Myth RPG 2.5

An MC production


Combat Actions and Modifiers

Fundamental Actions in Combat

	Action
	Type
	Notes

	Activate an item
	Half
	

	Climb
	Full
	You may climb your Speed

	Coup de Grace
	Full
	Finish off a helpless opponent

	Delay
	Free
	Change Initiative to lower value

	Draw a weapon
	Free
	Drawing a weapon and attacking immediately: -2 penalty 

	Drink a Potion
	Half
	Potion must be at hand (i.e. in belt, in hand etc.)

	Drop an item
	Free
	

	Drop prone from standing position
	Free
	

	Perform Treatment
	Full
	You are prone and lose your Dexterity bonus to Defense

	Pick up an item
	Half
	

	Ready
	Free
	Change Initiative to lower value

	Refocus
	Full
	Change initiative to maximum

	Reload bow
	Free
	

	Reload crossbow
	Half
	

	Reload repeating crossbow
	Full
	

	Retrieve a stored item
	Full
	From backpack, slingbag etc.

	Run
	Full
	Speed x4 (x3 when wearing medium or heavy armor)

	Speak
	Free
	

	Stand up from prone position
	Half
	Can be reduced to a Free Action with a DC15 Acrobatics check


Attack Roll Modifiers (Attacker is...)

	Action
	Melee
	Ranged

	Charging
	+2
	-

	Higher ground
	+1
	+0

	Prone
	-4
	-4/+0*


*-4 for bows and thrown weapons; +0 for crossbows.

Attack Roll Modifiers (Defender is...)

	Defender is...
	Melee
	Ranged

	Charging
	+2
	+0

	Grappling (attacker not)
	+0
	+0*

	Prone
	+4
	-4

	Running
	+0
	-2


*Roll randomly to see which grappling combatant you strike.

Cover 

	Degree of Cover
	Example
	Attack Penalty

	Cover
	A Human standing behind a meter-high wall; fighting from around a corner; standing at an open window; behind a character of the same size.
	-4

	Superior Cover
	Peering around a corner; standing at a narrow opening; behind a door that’s slightly ajar
	-8

	Total
	On the other side of a solid wall
	n/a


Concealment 

	Degree of Concealment
	Example
	Attack Penalty

	Concealment
	Light fog; moderate darkness; light foliage; dense fog at 2 meters; precipitation.
	-2

	Superior Concealment
	Dense foliage; near total darkness
	-4

	Total
	Total darkness; attacker blind; dense fog at 4 meters
	-8


Illumination

	Source
	Normal Vision
	Maximum Vision
	Spotting Distance
	Duration

	Match
	2 m
	6 m
	12 m
	1 round

	Candle
	6 m 
	16 m
	26 m
	2 hours

	Lamp
	6 m
	16 m
	26 m
	4 hours

	Torch
	10 m
	30 m
	50 m
	1 hour

	Sunrod
	12 m
	36 m
	60 m
	1 hour

	Lantern
	16 m
	40 m
	70 m
	4 hours

	Camp Fire
	16 m 
	40 m
	70 m
	Varies

	Darkvision
	30 m
	30 m
	-
	-


Notes:

Normal Vision – The illumination is shadowy, but bright enough to see clearly. Beyond this radius the light source sheds some light, but not enough for details beyond large objects, barriers, walls, and structures.

Maximum Vision – Reflects the greatest distance a character can see using this light source.

Spotting Distance – Refers to how far away a light source can be seen in the dark.

Duration – Indicates how long a light source burns before sputtering out.
Breaking Stuff

When trying to break shields and weapons, you roll to hit as normal (size modifiers may apply) and roll damage as normal (possibly modified by the Sunder talent). The object must then make a DC 5 Durability check. If it fails the check, it breaks. If it makes the check, it is unaffected.
	Circumstance
	DC mod.

	Damage done to object (per full 10 points of damage)
	+5

	Hit by Blunt weapon (excl. quarterstaff, bullet and stone)
	+5

	Hit by Piercing weapon (excl. spears and polearms)
	-5


Magical Items
Item with an Enhancement Bonus:

You add the bonus to the relevant skill check. +1 weapons and Best craftsmanship weapons grant the same numeric bonus, but a +1 weapon has the Magic Strike property in addition, which is required to hit incorporeal creatures and to bypass the damage reduction for some creatures. The enhancement bonus only applies to hit rolls unless stated otherwise.

Item with Magic Point Pool:

Item recharges 1 Magic Point per hour, and may be recharged by a character channelling Magic Points into it a 5:1 ratio.
The Turn Sequence

The Start of Your Turn:
Ongoing damage – If you’re suffering ongoing damage, you take the damage now.

Regeneration – If you have regeneration, you gain health points now.

End Effects – Some effects end automatically at the start of your turn.

Actions On Your Turn:

Your Actions – You can take two Half Actions or one Full Action on your turn.

Free Actions – You can take any number of Free Actions on your turn.

The End of Your Turn:

Save Checks – You now make a save against any effect that a save can end.

End Effects – Some effects end automatically at the end of your turn.
Encumbrance

	Strength
	Full Speed
	½ Speed
	¼ Speed
	Strength
	Full Speed
	½ Speed
	¼ Speed

	1
	2
	3
	5
	16
	38
	76
	115

	2
	3
	6
	10
	17
	43
	86
	130

	3
	5
	10
	15
	18
	50
	100
	150

	4
	7
	14
	20
	19
	58
	116
	175

	5
	8
	16
	25
	20
	65
	132
	200

	6
	10
	20
	30
	21
	76
	152
	230

	7
	12
	24
	35
	22
	86
	170
	260

	8
	13
	26
	40
	23
	100
	200
	300

	9
	15
	30
	45
	24
	116
	232
	350

	10
	16
	32
	50
	25
	132
	265
	400

	11
	19
	38
	56
	26
	152
	305
	460

	12
	21
	42
	65
	27
	172
	350
	520

	13
	25
	50
	75
	28
	200
	400
	600

	14
	29
	66
	100
	29
	230
	460
	700

	15
	32
	64
	100
	+10
	x4
	x4
	x4


Severely Encumbrance (Half Speed)
You take a -2 penalty to Initiative checks and may not run.

Critically Encumbrance (1/4 Speed)
You take a -4 penalty to Initiative checks and may not run.
Fear

If a character fails a Will save against a fear effect, he must roll on the table below. 

	1d20
	Effect

	1-9
	Shaken: A shaken character takes a -2 penalty on all checks. Save ends.

	10-11
	Unnerved: An unnerved creature flees from the source of its fear as best it can. If unable to flee, it may fight. An unnerved creature takes a -2 penalty on all checks. An unnerved creature can use special abilities, including spells, to flee; indeed, the creature must use such means if they are the only way to escape. Save ends.

	12-13
	Panicked: A panicked creature must drop anything it holds and flee at top speed from the source of its fear, as well as any other dangers it encounters, along a random path. It can’t take any other actions. In addition, the creature takes a -2 penalty on all checks. If cornered, a panicked creature cowers*. A panicked creature can use special abilities, including spells, to flee; indeed, the creature must use such means if they are the only way to escape. Save ends.

	14-15
	Stunned: A stunned creature drops everything held, can’t take actions, takes a -2 penalty to Defense, and loses his Dexterity bonus to Defense (if any). Save ends.

	16-17
	Faint: The shock and fear are so severe that the character collapses, unconscious. A DC 15 Fortitude save is required to recover consciousness; this can be attempted every minute, or whenever somebody tries to stir the character. The character remains Dazed one round after recovering.

	18-19
	Total Hysterics: The character becomes a screaming, babbling, totally useless maniac. Save ends. 

	20
	Heart Attack: The character must make a DC 15 Fortitude save or die on the spot. Even if the save is successful the character will suffer from total hysterics (see above). 


*Cowering: The character is frozen in fear and can take no actions. A cowering character takes a -2 penalty to Defense and loses her Dexterity bonus (if any).
Disease

When exposed to disease, you must make a Fortitude save. If you beat the DC, you are unaffected by the disease for now, but you must make another check after 24 hours. If you fail the save, you suffer the effect and must continue to make saves until you beat the disease’s DC, until you die from sickness, or until the disease is cured.

Blinding Sickness

Delivery: 
Ingested. Spread in tainted water 
Incubation: 
1d3 days 

Potency: 
DC 16
Effect: On a failed save, you are temporarily blinded until you recover from the disease. If you fail three saves before you recover, the blindness becomes permanent. 
Demon Fever

Delivery: 
Injury. Demons spread it 
Incubation: 
1 day
Potency: 
DC 18, Damage 1d6 CON
Effect:
When damaged, character must succeed on another saving throw or 1 point of damage is permanent drain instead.
Filth Fever

Delivery: 
Injury. Rats and undead spread it. Those injured while in filthy surroundings might also catch it. 
Incubation: 
1d3 days
Potency: 
DC 12, Damage 1d3 DEX and 1d3 CON
Mummy Rot

Delivery: 
Contact. Spread by mummies 
Incubation: 
1 day

Potency: 
DC 20, Damage 1d6 CON
Effect: Successful saves do not allow the character to recover (though they do prevent damage normally). Only magical healing can save the character.
Red Ache

Delivery: 
Injury
Incubation: 
1d3 days

Potency: 
DC 15, Damage 1d6 STR
Effect: Skin turns red, bloated, and warm to the touch.
The Shakes

Delivery: 
Contact
Incubation: 
1 day

Potency: 
DC 13, Damage 1d8 DEX
Effect: Causes involuntary twitches, tremors, and fits. 

Slimy Doom

Delivery: 
Contact
Incubation: 
1 day

Potency: 
DC 14, Damage 1d4 CON 
Effect: Victim turns into infectious goo from the inside out. When damaged, character must succeed on another saving throw or 1 point of damage is permanent drain instead.
