade  5
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