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The Olympians have spoken and you are to join the ranks of heroes and heroines involved in
the Heavenly Contest! The Olympian deities are in a race to find the successor to Zeus’s throne,
with the successor acquiring the greatest number of followers. But the gods and goddesses are
quite busy, and to shine their light upon the mortals of Hellas requires intervention of a divine
scale. Heroic deeds are a must if one is to prove themselves worthy for the gratification of
Olympus and the pursuit of seeing their patron deity rise to rulership! Are you strong, brave,
and smartenough for the challenge? We will see how you fair against the great beasts of Hellas
and the heroes and heroines who support your rival deify. This is the Heavenly Contest. This is

Mythos!

In Mythos, you assume the role of a demigod or devoted human of the gods and goddesses
of Olympus in a heroic mythological representation of Ancient Greece. Heroes and heroines
join in the Heavenly Contest to prove their worth to the deities and spread the word of their
patron deity to the mortals of Hellas, in hopes of raising their patron deity to the Olympus
throne. Herpes and heroines come from all walks of life, representing their patron deity as
adventurers, fighters, hoplites, Olympic athletes, courtesans, sages, and rogues. Through
~ affiliations with deific cults and Mystery Cults, they gain access to great powers and follow
the strands of Fate as they travel Hellas in search of their next. grand performance.

Inside the Mythos core setting guide you will find:

An introduction to mythological Ancient Greece and the Heavenly Contest
The demigod Race
Divine Edges
Mystery Cult Powers
A collection of patron deities from Greek Mythology
A puide o Hellas
Tools to create epic adventures

® A collection of Epic Tales

# An epic bestiary

e .. and more!

Mythos is not a standalone setting and requires the Savage Worlds core rulebook
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A WORLD OF SPIC DssDx

Sing, o divine Muses,
the deeds of the mighty and noble heroes
that as Heracles commit themselves daily
to be welcomed among the divine Immortals
and the entire Cosmos glorifies their names.
Inspire, divine Apollo, my mind.

Let me sing to the gods who assist them,
guiding their steps and giving them strength in difficulties,
and let me revere the gods who despise them
filling of obstacles on their way
and subjecting them to hard labor.

List, o divine muse,
their skills, their strengths and their incredible quality,
so that we can emulate them,
and pray tell me, their vices and their woes,
because we all can learn from them.

And you, Moirae, guardians and weavers of Destiny,
tell me what fate is assigned to them.
Disclose to me the prophecies that over them weigh,
hiding in arcane words the will of Fate.
Inspire wisdom, divine Athena,

Let me remember Tiryns, Athens, Thebes and Mycenae,
Crete, lolcus, Argos and Sparta,
and all Hellas’ and cosmos’ corners
where heroes perform epic deeds.

Let my voice to be strong, divine Apollo,
and that my heart does not tremble at the thought
of terrible monsters and nefarious creatures
the Heroes face along the way,
and may my words be worthy
to tell their incredible feats.

So sing me, please, divine Muses,
the deeds of the mighty and noble heroes
that every day immolate themselves to the gods
for a shining moment of eternal glory.

- Hesiod, Hymn to the Heroes

Hail, noble hero!

My name is Hesiod, poet of Epic Deeds. The shining Apollo has given me a very
important task: to immortalize the deeds of the heroes of the past and celebrate
the future exploits of the new heroes. As fate would have it, this tome came into
your hands and you are reading it.

You can read my writing, can’t you?

Alright, this means the gods have chosen you to become a hero. What an
honor was reserved for you! Your destiny is to perform feats beyond human
capabilities and make your name and glory immortal for centuries to come. Of
course, to do this, you need the protection of the gods to give you strength and
guidance, as well as prophecy. Its meaning may appear obscure to you, but keep
it always in mind; your destiny is hidden in it, somehow.
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The god who protects you could be the divine Ares, slaughterer of armies, or
the mighty Poseidon, whose followers shake the earth, or even Aphrodite, who,
with her irresistible smile, arouses love in all creatures. You will be endowed
with such powers to place you far beyond the capabilities of mere mortals, but
be careful! Do not provoke the wrath of the gods; or worse, never attempt to be
superior to them. The supreme Zeus watches, from above, the feats of us all and
does not tolerate hubris - the arrogance of feeling superior to the gods them-
selves.

With the strength and guidance of the gods you shalt defeat terrible crea-
tures, lead the armies and do fantastic deeds in faraway lands and mysterious
places. You did not think you'd ever go that far? Do not worry, Heracles thought
that way at first too, but then he became aware of his powers. He had to fight
hard and overcome perilous odds, earning a place of honor among the gods of
Olympus themselves.

Well, now that you have become aware of your destiny, you're ready to begin.
Follow me, and I will lead you to the fascinating lands of Hellas, where every day
the heroes sacrifice themselves to the gods for immortal glory.

PRIMEVAL DARKNESS

In the beginning there was chaos: a vast, formless, timeless dark space.
After eons of immobile tranquility emerged Gaia, the great mother earth, the
origin of all future creatures. Taking shape with Gaia was Eros, the essence of
attraction between every creature, and Ananke, doom’s unavoidable necessi-
ty. Driven by Ananke, chaos turned into Tartarus, the deep dark abyss, and
placed itself far below Gaia. From it emerged Erebus, the black darkness, and
Nyx, the night. The influence of Ananke also affected Gaia, spontaneously
generating Pontus, the deep fruitless waters of the sea depths, and Uranus,
the boundless heavenly vault.

URANUS AND GAIA IN LOVE

And so it was that Eros took over. A strong desire pervaded Uranus, who
wrapped Gaia up completely and lay on her, loving her without stopping. Gaia
then became pregnant. Soon, the fruit of their centuries-long lovemaking
would be born. Uranus did not want to stop his lovemaking and continued to
love Gaia, preventing his son from being born. Uranus continued undaunted
to love Gaia for thousands of years. As time passed, the more children that
were conceived in her womb, the more painful it became to not be able to give
birth. Eventually the pain became unbearable for her and Gaia was forced to
find a drastic solution.

CASTRATION OF URANUS

Gaia knew she could not get rid of Uranus alone; she decided to enlist the
help of her unborn children. Among a thousand pains, she created an adaman-
tine sickle in her womb, hoping her sons would use it to castrate Uranus and
allow her to finally break free. While his brothers were trembling in fear,
Cronus, the youngest of Uranus’ sons, seized the sickle and used it to tear his
father’s members. The great pain caused Uranus to finally stop his never-
ending lovemaking and allowed his offspring to come out Gaia’s womb. As
soon as they came out, the offspring pushed Uranus away from Gaia. Finally,
Gaia could rest and admired her sons, who appeared in the form of three
different races.
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The first race conceived in Gaia’s womb was the titans: six beautiful women

and six handsome men, the youngest of which was their leader, Cronus. The
second race was the cyclopes: three in number, all male. Their names were
Arges, Steropes and Brontes, and each of them had only one eye on his
forehead. The third race was the most fearful: all males, they possessed huge
bodies, one hundred arms and fifty heads each. They called themselves the
hecatoncheires, and their names were Briareus, Gyges and Cottus. No one
could withstand their brute power alone.

Gaia thanked her children and offered to Cronus, although he was the
youngest, the supreme leadership. After this, Gaia lay down to rest, taking the
shape of a flat disk. Uranus encircled her from above and Tartarus from
below. Oceanus, one of Cronus’ siblings, encircled Gaia’s borders with a huge
river of water. This is the world they called Cosmos.

THE TITANS SEIZE POWER

With Gaia finally resting, encircled by Oceanus and protected by Uranus
from above and by Tartarus from below, Cronus became Cosmos’s supreme
ruler. He wished for a long, peaceful reign, but Eris, goddess of strife and
daughter of Nyx, decided to interfere. Cronus began to fear the immense
power of the hecatoncheires and the genius and skill of the cyclopes. Due to
the influence of Eris, Cronus began to fear that his reign would end if both
were allied against him and his titan brothers. In secret, Cronus held a council
with his brothers, and together they resolved to get rid of the cyclopes and
hecatoncheires, throwing them down the immense abyss of Tartarus. The
titans ambushed the cyclopes and hecatoncheires as they slept, tying them
with unbreakable chains and casting them down the black pit of Tartarus. To
rest assured, Cronus charged Campe, a she-dragon with a woman's head and
torso and a scorpion-like tail, to watch over them.

The twelve titans remained alone to rule over Cosmos while their brethren
cyclopes and hecatoncheires screamed from Tartarus’ depths, asking for
vengeance. Gaia and Uranus didn’t like this mischievous act and prophesized
to Cronus that he would be dethroned by one of his sons, suffering the same
fate as his father.

THE GOLDEN AGE OF CRONUS

With every possible menace wiped out, Cronus and his brothers led a happy
and peaceful life. Gaia brought forth all kinds of fruit without needing to be
tended. Spring never ended and every living creature lived in peace with all
others. Some of Uranus’ blood had spilled on Gaia. From it were born the
vengeful Erinyes, the meliae nymphs and the chrysandres, the first race of
men.

The chrysandres looked very much like the titans. Their complexion was
golden, they didn’t grow old and they had power and strength similar to that
of the children of Cronus. In their veins ran blood instead of ichor and they
ate fruit and water instead of nectar and ambrosia. They were a powerful, yet
peaceful race.

Cronus and his siblings were fascinated by them and soon became good
friends with the chrysandres. Titans and chrysandres feasted together,
shared knowledge and eventually ruled Cosmos together. There was no need
to work or make laws; everyone could live happily without toil and nobody
ever thought about committing a crime. That was the wonderful period
known as the Golden Age.




Cronus took his sister Rhea as his wife and soon sired his first daughter,
Demeter. In that precise instant, Cronus’ happiness ended. Eris recalled
Cronus’ parents’ prophecy; one of his sons would revolt against him putting
an end to his reign and to the wonderful Golden Age. Cronus didn’t want this
to happen so, as soon as Rhea showed him his newborn daughter, he immedi-
ately swallowed the child. Wishing for a never-ending Golden Age, Cronus
swallowed, one after another, every child Rhea bore him; Hestia, Hera, Hades
and Poseidon. When Rhea conceived her sixth child, Zeus, she secretly sought
mother Gaia to devise a plan to save all her children and eventually get
retribution on Cronus for his acts against Uranus and his own offspring. Gaia
offered to help, but requested that the cyclopes and hecatoncheires were to
be released and no more of her children were to be banished to Tartarus.
Rhea accepted and Gaia shared her plan.

THE TITANOMACHY

Rhea wrapped a stone in swaddling clothes and gave it to Cronus. He
swallowed it, believing that he was swallowing the infant Zeus, his sixth child.
On the contrary, Rhea’s sixth son was raised in great secret on the island of
Crete. When Zeus grew to manhood, he sought out Metis, the wise titaness,
who lived beside Oceanus. On her advice, he visited his mother Rhea and
asked to be made Cronus' cupbearer.

Rhea readily assisted Zeus in his task of vengeance. She provided the emetic
potion that Metis told him to mix with Cronus' ambrosia. Cronus, having
drunk deep, vomited first the stone and then Zeus's elder brothers and
sisters. They sprang out unhurt and, in gratitude, asked him to lead them in a
war against the titans, who chose the gigantic Atlas as their leader, Cronus
now being passed his prime. The chrysandres decided to remain neutral,
while Prometheus and his brother Epimetheus, although sons of titans, sided
with Zeus.

The war lasted over ten years. Great chasms tore the earth asunder -
collateral damage caused by the godly violence. Wounded deeply by the war,
Gaia prophesied victory to her grandson Zeus, if he would free those whom
Cronus had confined to Tartarus. Zeus secretly went to Campe, the old jailere-
ss of Tartarus, killed her and, having released the cyclopes and the hundred—
handed ones, strengthened them with divine food and drink. The cyclopes
thereupon gave Zeus the thunderbolt as a weapon of offense, Hades a helmet
of darkness and Poseidon a trident. After the three brothers held a counsel of
war, Hades entered unseen into Cronus' presence to steal his weapons. While
Poseidon threatened Cronus with the trident and thus diverted his attention,
Zeus struck him down with the thunderbolt. The three hundred—handed
ones took up rocks and pelted the remaining titans, putting them to flight.

The war was finally over. Zeus decided to be kind to his father Cronus,
exiling him to the far white islands. All chrysandres followed Cronus and
settled in the white faraway islands, where they say the Golden Age continues
on under Cronus’ rule, earning the name “Islands of the Blessed Ones.”

All other male titans were imprisoned in Tartarus. Rhea tried to dissuade
Zeus, reminding him that Gaia did not want his children to be confined in
Tartarus, but her efforts were in vain. A gigantic brazen wall with huge doors
was built to keep them locked away and the hecatoncheires were put on
guard duty for eternity.




Zeus, the father
of the Olympians,
has initiatied the
Heavenly Contest
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All female titans were spared and given the chance to help in rebuilc-l-.'

ing a peaceful world. But the earth was torn asunder from so many
years of a war so devastating; nothing could ever be the same. This
marked the end of the Golden Age.

THE SILVER AGE OF THE OLYMPIANS

After the war against the titans, Zeus, to avoid

'/_‘_‘\\ further rebellions, decided to share power with
&y @ his brothers instead of ruling alone. To Posei-
= don he gave absolute power over water and

- - the abyss created by Oceanus. To Ha-
£ des he gave absolute power over the
s ' underground and the souls of the
/ ‘ / dead. For himself he kept the do-
minion over the air and Uranus’
‘_A heavenly vault. The surface of Gaia
would be a domain shared by all
deities under his laws. Zeus estab-
lished a court on Mount Olympus’
peak to oversee everything from
above. So begins the Silver Age and
why Olympians are called Zeus’s

siblings and offspring.

Zeus, grateful for her precious ad-
vice, married the wise titaness Me-
tis. When she was pregnant with

Athena, Zeus decided to swallow Metis

on the advice of Uranus and Gaia, who

stated that thereby he would retain the

supremacy of the world. If Metis had

) given birth to a son, he (so Ananke had
\ ordained it) would have acquired the sov-
ereignty. Zeus then decided to marry his

sister Hera, who gave birth to Hebe, the

._______.__‘ ]
"1’" l/‘—\ violent Ares and Eileithyia. But Zeus was
\,\ © . nota faithful husband and had many ex-
( \ ' tramarital affairs. First, he begat the cun-
—7 \ ning Hermes on Maia, daughter of Atlas,
> 1 whobore him secretly in a cave on Mount
e Cyllene in Arcadia. Next, he begat the
) shining Apollo and the wild Artemis on
Leto, daughter of the titans Coeus
and Phoebe, transforming himself
and her into quails when they cou-
pled.

Hera, who strongly believed in faithfulness, became enraged by her hus-
band’s behavior and was seized by painful bellyaches, giving birth to the
skillful Hephaestus without Zeus’s intervention. But Zeus’s extramarital af-
fairs didn’t stop.

After some years, Zeus was seized by a raging headache as he walked by the
shores of Lake Tritonis. His skull seemed about to burst, and he howled for
rage until the whole firmament echoed. Up ran Hermes, who at once divined
the cause of Zeus's discomfort. He persuaded Hephaestus to fetch his wedge




and hammer and make a breach in Zeus's skull, from which wise Athena
sprang, fully armed, with a mighty shout.

After that, something wonderful occurred: Uranus’ member washed ashore
onto Cyprus Island, transforming into the most beautiful goddess ever seen,
Aphrodite. Riding a chariot pulled by doves, she ascended to Olympus and
took her place in Zeus’s magnificent palace.

PROMETHEUS CREATES A NEW MANKIND FROM CLAY

From his wonderful palaces on mount Olympus, Zeus realized that only
plants remained on the devastated surfaces of Gaia. All other creatures were
killed during the cruel war against the titans. Gaia’s wounds were so deep
that she would not bring fruit for a long time and perhaps no more creatures
would spring up spontaneously from the soil. Gaia was very hurt and sad after
the Titanomachy, and Zeus wished to please the great Mother Earth.

Zeus called Prometheus and Epimetheus, the only two titans who sided
with him during the war, and asked them to create all types of living creatures
to please Gaia. The foreseeing Prometheus would mold the creatures from
clay and Epimetheus would give them abilities to survive in the new harsh
environment that awaited them. To some creatures Epimetheus gave
strength, to others speed. Some he armed and others he left unarmed, though
giving them another faculty for survival. Epimetheus, lacking in wisdom and
forethought, distributed all properties suited for survival among animals,
leaving unequipped the race of men, Prometheus’ masterpiece.

When the day arrived for the emergence of all creatures and Prometheus
came to examine his brother's work, he noticed that Epimetheus had not
devised anything for the preservation of his “precious” humans, which he
liked most. To correct his brother's mistake, Prometheus stole wisdom in arts
from Hephaestus and Athena, along with fire, so that men could exercise
those crafts, and gave all these gifts to the clay-men he crafted. The pelandres,
men of those years, lived very long lives (more than 100 years), but had to
work to survive and frequently wronged one another. They ate all kinds of
fruit and began killing animals to eat. They were far inferior if compared to
chrysandres, but thanks to Prometheus’ assistance, who gave them the wis-
dom of the Olympian gods and left mount Olympus to dwell among men with
his brother Epimetheus, they became skilled artisans and intelligent scholars.

THE RISE OF ATLANTIS

During the titan war, a huge island arose in the far west beyond the place
called “Pillars of Heracles.” In the middle of the island sat a fertile plain. In its
center stood a mountain where the pelandres Evenor and Leucippe lived with
their daughter, Cleito. Poseidon fell in love and married this young woman
and decided to establish his palace in the mountain and alter the landscape,
making the slopes impregnable.

Poseidon carved circular belts (three of sea and two of land) around the hill,
isolating it completely. He brought up springs of warm and cold water,
producing all kinds of food. Poseidon and Cleito had five pairs of twins, who,
along with their descendants, ruled the ten provinces into which Poseidon
had divided the huge island. The island and the ocean were called Atlantis
after Poseidon's first-born, Atlas, king of all.

The brothers and the descendants of the ten royal houses ruled over many
other islands and the Mediterranean people living west of Egypt and Tyrrhe-
nia. The ten kings, who each governed his own province, assembled every
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according to the laws handed down by Poseidon, and according to records
inscribed in a pillar of orichalcum.

The people of Atlantis possessed immense wealth, having at their disposal
supplies in endless abundance such as metals, timber, animals (both tame and
wild), a great variety of fruits and vegetables and many other things. Receiv-
ing all these products, they promptly furnished their temples, harbors and the
rest of the country. Around their metropolis, about six miles from the sea,
they built a circular system of channels and bridges with towers, gates and
circular walls of stone which they coated with brass, tin and orichalcum.
Thanks to Poseidon’s protection and Prometheus’ gifts of wisdom, Atlanteans
reached a civilization peak that can only be dreamt of.
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PANDORA AND THE PLAGUES OF MANKIND

Atlantis was a flourishing realm. In spite of all the power deriving from
wealth, advanced technologies, mighty fleets and large armies, Atlantis’ peo-
ple slowly degenerated. Following Eris’ subtle directions, they became arro-
gant and overconfident and defied the Olympians. They began thinking they
could become as powerful as the gods, but their hubris didn’t go unnoticed.
Zeus realized that Prometheus stole the Olympians’ wisdom for his own
creatures’ sake, and devised a plan to punish Prometheus’ misdeeds and
smite the greedy Atlanteans for good.

Zeus bade Hephaestus to mix earth with water, creating the form of a sweet,
lovely woman with the face of a goddess, and put in it a human voice. When
Hephaestus had molded the clay in the likeness of a maid, Athena clothed and
provided her with fine manners, teaching her needlework and the weaving of
webs. Thereafter the other Olympians each gave a gift; Aphrodite shed grace
upon her head and Hermes gave her speech, a shameless mind and a deceitful
nature. When the work of the gods was completed, they called the lovely
woman Pandora, since she received gifts from all the gods.

This living jewel, with garlands about her head and a golden crown made by
Hephaestus, was sent to Epimetheus, notorious for having no foresight and
always thinking afterwards. Although he had been warned by his brother
Prometheus never to take a gift from Zeus, when Hermes came with the girl,
Epimetheus accepted the gift, understanding its true wicked meaning only
too late. Until that time, men lived free from ills, toil and sicknesses. Pandora,
driven by curiosity, opened one of the jars she brought with her as wedding
gifts from the Olympians. That jar contained all kinds of evil that broke free
and roamed the earth.

Ever since, those evils have afflicted mankind as a reminder that mortal
creatures must know their place. Zeus ordered Hephaestus to punish Pro-
metheus by nailing his body to Mount Caucasus for eternity. Every day an
eagle swooped on him and devoured the lobes of his liver, which grew by
night as quickly as the eagle devoured them during the day.

THE FALL OF ATLANTIS

Affected by all sorts of diseases and plagues, the pelandres started dying
one after another in agony. The Atlanteans, however, thanks to their ad-
vanced technologies, discovered many drugs that allowed them to fight dis-
eases effectively. The Atlanteans seized this opportunity to reach out and
conquer Cosmos. Swarming from the west, in a few years’ time, the Atlanteans
conquered every land. Wherever the Atlanteans arrived, they founded new
cities and healed their surrendered enemies with wonderful medicines. In no
time, those who once were tribal settlements became flourishing advanced
civilizations under Atlantean control.

All populations subjected to the Atlanteans began worshipping them as
charitable gods while the Olympic Gods were opposed and cursed by all
pelandres. One day Hades, on the advice of Eris, proposed to Zeus to solve
everything by plunging the island of Atlantis into the deadly sea depths and
sending Ares to destroy all other kingdoms under Atlantean control. Poseidon
tried in every way to persuade his brother to spare his beloved island, but
Zeus was adamant; Atlantis was to disappear from his sight and no trace of it
should remain. The divine brothers argued until they realized a huge Atlante-
an army had reached mount Olympus and their leader dared to challenge the
gods. The time for quarreling was over.




Poseidon reluctantly stuck his trident into the ground, causing the largest
earthquake that has ever been recorded. A thousand volcanoes erupted,
covering the sky with smoke and in one night the immense island of Atlantis
sank without a trace. That same night Ares, eager to make a slaughter,
descended from Olympus and, together with the demons of fear and terror,
butchered the huge Atlantean army.

Zeus’s orders were clear: no men must survive. That’s what pelandres
deserved for having obtained the Olympians’ wisdom from Prometheus and
having misused it against their creators. Ares was incredibly happy to carry
out the task. All over Cosmos he razed huge cities, sank fleets and burned
down every single trace of those who were once the flourishing kingdoms
ruled by Atlantis.

In less than one year, there was not a single man alive and Atlantis’ splen-
dor was only a fading memory. Gaia was soaked with pelandres’ blood and
Prometheus, from the heights of Mount Caucasus, wept, beholding the end of
his most beloved creatures. The dead pelandres’ spirits were even forbidden
to enter Hades’ realm to find peace. Most of them faded away with grief. Some
remained to haunt their place of death. Epimetheus and Pandora together
with Prometheus’ only son, Deucalion, were the only ones spared from Ares’
fury. They were all doomed to live by themselves in an extremely hard
environment where illness, fear and desolation ruled. This marked the end of
the Silver Age.

THE VIOLENT BRONZE AGE

Gaia finally recovered from the deep wounds she suffered during the titano-
machy and started again to create spontaneous offspring. By ash trees soaked
with the blood of pelandres was born a new breed of men strongly inclined to
violence and bloodshed: the biandres. Unlike the pelandres, who were skillful
craftsmen and wise scholars, the biandres cared only about waging war:
fighting and using their wits to deceive each other. They lived like wild beasts.
The strongest ruled until a stronger one killed him to reign in his stead.
Following Ares’ example, they slowly developed the minimum technology
necessary to build stronger weapons and armors, caring about nothing else.
Zeus was disgusted by their feral behavior, but as long as they didn’t pose a
threat, he decided to let them live their short and violent lives - he even
allowed their souls to enter Hades’ domain to rest in peace.

Gaia could no longer bear the rising moans of the titans from the depths of
Tartarus and asked her nephew Zeus, who just returned from one of his
numerous extramarital affairs, to free her children and finally live together in
peace. Zeus refused and Gaia became very upset.

THE GIGANTOMACHY

Gaia’s rage created a host of mighty giants - huge, serpent-footed, powerful
creatures. Immortal hands could never wound nor kill them. Armed and
confident, they were ordered by Gaia to defeat the Olympians and release the
titans from Tartarus. The Olympians quickly realized they would never win
against the giants, so Athena suggested looking for a mortal’s help.

The quick Hermes left Olympus and looked all over Cosmos for a valiant
mortal willing to help them fight the Giants. Unfortunately, no one among the
biandres wished to help the Olympians; most of them laughed at Hermes and
stated he who cannot defend himself deserves to die. When all hope seemed
lost, Deucalion, son of Prometheus, volunteered to help. Hermes thanked him
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but, as a titan, Deucalion was immortal, so he could not help. Deucalion
spontaneously gave up immortality to help the Olympians and prove the
worth of his father’s lineage.

Deucalion turned out to be a valiant warrior and, with his help, the gods
were able to defeat the giants. Some giants were slain, some joined the
Olympians’ side, and those that remained were locked away in Tartarus with
the titans. After the fierce battle, Zeus thanked Deucalion, who had shown
himself far superior to his father, giving honor to his entire lineage. Zeus then
appointed Deucalion king of Phthia in Thessaly as a proper reward for his
bravery.

THE MIGHTY TYPHON

Driven mad by the giants’ defeat, Gaia lay with Tartarus and brought forth
her youngest child Typhon, the largest and most powerful monster ever born.
From the thighs downward he was nothing but coiled serpents, and his arms
which, when spread out reached a hundred leagues in either direction, had
countless serpents’ heads instead of hands. His brutish ass-head touched the
stars, his vast wings darkened the sun, fire flashed from his eyes, and flaming
rocks hurtled from his mouth. When he came rushing towards Olympus, the
gods fled in terror to Egypt, where they disguised themselves as animals -
Zeus becoming a ram, Apollo a crow, Hera a white cow, Artemis a cat, Aphro-
dite a fish, Ares a boar, Hermes an ibis, and so on.

Only Athena stood her ground, taunting Zeus with cowardice until, resum-
ing his true form, he let fly a thunderbolt at Typhon and followed it with a
sweep of the same adamantine sickle that had served to castrate his grandfa-
ther Uranus. Wounded and shouting, Typhon fled to Mount Casius, which
looms over Syria from the north, and there the two grappled. Typhon twined
his myriad coils about Zeus, disarmed him of his sickle and, after severing the
sinews of his hands and feet with it, dragged Zeus into the Corycian Cave.
Zeus is immortal, but he could not move a finger, and Typhon had hidden the
sinews in a bearskin, over which Delphyne, a serpent-tailed sister-monster,
stood guard.

The news of Zeus’s defeat spread dismay among the gods, but Hermes
secretly went to the cave, snuck behind Delphyne and skillfully abstracted the
sinews and replaced them on Zeus’s limbs. Zeus returned to Olympus and,
mounted upon a chariot drawn by winged horses, pursued once more Typhon
with his thunderbolts.

Typhon had gone to Mount Nysa where the Three Fates offered him ephem-
eral fruits, pretending that these would restore his vigor. In reality, they
doomed him to certain death. Typhon reached Thrace, picked up whole
mountains and hurled them at Zeus, who interposed his thunderbolts so that
they rebounded on the monster, wounding him frightfully. Typhon fled to-
wards Sicily where Zeus ended the running fight, burying him under Mount
Aetna. Fire belches from its cone to this day where Hephaestus’ greatest
workshop is secretly located.

THE FLOOD

When Zeus fully recovered from the severe wounds he endured fighting
Typhon, he decided it was time to punish man for not helping the Olympians
when they were in need. He decided to drown them with a giant flood. Zeus
sent Hermes to warn Deucalion (the only mortal he cared about) and help
build an ark to survive. Following Hermes’ instructions, Deucalion built an
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ark, victualed it and went aboard with his wife Pyrrha, Epimetheus’ daughter.
Zeus then shut the North Wind Boreas up in the cave of Aeolus and let the wet
and rainy South Wind Notus loose while Iris drew up water, feeding it to the
clouds. Poseidon assembled the river gods and they, after receiving permis-
sion and instructions, broke all bounds, overwhelming the open plains.

The waves swept away houses and shrines until the water covered the
highest towers. In short time, the whole world was turned into a wide sea
without shores. Lions, tigers, boars and all animals that lived on land were
carried away by the waves, the dolphins being the only ones that could be
seen among the trees of the woods. The birds drowned, for they fell into the
sea unable to stop and rest. Those who escaped to the highest mountain tops
died of starvation through lack of food. This was the end of the Bronze Age
when the violent biandres were drowned in waters.

THE DAWN OF THE HEROIC AGE

Floating in the chest over the sea for nine days and as many nights, Deucal-
ion and Pyrrha drifted to Mount Parnassus where they landed when the rain
ceased. Zeus, seeing that the world was a stagnant pool, opened the sky. As
the rain stopped falling and the waters calmed, land appeared once more and
the sea recovered its shores. Rivers came back to their channels, hilltops
became visible, and as the land rose up, the trees showed their tops and the
whole world was restored. When the flood was over, Deucalion and Pyrrha
worshipped Themis, the titan goddess who kept the oracles.

Deucalion realized this restored world was empty. Fortunately, they were
not the only survivors in all Cosmos, but there were not enough to populate
Gaia once again. They decided to appeal to the power of the generous Olym-
pians, asking for aid through the oracles. After sprinkling drops from the
waters of the River Cephisus on their heads and clothing, they went to the
shrine of Themis, asking her to tell them how to restore the human race. The
goddess answered, “With veiled heads and loosened robes, throw behind you,
as you go, the bones of your great mother.”

Doing as Themis told, they took stones and threw them over their heads.
The stones thrown by Deucalion became men and the stones thrown by
Pyrrha became women. All humans come from these stones; a mortal race
who must work hard to survive, but with limbs as strong as rocks and a noble
heart to do great deeds.

Deucalion then had children by Pyrrha in a more “regular” way. The most
famous among them is Hellen, after whom the whole population of the Hel-
lenes and their territory (Hellas) is named. Another of his sons, Amphictyon,
became king of Athens, having expelled Cranaus from the throne. Another
son, Orestheus, became king of the Locrians. The Olympians saw many possi-
bilities in this new offspring; their destiny would often be linked.

DI10ONYSUS ENTERS THE PANTHEON

After the flood, everything was quiet on Olympus. Mother Gaia was busy
re-populating the earth with new animal species, giants and titans were
locked away in Tartarus, and the new offspring of mortal man was pious with
a strong sense of honor. Zeus was finally able to breathe a sigh of relief and
devoted himself again to his favorite occupation: extramarital love affairs.

In Thebes, Zeus fell in love with Semele, daughter of Cadmus and Harmonia,
and consorted with her. Hera came to know that and, in order to delude her
husband's mistress, took the shape of the girl's nurse, persuading her to ask




Zeus to come to her as he comes to Hera, so that she would know the pleasure
of sleeping with a god. At her suggestion, Semele made this fatal request to
Zeus. Being unable to endure his divine presence, she was burnt by his aura,
giving birth to Dionysus prematurely. After Semele's death, Zeus carried his
abortive child in his thigh, and when Dionysus was born, Zeus entrusted him
to the nymphs.

Hera did her best to kill Zeus. She drove him mad and sent him to remote
India, but Dionysus ascended Olympus and Zeus welcomed him among the
Olympians as the god of wine, parties and orgy. Hera couldn’t bear to sit side
by side with yet another of Zeus’s illegitimate children, so she began thinking
of a way to have her revenge.

THE OLYMPIANS RISE Up

Hera had enough of Zeus and his boundless arrogance. On the advice of Eris,
she decided to organize a revolt among the Olympians to give the Cosmos a
fair ruler. In great secret, Hera and all the other Olympians, except Athena,
surrounded Zeus suddenly as he lay asleep on his couch and bound him with
rawhide thongs, knotted into a hundred knots, so that he could not move.
Zeus threatened them with instant death, but they had placed his thunderbolt
out of reach and laughed insultingly at him.

While celebrating their victory and jealously discussing who was to be his
successor, Athena, foreseeing a civil war that would lead to the Olympians’
end, hurried in search of the hundred-handed Briareus, who swiftly untied
the thongs, using every hand at once, and released his master. Because it was
Hera who had led the conspiracy against him, Zeus hung her up from the sky
with a golden bracelet about both wrists and an anvil fastened to her ankles.
The other deities were vexed beyond words, but dared attempt no rescue for
all Hera’s piteous cries. In the end, Zeus vowed to free Hera if the Olympians
swore to never again rebel against him. Each grudgingly did so. Zeus punished
Poseidon and Apollo by sending them as bondservants to King Laomedon, for
whom they built the city of Troy, but he pardoned the others as having acted
under duress.

THE HEAVENLY CONTEST AND THE BIRTH OF THE MYSTERIA

After the uprising, Zeus was concerned and suspicious about the other
Olympian deities and wanted to avoid further rebellions. Eris spoke up,
proposing a competition between the Olympians. Whoever reached the high-
est number of followers among the mortals will be the future successor to the
throne of Olympus. Zeus agreed; as long as the other gods were busy fighting
each other, they wouldn’t join forces to rise up against him. When the Olym-
pians were seated together for lunch, Zeus launched the Heavenly Contest.
“Within a thousand years, the god who has the largest number of mortal
followers will be entitled to succeed me on the throne of heaven and rule over
the Cosmos.” Themis, titaness of Justice, was appointed as supreme judge
while Zeus watched over every competitor to ensure fair play.

The first one to enter the competition was Aphrodite. She wanted to give
Cosmos a beautiful female ruler and thought every mortal would fall at her
feet if she only wished it. Apollo followed her. He would show Aphrodite that
his music and oracles would receive far more success than her vain beauty.
Ares was next in line. He would give Cosmos a strong, fierce ruler that would
lead armies in never-ending battles, starting a reign of fear and terror. Athena
followed him. She would try her best to be a fair ruler and guide Cosmos to an
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They thought their great power, wide experience and venerable age would be
the best guide for Cosmos in the years to come. All other Olympians decided
not to join the competition, yet. All competitors swore in front of Zeus and
Themis to compete fairly and to not hinder other contenders in any way.

From that moment on, the competing Olympians sired many children with
mortals to give man shining examples to follow. Each one of the competing
gods created his own mystery cult among men - a religious “secret club”
where deities shared their powers with the most deserving mortals. This was
done to increase their followers’ number, but also to recruit and train special
“soldiers” to accomplish important, undercover missions on their behalf.
Many heavenly contest competitors would do anything to become the su-
preme ruler or humiliate rival gods; mortal pawns are just what they need to
hinder opponents without violating the contest’s rules and avoid dirtying
their hands.

A BRIEF ACCOUNT OF SOME OF THE HEROIC DEEDS

With gods helping them, many heroic mortals fulfilled incredible feats and
legendary deeds, causing crowds to pour into temples and worship the com-
peting Olympians as they never did before.
However, the Olympians tried their best to
hinder their opponents. In very little time,
the Olympians filled every one of Gaia’s
corners with hideous
creatures and danger-
ous monsters to make
their own heroes’
deeds more epic and
hinder rival heroes.

The Argive Perseus,
for example, fought
against Medusa for Athe-
na, rescued Andromeda
from Poseidon’s sea
dragon, and founded My-
cenae. The superb Belle-
rophon tamed Pegasus,
defeated the terrible Chi-
maera and, daring even to ascend
Olympus, was struck by Zeus’s thun-
derbolt. Jason with the Argonauts
managed an incredible adventure to
bring the legendary Golden Fleece from
distant Colchis to his homeland Iolcus.
Orpheus, son of one of the Muses, de-
scended to the dark kingdom of Hades
to move the king of the shadows and
bring his beloved Eurydice back to
life. The mighty Heracles, one of
Zeus’s illegitimate children, fulfilled
his famous Twelve Labors and was
received among the gods of Olympus.
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The ingenious Daedalus in Crete was the author of many wonders starting
with the titanic the opera called Chronologos and ending with the terrible
labyrinth where the horrible minotaur was imprisoned, and where he still
wanders around with his son Icarus. The Athenian Theseus, son of Aegeus,
performed the heroic act to pass through the labyrinth and defeat the mino-
taur with the help of Ariadne. Oedipus, after solving the intricate riddles of
the Sphinx, was embroiled in one of the most tragic events of the epic world,
resulting in the terrible “Twin Dragons War”. Enraged by Ares, the bold
Lapiths waged war on the proud centaurs - half horse and half human.

These are but a few of the epic deeds performed in the name of the gods and
their heavenly competition.

THE DYNASTY WARS

But men didn’t act for gods’ sake only. Driven by Pandora’s painful legacy
and following Eris’s twisting directions, many among heroes and demigods
began using the powers that the gods gave them for pursuing personal goals.
After the Great Flood, Hellen’s offspring divided the once united kingdom of
Hellas into dozens of little reigns who started waging war against each other
in a never-ending battle to obtain supreme power known as the Dynasty
Wars. Craving power or fearing to lose it, fathers killed their own children,
sons Kkilled their own parents and even worse atrocities were committed,
forcing the gods to frequent exemplar punishments. After many years of wars,
catastrophes and treachery some families managed to survive and to keep the
power over a city or a region thanks to the gods, to their cunnings or to the
sword. They are known as Royal Houses: each one of them has its own
traditions, allies and sworn enemies. Each Royal House has its own goals and
frequently asks the gods for assistance, putting more wood into the bonfire of
the Heavenly Contest.

PRESENT DAY

Almost two centuries have passed since the great flood. Due to the Heavenly
Contest, the whole Cosmos has become a very dangerous place for mortal
men. Brigands infest main roads and pirates attack unaware ships. From deep
forests, huge monsters come out to prey on livestock and humans. Coastal
cities are swept away in less than one hour by giant tidal monsters. Plagues
fall from the sky like deadly arrows.

Moreover, just like the Gods did eons ago, the Cosmos is set ablaze by
Dynasty Wars: neighboring kings often wage war against each other, brothers
exile their own siblings and familiar murder in the Royal Houses is more
frequent than ever.

For all these reasons, people flock to temples to offer sacrifices to the gods,
praying they send a hero to save the day.

This is the age we live in.

This is the age of Mythos.
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) TIMSLINS

The following timeline is derived from the famous Chronologos, a detailed
account written by Daedalus which later became the most used calendar all
over Cosmos. All entries refer to the year of the Great Flood when the Heroic
Era began. More recent events are tagged “AF” (After the Flood) while more
ancient ones are tagged “BF” (Before the Flood).

Year Event

? The Age of Darkness. Uranus is the supreme leader.

-3500 BF Castration of Uranus. The Golden Age begins. Cronus is the su-
preme ruler. The noblest race of man, the chrysandres,
shares a happy life with the titans.

-3000 Cronus marries his sister Rhea and begins swallowing his own
children, fearing the loss of his power.

-1511 The youngest son, Zeus, rescues his five brothers and together
they challenge Cronus and the titans for power. The Titano-
machy begins.

-1501 With the help of the cyclopes and the hecatoncheires, Zeus and
his brothers win.

-1500 The Silver Age begins. Zeus becomes the supreme ruler and
divides powers amongst his brothers.

-1400 Prometheus and Epimetheus create from clay a new mortal
race: the pelandres.

-1399 Prometheus steals Olympians' wisdom and gives it and fire to
the pelandres.

-1380 Atlantis is founded.

-700 Atlantean civilization reaches its highest technological peak.
Atlantean people begin defying the gods, becoming corrupt.

-550 Prometheus is chained to Mount Caucasus.

-549 Pandora opens the jar and diseases swarm Cosmos.

-503 The Atlantean kingdom extends from Hesperia to Egypt and
Thyrrenia. They advance and conquer Mount Olympus.

-502 The great quake. The island of Atlantis sinks.

-501 The last of Atlantean reign falls under Ares' fury. Pelandres are
slaughtered. Only Epimetheus, Pandora and Deucalion are
allowed to survive.

-500 The Bronze Age begins. The wary biandres emerge from ash

trees.




Year
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-84
-32

-16

13

20
50
51

90
91
107

138
142

152
158
161
168
172
177
177
179

184
187
199

Phoroneus founds Argos.

Zeus has an affair with the Argive woman lo, who turns into a
cow and settles in Egypt.

Epaphus, the son of lo, rules in Egypt.

Danaus, descendant of Epaphus, flees from Egypt with his 50
daughters and seeks shelter in Argos.

Danaus becomes king of Argos. His brother Agenor is king of
Phoenicians.

The Gigantomachy.
The fearful Typhon challenges the Olympians.

The Great Flood. The Heroic Age begins. Deucalion and Pyrrha
start a new race of man.

The phoenician Cadmus arrives in Boeotia, slays the dragon
and founds Thebes.

Hellen reigns in Phthia.
Dionysius ascends Olympus. The Olympian Uprising occurs.

Zeus starts the Heavenly Contest. Foundation of the mystery
cults.

Perseus kills Medusa.
Bellerophon slays the Chimaera.

The Golden Lamb takes the young Phrixus to Colchis and be-
comes the Golden Fleece.

Oedipus defeats the sphinx and becomes king of Thebes.

Pelias imprisons Aeson and takes the Magnesian throne after
the birth of Jason.

Daedalus writes the Chronologos.

Heracles starts his first labor.

Orpheus descends to Hades.

Jason starts the Argonaut mission.

The first Festival of Olympian Games is held
War of the “Twin Dragons”.

Theseus slays the Minotaur.

The marriage of Peleus, king of Phthia with Thetis, daughter of
Nereus.

Apotheosis of Heracles.
War of the “Twin Dragon’s revenge”

Present day
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And so it was that the brave Jason
consulted the sacred oracle of Delphi
and launched a call to all Heroes of Hellas,
in order to join him in the daring adventure
to bring back the Golden Fleece from Colchis.
Over fifty were the stalwart heroes who,
inspired by the gods, came forward.
Each of them had
at least one gift that made him famous,
some were nothing less than divine lineage.
The famous Heracles, the mightiest hero of the Cosmos,
was the first to join Jason.
Lynceus was the second:
no one could distinguish far things better than he.
Then it was the turn of the Euphemus from Taenarum,
tireless swimmer.
Castor and Pollux, the divine Dioscuri,
unbeatable in Pancratium, came forward.
Then it was the turn of Mopsus,
whose eyes could see into the future.
Echion, whose eloquence was legendary,
was drafted immediately.
Zetes and Calais, the graceful twin sons of Boreas, came
flying over the sea with their white wings
to join the company.
Even the divine Orpheus, son of the Muse Calliope,
took part in the expedition.
His singing would calm the stormy sea,
and his music would move even rocks.

- Apollonius Rhodius, Argonautics

CHARACTER CRsATION

The creation of a heroic player character in Mythos follows the standard
Savage Worlds rules with a few changes. Follow this checklist for character
creation:

L. Decide your hero’s concept.

II.  Choose a Patron Deity.

III. Choose a Race.

IV. Determine Traits.

V. Choose Edges and Hindrances.
VI. Purchase gear.

VII. Fill in background details.
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An epic story cannot exist without heroes. Heroes are those who embody
the highest virtues of mankind by doing great deeds and challenging fate.
They can be demigods born from the union of a god and a human as Heracles
or Perseus, or, as more often happens, they are “simple” humans who perform
heroic deeds in the name of their patron deity. Some of them yearn to go
beyond their fragile and mortal nature and acquire even more power through
the mystery cults. However, being a hero means relinquishing the life of a
normal man to become one with extraordinary powers. You say goodbye to a
quiet life to embark on many dangerous adventures, losing privacy and
tranquility to live in the anguish of one or more prophecies that mark your
destiny. It’s a difficult choice, but who would not give one hundred days as a
sheep to live at least one as a lion?

Dozens of heroes have come and gone in the last centuries in the Cosmos.
Some were strong warriors or cunning villains while others were endowed
with extraordinary powers or legendary charisma. Whatever their unique-
ness, heroes are agents of the gods and goddesses, receiving special abilities
from their patron deity. Regardless of whom their patron deity might be, a
hero’s personality and interests make them differ from one another.

The most important part of character creation in Mythos is the heroic
concept. Would you like to play a noble Argive hoplite or a merciless pirate
from Delos Island? Would you rather be a scheming Mycenaean aristocrat or
a daring Athenian adventurer? Decide what type of hero you want to create
and let this concept lead you through the subsequent creation steps. Should
you need inspiration, take a look at the following archetypes or mix and
tweak them to fit your heroic concept.

Adventurer: The typical jack-of-all-trades, an adventurer comes from all
walks of life and has abilities in various fields. He can be a famed hunter, a
traveler with great wanderlust or a clever scoundrel. Adaptability, curiosi-
ties and tenacity are his keywords. Whatever his past, adventures are his
daily business. The Lapith prince Pirithous, who dared to enter Hades
Realms in search of fame and fortune, is a very famous adventurer.

Aristocrat: Those who are born from a member of a royal house are called
aristocrats. Depending on how close their relation with the actual king is,
they can be heirs to the throne or distant royal relatives. Nevertheless, they
tend to live a life of duties and intrigues craving for more power or trying
to maintain it. The most common idea of an aristocrat is that of a manipu-
lating character who relies on others to do their dirty work. Many of Hellas’
heroes are aristocrats involved in the Dynasty Wars.

Entertainer: Poets, bards, acrobats, mimes and every type of showmen are
common in Hellas. Bards are the heralds and messengers of Hellas, travel-
ing from city to city, bringing with them gossip, songs and tales from afar.
Each bard can hold many thousands of verses in his memory. The tales of
old are learned by rote and rarely written down, as writing is a compara-
tively rare skill. Such bards as the great Orpheus can play music so powerful
that it lulls dragons to sleep.

Fighter: A fighter focuses on combat skills and is the first in line when
fighting is to be done. He can be the village’s protector, an aristocrat’s hired
bodyguard, the slayer of the savage beasts or the king’s soldier. While




“lucky” hoplites live to fight, “brawny” fighters fight to live. Normally, |
fighters have no social privileges or expensive weapons and make their way
in the world through bravery and guts. What didn’t kill them made them
stronger! Cosmos is a very dangerous place and it’'s no wonder that the
majority of Hellas” heroes are fighters.

God’s Agent: Since the Heavenly Contest started, all heroes acquired incred-
ible powers from their patron deities and shaped the Cosmos following the
deity’s directions. Unlike priests, who reside in temples and administer
daily rites, agents travel through Cosmos to shape Hellas according to their
deity’s desire. The agent’s powers differ widely depending on the god they
follow. They can be amazing healers or deadly poisoners, impartial judges
or raging tidal waves bringers, valiant paladins sworn to defend the weak
or wicked witches who let the underworld’s souls feast on the living flesh.
Some of them are revered as heroes and saviors and their presence is
searched for. Others are feared, ousted or even persecuted as witches,
warlocks or necromancers. Demigods and mystery cult initiates are perfect
agents. Since the Heavenly Contest started their numbers are constantly
increasing.
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Hetaera: A hetaera is an elite courtesan specially trained to be an expert not
only in the amatory practices but also in the other arts of civilization. As
well as providing pleasure for those who can afford it in an aristocrat’s
palace, a hetaera is an expert information gatherer, manipulating those less
intelligent than her and engaging in deception. She could be a perfect spy
and tactical seducer, or a deadly assassin.

Hoplite: Hoplites are heavily armored soldiers who come from aristocracy.
They are kings, generals or elite troops and are expected to be heroes in the
truly classic sense. They crave glory on the battlefield, testing their mettle
against worthy foes and spurning those they consider to be unworthy of
their challenge. To a noble hoplite, a battle is a blessed chance to seek out
an equally famous enemy and challenge him to single combat. While “lowly”
fighters fight to live, “blessed” hoplites live to fight, always looking for a
worthy opponent to challenge. Thersander from the royal house of Cadmus
is one of the most famous Hoplites in all of Hellas.

Olympic Athlete: Driven by the desire to achieve physical perfection, the
Olympic athlete is a competitor without parallel, able to perform feats of
agility and strength that ordinary mortals can only dream of. He swims as
though born to a sea god, runs like the gazelle and hurls javelins as though
they were thunderbolts. Although Olympic athletic competitions are where
the Olympic athlete is at his best, his skills make him a sought-after com-
panion on adventures. Jason himself insisted on bringing aboard the Argo
ship, Atalanta, the fastest woman on Cosmos.

Pirate: The scourge of the seas, these men don’t know any lord beside the
captain of their ship and hunt and prey on any vessel they find. Some of
them possess a glint of honor and humanity, but for the most part they are
only a bunch of criminals who wish to get rich pillaging coastal towns,
attacking merchant ships and selling prisoners as slaves. The vast majority
of pirates are foreigners coming from seafaring cultures like Crete or
Phoenicia. However, some Hellenes are starting to get into the dangerous,
but lucrative, pirate business.

Raider: Cosmos is full of nasty people who forcibly take other people’s
possessions using violence; a raider is one of them. He usually lives in a
band and earns his living sacking, pillaging, stealing cattle and raping
women. Most raiders are ruthless bastards who think that stronger men can
take whatever they want, but the more sympathetic ones plague the rich to
give to the poor. These individuals are usually liked by the commoners and
become the subjects of legends and ballads. Cycnus, one of Ares’ sons, was
one of the most famous raiders and even dared to challenge Heracles.

Rogue: Rogues are men who live by their stealth and wits. They prefer
exploiting others’ riches instead of earning money with hard toil and they
prefer to use cunning instead of sheer violence. Undesirable as they could
be, rogues do have their place in Hellas. Generals of armies employ them as
scouts. Sometimes, a stealthy rogue will be commissioned by a rich patron
to steal an item for him. It is quite common for them to be hired assassins
since most rogues will happily turn their conscience to one side in return
for hard cash. Autolycus, son of Hermes, is one of the most famous rogues
of all times.




Sage: A sage is a walking encyclopedia, a one-man library of the Cosmos. He
has travelled to distant lands and has studied in many halls of learning. All
royal houses, to make sure their actions are backed by the best information
available, turn to sages as advisors. Sages are the very few people who are
truly literate, knowing how to read and write many languages. Melampus
from the House of Aeolus was one of the most famous sages of his time.

Seer: The seer has the divine abilities of augury, prediction and divination.
Following Apollo’s directions, he develops a mystical connection with the
world around him, allowing him to foretell future events or predict a
person’s future. Seers are incredibly sought after to become oracles in
famous temples, such as the Pythia in Delphi.

Slave: Sadly, slavery is not uncommon, so it is no surprise when a hero is born
in chains or made a slave. Slaves come from all social classes, and a slave,
or an ex-slave, can be a very motivated character with a wide array of skills.
He can be anything between a lowly servant and a greatly respected guest
compelled by the gods to undergo years of slavery to atone for some
misdeeds. Remember, anyone can fall into slavery or can be compelled to
serve for many years under a foreign master.

TWEAKING AND MIXING CONCEPTS

Game characters, like real people, have a solid background and thus are the
result of their past experiences. This is particularly true for heroes. If you
wish, you can create an even more intriguing hero by mixing and tweaking the
above archetypes. As an example, the mighty Heracles is a hero that mixes
and tweaks three different archetypes: the slave, the adventurer and the
fighter. In fact, Heracles was forced to serve under his cousin Eurystheus,
who commanded him to go to the most remote corner of Cosmos to fight
against terrible monsters. When you grasp the technique, it is easy to create
even more interesting characters in no time.

PATROTI DsI1ITY

In Mythos, all heroes derive their special powers from an Olympian god
called a Patron Deity. The only exceptions are heroes with the “Chosen by
Fate” hindrance who have limited access to all game features and don’t have
a patron deity.

Patron deities demand that their followers behave properly (each one has
his own idea of right and wrong explained in the “Ethos Concepts” entries of
The Gods, page 76) and occasionally fulfill specific tasks that particularly
please them (called “Votive Deeds”). As a reward for votive deeds, patron
deities make some tasks easier for their followers to accomplish and give
heroes the power to alter destiny and bend it to their will, allowing them to
easily perform nearly impossible feats. The vast majority of heroes choose to
devote their existence to the deity that closely fits their ideals and their
lifestyle (for examples, rogues tend to choose Hermes as their patron deity).
Nevertheless, a small number of heroes chooses to worship a patron deity
that has an opposite life perspective, but provides many others benefits.
Remember that Olympian Gods are always difficult masters to serve. In any
case, human heroes can change Patron Deity during game play, while Demi-
gods can'’t. For all details concerning Patron Deities see The Gods, page 74.




One of the bene-
fits of playing a
human instead of
a demigod is free
will and the abil-
ity to appease all
the gods and
goddesses with-
out automatical-
ly gaining the
Disfavor of a ri-
val Patron Deity.
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In Mythos heroes can be either humans or demigods. Demigods can have
different origins, either born from the union of an Olympian god and a mortal
human or specially gifted humans adopted and given special abilities from
Olympian deities who dislike having love affairs with humans (like Artemis,
Athena and Hera). Humans are less powerful than demigods but are more
adaptable and can decide their fate more freely. On the contrary, demigods
are far more powerful than humans but have great hindrances; they cannot
change sides and a good part of their destiny is already written in the Book of

_/ Fate.

HUMANS
Q Adaptable: Gain one extra free Edge.

Q  Free Will: Humans can change their Patron Deity during game play
whenever they want (paying the heavy consequences of their
choice).

DEMIGODS

Q Divine Attribute: Demigods choose one Divine Attribute provided
by their Patron Deity.

Q Divine Edges: Demigods have access to Divine Edges normally pre-
cluded to mortals.

Q Parental Love: Being a god’s child (or stepchild), a demigod starts
adventuring Beloved by his Patron Deity (instead of Indifferent) and
benefits immediately from all advantages of this status. Should he
commit any sin against his divine parent, he immediately regains the
Beloved status after proper atonement.

Q  Family Bonds: Demigods cannot change their Patron Deity during
game play.

Q Loathed from Above: When a demigod is born, at least one deity in
the pantheon is somehow hindered by his mere existence. That’s
why demigods are cursed by another deity’s perpetual disfavor. If
their patron deity has a rival deity, that deity disfavors the hero for-
ever. Otherwise the Game Master decides who in the pantheon will
forever disfavor the hero. This means that the hero starts with that
deity’s disfavor (suffering from the consequent penalties) that never
improves.

(0 Great Powers Mean Great Problems: Demigods have more prob-
lems than normal humans. They start adventuring with two Major
Hindrances or four Minor Hindrances chosen by the Game Master,
who will do his best to strike the character where it hurts the most.




TRAITS

Every player character is created using traits that fall into two categories:
Attributes describe who a character is through Agility, Smarts, etc. while
Skills define what a character is capable of doing through Fighting, Knowl-
edge, Notice and more. Players are encouraged to create any type of character
imaginable from those with high strength to those with a high level of knowl-
edge.

ATTRIBUTES

Your character begins with a d4 in each of the standard attributes: Agility,
Smarts, Spirit, Strength and Vigor. Divide 5 points among these attributes
using 1 point to raise a single attribute one die type. No single attribute may
be raised above d12.

Example: Raising Smarts d4 to d6 costs 1 point while raising Smarts to d8
costs 2 points.

SKILLS

Each player character has 15 points to divide among its skills. Note that not
all skills from the Savage Worlds core rulebook are available and several new
skills have been added. Purchasing a skill costs 1 point and begins at a d4.
Raising a skill costs 1 point per die type as long as it doesn’t exceed the die
type of the associated attribute. Raising a skill’s die type above the associated
attribute’s die type costs 2 points per step.

Example: Purchasing Fighting costs 1 point. Raising it to d6 costs 1 more
point. Raising Fighting to d8 while the associated attribute, Agility, is a d6
costs 2 points for a total of 4 points.

DERIVED STATISTICS

Q Paceis 6” plus an additional 1d6” when running, unless stated oth-
erwise in the racial template.

Q Parry is equal to 2 plus half Fighting skill plus applicable bonuses
from shields or weapons.

Q  Every character begins with a Charisma of +0 unless they have a rel-
evant Hindrance or Edge.

Q Toughness is equal to 2 plus half Vigor plus applicable bonuses from
armor.

CHARACTERIXTICX

One way of setting your player character apart from others is through
Edges and Hindrances. Each player character is allowed one Major Hindrance
and two Minor Hindrances. Each Major Hindrance is worth 2 points and each
Minor Hindrance is worth 1 point.

For 2 points you can raise an attribute one die type, before or after choosing
skills, or you can choose an Edge. For 1 point you can gain another skill point
or gain an additional 500 copper drachmas to your starting funds.




Most of the skills from the Savage Worlds core rulebook are available with
a few changes and additions.

UNUSED SKILLS
The Piloting skill is not used in Mythos.

SKILL USAGE

DRIVING
This skill is used to drive chariots, carts and other similar vehicles.

KNOWLEDGE
The following are the most useful focuses of Knowledge:

(' Cosmos History: Covers the knowledge of every event of the past
and the relevant features of the most famous royal houses.

(0 Legends and Lore: From common folklore to knowledge of sacred
creatures, monsters, prized artifacts and mysterious places.

Q  Olympian Religion: Covers all the religious matters, from sacred
divine laws to how to properly propitiate each deity.

Q Specific Area (Choose One): Its focus can be a specific city (such as
Argos), one of Hellas’ regions (such as Laconia) or a foreign land
(such as Colchis).

STEALTH

Beside its other uses, Stealth is useful to deliver poison while going unno-
ticed. Pouring poison into a wine vase while no one is looking, for example, at
a feast or in a crowded tavern requires a Stealth roll. In case of failure,
someone notices the attempt. In a one-to-one situation (like two people
drinking together) or when someone is explicitly paying attention, delivering
poison requires an opposed roll between the poisoner’s Stealth and the
observer’s Notice.

NEW SKILLS

CRAFT (SMARTS)

Craft is a catch-all skill that must have a focus of some sort, such as Craft
(Blacksmithing) or Craft (Carpentry). The skill can be taken multiple times
with different focuses to reflect different areas of expertise. The most com-
mon Craft skills are blacksmithing, bows, carpentry, clothing, jewelry, leath-
erworks, pottery, sculptures, ships and stonemasonry. Heroes can practice
their trade and make a decent living, earning ten times a craft roll result in
silver drachmas per week of dedicated work. They know how to use the tools
of their trade, how to perform the craft's daily tasks, how to supervise
untrained helpers and how to handle common problems. (Untrained laborers
and assistants earn an average of one silver drachma per day.)

The basic function of the Craft skill, however, is to allow for the crafting of
an item of the appropriate type. The skill modifier depends on the complexity
of the item to be created. The modifier, roll result and price of the item
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determine how long it takes to make a particular item. The item's finished
price determines the cost of raw materials.

All crafts require artisan's tools to give the best chance of success. If
improvised tools are used, the roll is made with a (-2) penalty. On the other
hand, high-quality artisan's tools provide a +2 bonus on the roll.

To determine how much time and money it takes to make an item, follow
these steps:

I. Find the item's price in silver drachmas. Divide this number by 100.
This is the number of successes required to craft the item.

II. Find the item's modifier in the table below.
III. Pay 1/3 of the item's price for the raw material cost.

IV. Make an appropriate Craft roll representing one week's worth of
work.

V. Once the required number of successes has been achieved, the item
is done.

If two or three raises are rolled, the task is completed in one-half or
one-third of the time, respectively. If the number of successes rolled in a week
is not enough to complete the item, then that roll only represents the prog-
ress made that week. Record the result and make a new Craft roll for the
following week. Each week, more progress is made until the total number of
successes reaches or exceeds the required number of successes.

If a roll is failed, no progress is made this week. If a critical failure is rolled
(both Craft and Wild Dies are a 1), half the raw materials are ruined and must
be purchased again.

Repair Items: Items can be repaired by making Craft rolls using the same
modifier required to make the item in the first place. The material cost of
repairing an item is one-fifth of the item's price.

To make an item using Craft (Pharmacy), dedicated equipment is required.
If working in a city, raw materials may be purchased to make the item, but
pharmaceutical equipment is difficult or impossible to come by in some
places. Purchasing and maintaining a dedicated workshop grants a +2 circum-
stance bonus on Craft (Pharmacy) rolls due to possession of the perfect tools
for the job, but it does not affect the cost of any items made using the skill.

4 )

Item Craft Focus Modifier

Acid or knockout/paralysis poison Pharmacy +1

Venomous poison Pharmacy 0

Lethal poison Pharmacy -1

Antidote or medicine Pharmacy -1 (poison -2)

Armor or shield Blacksmithing -1/Armor Point
>2

Bows or arrows Bows 0

Melee or thrown weapon Blacksmithing -1/ damage die
type >d10

Very simple item (wooden spoon) Varies +1

Typical item (brazen pot) Varies 0

High-quality item (refined cloth) Varies -1

Complex or superior item Varies -2

aEE




" PERFORM (SPIRIT)

In a world that relies on oral tradition, performers (in particular actors
orators and singers) are held in high regard, being the most common way for
people to grasp news from distant lands, learn about important past deeds or
just relax from a hard day’s work. Like Craft and Knowledge, Perform can be
taken multiple times with different foci to reflect different areas of expertise.
Each focus includes a variety of methods, instruments or techniques, such as:

Act (tragedy, drama)

Comedy (buffoonery, limericks, joke-telling)
Dance

Oratory (epic, ode, storytelling)

Percussion instruments

Sing

String instruments (lyre)

Wind instruments (flute, pan pipes)

folieiolcclolelo)

Audiences can be impressed with talent and skill considering the chosen
performance type. The standard reward for successful Perform rolls per “set”
(usually a couple of hours) nets the performer 1d6 silver drachmas for every
10 members of the audience; double this number with a raise. The performer
may add his Charisma to the roll. The more effort put into the exhibition, the
more impressed the audience will be and the greater the reward.

This assumes the audience can tip instead of paying a given fee. The audi-
ence may also tip with libations, livestock, blind dates with daughters or local
rumors may lead to adventure, fortune and glory.




LANGUAGES AND LITERACY

Only a very few people in Cosmos can read and write their own language,
let alone foreign ones. To avoid a general flattening of character concepts,
allow each player to decide if his hero knows how to read and write (based
on the hero’s background). Illiterate heroes receive an extra skill point to be
spent on a Smarts based skill.

A hero starts the game knowing a number of languages equal to half his
Smarts die, plus his native tongue as per the Multiple Languages setting rules.
New languages can be acquired through advancements. Languages available
are: Hellenic (mother tongue), Cretan, Phoenician, Egyptian and Anatolian.

G=AR LIP YOLIR CHARACTER

Now that you've defined Attributes, Skills, Edges and Hindrances, it’s time
to gear your hero up with the right tools of his trade. If he doesn’t have
particular Edges or Hindrances that affect his initial wealth, each character
starts with 500 copper drachmas to spend on initial equipment.

All currency in Mythos is defined in drachmas with copper drachmas (c)
being the default when no currency sign is provided. 10c are worth 1 silver
drachma (s) and 10s are worth one gold drachma (g).

BACKGROUTID DsSTAILX

0Ok, you're almost over! If you wish, write a line or two about your hero’s
past, present state and future wishes. Is he a fallen noble wishing to regain his
former power? Is she an orphan raised in the woods by wild animals? Is he a
son of a god who wishes to ascend Olympus? Does she have sworn enemies?
How did he get to know other party members? Filling in these details together
with the Game Master will make your gaming experience even more enjoyable!

HITNIDRATIC:=X

In Mythos you will find many Hindrances that reflect the setting’s tragic
flaws. Hindrances marked with a (*) are modified or adapted versions of their
originals from Savage Worlds Deluxe.

UNUSED HINDRANCES

The following Hindrances aren’t
used in Mythos: All Thumbs, Doubting
Thomas and Illiterate.

drance, the banishment covers one
city (for example, the city of Thebes).
As a Major Hindrance, the banish-
ment covers an entire region (for ex-
ample, the whole Boeotia).

The hero is no longer welcomed

NEW HINDRANCES

BANISHED (MINOR OR MAJOR)

For some reason, the hero has
earned a very bad reputation and was
exiled by a king. He can be guilty of
some horrendous murder or being a
pain to the king. As a Minor Hin-

into that banished area. No citizen
who knows the hero speaks to or ac-
knowledges him, they refuse to sell
him items, they will not host him, and
they will not stand aside to let him
pass. It is as if the character has be-
come a ghost, moving soundlessly
through the world.




Anyone coming from the banisher’s
city or region who meets the hero
must make a General Knowledge roll,
with a +1 to denote the hero’s status.
If the roll succeeds, the person realiz-
es the hero has been banished and
should ignore him. Those who go
against this act and acknowledge the
hero anyway receive contempt from
every citizen who knows of the hero’s
banishment. Should the hero go back
to the banishing city or region with-
out having properly atoned for his
misdeeds, he is immediately sen-
tenced to death.

This Hindrance can be taken multi-
ple times, each time with a different
city or region.

CALL OF THE SEA (MINOR OR MAJOR)

Your hero does not trust men and is
not quite at ease in human civilized
contests. Only near the sea does he
feel truly at home and prefers to
sleep on the beach rather than under
a roof. He rarely speaks with other
humans, relying strictly on necessary
relationships; it is much better to talk
to the fish.

As a Minor Hindrance this is fre-
quently harmless; the hero generally
keeps these notions to themselves. As
a Major Hindrance, the hero express-
es his visibly views, often leading to
general embarrassment and occa-
sionally leading to danger to himself
and his companions.

CHOSEN BY FATE (MAJOR)
Prerequisite: Race (Human)
Sometimes it happens that some

men become heroes not by the aid of

a god, but by the inscrutable will of

fate. Such heroes are not helped and

guided by a Patron Deity but instead
become unintentional agents of fate.
Being chosen by fate has a lot of
disadvantages. These heroes cannot
benefit from Favored Rolls, enter se-
cret Mystery Cults (they still can en-
ter “open” mystery cults such as the

Eleusinian Mysteries) and cannot

gain Fate Points by performing Vo-

tive Deeds. Only fate decides when to

award Temporary Fate Points: This

happens when both the skill and the
Wild Die roll the same number. These
heroes will not have the chance to
increase their base Fate Points unless
they increase their Experience Rank.

Additionally, any god could favor,
disfavor, love or hate the hero. Basi-
cally, these heroes can never “change
their status” and gain a Patron Deity
unless very rare circumstances occur
and with the GM’s approval.

DAYDREAMER (MINOR OR MAJOR)

Music, poetry and imagination are
your hero’s only true interests. They
occupy his mind to such an extent
they overshadow everything else. He
spends hours composing songs or
imagining fantastic worlds, neglect-
ing everything else. After all, what is
not art is just a vile distraction.

As a Minor Hindrance, the hero
generally keeps it to himself. As a
Major Hindrance, he expresses his
views outright and may be shunned
by those around him.

FIRST LADY (MINOR OR MAJOR)

Your heroine would do anything to
be the most beautiful, most admired,
center of everyone’s attention. She
wouldn’t do anything to risk compro-
mising her charm and beauty, such as
crossing muddy swamps or dressing
like a beggar. It greatly bothers her to
be overlooked.

As a Minor Hindrance, the heroine’s
selfish behavior does not threaten
those around her; she may be selfish
and stubborn but can still be coerced
to performing a task. As a Major hin-
drance, she expresses her views more
openly, leading to danger to herself
and her companions.

HAUNTED (MINOR OR MAJOR)

Hades’ kingdom’s spirits torment
the hero at all times. Screams of de-
mons, gruesome voices and visions of
departed souls torment his mind
while he’s sleeping.




As a Minor Hindrance, the spirits

only appear once per week. The hero
gains +1 levels of Fatigue at the be-
ginning of every week until succeed-
ing on a Spirit roll or if the hero finds
a way to rest peacefully at least one
day of every seven. As a Major Hin-
drance, the spirits appear daily, caus-
ing +1 levels of Fatigue every
morning until succeeding on a Spirit
roll or if the hero finds a way to rest
peacefully. Spirit rolls should only be
allowed once per day or at the GMs
discretion.

HELIOPHOBIA (MINOR OR MAJOR)

The hero only feels safe in the dark
embrace of the shadows. Light causes
him great discomfort while intense
daylight is unbearable. He prefers to
stay indoors during the day and loves
to go around only at night. If forced to
go out into the sunlight, he does so
completely covered to protect his
delicate eyes. Heliophobic people
have a very bad reputation in Cosmos
since many fear they are dark mon-
sters.

Refer to the Phobia Hindrance for
mechanical details. Additionally, he-
roes with this Major Hindrance must
make a Fear roll if exposed to intense
daylight (such as in a desert) for
more than ten minutes.

IGNORED (MINOR OR MAJOR)

No one remembers the presence of
your hero. When he arrives any-
where, he is never welcomed and ev-
eryone has a very difficult time
recalling his face name. Your hero has
to make an immense effort to get no-
ticed by other people who soon for-
get everything about him.

As a Minor Hindrance, the hero suf-
fers a (-1) penalty to Charisma. As a
Major Hindrance, the hero is highly
underestimated, even if they do ac-
complish great deeds, and all credit,
rewards and praises are given to
someone else. He suffers a (-2) penal-
ty to Charisma, but gains a +1 bonus
to all Stealth rolls in urban environ-
ments.

LIAR (MINOR OR MAJOR)

Reality is sad and tedious to your
hero. He’d rather improve upon it
with some little lies, thus giving it a
"new face".

As a Minor Hindrance, the hero con-
tinuously lies about small subjects
that don’t affect anyone. On very im-
portant matters, the hero tells the
truth without any problems; on all
other occasions he must make a suc-
cessful Spirit roll to avoid lying. If his
lie is discovered, he suffers a (-2)
penalty to Charisma.

As a Major Hindrance, the hero de-
tests reality, and if asked, he de-
scribes it as he wishes it to be. The
hero must make a successful Spirit
roll to avoid lying about all issues. If
his lie is discovered, he suffers a (-4)
penalty to Charisma.

LOATHED FROM ABOVE (MAJOR)

For some reason, one of the gods
holds a permanent grudge against the
hero, who will be forever damned
with this deity’s disfavor. If the hero’s
Patron Deity has a rival deity, that’s
the one who most likely disfavors him
forever. Otherwise the GM decides
who in the pantheon forever disfa-
vors the hero.

The hero starts with the assigned
deity’s disfavor, suffering all applica-
ble penalties and the deity’s divine
attitude can never improve no matter
how hard the hero tries.

This Hindrance can be taken multi-
ple times, each time with a different
deity.

No RETREAT! (MINOR OR MAJOR)

Some heroes are always up for a
fight and, if challenged, never care
about winning odds.

As a Minor Hindrance, the hero
seeks any excuse to fight and after-
wards always looks for a more chal-
lenging one. They rarely avoid
confrontation on their own and must
be persuaded or forcibly removed
from the fight.




As a Major Hindrance, the hero re-
fuses to turn their back when it
comes to a fight, even if confronted
with Ares himself! The only way for
them to escape unavoidable death by
fighting alone against obviously su-
perior opponents is if his companions
manage to seize him forcibly, knock
him out or use Persuasion.

NYMPHOMANIAC (MINOR OR MAJOR)

Life is given to us so to gain the
most pleasure from it. Eros teaches
that the union of two beautiful bodies
is extremely enjoyable, and the hero-
ine will do anything to seek another
with remarkable beauty: it doesn't
matter if he's free or married. After
all, rules are made to be broken.

As a Minor Hindrance, the heroine
is able to control her desires when
necessary. As a Major Hindrance, the
heroine often struggles to control her
affliction and may even jeopardize
the safety of her companions to fulfill
these desires.

ORACLES ADDICTED (MINOR OR MAJOR)

Zeus judges each mortal’s actions
and your hero always consider
whether his actions could possibly
anger one of the Olympians. He’s al-
ways conscious if the gods approve or
disapprove of what he is going to do.
As long as he’s not sure, the hero
prefers not to act so as not to incur
the wrath of a god.

As a Minor Hindrance, the hero al-
ways hesitates before proceeding;
thinking about what he is about to do
and how the gods will view it. As a
Major Hindrance, the hero will not
proceed with any action until he de-
cides its ramifications in the eyes of
the gods, even if it puts his compan-
ions into danger.

PACIFIST (*) (MINOR OR MAJOR)
Besides the standard entry for Mi-
nor Pacifists, Major Pacifists won’t
deliver any kind of harm or pain un-
der any circumstances. They will ac-
tively attempt to remain unharmed
and do their best to defend them-

selves without harming in creatures,

even the most evil ones.

PRECISE AND PEDANTIC (MINOR OR
MAJOR)

Thank goodness your character is
there to teach the Cosmos’ boorish
and ignorant! Her mission is to teach
everyone, without distinction. To
anyone who asks her a question she
is happy to respond in an exhaustive
and comprehensive way, starting
from the etymology of each term to
finish the story of each of the people
involved. The simple question,
"Where are we?" deserves, according
to her judgment, at least one short
lesson in ten minutes. Most people
find her attitude arrogant and obnox-
ious, but she knows too well that the
teacher’s path is a difficult one... The
minor hindrance is frequently harm-
less, the character generally keeps it
to herself and/or is the only one in
the party to suffer consequences for
this disadvantage. With a Major hin-
drance, she expresses his view on the
situation frequently: it often leads to
general embarrassment and it can
occasionally lead to danger for him-
self and for the party.

PYROPHOBIA (MINOR OR MAJOR)

The hero knows perfectly well that
fire is useful; he'd just rather not use
it. He prefers to stay away from fire-
places and always lets someone else
carry the torch.

Refer to the Phobia Hindrance for
mechanical details. Additionally, he-
roes with this Major Hindrance must
make a Fear roll when coming in
close proximity to sources of great
fire (such as volcanoes).

QUARRELSOME (MINOR)

The hot-blooded hero cannot stand
insults of any kind and immediately
reacts. Besides effects on role-play-
ing, he also suffers a (-2) penalty to
resist Taunts or Smarts-based ruses.
However, a hero with the Berserk
Edge can make a Smarts roll at (-1) to
go into the furious state.
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RIGHTEOUS (MINOR OR MAJOR)

A righteous hero acts as if Zeus’
divine laws direct him. Order and or-
ganization are paramount. He wishes
to attain a superior order for all Cos-
mos and favors strong, organized
governments. They do not do dis-
counts for anyone, let alone for them-
selves. They lead a life of divine
justice in every gesture or thought,
ensuring those around them do not
commit crimes.

As a Minor Hindrance, the hero
might occasionally stray from his
moral conduct, but only for a superi-
or cause. As a Major Hindrance, the
hero believes there is only right and
wrong. No matter the reason, no mat-
ter the severity, any crime should
never be committed and still de-
serves the maximum penalty.

SADISTIC (MINOR OR MAJOR)

Causing severe pain and suffering
is the hero’s greatest source of joy. He
does not lose a chance to cause pain
and rejoices in seeing others suffer.

As a Minor Hindrance, the hero suf-
fers a (-2) penalty to Charisma when
dealing with people who know about
his affliction. As a Major Hindrance,
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the hero causes pain whenever he
can. He suffers a (-4) penalty to Cha-
risma when dealing with people who
know about his attitude and his per-
version may endanger his compan-
ions.

TRAGIC DOOM (MINOR OR MAJOR)

The hero’s destiny has a sorrowful
chapter. As a Minor Hindrance, the
hero knows from a prophecy that,
sooner or later, they will face an un-
avoidable problem that will leave a
deep scar in their existence or re-
quire a heavy toll to be paid.

As a Major Hindrance, the hero
knows from a prophecy that his own
existence will have a tragic, unavoid-
able end.

In either case, the prophecy is at
the GM’s discretion.

UNPLEASANT (MINOR)

For some reason, the hero’s very
presence makes others uncomfort-
able. People feel that "something is
wrong with him" and tend to avoid
conversation, sit away from him and,
if possible, avoid his company. The
hero suffers a (-2) penalty to Charis-
ma.

In Mythos you will find many Edges that reflect the setting’s heroic con-
cepts, such as the Divine Edges allowed only to demigods. Edges marked with
a (*) are modified or adapted versions of their originals from Savage Worlds.

UNUSED EDGES
The following Edges aren’t used in
Mythos:

Adept, All Arcane Backgrounds,
Champion, Gadgeteer, Holy/Unholy
Warrior, McGyver, Mentalist, Mr. Fix
It, New Power, Power Points, Power
Surge, Rapid Recharge, Improved
Rapid Recharge, Rock and Roll!, Soul
Drain and Wizard.

BACKGROUND EDGES

ARISTOCRAT (*) (REPLACES NOBLE)

Requirements: Novice

An aristocrat is a member of a Roy-
al House, often involved in one or
more Dynasty Wars. Whatever Royal
House the hero chooses, he has a high
social status, is entitled to special
treatment from his foes (for better or
for worse), gains a +2 bonus to Cha-
risma and has the Rich Edge.
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Aristocrats often have troops un-
der their control, as well as land, a
family home and other assets. All of
this must be determined by the GM
and balanced by the grave responsi-
bilities the hero faces. Male aristo-
crats are expected to be brave
hoplites in the king’s army while fe-
male ones are expected to be married
to one of the Royal House’s most
powerful allies. Normally, aristocrats
are the king’s distant relatives, so
they can only race for the throne un-
der extremely rare circumstances.

KING’S RELATIVE

Requirements: Novice, Aristocrat

King’s relatives are high-ranking
aristocrats likely to be on the king’s
succession list. However, this means
additional responsibilities as well as
advantages. King’s relatives live in
the city’s royal palace and are enti-
tled to privileges above and beyond
those normally given to aristocrats.
All of this must be determined by the
GM, and balanced by the grave re-
sponsibilities the hero faces.

A king’s relatives are often the
main target of murders, conspiracies
and courtly intrigues created by rela-
tives seeking to obtain the throne.
Additionally, a king’s relative can be-
come the next king, but he must sur-
vive the machinations and prove his
worth.

COoMBAT EDGES

DYHOPLOS (*) (ADAPTATION OF
FLORENTINE)

In Mythos, “Florentine” is referred
to as “Dyhoplos.”

PANCRATIAST (*) (REPLACES MARTIAL
ARTIST)

Requirements: Novice, Fighting
d6+

This hero is highly trained in the
harsh Olympic discipline of Pancra-
tium. He is never considered un-
armed in combat and so is never
subject to the Unarmed Defender
rule. With a successful unarmed at-
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tack, he gains a +d4 bonus to his
Strength roll. Additionally, he gains a
+1 bonus to all Grappling rolls.

MASTER PANCRATIAST (*) (REPLACES
IMPROVED MARTIAL ARTIST)
Requirements: Veteran, Pancra-
tiast, Fighting d10+
The hero instead gains a +d6 bo-
nus to his barehanded damage and
a +2 bonus to all Grappling rolls.

OLYMPIC PANCRATIAST (*)
(REPLACES MARTIAL ARTS MASTER)
Requirements: Legendary, Mas-
ter Pancratiast, Fighting d12+
The hero is deadly with his
hands. He gains an additional +2
bonus to his barehanded damage
every time he takes this Edge, up to
a maximum of five times for a total
damage bonus of +10.
Alternatively, he can take this
Edge to instead improve his Grap-
pling roll. In this case, he gains an
additional +1 bonus to all Grap-
pling rolls every time he takes this
Edge, to a total maximum of +5.
Every time this Edge is taken, the
hero may choose which bonus he to
apply. However, once chosen, that
bonus cannot be changed.

DIVINE EDGES

Divine Edges are only available to
the demigod race. Some of these Edg-
es define a Fate Point cost which re-
quires the hero to spend one or more
Fate Points (see page 65) to use the
Edge or gain the listed additional
benefits. Demigods with a specific Di-
vine Attribute cannot acquire Hin-
drances linked to that attribute (for
example, a demigod with Divine Cha-
risma cannot gain the Ugly Hin-
drance). Edges  that require
additional Fate Points can’t be used if
the hero’s Patron Deity holds him in
disfavor or worse.

ATLAS’ MIGHT

Requirements: Seasoned, Divine
Strength, Strength d12+

Fate Points: 1+

The hero can lift and hold tremen-
dous loads that would stagger even
the Titans. For each Fate Point spent,
he can lift up to 4000 lbs. for ten
minutes. During this awesome feat,
the hero cannot move, however, he
can hurl the weight wherever he
pleases.

BE QUICK OR BE DEAD!

Requirements: Seasoned, Divine
Agility, Agility d12+

Fate Points: 1

He who strikes first, strikes twice,
and the hero knows how valuable this
old saying is. During the Initiative
phase, the hero can spend 1 Fate
Point to act as though he’s been dealt
an Ace.

CLAIRVOYANCE

Requirements: Seasoned, Divine
Smarts, Smarts d12+

Fate Points: 1+

The hero’s perception can stretch
far beyond human limits. By spending
1 Fate Point, the hero can awaken his
“second sight” and see things that
normally are invisible for 10 minutes.

CRUSHING GRIP

Requirements: Novice, Divine
Strength, Fighting d6+

The hero is a fearsome wrestler not
to be trifled with. When he’s locked
his opponent in a grapple, the hero
rolls 2 Strength dice for damage,
gaining a +1 bonus for every Rank
(for example, a Novice hero with a
strength of d10 rolls 2d10+1 for dam-
age). The hero can still choose to hold
an opponent without inflicting dam-
age, or he can soften his touch and
inflict nonlethal damage.
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Divinity instills in its most deserv-

DIVINE AGILITY

Requirements: Novice, Race
(Demigod), Patron Deity (Ares, Ar-
temis, Athena, Hades, Hermes or Po-
seidon)

Demigods with the Divine Agility
are very fast and furious. Thanks to
their Patron Deity, they start with a
d10 in Agility and may raise it to
d12+3 via normal advancement; the
Expert and Master Edges may raise it
to d12+5. Additionally, their Pace is
increased by 1 and every subsequent
increase to Agility grants an addition-
al +1 to Pace. Should they run, they
add 2d6 instead of 1d6 to the dis-
tance covered.

DIVINE CHARISMA

Requirements: Novice, Race
(Demigod), Patron Deity (Aphrodite,
Dionysus or Hera)

Words are not enough to describe
demigods with Divine Charisma.
Thanks to their Patron Deity, they
start with a +6 in Charisma; this bo-
nus does not stack with other beauty-
related edges (like Attractive and
Very Attractive).

These heroines are such a wonder
to behold that mortals fall in love
with them at first sight. Any opposing
non-player character with Spirit d6
or less must make a Spirit roll the
first time they meet the heroine. Fail-
ure means the NPC falls deeply in
love with her.

DIVINE FORTITUDE

Requirements: Novice, Divine
Vigor, Vigor d12+

The hero is the epitome of the holy
ascetic. The length of time for which
he is able to go without food, water
and sleep doubles. Additionally, the
amount of time he is able to spend on
a strenuous task without stopping
also doubles.

DIVINE SMARTS

Requirements: Novice, Race
(Demigod), Patron Deity (Athena,
Demeter, Hades, Hephaestus, Hera
or Hermes)

ing children an intelligence superior
to that of any human, turning them
into authentic geniuses of logic.
Thanks to their Patron Deity, they
start with a d10 in Smarts and may
raise it to d12+3 via normal advance-
ment; the Expert and Master Edges
may raise it to d12+5.

Additionally, the hero’s mind is so
fast that no calculation or measure-
ment is a problem; they can provide
an answer instantly without any dice
rolls. They also are able to quote from
memory any song they listened to or
any parchment they read and can re-
call all facts about where they have
lived (names, places, weather, etc.)
without the slightest effort.

DIVINE SPIRIT

Requirements: Novice, Race
(Demigod), Patron Deity (Aphrodite,
Apollo or Ares)

These heroes are endowed with
such prideful courage that they stand
tall as shining examples of heroic vir-
tue. Thanks to their Patron Deity,
they start with a d10 in Spirit and
may raise it to d12+3 via normal ad-
vancement; the Expert and Master
Edges may raise it to d12+5. Addi-
tionally, a hero with Divine Spirit can
always reroll his Spirit die when
making a Fear roll, choosing the best
result.

DIVINE STRENGTH

Requirements: Novice, Race
(Demigod), Patron Deity (Hephaes-
tus, Poseidon or Zeus)

The hero’s strength goes far be-
yond human possibilities. Mortals
who behold them while in action are
left standing slack-jawed with won-
der. Thanks to their Patron Deity,
they start with a d10 in Strength and
may raise it to d12+3 via normal ad-
vancement; the Expert and Master
Edges may raise it to d12+5.

Additionally, a hero with Divine
Strength can lift incredible amounts
of weight. With each character rank,
the hero can lift an additional 2x his




normal encumbrance limit (thus a
Legendary hero can life 10x his en-
cumbrance limit).

DIVINE VIGOR

Requirements: Novice, Race
(Demigod), Patron Deity (Apollo, Ar-
temis, Demeter, Dionysus and Zeus)

These demigods can endure any-
thing and nothing can stop them on
their way to glory. Thanks to their
Patron Deity, they start with a d10 in
Vigor and may raise it to d12+3 via
normal advancement; the Expert and
Master Edges may raise it to d12+5.

Additionally, the hero can resist
starvation and lack of sleep for a
number of weeks equal to their Rank
(1 for Novices, 5 for Legendary) and
can resist thirst for half that amount
of time. They can also hold their
breath for double the normal amount
of time.

FEARLESS

Requirements: Veteran, Divine
Spirit, Spirit d12+

Such daring heroes don’t suffer
from the weaknesses of the mortal
mind. Fearless heroes never suffer
from Fear effects and cannot be tar-
geted by Intimidation rolls.

HIGHLY FOCUSED

Requirements: Novice, Divine
Spirit, Spirit d12+

Whether he’s hunkered down be-
hind a burning house during an ene-
my attack, caught in the middle of a
city riot, stranded on the crowded
deck of a storm-tossed ship or just
walking in the crowded marketplace
area, the hero never loses his cool. No
matter what’s happening, he keeps
his mind focused while maintaining
sufficient vigilance to avoid getting
caught up in the hubbub all around
him.

The hero is able to eliminate one
point of environmental distraction
penalty per Rank. For example, when
in a loud urban area, Novice heroes
can reduce penalties to Notice by 1

whereas Seasoned heroes can reduce
those penalties by 2.

HoRIZoN HURL

Requirements: Novice, Divine
Strength, Throwing d6+

Javelins, daggers and other thrown
objects become tiny specks in the dis-
tance when the Hero throws them.
Having this Edge multiplies by four
the range of any thrown object. This
Edge doesn’t make the character any
better to see or hit a target, however.
Nor does it impart extra damage to an
attack committed with a thrown
weapon.

IN THE SPOTLIGHT

Requirements: Seasoned, Divine
Charisma, Persuasion d6+

Fate Points: 1+

The hero commands the attention
of everyone in the room. This Edge is
best used when making an important
entrance, but can also serve as a won-
derful broad-spectrum distraction.

When the hero walks into a room
and spends a Fate Point, all eyes in
the room (as well as the eyes of hid-
den spies) turn the hero’s way. The
hero gains a +2 bonus to all Persua-
sion rolls against those who see him.

Additionally, for every Fate Point
spent, the character can hold every-
one’s attention for one minute; on-
lookers carry on with what they're
doing, but their attention remains
fixed on the hero. Allies gain a +2
bonus to all Stealth rolls during this
time.

LIVING ANALYST

Requirements: Novice, Divine
Smarts, Smarts d12+

The hero has an exceptionally pre-
cise sense of taste and smell. With a
faint sniff or tentative taste, the hero
can decipher what ingredients com-
prise a certain concoction, and in
what proportions. He can also sniff
out drugs or poisons as well as detect
airborne poisonous gases by the way
they make the air taste.




The hero can only specifically deci-
pher ingredients he’s already familiar
with. He may know it's poisonous,
but he doesn’t know exactly where it
came from unless he’s already famil-
iar with that ingredient. If the hero
has previously been exposed to an
ingredient, he immediately recogniz-
es and identifies them. This Edge can
be used in conjunction with a Com-
mon Knowledge roll.

MIND READING

Requirements: Seasoned, Divine
Smarts, Smarts d12+, Spirit dé6+

Fate Points: 1

The hero’s perception stretches far
beyond human limits. By spending 1
Fate Point, the hero can read the most
superficial thoughts of a person with-
in 10 yards; this target must have
Spirit d8 or less. The target must
make an opposed Spirit roll to resist.
If the target is aware of the hero’s
presence, he gains a +1 bonus to the
Spirit roll.

OBJECT KNOWLEDGE

Requirements: Seasoned, Divine
Smarts, Smarts d12+

Fate Points: 1

The hero’s perception can stretch
far beyond human limits. By spending
1 Fate Point, the hero learns every-
thing about an object simply by
touching it. He knows what its pur-
pose is, who the last owner was, who
used it most recently and how it was
used.

OLYMPIC BALANCE
Requirements:
Agility, Agility d12+

The hero is imbued with the uncan-
ny ability to remain on his feet de-
spite treacherous terrain or attempts
to knock him down.

The hero can never be knocked
prone, although still suffers regular
damage, and ignores all attack roll
penalties for unstable footing and
treacherous terrain. Pace is not af-
fected by this Edge.

Novice, Divine

OLYMPIC SPEED

Requirements: Seasoned, Divine
Agility, Agility d12+

Fate Points: 1

The hero becomes a lightning bolt
on two legs; zooming past in a blur,
trailing leaves or loose debris from
the ground he’s already covered. The
hero doubles the distance rolled
when running.

Additionally, by spending 1 Fate
Point, the hero can run across water
or muddy terrain no deeper than
twice his height, skimming over the
surface. As long as he keeps running,
his feet skim the surface like a skip-
ping stone. If he slows down or stops,
however, he sinks into the terrain
and suffers all applicable penalties.

RAGING SMASHER

Requirements: Seasoned, Divine
Strength, Strength d12+

Fate Points: 1

The hero is especially good at
breaking inanimate objects. By
spending a Fate Point the inanimate
object’s Toughness is halved against
and the hero gains a +1 bonus to the
damage for every Rank they have
(Novice +1, Legendary +5). This bo-
nus only applies to inanimate objects
that are either freestanding or under
the hero’s control. If someone else
has control of the object, the hero
must take it first.

SEAMLESS INTEGRATION

Requirements: Novice, Divine
Smarts, Smarts d12+, Persuasion
d6+, Stealth d6+

Being thrust into a situation full of
strangers or can be disorienting and
dangerous, but the hero handles him-
self with remarkable aplomb. By ob-
serving the behavior of the people
around him and reacting quickly, he
can mimic those around him. He still
has to dress the part, and the lan-
guage barrier might pose its own
problems, but he won’t embarrass or
draw attention to himself unless go-
ing out of his way to do so.




The hero gains a +2 bonus to all
Persuasion and Stealth rolls to blend
in with those he is imitating.

SERPENT’S GAZE

Requirements: Seasoned, Divine
Spirit, Spirit d12+

Fate Points: 1

The hero may gaze into the eyes of
any living creature within 5 yards. By
spending a Fate Point, the affected
creature is unable to look away. The
creature is Shaken until the hero
breaks eye contact. Additionally, the
hero can act normally, but maintain-
ing the eye contact results in a multi-
action penalty.

Targets of this gaze must succeed
on a Spirit roll. Those with Spirit d8
or less require a raise to break the
gaze and recover from being Shaken.
Targets Spirit d10 or more only need
a success to break the gaze and re-
cover from being Shaken. If the hero
turns his gaze away, the target auto-
matically recovers from the Shaken
status.

SIREN’S CALL

Requirements: Seasoned, Divine
Charisma

Fate Points: 1

Some demigods are so gorgeous,
everyone is drawn to them. Whether
he beckons across a crowded room,
hails from the highest tower’s top or
just sends a private message along
with his portrait, the object of the
hero’s desire makes all due haste to
reach him.

By spending 1 Fate Point and
choosing a single target that can see
him or an image of him, the target
searches for the hero, unable to resist
his alluring beauty.

SPIDER CLIMBER

Requirements: Novice, Divine
Strength, Strength d12+, Climbing
dé6+

As long as he has sufficient hand
and footholds, the hero scuttles up
vertical surfaces with incredible
ease. On a successful Climbing roll,

the hero’s vertical movement is dou-
bled. Additionally, as long as the hero
has at least one hand (or both of his
feet) on the surface he’s climbing, he
can take an action while climbing the
surface.

SURVIVING FURNACE

Requirements: Novice, Divine
Vigor, Survival d6+

The hero rarely suffers from a lack
of sustenance. As long as he can find
some sort of organic substance, the
hero can eat it and survive. As long as
he finds a source of water, he can
drink it and survive. The hero gains a
+2 bonus to all Survival rolls.

Additionally, the hero is extremely
resilient to pestilence, poisons and
drugs that he may ingest, eliminating
the need to make Vigor rolls for doing
so. However, he’s still susceptible to
airborne toxins and injected drugs.

TRUE IDENTIKIT

Requirements: Seasoned, Divine
Smarts, Notice d6+

Fate Points: 1

The hero can automatically recog-
nize anyone he is Doomchained to
(see page 67). He can pick their faces
out of a crowd with just a glance,
recognize their voices despite over-
powering background noise, and
knows their scent and body language.
Notice rolls automatically succeed.

Additionally, by spending 1 Fate
Point, the hero can attempt to discern
someone mimicking those they are
Doomchained to. The hero locks that
person’s image in his mind and re-
tains the ability to recognize them
despite all obfuscation for the rest of
the campaign. Again, Notice rolls au-
tomatically succeed.

PROFESSIONAL EDGES

ENCYCLOPEDIC KNOWLEDGE
Requirements: Seasoned, Scholar,
Smarts d8+, must be literate
The hero spent years studying in
Egyptian and Babylonian libraries,
visited royal palaces, listened to epic




Mystery Cult
Edges define the
character's rank
within the mys-
tery cult. When
advancing to a
new rank, the
next mystery cult
rank must be ac-
quired (not just
purchased) in
addition to per-
forming a great
deed that proves
her worthy of
obtaining the
higher rank.

ballads and acquired a landslide of
information until becoming acquaint-
ed with all fields of knowledge.
Whenever he encounters a creature,
he can make a Common Knowledge
roll to remember one of its Special
Abilities.

Additionally, once per session, the
hero can remember a useful piece of
knowledge that aids him or the group
in the current situation. The aid of
this knowledge provides a +4 bonus
to a single subsequent roll.

For example, if an ally was attempt-
ing to overcome a poison without
knowing how, the hero reaches into

the depths of his memory, recalling
the means necessary to overcome the
poison. The ally gains a +4 bonus to
his Vigor roll to overcome the effects
of the poison.

EpPic POET

Requirements: Veteran, Charisma
0+, Knowledge (Cosmos’ History)
d6+, Knowledge (Legends and Lore)
d6+, Perform (Oratory or Sing) d6+,
Streetwise d6+

Epic poets are one of the most
sought-after sources of information
in Hellas. They travel to distant lands,
witness or hear about epic deeds and
spread their stories throughout all of
Hellas. The hero gains a +2 bonus
Charisma and is treated as a foreign
dignitary by the royal palace, grant-
ing him access where others cannot.

Additionally, the hero gains a +2
bonus to Knowledge (Cosmos’ Histo-
ry), Knowledge (Legends and Lore)
and Streetwise.

HOPLITE

Requirements: Novice, Strength
d6+, Vigor d6+

The hero has undergone the severe
hoplite military training, normally
reserved for aristocrats. He doubles
his encumbrance level (but not the
amount he can lift, push or pull) and
receives a +2 bonus to all Vigor rolls
to resist fatigue caused by long
marches or when wearing heavy ar-
mor in hot environments.

SEASONED HOPLITE

Requirements: Seasoned, Hop-
lite, Strength d8+ Vigor d8+

The hero has fought many battles
as a hoplite and knows how to use
his heavy armor effectively. When
rolling to Soak a Wound, he may
choose to add his current torso ar-
mor value to the Soak roll. Howev-
er, this rough treatment ruins the
armor, reducing it by 1 Armor Point
each time the bonus is applied.

Additionally, damaged armor can
be fixed with a Craft (Blacksmith)
roll. Each roll requires 1d4 hours
and returns 1 Armor Point, 2 with a
raise. Armor dropped to zero be-
comes useless and cannot be re-
paired.

PELOPS DRIVER (*) (VARIANT OF ACE)

Requirements: Novice, Agility
d8+

As Piloting does not apply to My-
thos, the +2 bonus applies to all Boat-
ing, Driving and Riding rolls.
Additionally, Bennies may be spent
on soak rolls for any mount the hero
controls.

MYSTERY CULT EDGES

Since the Heavenly Contest started,
some among the Olympian deities
have established their secret mystery
cults where worthy people are en-
dowed with god-like powers in ex-
change for their ultimate devotion.
Mystery Cult Edges are only available
to members of a mystery cult. Each
one represents a rank within the cult,
allowing access to the powers provid-
ed by the cult. Heroes must always
meet all the requirements associated
with the mystery cult and rank. See
Secrets of the Mystery Cults (page
117) for further details on mystery
cults.




ACOLYTE

Requirements: Novice, Mystery
Cult Membership

A hero who deemed worthy to be-
come a member of a Mystery Cult
first becomes an Acolyte, also known
as “Alpha Rank” by his cult-mates.
Heroes must prove their worth by
undergoing several tasks and show-
ing a true devotion to the cult’s ideals
before being awarded the Acolyte
Rank. In return, they are able to wield
the first-level power chosen by that
mystery cult.

BAPTIST

Requirements: Novice, Acolyte,
Special*

When mystery cult acolytes meet
all necessary requirements, they be-
come more deeply involved in the
rites, acquiring a larger share of god-
ly power. Heroes who fulfill all re-
quirements and complete all trials
are awarded the Baptist (or Beta)
Rank and can now wield the second-
level power chosen by that mystery
cult.

*To reach the Baptist rank, a hero
must acquire the Minor version of the
cult’s Hindrance, as listed in Secrets
of the Mystery Cults, page 120.

GNOSTIC

Requirements: Seasoned, Baptist,
Special*

When mystery cult Baptists meet
all necessary requirements, they be-
come even closer to the deity’s aspect
and occupy a more prominent posi-
tion in the cult’s hierarchy. Heroes
who fulfill all requirements are eligi-
ble to undergo many dangerous

quests for the cult’s sake to prove
their worth in front of their Patron
Deity. Worthy ones are awarded the
Gnostic (or Gamma) Rank and can
now wield the third-level power cho-
sen by that mystery cult.

*To reach the Gnostic rank, a hero
must acquire the Major version of the
cult’s Hindrance, as listed in Secrets
of the Mystery Cults, page 120.

DAEMONSTRATOR

Requirements: Veteran, Gnostic

Daemonstrator is the highest rank
in a mystery cult’s hierarchy. Only
the most deserving ones among the
Gnostics can aspire to such an impor-
tant position, becoming living exam-
ples of merging human and divine
nature. The few worthy ones must
undergo epic challenges to prove
their worth and to praise their Patron
Deity. Should they be deemed wor-
thy, they obtain the Daemonstrator
(or Delta) Rank and can now wield
the fourth-level power chosen by that
mystery cult.

ESOTERIC

Requirements: Legendary, Dae-
monstrator

Legends say that sometimes gods
ask worthy Daemonstrators to un-
dergo incredibly epic challenges,
such as Heracles’ twelve labors, to
show their devotion. Only a few are
brave enough to accept these chal-
lenges and even fewer survive. Those
blessed few reach the ultimate Eso-
teric (or Epsilon) Rank and become
intimate enough with their Patron
Deity to wield the fifth-level power
chosen by that mystery cult.
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OUTFITTING HsROsY

When the news spread that Heracles
was ready to leave for his incredible feats,
the whole court of Olympus met
with divine care to provide him with everything.
Hermes came forward first,
brandishing the sword of Perseus
and offered it to his nephew with a smile.
The divine twin sons of Leto,

Apollo and Artemis, gave as a gift
a completely perfect bow with arrows.
Hephaestus and Aphrodite’s
helmet and armor, both golden, are offered
as a gift to the son of Alcmene.
Pallas Athena gave the hero
a divine, invincible cloak
to protect him in battle.

Ares brought the terrible gift
of a spear of ash, long and precise,
thirsting for the blood of every enemy.
Poseidon gave him
a pair of untamed stallions,
more fast and tenacious than any other horses.
Thanking all in profusion,
Heracles accepted nothing.

Smiling with pious devotion
to the adventure he left,
bringing along only his club.

- Hesiod, Hymn to Heracles

CLRRETICY

The common currency of Hellas is the Copper Drachma, commonly referred
to as Drachma. A Drachma is equal to $1 for choosing items from the Savage
Worlds core rulebook without any conversions. Silver Drachmas are worth
ten times a normal Drachma, and the rare Golden Drachmas are worth a
hundred copper Drachmas. Due to its importance for equipment, bronze is
not use for coinage.

Characters start with 500 Drachmas, plus 100 for every rank above Novice.
During the creation phase, characters can ignore the Rare feature, as long as
they justify the acquisition of strange items within their backgrounds.

TH: TRIUMPH OF BROMIZ:

Since Atlantis fell, bronze has been the metal of choice for mortals. Hellenes
call it “Chalcos” and use it in every aspect of their lives ever since the begin-
ning of the Bronze Age.
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Bronze is an al-
loy consisting
primarily of cop-
per with the ad-
dition of tin. The
difficulty with
using this combi-
nation is that it's
difficult to mine.
Ores of copper
and tin are not
often found to-
gether, forcing
some of the or-
der to be sourced
through trading.
Most tin was ac-
quired through
trade routes
from the north.

Master blacksmiths learned over time how to craft items using “Sideros,”
very rare iron ore found in meteorites. They discovered how to produce
wrought iron, but the resulting metal is heavy, dull and more brittle than
bronze. The people of Hellas most commonly use iron for simple farm equip-
ment and household tools. They cast anything requiring sharp detail or high
endurance in bronze instead. Thus, a pot or cauldron might be made of iron,
but armor and weapons, which need balance and careful molding, are made
from bronze.

Bronze weapons hold a better edge than wrought iron, require less sharp-
ening and are less likely to rust. While bronze is not as hard as wrought iron
or steel - it dents or bends more easily - it is stronger and more durable. A
bronze sword would not easily cut through bone, but it can carve flesh
without difficulty, and a bronze-headed spear can pierce bronze armor with-
out a problem. Bronze also proves more malleable than iron, which makes it
easier to work and less likely to break - a bronze spearhead would bend
before it broke -meaning the warrior can heat and pound it back into shape
with ease. Bronze swords can shatter when striking a heavy blow, of course,
but that is uncommon. However, because bronze has a lower melting point,

_) blacksmiths can easily set up portable forges and repair and forge armor and

weapons close to the battlefield.

Bronze armor is better than iron in several other ways: it is lighter, thus the
armor weighs less, providing less hindrance to activities like jumping, climb-
ing and swimming; since it resists rust longer, it leaves fewer stains on
clothing; and bronze traps less heat, making it less effective for cooking but
better for armor, where warriors might overheat from wearing it on a sunny
day.

Unfortunately, because it has so many uses, bronze is very valuable. Most
commoners cannot afford items made of bronze. Tools are made of wood,
stone or even baked clay when possible. Metal is a treasured commodity, and
only aristocrats can afford large amounts of it.

W APOTIX

The common weapon of Hellas is the footman’s spear, the Dory. These
impressive pole arms extend twelve feet and have strong wooden shafts with
foot-long bronze blades at the front and a heavy bronze spike at the butt.
Footmen stab their foes from behind the safety of a shield wall, planting the
butt of their spear in the ground and then inserting the shaft and head
through the gaps between their shields.

Throwing spears (or javelins) are also common. This six-foot-long spear
has a double-edged head of bronze. Charioteers favor these spears, hurling
them from chariots as they charge through enemy ranks. Throwing spears are
long and heavy enough to be used in combat, and warriors can stab nearby
enemies before throwing them at distant targets.

Aristocrats and captains wear swords, but common soldiers rarely own
such costly weapons. Swords typically have a leaf-shaped, double-edged
blade and a wooden hilt covered with studs of silver or bronze. Most swords
are short, but renowned or wealthy warriors might own long swords or even
great swords.

Some warriors use axes. Though far less expensive than swords, they are
not as agile. Most axes have a long, polished wooden haft and a bronze head
that curves down into a single blade. Composite bows are common for hunt-

© MYTHOS

8 bl




T 1T ————

ers, but rare in battle. These weapons can be devastating in the right hands, (
but take too long to draw, thus only expert archers dare to fight with them, RARE I_TEMS_ :
: r A rare item isn’t
and then only from behind the protection of a comrade. ;
il iy ik h fford d available unless
Maces and clubs can also be used by anyone who c.annot afford a sword or [ 4 o haro makes a
axe. Quarterstaffs appear from time to time, usually in the hands of travelers | greetwise (-2)
or old men, and individuals use them for walking as often as they do for | roll, As a rule of
self-defense. Children typically play with slings, and youths still use them for | thumb, each hero
hunting and antagonizing opponents. The Melee Weapons Table (page 50) | can try to locate

details weapons available in Mythos. All costs are in Copper Drachmas. a single rare
item between
Composite and Scythian Bow: The composite bow is usually made of lami- | scenarios. This

nated wood and sinew, and is more lethal than the average bow known in | roll can be coop-
Hellas. These bows are actually copies of the Scythian Bows made by the | erative.
Hellenes, but are by no means comparable to the traditional weapon of the
steppe nomads. Scythian bows are rare indeed, since Scythians never sell
them; traders and merchants rely on Scythian war loot to acquire some of
those pieces.

Footman’s Spear: These impressive pole arms extend twelve feet, keeping
any enemy at bay. However, they are rather cumbersome to use in duels
and are most fitted for mass combat use. The Footman’s Spear provides a
+1 bonus to Fighting when used against cavalry or charioteers and an
additional +1 bonus to Fighting when used against a battle formation (such
as a shield wall). These bonuses are lost within narrow spaces where the
weapon cannot be maneuvered by the wielder.

Obsidian Dagger: This is an extremely rare and expensive dagger. Made from
a single pitch-black obsidian stone, the Obsidian Dagger has a very sharp,
yet extremely brittle blade that easily pierces the toughest armor. Success-
ful Fighting rolls with the Obsidian Dagger ignore armor. The only draw-
back is that, every time the dagger hits, it has a 50% chance of crumbling
into useless pieces.

Poseidon’s Cage: This heavy net, usually fitted with tiny bronze hooks and
weights, is the favorite weapon of those who want to catch their prey alive.
It grants a +2 bonus to all Grapple rolls and can be used in the hero’s
off-hand without penalty.

Talos Knuckles: Named after the bronze giant guardian of the island of Crete,
this is a vicious weapon made of pieces of metal shaped to fit around the
knuckles to increase the likelihood of fracturing the victim's bones on
impact. Use of the Talos Knuckles is considered unarmed combat, although
damage is lethal. Heroes with the Pancratiast Edge add +1 to their unarmed
damage when wearing Talos Knuckles.

Thanatos Glove: Named after the feared death-dealer, this heavy leather
glove is rendered water- and ointment-proof and is mainly used to deliver
nasty concoctions to unaware opponents. Coating the glove with the de-
sired ointment or potion (sold separately), it becomes the fastest way to
poison, stun or knock foes out with a single touch. This requires extreme
care during use; the same glove cannot be used with different concoctions
as mixing different potions renders the glove useless. The wielder of Thana-
tos Glove is considered to be armed only when dealing Touch Attacks,
otherwise the wielder is considered to be unarmed. It’s extremely difficult
to find since most who need one, only craft them for themselves and do not
wish others to have them.




MELEE WEAPONS TABLE

Type Damage Weight Cost Notes

UNARMED

Talos Knuckles Str+d4 1 30 See notes

Thanatos Glove Str - 150 See notes, Rare

AXES and MAULS

Axe Str+d6 2 240

Club Str+d4 2 5

BLADES

Dagger Str+d4 1 30

Great Sword Str+d10 12 480 Parry -1, 2 hands

Long Sword Str+d8 8 360

Obsidian Dagger Str+d4 2 350 See notes, Rare

Short Sword Str+d6 4 240

POLE ARMS

Footman’s Spear Str+d8 10 300 Parry -1, Reach 2, 2 hands,
see notes

Staff Str+d4 8 10 +1 Parry, Reach 1, 2 hands,
see notes

Spear/Trident  Str+d6 5 240 1 Hand: Reach 1; 2 Hands:
Reach 1 and +1 Parry

SPECIAL WEAPONS

Poseidon’s Cage Special 2 100

Whip Str+2 1 80 Reach 1
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RANGED WEAPONS TABLE Y
Type : Range Damage Cost Wt. Min Str Notes ?e(:feiﬁ Ega‘/\\;ioerrn
Axe, throwing 3/6/12 Str+d4 75 2 - ETGE. Wiham dhe
Bow 12/24/48 2d6 250 3 dé hero does this,
Composite Bow 12/24/48 2d6 500 5 ds8 AP 1 the armor rat-
Dagger 3/6/9 Str+d4 30 1 - ings stack, but
Javelin 6/12/24  Str+d4 120 1 - only on the areas
Poseidon’s Cage 1/2/4 Special 100 4 dé See notes where both types
Scythian Bow 15/30/60 2d6+1 700 6 ds AP 1, Rare, see of armor are
s \worn.

Sling, hunting 4/8/16 Str+d4 10

Sling, war 8/16/32 Str+d6 100 1 de

Spear/Trident 3/6/12 Str+d6 200 3 dé 1 hand: Reach 1;
2 hands: Reach
1 and +1 Parry

[EEN

AMMUNITION

Arrow 1/5 1/2

Sling stone 1/10 1/2 Stones can also
be found for free
with a Notice roll
and 1d10 min-
utes

Sling bullet, lead 1/5 1/2 AP 1

ARMOR

Because bronze is so expensive, most common fighters wear
armor made of leather, linen or canvas. These materials are
very lightweight, and offer some protection, particularly
when layered, the most common armor technique of this
period.

Because of Hellas’ warm, sunny climate, warriors do
not use heavy, all-encompassing armor. Speed, mobility
and keeping cool are more important than
full-body protection. Additionally, warriors
purchase armor piecemeal rather than all at
once. The Armor Table details armor avail-
able in Mythos. All costs are in Copper
Drachmas.

HELLENIC ARMOR STANDARDS

Hellenic warriors do not wear boots - san-
dals being more practical in the warmer climate
- or gauntlets. Some wear arm bracers, but they generally
keep their hands bare to grasp their weapons with ease.
Belts are used for protection, not for holding anything.
Swords hang from baldrics at the side rather than fas-
tened to the waist.

Common soldiers have only a cap and shield for pro-
tection. More experienced warriors carry a breastplate, which they earned in
battle, to add protection. Distinguished warriors have a peturgis or a wide




belt. They also wear helmets, but only
the finest hoplites or wealthy aristo-
crats own greaves.

Some soldiers wear armor from an-
imal skins. Those who do where hides
toss them over one shoulder and fas-
ten them around the middle with a
belt. The pelts of large felines are
particularly favored, both for their
protective fur and distinctive color-
ing.

Cuirass or Breastplate: This armor
covers the torso, molded to the in-
dividual. A second matching piece
covers the back, with leather straps
holding the two together along the
sides. The breastplate can be made
of linen, canvas, leather or metal.
Donning a cuirass or breastplate
normally takes two minutes, but
can be done in one if done hastily,
and may be removed in one minute,
or half this time with assistance.

Greaves: These molded pieces cover
the legs from just below the knee to
just above the foot. They have no
backs, and instead strap around the
back with clips securing them to
the bottom of the sandals. Greaves
can be made of linen, canvas, leath-
er or metal. Donning greaves takes
one minute, or five rounds if done
hastily, and may be removed in one
minute, or half this time with assis-
tance.

Helmet or Cap: Helmets come in a
variety of shapes, but cover the top
and back of the head completely.
Most Hellenic helmets cover the
sides as well, and curve down over
the brow, leaving an open area in

front for eyes, nose and mouth. Hel-
mets are usually made of bronze or
hardened leather and often sport
tusks, horns or plumes. Old-fash-
ioned helmets are made from boar
tusks that have been split down
their length and fastened to a leath-
er framework with thongs. Com-
mon soldiers wear simple caps
instead of helmets. These caps are
made from thick hide and fit closely
to the top of the head, but do not
cover the back or sides at all. Don-
ning a cap or helmet takes the same
amount of time as donning a shield.

Panoply: A full suit of armor, called
panoply, consists of four pieces:
cuirass, greaves, peturgis and hel-
met. Even with panoplies, the com-
ponents  rarely match. Not
everyone can afford a full panoply,
of course - not even if made from
canvas and linen rather than
bronze. Donning a full suit of armor
requires four minutes, or two min-
utes if done hastily, and may be
removed in two minutes, or half
this time with assistance.

Peturgis or Belt: This is essentially
an apron, fastened to the belt and
covering the groin. Some peturgis
are solid fabric or leather, but most
are strips of leather hanging loose
from the belt, offering some protec-
tion while not limiting movement.
Some warriors wear a wide, thick
belt wrapping around their pelvis,
serving the same purpose as the
peturgis. Donning a peturgis or belt
normally takes one round, or as a
free action if done hastily, and may
be removed in one free action.
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SHIELDS

In the Mythos, many warriors have only their shields and helmets for
defense. Large and strong men still use tower shields, but the general shield
shape has evolved to become more streamlined. Because warriors fight pri-
marily on foot, their shields are shaped to allow for freedom of movement.
Round, crescent and dyplon designs are the favorites.

Shields are typically made from hide or metal. Hide shields have wooden
frames. Armorers add embosses and rivets for decoration and added protec-
tion. The wealthy layer their shields in the same way as their armor, typically
with several layers of hide and then a layer of tin or bronze for the surface.
Shields are listed in the Armor Table.

Crescent Shield: Runners use cres- notches also allow spears to thrust
cent shields. They are round with a between a pair of interlocking
section cut out of the bottom, so shields.

o sl IO, el Round Shield: An older shield style,

downward. Their wielders can : ;
sling them on their backs, allowing g ronsshicldRpnppi esimese
y side cover than does the dyplon. Its

them to run without bumpin A
ping shape means it has no edges to

against the shield’s lower edge. ST e T e
Dyplon Shield: Dyplon is the most and a warrior can easily thrust
common style of shield with curved around it with a sword or spear.
edges and cutouts on each side. Its
figure-eight shape lets it provide
full protection but, when slung on
the back, does not block the run-
ner’s elbows or feet. The side

Tower Shield: This massive shield
serves as a portable wall. Only men
strong enough to carry them can
easily use them.




ASSEMBLING ARMOR

Heroes, as mentioned above, assemble armor from various pieces. They do
not purchase entire suits at a time. The Armor Table presents the available
armor and shields. A character can wear all of the following items together or
separate: belt or peturgis, cuirass or breastplate, greaves and a helmet or cap,
forming a panoply when fully assembled.

METAL ARMOR PROPERTIES

The following properties are useful modifications, enhancing the properties
of metal armor. Crafting armor with one of these properties incurs a (-1)

cumulative penalty to the Crafting roll.

Doubled: One of the armor’s layers is
doubled over, making it stronger
than normal. The armor bonus pro-
vided by the piece is increased by 1.

Fitted: The armor is tailored to a
specific individual. The armor’s
maximum weight, if worn by the
chosen individual, is lowered by
20%.

Mark of Aeolus: The armor is cun-
ningly constructed, with slots or
vents for air. Those wearing this
armor do not overheat due to wear-
ing armor. This special feature ap-
plies to cuirasses only.

Mark of Helios: The armor has been
finished with an unusually high
gloss. When the sun strikes its pol-
ished surface, opponents are daz-
zled by the glare. Anyone looking at

the armor in the sunlight must
make a Spirit roll to avoid being
dazzled (or partially blinded) for
one round. Failure means the oppo-
nent suffers a (-2) penalty to all
combat actions. This quality only
applies to metal armor and shields
and expires after a number of bat-
tles equal to two times the equip-
ment’s armor value, at which time
it has become too scuffed to reflect
the light appropriately.

Mark of Hephaestus: Gold detail

work enhances the armor. The
wearer gains a +1 bonus to all In-
timidation and Persuasion rolls on
the battlefield.

Tempered: The armor is heated and
refolded to make it stronger. The
armor bonus provided by the piece
is increased by 1.




ARMOR TABLE

Type Armor Weight Cost Notes

Belt/Peturgis +1 1 10 Covers torso against weapons of
Str+d4 or less

CUIRASS

Linen/Canvas +1 7 30 Covers torso

Leather +2 13 150 Covers torso

Bronze +3 34 500 Covers torso

GREAVES/BRACERS

Linen/Canvas +1 4 10 Covers legs or arms

Leather +2 6 50 Covers legs or arms

Bronze +3 13 240 Covers legs or arms

HELMETS

Leather Cap +1 1 10 50% vs. head shot

Leather Helmet +1 3 40 Covers head

Bronze Pot +3 4 100 50% vs. head shot

Corinthian Helmet +3 8 250 Covers head

SHIELDS

Crescent Shield - 6 100 +1 Parry

Dyplon Shield - 9 180 +1 Parry, +1 Armor vs. ranged
shots

Round Shield - 12 240 +1 Parry, +2 Armor vs. ranged
shots

Tower Shield - 25 360 +2 Parry, +2 Armor vs. ranged

METAL ARMOR SPECIAL PROPERTIES

Mark of Aeolus X2
Mark of Helios 200
Mark of Hephaestus X2
Doubled +1 X2
Fitted -20% x2

Tempered +1 X2

shots that hit; When taking de-
fend action: +2 Parry, +4 Armor
vs. ranged shots that hit

No armor penalties to Vigor for
Fatigue

See notes

+1 bonus to Intimidation and
Persuasion
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Commoners in Hellas have few possessions, mostly because they need very
little. The weather is usually temperate, growing cold enough at night to
require a light blanket and a dying fire, but warm enough during the day that
people wear only what is necessary. Homes are simple dwellings with large
stone hearths providing warmth and a place to cook. Furniture is wooden and
rough-hewn, fashioned by its owners. Chairs are simple, backless stools or
benches with furs thrown atop them for cushioning, and smaller stools are set
nearby to rest one’s feet. Mugs and tankards are wooden, stone or crafted out
of leather and sealed with heated pitch. They use wooden serving platters to
hold meat and bread and shallow bowls for mixed wine. Most commoners do
not have beds, but use piles of furs and rugs as a mattress with cloaks and
blankets pulled over them for warmth.

Clothing is simple: men wear loincloths or kilts, and short sleeved tunics
with cloaks when it grows cold. Women wear lightweight shifts (thin, short,
sleeveless dresses), light dresses or loose tops and skirts. Aristocrats, priests
and orators wear long, loose robes - these can be worn open over other
clothing or closed (either belted at the waist, or fastened by clasps down the
front edges) over nothing but a loincloth or a shift. People go barefoot at
home, but wear sandals outside - boots are reserved for the far colder moun-
tains.

Those with money, both aristocrats and successful merchants, have fancier
belongings. Chairs have backs and are made from wood or metal. Bowls,
plates and cups are metal as well. Instead of a single large table, they use
smaller tables that can be set beside a chair for a guest to use for eating. Beds
are still uncommon, though the wealthiest may have actual bed frames, but
aristocrats have piles of rugs and furs and can provide bedding for several
guests on short notice.

nicer ones are bronze, silver or
gold. However, even wooden bowls

BASIC GOODS

Body 0il, Scented: Used as a type of
perfume, scented body oil is rubbed
over the body before participating
in sporting events (which are done
in the nude) to improve the ath-
lete’s appearance. Opponents of
oiled, nude athletes engaging in
hand-to-hand combat incur a (-1)
penalty to all grappling rolls due to
the oil.

Bowl, Mixing: Everyone in Hellas has
one of these shallow bowls. Mixing
bowls are used for drinking wine
and holding food. Beggars carry
mixing bowls and eat any food they
receive in that bowl. Simpler mix-
ing bowls are made of wood while

are carefully sanded smooth as
they are also used to offer libations
to the gods.

Lamp Oil (Olive Oil): Since olives
are abundant in Hellas, they are
used for many things, including
lamp oil.

Papyrus: These paper-like sheets are
used to make scrolls and maps. Pa-
pyrus is imported from Egypt and
used for very important occasions
only.

Perfume: Sweet-smelling perfumes
are a sign of wealth. Perfume is
imported from Phoenicians and
Egyptians.




CLOTHING

Hellas is much warmer than the typical medieval setting, thus the common
people wear far less protective clothing. It is not uncommon for laborers or
hunters to go about their daily business wearing nothing but a loincloth, or
nothing at all. The typical Hellene wears a chiton, a basic garment made from
a single piece of cloth, folded and wrapped about the body and pinned at the
shoulders and sides with fibulae (brooches or pins). Men wear their chitons
to knee length, while women wear theirs to the ankles. Men sometimes wear
a long mantle, called a himation, either over or in place of their chiton.
Women sometimes wear long shirts as well. Sandals are the footgear of choice.

Aristocrat’s / Royal Outfit: This set sturdy boots, a leather skirt, a wide

of clothes is designed specifically to
be expensive and showy with pre-
cious metals and gems worked into
it. To fit into the aristocrat crowd,
every would-be aristocrat needs a
signet ring, to prove his belonging
to a specific Royal House, and jew-
elry (worth at least 1,000 Drach-
mas). For kings and close royal
relatives, the same rules for aristo-
crats apply, but jewelry must be
worth at least 5,000 Drachmas.

Courtier’s Outfit: This outfit in-

cludes fancy, tailored clothes in
whatever fashion happens to be the
current style in the chosen Royal

cestus (girdle), a thick chiton (per-
haps with a himation) and a
chlamys (a semi-circular cloak).
Rather than a leather skirt, an ex-
tra-thick himation may be worn
over a linen skirt. This outfit also
includes extra necessary items,
such as an animal-skin wrap or a
cloth hat.

Priest’s/Oracle’s Vestments: These

ecclesiastical clothes are for per-
forming priestly functions, not for
adventuring. Such vestments are
accompanied and embellished by
elaborate decorative weapons, sa-
cred knots and rouge.

House (usually including the grace-
ful, sleeved iconic chitons). Those
interfacing with anyone wearing a
courtier’s outfit incurs a (-1) penal-
ty to Charisma. Additionally, any-
one wearing this outfit without
jewelry (costing at least 200 Drach-
mas), looks like an out-of-place
commoner.

Scholar’s or Bard’s Outfit: Perfect
for a scholar, poet or esteemed ac-
tor, this outfit includes a chiton,
cestus, cap, soft sandals and possi-
bly chlamys or himation.

Traveler’s Outfit: This set of clothes
consists of boots or sturdy sandals,
a wool or linen skirt, a sturdy ces-
tus, a chiton (perhaps with a hima-
tion) and an ample chlamys with a
hood or a separate cloth hat.

Explorer’s Outfit: This is a full set of
clothes for someone who never
knows what to expect. It includes

DYES

Clothing in Mythos is buff-colored, the natural appearance of the fabric or
leather. Cloth can be set out to bleach under the hot sun, thus white items are
common, though not used as work garments. Dyes are available, but only the
wealthy can afford them.

Black is the most easily produced color, since it can be created by burning
wood (which produces black with a blue tinge) or slowly burning ivory or
bone in a hot fire (bone black, a slightly warmer color). Most dyes, however,
come from minerals or plants crushed into powder and mixed with water. The
most common pigments are yellow and green, derived from a mixture of juice
from parsley, flowers, sap and berries. Sap green is the most common of




these, but because of the time involved in mixing ingredients, even it is
expensive. Deposits of peat or brown coal yield shades of brown and iron
oxide produces muted reds, yellows and browns. Verdigris is a blue-green
produced by letting copper sit beneath grape skins in the sun. The copper
darkens from the combination of sun and minerals and develops a green-blue
crust; its equivalent to rust. Dyers scrape this off, grind it and mix it with wine
or vinegar.

Deep red carmine comes from the dried and crushed bodies of a particular
variety of female wingless insect. Rose and pale crimson dyes are crushed
madder root. Reddish orange comes from the bodies of certain red insects or
worms. Blues can be produced from certain plants, including dark blue indi-
go, which comes from the fermented leaves and flowering stalks of the indigo
shrub. Other blues comes from crushed stones like lapis or other minerals.

Purple, made from the crushed bodies of certain sea snails, is a royal color
as it is so rare, only kings can afford it. Deep, crimson purple is referred to as
Tyrian purple because Phoenicia is the only land with enough of those sea
snails to create the color in its full intensity (each snail produces only a tiny
drop of color, thus millions are required to dye an entire garment). Sky-blue
and deep blue (called Egyptian blue) are also produced from these snails,
making Tyre the dye capital of Cosmos, and an extremely wealthy nation.

When dyers dye clothing, they do just enough to lend a hint of the color,
making most garments looked washed-out. People purchase colored threads
and embroider their clothing, stitching borders around cuffs and collars, or
create designs across the torso as ways to enliven their appearance. Rich,
vivid hues require the cloth to be saturated with dye, making it extremely
expensive. Because of its cost, dyed cloth of any sort is a worthy gift.

Vials of dye, whether in powder form or as liquid, are worth a lot. The
wealthy merchants who purchase them carefully guard these items, and dyers
often work for a merchant, trader, or clothier on their premises, so the dye
never leaves the owner’s sight.

Pharmaceutical Portable Labora-
tory: It is a well-equipped (and ex-
tremely fragile) portable
laboratory granting a +2 bonus to

TooLS AND KITS

Blacksmith’s Emergency Kit: A ba-
sic assortment of smith tools to fix
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weapons and armor in dire straits.
Trying to patch up armor without
this basic equipment incurs a (-2)
penalty to Repair rolls. Sadly, this
kit does not allow your hero to cre-
ate new weapons or armors; they
need a fully equipped forge for that.

Healer’s Bag: This leather bag con-
tains bandages, rudimentary surgi-
cal tools, dried curative leaves and
an Asclepius’s amulet (the most im-
portant piece). Trying to heal a
wound without this basic equip-
ment incurs a (-2) penalty to Heal-
ing rolls.

Craft (Pharmacy) rolls to prepare
concoctions. At the GM’s discretion,
some potions cannot be brewed
with this equipment alone. In such
cases, heroes should use a bigger,
non-portable laboratory.

ANIMALS AND MOUNTS

Horse, Nag: Looks like a standard

horse, but his Vigor is decreased by
a die step, or (-2) Pace or has a
single Hindrance decided by the
Game Master. Identifying a nag re-
quires a Riding roll.




Horse, Stallion: This worthy beast
can be a war horse or common
horse with +2 Pace, Vigor increased
by a die step or a useful Edge. These
horses are highly prized in Hellas
and finding one for sale is not com-
mon.

Horse, Standard: This is a standard
riding horse as per the Savage
Worlds core rules.

VEHICLES AND TRANSPORT

Bireme (War): The only people who
own their own biremes are kings,
wealthy aristocrats and very rich
traders who wish to safely sail the
seas. (Fishermen and regular trad-
ers use smaller, less warlike boats
equipped with a fixed mast and a
single set of oars.) These warships
have broad bottoms, allowing them
to sail in shallow waters. They have
outriggers and two banks of oars.
The upper row of oarsmen sit on
benches farther out to the side, so
that their oars do not interfere with
those of the men below them.

A standard bireme has 100 oars-
men, 50 to a side. In addition to the
oars, biremes have tall masts capa-
ble of disassembly when not in use.
Along furrow runs down the center
of the deck, where the mast lies
when not use. The crew covers it
with a tarp to protect it from rain.
When the winds are favorable, the
crew lifts the mast from its furrow
and sets its base into a stout wood-
en box at the center of the ship,
which has a hole cut in it to fit the
mast. They lash the mast into place
and ring up the sails to catch the
wind. Biremes also have long, sharp
bows that protrude above the wa-
ter, used to ram enemy ships.

Cart: This is a common farmer’s cart
or, for a higher price, an aristo-
crat’s coach.

Chariot: A fast vehicle used by rich
aristocrats for traveling, and, more

importantly, used during the Olym-

pian competitions. Two horses usu-
ally pull a chariot, but four or six
horses can be used (or even eight
during Olympian races). For every
two additional horses, the chariot
gains +5 to Top Speed. A chariot
with six or more horses is less ma-
neuverable, causing a (-1) penalty
to Driving rolls. A chariot with
eight horses doubles the Accelera-
tion value. Horses aren’t included,
they must be purchased separately.
Chariots may be used for Trample
attacks. The driver must make an
opposed Driving roll against the
target’s Agility. On a successful hit,
the target suffers a wound, but the
driver must succeed on a second
Driving roll to keep the chariot
from toppling.

Chariot, War: A chariot built for bat-

tle, it is driven by a charioteer and
has space for a passenger, usually
an archer or a slinger. War chariots
follow the same rules as chariots,
but never have more than four
horses. When a horse pulling a
chariot is killed, the driver must
immediately roll on the Out of Con-
trol table. Ranged attacks from a
chariot suffer the Unstable Plat-
form modifier, but if the charioteer
has both the Steady Hands and
Pelops Drive Edge, the Steady
Hands Edge applies to the passen-
ger. War chariots may be used for
Trample attacks. The charioteer
must make an opposed Driving roll
against the target’s Agility. On a
successful hit, the target suffers a
wound, but the charioteer must
succeed on a second Driving roll to
keep the chariot from toppling. A
standard Hellenic war chariot has a
solid wooden frame with thick hide
stretched over it to form a cab. The
front of the cab rises to chest
height while the sides slope down
slightly. Charioteers can hurl
spears from the front, but are more
likely to strike from the side with a
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sword or axe. Some war chariots
have fronts that rise as high as a
man’s head, but dip down in the
center to allow space for throwing
spears. The back of the war chariot
is open, allowing the charioteer to
mount or dismount quickly. Racks
along the sides hold spears, javelins
and other weapons. Often a box is
built into the floor in front to hold
other items like whips, torches and
rope. Though only as wide as a sin-
gle horse, a matched pair of horses
usually pull the chariot, additional
horses up to four can be attached to
increase speed. The large wheels
on either side are wooden with
metal rims for reinforcement and
to cause more damage when rolling
over enemy soldiers. Expensive
chariots have inlays of metal, ivory,
ebony or horn on the wheels and
the cab. A handful of chariots actu-
ally have metal cabs made of beat-
en bronze rather than leather.
These are rare because of their ad-
ditional cost and only major kings,

or the leaders of great armies, can

afford such vehicles.

Palanquin: This is a covered litter

carried by four retainers or slaves
commonly used by wealthy nobles
or royalty for movement about a
town or city.

Scythed Wheels: A chariot can be

fitted with a set of scythed blades.
On the tabletop, any target within
1” of the chariot suffers 2d8+1
damage unless succeeding on an
Agility roll. When using the Chase
rules, a scythed chariot gains +4 to
Force attempts (in truth, it is only
skimming the enemy chariot).

SERVICES

Seer: Oracles and seers are common

in Hellas. This entry includes the
cost of visiting a local seer to look
into the immediate future as it re-
lates to one’s everyday life. Those
seeking more specific readings or
visions from more reputable ora-
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cles can expect to pay much more.

FOOD AND DRINK

People in Hellas rarely eat vegetables. Pears, apples and grapes are all
common. Olives are very popular, and great groves of olive trees stand in
many lands. Grains are also common, particularly barley, which can be used
to make bread.

Nevertheless, the single most popular item on any menu is meat. Hogs,
oxen, cattle, sheep and goats all provide meat; the terrain determines the
availability of a particular animal meat. When invading, an army actually
brings animals with it, and herdsmen tend to them during the day while the
warriors fight, so fresh meat is available each night.

A typical meal consists of meat, bread and olives. Wine is the most common
drink, though during the day men refresh themselves with cool water from a
stream or well.

Wine: In Hellas, wine is extremely potent with a very strong flavor. To make
the wine last longer, and to mellow its taste, a small portion is poured into
a mixing bowl and is then mixed with water right before serving it. Diluting
the wine is an important part of the ritual of welcoming a guest. Mixing
bowls tend to be of high quality as they are handed to guests upon entering
a house. They are the first thing a guest sees and the first indication of their
host’s wealth. For particularly honored guests, a host might use slightly less
water, leaving the wine stronger. A normal mixture is one part wine to
twelve parts water. A spoonful of wine is thus enough for a mixing bowl that
serves eight to ten cups of wine.




MUNDANE ITEMS TABLE

Item Cost Weight Notes

ADVENTURING GEAR/COMMON ITEMS

Body oil, scented (1-pint flask) 2 1

Bowl, mixing

- Wood 5 1

- Silver 30 1

- Gold 120 1

Ink (1 oz. vial) 80 -

Ink pen (stylus) 1

Lamp oil (olive oil)(1-pint flask) 1 1

Papyrus (single sheet) 20 - Rare

Parchment (single sheet) 2 -

Perfume (1-pint flask) 20 il

CLOTHING

Aristocrat’s outfit 750 10 See notes

Artisan’s outfit 10 4

Courtier’s outfit 300 6 See notes

Peasant’s outfit 1 2

Priest’s / Oracle’s vestments 50 6

Royal outfit 2000 15 See notes

Scholar or Bard’s outfit 50 6

Traveler’s outfit 10 5

Signet Ring

- Bronze 10

- Silver 30

- Gold 200

DYES (Cost per 1 oz. vial)

Black 10 Ground coal or burnt wood

Blue-green 25 Verdigris

Bright blue (Egyptian blue) 50 Ground snails

Bright yellow 25 Ground sulfur

Brown 10 Peat

Carmine 30 Crushed insects

Dark green 15 Plant sap

Dull yellow 10 Iron oxide

Indigo blue 35 Indigo shrub

Light green (sap green) 10 Crushed parsley, grass,
and leaves

Orange 35 Crushed red worms
(“bloodworms”)

Rose red 25 Crushed madder root

Rust red 25 Iron powder

Sky blue 40 Ground snails

Tyrian purple 100 Crushed sea-snails

Yellow-green 10 Crushed seeds and grass




Item

'  Cost Weight Notes

TOOLS and KITS

Blacksmith’s Kit 100 10

Blacksmith’s Kit, masterwork 2000 10 +1 to Craft (Blacksmithing)
roll, Rare

Crafter’s tools 50 5

Crafter’s tools, masterwork 550 5 +1 to Craft (Carpentry)
roll, Rare

Healer’s bag 50 3

Musical instrument 50 3

Musical instrument, masterwork 1000 3 +1 to Perform roll,
Rare

Pharmaceutical Laboratory 1500 50 See notes, Rare

ANIMALS and MOUNTS (Weight varies)

Bull 200 -
Cow/0Ox 100 -
Horse, Nag 150 -
Horse, Stallion 750 -
Horse, Standard 300 -
Lamb 25 -
Mule or Donkey 100 -
Saddle, Common 10 -
Saddle, Elaborate 200 -
SERVICES

Barber 1
Hireling, trained 5/day
Hireling, untrained 1/day
Messenger 1/5 miles
Poet/bard 250
Priest 5 + materials
Seer 10-100
Ship’s passage 1/mile
FOOD, DRINK and LODGINGS

Rations, trail 5 5
Wine, common 2 6
Wine, strong-flavored 5 6
Inn stay (per day)

- Good 20 -
- Common 5 -
- Poor 2 -
Meals (per day)

- Symposium 20 -
- Good 5 -
- Common 3 -
- Poor 1 -

Rare

Per visit

Cook, entertainer, guide,
orator

Mourner, torchbearer
Delivery only

Per composition

Per sacrifice

Per Visit

5 meals; keeps 1 week
1-gallon amphora
1-gallon amphora

Entertainment included
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TRANSPORTATION TABLE

Vehicle Acc/TS Tough Crew Cost Notes
Bireme (War) 2/8 19(4) 20+100 150K Heavy Armor
Cart 1/5 10(2) 1+6 500

Chariot (2 horses) 5/15 8 1+1 1000

Chariot, war (2 horses) 5/10 10(2) 1+1 3000

Large Merchant ship 2/8 15(4) 8+10 80K

Palanquin - - - 750

Rowboat 1/2 8(2) 1+3 500

Scythed wheels - - - 1000 See Notes

Small Merchant ship 2/10 13(2) 4+10 20K
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THE THR=ADX OF FAT:

Fate, in the lives of most people, is invisible and its existence debatable. For
heroes, however, such denial is impossible. Their divine heritage or patron-
age opens their eyes to the secret workings of Fate. Fate is a mystery to
everyone, even the Olympians. In Mythos, a hero’s Fate Points are proof of his
entanglement in the threads of destiny. The greater that chaos grows, the
more deeply the hero is woven into the inscrutable workings of Fate. Howev-
er, even the Gods must bow to Fate, and the heroes cannot deny its influence
over them.

FAT: POo1IniTx

A key part of the mythological campaign style is the interaction of gods with
mortals. This game style demands a constant awareness of what the gods
have in mind. The conflicts of mortals in a mythological campaign originate in
clashes of interest within the celestial realms. The gods do not sit behind
clouds while human beings wonder whether they exist or not; they come
down to earth to make things go the way they want: siring children, visiting
mortals in disguise, and becoming a part of the battles.

The heroes always call upon their patron deities to aid them, which they do
in manifold ways. The battlefields ring with cries of “Vengeance in the name
of Ares!” or “Apollo, guide my arrow!” The gods then answer those who call
upon them. The Fate Points of a character represent this constant background
presence of a deity who is willing to assist a devotee in performing the
desired feat, thus shaping destiny together.

Instead of Bennies, heroes in Mythos use Fate Points, provided directly from
their patron deities. By using Fate Points, he can perform incredible deeds,
strike down powerful adversaries, and make seemingly miraculous escapes,
becoming a living legend and increasing the patron deity’s importance and
influence throughout Cosmos. This places the deity closer to becoming Zeus’s
successor, or simply shows off their importance to fellow deities. There are
two ratings for Fate Points: Base and Actual.

A hero’s Base Fate Points are equal to 3+ his Rank (1 for Novice, 5 for
Legendary). When play first begins, Actual Fate Points are equal to Base Fate
Points. Using or acquiring Fate Points in-game changes the number of Actual
Fate Points, with the exception of special occasions. For example, if you gain
the favor of your deity, your Base Fate Points increase by two for as long as
that favor lasts. The following rules cover the use of Fate Points:

Q  You may never have more Actual Fate Points than two times your
Base total. For example, if your Base Fate Points is four, your Actual
Fate Points cannot go higher than eight. Any additional Fate Points
acquired are wasted.

Q  Actual Fate Points do not reset after every gaming session. Instead,
heroes retain their Actual Fate Points until acquiring or losing them.
Fate Points are precious; use them wisely.

Q Heroes may spend Actual Fate Points in many ways. The number of
actual Fate Points spent determines which feats are possible as fol-
lows:

-
A key part of the
mythological
campaign style is
the interaction of
gods with mor-
tals. This game
style demands a
constant aware-
ness of what the
gods have in
mind. The con-
flicts of mortals
in a mythological
campaign origi-
nate in clashes of
interest within
the celestial
realms. The abili-
ty of a hero to
interact with the
gods is measured
using Fate
Points.
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© By spending one Fate Point, trait rolls cah be rerolled, as
normal Bennies would work. This is the only way to change
a result once the dice have been rolled.

® By spending two Fate Points BEFORE rolling, the hero gains
an automatic Success on any Trait roll. This is not allowed
once the dice have been rolled.

® By spending three Fate Points BEFORE rolling, the hero’s ac-
tion becomes an Epic Deed. This results in a maximum of
two raises on any Trait roll as determined by the GM or by
the action being performed and the Cosmos stops for a mo-
ment to admire the hero’s awesome feat. (For example, if
more than one raise gains no additional results, than the Ep-
ic Deed results in a single raise.) This is not allowed once the
dice have been rolled.

Q Spending Fate Points is a free action.

Q If the hero changes their patron deity, they lose all Actual Fate
Points.

Q Fate Points must be spent immediately before or after a roll is made.

Q If the hero’s patron deity holds them in disfavor, Fate Points may
not be spent. The hero must first make things right between them
and the patron deity before being called upon for assistance. At the
GM'’s discretion, the hero may not even know the deity holds them in
disfavor until the Fate Points are already spent, resulting in no addi-
tional effect.

Q Fate Points can be spent in the same fashion as Bennies in the Sav-
age Worlds core rulebook, providing all the standard benefits (such
as soaking wounds).

Actual Fate Points are much more likely to go down than up, due to calling
upon one’s patron deity throughout the course of an adventure. Heroes can
attempt to increase their Actual Fate Points by performing Votive Deeds (see
The Gods on page 98 for information on Votive Deeds). Increasing Base Fate
Points is extremely difficult and can only be achieved in one of three ways:
advancing a Rank, building temples or statues to the deity, or performing
heroic quests in the deity’s name.

There is one final rule covering all use of Fate Points: they may never be
spent to carry out an action the patron deity would disapprove of. The
attempt to do so automatically gains the disfavor of the patron deity. For
example, if the hero was a devotee of Ares and fighting for his life against a
fellow devotee, he could invest Fate Points to increase an attack roll, as Ares
approves the survival of the strongest. However, if they were both followers
of Aphrodite, the same action would be considered heinous. This rule applies
regardless of whether or not the hero knows they are offending their patron
deity.




DOOMCHAIIIIINIG

A hero’s aura exerts a sort of gravity which people, places and things might
be drawn to, turning them into a supporting cast or prop for the hero’s
exploits and deeds. This doesn’t happen by accident; the hero causes it,
though not directly. Whenever he draws upon his Fate Points or uses a
Mystery Cult’s power, those affected by or witness to his action might be
caught in the strands of his epic life, for good or ill. This is called Doomchain-
ing and can occur even when the hero doesn’t want it to.

Heroes can’t control who or what is Doomchained to them; that’s up to the
whim of Fate. Fate is continuously forging a story about the hero’s exploits,
and the world around him is altered to fit that story. The hero has free will,
but those affected by his powers don’t. Fate moves them like chess pieces.
They might consciously realize this, resent it or even try to resist it, but Fate
gets its way in the end. While a normal person might occasionally exert this
type of effect on others, it’s extremely rare. However, a hero’s divine lineage
or patronage provides the mystical energy needed for him to stand out in the
skein of destiny, drawing others to him. As he treads the Cosmos, he inadver-
tently bends and tears the threads of others’ lives, sometimes getting tangled
in them and pulling them along on his forceful march through history.

The following conditions might cause Doomchaining to occur:

Q0 When a hero spends his Fate Points to successfully perform a Trait
roll or gain benefits from a Divine Edge. The target of the action (or
possibly a bystander who is affected by the outcome, such as some-
one the hero saves by attacking the bystander’s oppressor) might
become Doomchained. Each possible victim must make a Spirit roll
with a penalty equivalent to the number of Fate Points spent. If the
roll fails, that victim, whether innocent bystander or target of the
attack, becomes Doomchained with a Doomchaining Strength equal
to the number of Fate Points spent plus the hero’s rank (1 for Nov-
ice, 5 for Legendary).

Q  When a hero uses Mystery Cult powers. A target that does not resist
a power’s effects is automatically Doomchained to the hero with a
Doomchaining Strength equal to the number of Energy Points spent
plus the hero’s Mystery Cult rank. If the hero spends Fate Points to
ensure the outcome of a Mystery Cult’s power, add those Fate Points
spent to the resulting Doomchaining Strength.

Upon becoming Doomchained, the individual is called The Destined One.
The GM may increase or decrease modifiers to the Spirit roll or the Doom-
chaining Strength outcome based on Fate’s influence. For example, while
within a temple dedicated to the hero’s patron deity, the strands of Fate show
him favor by making Doomchaining more difficult.

Doomchaining is
an unfortunate
effect caused by
the twisted hand
of fate and the
heroine's ability
to summon the
power of the
Olympians. It can
be used to fur-
ther enhance the
awe surrounding
an epic deed or
may serve as a
long-lasting an-
noyance the her-
oine must deal

with.
&
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DOOMCHAINING STRENGTH TABLE
The strength assigned to Doomchaining is a measurement of the range and
duration of the bond.

Strength Effect

2 The Destined One assumes his Predestined Role only in the he-
ro’s presence for the next 24 hours.

3 The Destined One might assumes his Predestined Role when the
hero is within ten miles for the next 30 days.

4 The Destined One assumes his Predestined Role when the hero
is within the same region for the next 90 days.

5 The Destined One assumes his Predestined Role for one year,
regardless of where the hero is or if he is alive.

6 The Destined One assumed his Predestined Role permanently,
regardless of where the hero is or if he is alive. This role dis-
solves when The Destined One dies.

7+ The Destined One assumes his Predestined Role for eternity,
even after death as the soul maintains the role, regardless of
where the hero is or if he is alive.

PRsDsXTIN:D ROL:X

The life of The Destined One is tied to the hero to whom they are bound in
ways both subtle and grand. The course of everyday events brings them into
contact with the hero again and again, seemingly coincidentally, no matter
how much distance they try to put between themselves and the hero. Al-
though the Doomchaining Strength applies only within a certain range, The
Destined One is simply unable to travel outside that range as long as the
binding is active. They might start a journey to distant lands, only to wind up
walking back in after their wagon has broken down. Maybe their departure
date is indefinitely delayed or they find themselves left behind by their guide.

Once a person has been Doomchained to a hero, he assumes a certain role
in relation to that hero’s exploits; this behavior is called a Predestined Role.
The GM chooses the role based on the context in which the Doomchaining
occurred. Some examples are listed below, but this is in no way an exhaustive
list. GMs are encouraged to create new roles as needed.

The Destined One is not always under the effect of this role. He acts in
accordance with it only under certain conditions, as explained in the Doom-
chaining Strength Table. When those conditions are met, The Destined One
assumes the Predestined Role. If the GM wants to add variability to the role,
he can allow The Destined One a Spirit Roll to see whether or not the role is
activated.

Once a Predestined Role is active, The Destined One behaves according to
that role’s motivations rather than his own (although they don’t have to be
different). He believes the role’s motivations are his own. He is unaware that
Fate has turned him into a puppet and believes he is exerting his own will and
desires. If the hero spends a Fate Point, the Predestined Role can be triggered,
even if a great distance separates the two.
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Humans are not the only ones who can become Doomchained to a hero.
Anyone can be Doomchained: another hero, a demigod, a monster or even a
deity. Unlike mortals, however, supernatural beings don’t succumb to Predes-
tined Roles; they retain their free will. 0dd “coincidences” still conspire to
bring such a being into the vicinity of the hero to whom he is Doomchained,
regardless of his opinion on the matter. At the GM’s discretion, certain super-
natural creatures or beings might come under the effect of a Predestined
Role, but heroes, demigods and gods never do.

Party members are already victims of a mutual Doomchaining of some sort,
causing them to share their adventures. They are unaffected by further
Doomchaining from their own party members, but can still be affected by an
NPC’s Doomchaining effects.

SAMPLE ROLES though most people refuse to be-

lieve what he’s telling them. Exam-

Best Friend: The Destined One con- ples: The faithful zealot, the
siders himself the hero’s best constant worshipper.

friend. He’ll do whatever he can for
the hero, even if it means telling
him what he doesn’t want to hear.
While the hero’s cold reception or
harsh words may hurt, he won’t
give up his friendship, no matter
how much it's unwanted. What
makes this different from other
friendly roles is that The Destined
One travels with or behind the he-
ro, even if it means changing his
lifestyle or quitting his job. Exam-
ples: The childhood friend, the Lover: The Destined One falls in love
grateful beggar. with the hero. The hero rarely re-
ciprocates the emotion, but he
might use it to his advantage (if
he’s a cad). The Destined One will
do whatever he reasonably can to
get the hero to love him back. Ex-
amples: The rescued maiden, the
damsel in distress.

Jinx: The Destined One is decidedly
unlucky for the hero. If the hero’s
near, he’s sure to do something that
will screw up the hero’s plans, even
if he’s utterly well-intentioned. He
might try to fix the hero’s armor,
only to break it worse. He might
call for aid, only to give the guards-
men the impression that the hero
must be taken down. Examples:
The know-it-all, the hapless stooge.

Decoy: The Destined One is the pro-
verbial canary in the coal mine. If
something bad is happening, it hap-
pens to this guy first (thanks to
Fate), serving as a possible warning
to the hero. Examples: The selfish
warrior, the greedy merchant.

Martyr: The Destined One is ready to
die for the hero. If the Doomchain-
ing Strength is 5 or higher, he may
seek out a way to do so. He might
jump in front of an arrow meant for
the hero, trigger a deadly trap to
warn the hero of its presence or
drink the poisoned draught before
the hero can. Examples: The dis-
traught widower, the guilty turn-
coat.

Fanatic: The Destined One believes
the hero is a god. Unlike those of
certain, other friendly roles, The
Destined One is content to adore
the Hero from afar, and is extreme-
ly nervous and giddy in his pres-
ence. If the strength of the bond is
such that the role can be assumed
when the hero is not present, the
fanatic works to convert others to
the hero’s new religion, even
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DOOMCHAINING
OBJECTS AND
PLACES
Athena’s advice
to GMs: Al-
though people
(or even ani-
mals) are com-
mon targets for
Doomchaining,
it’s not unusual
for an object or
place to be the
victim. These
subjects can as-
sume similar
Predestined
Roles. A shield
can become a
Weak Link (it
stops an arrow
for the hero, but
is broken by do-
ing so), while a
place might
cause Scourge or
be a Soother to
the hero.

Mentor: The Destined One seeks to
impart his wisdom to the hero. This
doesn’t mean his wisdom is worth-
while, but he thinks it is. It is im-
perative to him to instruct the hero
in the proper way to do whatever it
is the hero is attempting to do. Ex-
amples: The scholar, the self-made
master crafter.

Nemesis: The Destined One has a
vendetta against the hero. He is
Eteocles, and the hero is his
Polynices. He might be foolish and
headstrong, ready to jump the hero
when he next sees him, or crafty
and patient, concocting all manner
of slow and complex plots against
the hero. His ultimate goal is the
hero’s demise. Examples: The
spurned lover, the jealous Olympic
athlete.

Opposite: This Destined One seems
to be playing another role than he
actually is. The GM should choose
his real role (such as Lover) and
then his cover role, what others
think he is (Rival). At some point,
when it's most advantageous or
deleterious to the hero (depending
on the nature of the real role), The
Destined One reveals his true role.
Examples: The two-faced scoun-
drel, the long-lost friend.

Rival: The Destined One can’t stand
to see the hero succeed, or he de-
sires to prove himself the better of
the two. He is in competition with
the hero for fame, glory or some
more specific goal (such as acquir-
ing a lost artifact) and won’t rest
until he claims victory. The rival
doesn’t necessarily seek the de-
struction of the hero or even hate
him; he simply wants to be the win-
ner. Examples: The shamed ex-he-
ro, the fallen aristocrat.

Patron: The Destined One tries to

help the hero economically, by pro-
viding goods and services or mon-
ey. He won’t volunteer money, but
will step in to help when asked or
when the hero is obviously in need
(but might be too proud to ask). He
won’t go beyond his means, but will
give what he’s reasonably capable
of giving. Examples: the King’s rela-
tive, the bandits’ chieftain.

Recruiter: The Destined One sees it

as his mission to convert the hero
to his way of belief, whether it’s a
Mystery Cult rite, a bloody feud be-
tween Royal Houses or a simple
hatred of a personal rival whom he
wants the hero to also hate. He
might use words and reasoned ar-
guments, backed up now and then
by evidence, or he might concoct
situations that somehow prove his
point. Said situations might even be
dangerous, such as arranging false
evidence that cause the hero to be
sentenced to death just to show the
King’s an unfair leader. Examples:
The Mystery Cult’s Gnostic, the ar-
rogant aristocrat.

Scourge: The Destined One always

causes big problems the hero is
forced to fix. He might not mean to
(he might be akin to the Jinx role),
but he can’t seem to help it. Or per-
haps he does intend to do harm,
and is now further prodded by Fate.
Maybe it’s as banal as accidentally
poisoning the city river, as creepy
as setting houses on fire or as mali-
cious as killing everyone’s firstborn
in the cradle. Regardless, it’s al-
ways in a place or situation that
somehow involves the hero, or
forces the hero into involvement,
and is sure to make him leap into
action (even if it’s just to save his
own skin). Examples: The firebug,
the mad poisoner.
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Soother: The Destined One is an un-

guent for the hero’s raging emo-
tions. Something about him calms
the hero and makes him feel at
peace. The hero might not know
why, he might even despise the
idea, but for whatever reason, the
person makes the hero comfortable
enough to let down his guard. Ex-
amples: The innocent little girl, the
granny.

Supporter: The Destined One is
ready and willing to aid the hero if
things get tough, though he may not
be any good at it. He might have the
courage but lack the skill. Nonethe-
less, he’ll follow the hero’s orders
and do as he’s told. Examples: The
strong farmer, the courageous sage.

Trainee: The Destined One greatly
respects the hero, so much so that
he wants to follow in the hero’s
footsteps. He models his own be-
havior and ideals on the hero’s (as
he understands them), sometimes
to an annoying degree. Examples:
The fresh-faced orphan, the over-
achiever.

Traitor: The Destined One is the he-

ro’s best friend, until he’s truly
needed, at which point The Des-
tined One stabs the hero in the
back, either figuratively or literally.
He might do it for profit or because
he’s come to hate the hero’s sancti-
monious speeches. For whatever
reason, he seeks the hero’s down-
fall (although not necessarily his
death). Examples: The jealous half-
sibling, the greedy crook.

Unrequited Lover:

Trickster: The Destined One seeks to

ruin the hero’s day. His malicious-
ness is intentional, even if only he
thinks it’s funny. He won'’t risk life
and limb, but doesn’t mind if his
pranks prove too dangerous. Exam-
ples: The bully, the exiled one.

The Destined
One is too nervous or scared to
admit he’s infatuated with the hero.
He watches from afar, hoping for a
moment to show his love, but rare-
ly grabs the opportunity when it
comes. He's too afraid of rejection,
which would crush him. He might
stalk the hero, spying from afar,
and move to act only if the hero is
in clear danger. Examples: The na-
ive bard, the best friend.

Victim: The Destined One is someone

the hero has to save over and over
again. Somehow, by intention or
accident, he keeps getting into dan-
gerous situations whence the hero
is in the best position to extricate
him. Examples: The curious kid, the
unwanted witness.

Weak Link: The Destined One ap-

pears to be a friendly role of a dif-
ferent sort, but when it comes time
to deliver, he just doesn’t have
what it takes. He’s got a glass jaw in
combat, his speeches bore people
to tears or his money’s not enough.
Examples: The self-proclaimed jack
of all trades, the inveterate gam-
bler.

When Doom-
chaining occurs,
The Destined
One becomes
raveled-up in the
hero's never
ending influence
from Fate. This
can be used as
adventure hooks
for or against the
hero.

VENERATION

The Destined Ones hold opinions and beliefs about the hero to whom they
are Doomchained, called Veneration, which have an effect on the hero. There
are two types of Veneration: the heroes are perceived as true heroes or
villains. The logic behind the Veneration held for any given hero might have
nothing to do with that hero’s actual character or deeds; the rhyme or reason
behind a person’s beliefs doesn’t need a discernible cause. One man’s hero is
another’s villain, even if the hero has only ever tried to help the person who
sees him as an enemy. Even friendly Destined Ones can envision the hero as
a villain, but still play out his friendly role out of fear or hope of reward.




Everyone who encounters a hero will ultimate form an opinion of him, but
only opinions of the Destined Ones matter when it comes to Fate. When The
Destined Ones revere him as a hero or villain, it alters his abilities, for good
or ill, as shown in the Predestined Roles. However, The Destined Ones are not
the only ones caught in a web of predestination; heroes too are bound to Fate.
Unlike The Destined Ones, a hero does not come under the effect of a particu-
lar role. Instead, he retains free will, but his capabilities are still affected by
Fate. The result: Fate changes a hero depending on how The Destined Ones
perceive him. He is drawn into the same script that The Destined Ones is, but
as the object of The Destined Ones’ role.

The greater the hero’s Actual Fate Points are, the more likely he is to suffer
the drag of Fate upon his will and limbs. Over time, and with the repeated use
of Fate Points, Doomchaining can cause a hero to play out someone else’s
goals rather than his own, making him a slave to someone else’s desires. To
avoid this degrading destiny, heroes often shy from fame and prefer to
remain incognito.

FATE’S EFFECT
The chains of Fate can affect a hero in the following ways:

Q  Whenever a hero lives up to the Veneration of The Destined One, he
gains a +1 bonus for every three points of the Doomchaining
Strength (+1 at Strengths 2, 3 and 4; +2 at Strengths 5, 6 and 7) for a
roll pertaining to a deed that lives up to the Veneration.

Q  Whenever a hero acts in contradiction to the Veneration of The Des-
tined One, he suffers a (-1) penalty for every three points of the
Doomchaining Strength (-1 at Strengths 2, 3 and 4; -2 at strengths 5,
6 and 7) for a roll pertaining to a deed that fails to live up to the
Veneration.

Q If a “friendly” Destined One (Apprentice, Backup, Lover, etc.) is
harmed and the hero could have prevented it, but chose not to, they
cannot spend Fate Points for 24 in-game hours (this doesn’t affect
the hero’s relationship with his patron deity). Even if the Hero does
not like the friendly Destined One and wishes him ill, he is nonethe-
less drawn into the drama that Fate has inscrutably weaved and is
expected to play the role allotted him. If he does not, he suffers the
consequences.

Q If, following a confrontation with the hero, a “hostile” Destined One
(Nemesis, Rival, Trickster, etc.) escapes defeat by the hero’s hand,
the hero loses one Base Fate Point.
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After fighting for ages against titans, giants and Typhon, each Olympian
deity now leads an immortal existence feasting on Olympus, devoting them-
selves to favored activities, keeping an eye on beloved heroes and creatures
and some actively struggle for Zeus’s succession. This has significant reper-
cussions on Cosmos, so much so that if Poseidon is angry, the sea becomes
stormy, or when Demeter is favorable, fields are filled with crops.

Because of their extremely vindictive nature, the wrath of a god is some-
thing to be avoided. That is why every city, while having a protector deity,
always worships all the gods and goddesses. Following the teachings of the
titan Prometheus, men have learned to make the gods propitious, and above
all, they learned it is necessary to offer sacrifices from time to time to appease
the gods’ anger; to forget about it would cost the heroes dearly.

PATROTT DsITIsX

Every hero needs a god, as much as gods need heroes. In Mythos, heroes are
what they are because a patron deity grants them everything they need to
become unique and powerful. Without a patron deity, a hero would be an
ordinary person, just like everyone else on Cosmos. Without followers, a
god’s influence and importance among other Olympians would be very little.
That’s how it works: heroes become followers of a specific deity, dedicating
their acts and daily behavior while that god acts as their Patron Deity, provid-
ing them with Divine Qualities, Fate Points and benefits that allow them to
stand out from the mass of Cosmos’ inhabitants.

Playing a hero with a patron deity is not a matter of simply doing anything
you like. What the hero is like on the inside is up to the player; they can be a
virtuous warrior or a greedy, corrupt priest. There is, however, a limit on
what the hero may do with impunity. Heroes are bound to the deity they
follow by codes of behavior; transgressions can land them in serious trouble.
So long as they stay on their deity’s good side, heroes receive blessings and
prosperity. The image of a lightning bolt striking a wrongdoer is not a
fairytale. Zeus, the ruler of Cosmos, punishes those whose sins are especially
egregious.

Heroes derive the greater part of their moral codes (called ethos) from
their religion, and their patron deity in particular. There are very few people
who do not participate in the Olympian religion. Since religion is a crucial
aspect of everyday life, those people live at society’s borders and are looked
upon suspiciously. In addition to paying respect to the main deities of the
pantheon, every hero has a patron deity who determines that hero’s idea of
right and wrong. That patron deity watches over the hero, takes an interest
in their welfare and may even answer their prayers, so long as they have
faithfully kept to that deity’s code. If offended, the deity will expect formal
atonement.

There are no absolutes of good and evil, or of law and chaos, in the panthe-
on. What is right and proper for one deity may be abhorrent to another.
Athena despises lies, whereas Hermes admires them if done properly, being
something of a silver-tongued entity himself. Hera prizes fidelity, whereas
Zeus fails to practice it and is given a celestial browbeating when discovered.
Although the pantheon deities are all on the same side, so to speak, clashes of
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interest between their followers since the Heavenly Contest started are
inevitable. Even the gods sometimes have disputes. History tells of times
when Zeus and Hera were at odds, setting all of Olympus in an uproar.
Nevertheless, all heroes are expected to honor all the principal Olympian
deities. In terms of personal conduct, this equates to the hero being generally
law-abiding and honorable.

THE PANTHEON

All major deities of the Olympian pantheon can become a hero’s Patron
Deity. Every god has his ethos and his area of influence, as well as his own
way to reward worthy heroes. Before the list of the deities is a brief explana-
tion of each attribute found within a deity’s entry. When choosing a patron
deity, refer to the applicable entry below, noting all changes during hero
creation or advancement and understanding all attributes of that deity and
what it means to be their follower.

CHANGING PATRON DEITY

Patron deities can be changed during gameplay. Changing life’s perspective,
values and beliefs is sometimes appropriate for a hero. Demigod heroes sired
or adopted by a god make an exception - they can never change their patron
deity because they cannot change their divine parents. Instead, a noblewom-
an driven from her home and living in the wilderness might turn from the
worship of Hera to that of Artemis. A thief who gained military rank could
reject Hermes in favor of Ares. However, the gods do not look favorably upon
those who have fickle faith. If a human hero decides to change his patron
deity, he automatically gains the disfavor of the deity formerly worshipped. If
he was already in disfavor, he instead becomes despised. The gods are proud
and do not forgive mortals who reject their love. Additionally, mystery cult
initiates who choose to change their patron deity lose all the benefits and
powers deriving from that mystery cult.

DEITY PROFILES

Each patron deity’s profile contains a number of entries describing what it
means to take that deity as one’s patron deity. These entries are explained
here.

INFLUENCE ON COSMOS

Just like ordinary mortals, every deity has its own daily “immortal duties”
to attend to as well as his favorite hobbies. This entry explains how each deity
spends his immortal life and what consequences his actions usually have on
Cosmos. For example, Ares enjoys fighting very much: he never misses a
chance to start a new war, and it’s very likely that heroes could spot him in
the first line of an epic clash of armies. This entry is very useful for GMs to
assume a certain deity’s role properly or for players who wish to better
understand their characters’ patron’s (or rival deity’s) habits.

FOLLOWERS’ PROFILE

This profile provides the type of people and heroes most likely to choose
the deity as a patron deity. This list is not exclusive; heroes do not have to be
on it to worship the deity. Artemis, for example, is worshipped by tens of
thousands of ordinary working people, simply because she is the most prom-
inent deity in their area. Her worship is not restricted to hunters or dedicated
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The choice of
which Patron De-
ity to follow
should not be
taken lightly.
Each deity has a
moral code they
adhere to and
expect their fol-
lowers to adhere
to. Each charac-
ter's personal
ethos should
match their Pa-
tron Deity's
ethos, or risk
suffering the
continued anger
of that Patron
Deity as the
character fails to
live up to those
predetermined

moral codes.
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virgins; they are just more likely to take her as their goddess in preference to
others.

ETHOS CONCEPTS

These three words summarize the behavior a deity’s follower is expected to
have. Rather than give a full and detailed account, these are concepts indicat-
ing the ideas the followers revere. From these, any player can generate her
heroine’s attitude in a given situation. When the GM assumes the role of a god,
she can refer to this attribute to determine whether a hero’s actions incur the
favor or disfavor of a given deity.

VIRTUES

Virtues are how a follower is expected to live according to his patron deity.
This is primarily a role-playing aid so that players know what their hero’s
values are likely to be. When a hero commits a virtuous act as defined by his
deity, there is not necessarily a reward for it; it is, after all, what is expected
of him. To get a reward of any kind from the deity, he must perform Votive
Deeds, not just virtuous ones. However, when a hero goes out of his way to do
avirtuous thing at risk to himself, he should receive a Fate Pointin recognition.

Example: A worshipper of Ares who stands her ground against three
opponents so that her comrades can escape is clearly being courageous at
great personal risk, and should thus receive a Fate Point. By contrast, a
worshipper of Hera who gives a handful of copper coins to beggars when she
has a purse full of gold is being generous at no personal risk, and should thus
receive nothing.

SINS

Sins are actions that anger the deity. A hero that commits a sin (by the
standards of his deity) risks earning his deity’s disfavor. If the hero’s deity is
omniscient, he has no chance of avoiding this. Most of the gods are not
omniscient and do not always notice when sins are committed. Whenever a
hero acts contrary to his deity’s code and commits a sin, the GM secretly rolls
a d20 and looks up the result on the Divine Reaction Table (see page 105).
If the deity notices the sin as it is committed, the hero undergoes the conse-
quences that may result in the disfavor of his deity. Should this happen, he
may not spend Fate Points until the sin is atoned for (see Atonement, page
109). If the result of the d20 roll has the deity becoming angered, the hero
gains the deity’s disfavor and loses one Fate Point, or the hero faces his
deity’s wrath and is done for. Otherwise, the sin passes unnoticed and the
hero is none the worse for it.

While a deity’s code is only binding for those who follow him, followers will
want to put their standards into practice whenever they can. For example,
followers of Ares despise all cowardice, not just that which arises amongst
their own numbers. In Cosmos, there is no tolerance between religions. The
supporters of a deity are as fervent as the supporters of a modern sports
team. If it were not for the Olympian deities being more or less on the same
side, there would doubtless be endless feuds between the cults of the differ-
ent deities as each one struggles to put its own ideology into practice at the
expense of the other cults (especially the ones racing for the Heavenly Con-
test).

Common Sins: Every one of the twelve Olympian deities considers breach
of a solemn oath to be a sin, so this is not detailed in their descriptions. Of
them, only Hermes is likely to be at all flexible, helping his followers twist the
meaning of their words so they can truthfully claim not to have broken the
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letter of an oath, even if they have clearly broken the spirit of it. Harming
guests in any way is also considered a mortal sin, as is harming a family’s
member.

Major Sins for All Deities: Failing to bathe before performing a religious
rite, insulting a beggar, insulting a guest, insulting a priest, insulting your
host, murdering someone you know, and offering sacrifices to the gods, but
missing one of them.

Deadly Sins for all Deities: Breaking an oath, claiming to be better than a
deity, insulting a priest of one’s patron deity, killing a beggar, killing a divine
offspring, killing a guest, murdering a stranger for no reason, killing a priest,
murdering a king, theft from a temple or shrine, and vandalizing a temple or
shrine

Unnoticed: Deities have many matters to attend to, sometimes resulting in
mortals on Gaia getting away with crimes that would otherwise be punished.
The self-evident failure of the gods to avenge every infraction is explained by
their habits. It is quite possible that Dionysus is so busy chasing a nymph in
an Arcadian grove that he simply fails to notice the angry mortal cursing all
the gods because his house burned down unexpectedly. The more renown a
heroine has, the more likely the gods will watch and take note of her conduct,
which is why it is harder for a high-level heroine to misbehave with impunity
than a low-level one. A king or heroine is thus more likely to be punished for
his or her sins than a mere peasant, because kings and heroines are supposed
to be examples for others. This is increasingly important since the Heavenly
Contest started. Nonetheless, even heroines sometimes commit sins and get
away with it. The eyes and ears of the gods are sharp indeed, but they do not
notice everything that happens in Cosmos. Only the all-seeing Zeus notices
and punishes every sin.

OPEN CULT

This entry describes how priests and followers worship each specific deity
and how worshippers “openly” affect Cosmos. For example, Apollo’s priests
are highly skilled healers and soothsayers while Athena’s followers tend to be
altruistic paladins and severe judges. For many deities, this is the only way
they are worshipped and followed; for all the deities racing for Zeus’s succes-
sion, this is their “official” aspect because “secret” aspects are only held by
the Mystery Cults.

MYSTERIA

This attribute describes the mystery cults that worship one of the deity’s
aspects. If no entry is present, then no mystery cults currently worship that
deity. For more details on mystery cults, see Secrets of the Mystery Cults on
page 116.

FAVORED ROLLS

Each deity has specific actions they are able to assist with. For example, the
followers of Apollo are healers, bestowing the mercy of their god on those
who suffer. Apollo is especially ready to help those who call on him when
administering the healing arts. These realms of patronage are referred to as
Favored Rolls for the deity. When you perform a roll listed under Favored
Rolls, roll a d8 Wild Die instead of the usual d6. For example, a follower of
Apollo who wishes to heal the king’s son from a wasting disease would roll a
d8 Wild Die as Healing is a Favored Roll of Apollo.




VOTIVE DEEDS

Under this attribute is a list of deeds the follower can perform for his patron
deity to obtain Fate Points, which the hero uses to fulfill epic deeds. See
Votive Deeds on page 98 for further details.

FAVOR BENEFITS
If a hero behaves well, a deity grants him bonuses according to the Divine
Attitude Scale (see page 102) to the listed Abilities, Skills, or situational rolls.

DISFAVOR PENALTIES

If a hero behaves poorly, a deity bestows upon him the listed penalties
according to the Divine Attitude Scale to the listed Abilities, Skills, or situa-
tional rolls.

PUNISHMENT AND WRATH
If the deity becomes very angry, besides the increased penalties to dice
rolls, his wrath falls on the hero or cities in the way as described in this entry.

RIvAL DEITY

Gods who struggle for Zeus’s succession have a specific deity they oppose
more actively for many reasons. The name of that deity is provided in this
entry.

DIVINE OFFSPRING

When gods sire (or adopt) a mortal, they confer on him very special abili-
ties. These abilities are listed within this entry. See How Heroes are Born on
page 28 for further details.
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ZEUS
Zgvg

The Lightning God, Lord of the Cosmos

"I'll now sing Zeus, the shining son of Cronus, the strongest of the gods and the
most righteous, the one who sees everything, the Lord of all creatures, the only
one who, whispering words of wisdom to Themis, everything can fulfill. Before
you, Lord of all the Olympians, the titans bend and the giants flee. Be benevo-
lent, all-seer Cronus’ son, excellent and wonderful!"

- Homer, Hymn to Zeus

Zeus, the father of most of the gods and Lord of the Cosmos, looks like an
imposing white-bearded man holding lightning in his hands. His mother,
Rhea, hid him in a cave on Mount Ida where he was nourished with the milk
of goat Amaltheia. His father, Cronus, devoured every one of his other chil-
dren at birth. When Zeus grew up, he had to fight to become king of Olympus.
After having ousted Cronus, with his brothers’ help, he fought the titans, the
terrible Typhon, and the giants. Only when peace rained on Cosmos did he
divide the universe among his brothers. He kept the Kingdom of Heaven for
himself, entrusted to Hades the Shadow Realm and to Poseidon the Kingdom
of the Seas. Finally, he decided to take his sister, Hera, as his wife and found
his home where he resides on Mount Olympus with the other pantheon
deities. From there, he oversees all Cosmos, making sure no one stands
against his rule.




Influence on Cosmos: Zeus embodies
the supreme divine power and established
order. From the top of Mount Olympus, he
ensures that no one stands against him and
that no one offends his Divine Laws. He
watches over the Heavenly Contest’s con-

tenders and ensures fair play. Any mortal
who is sinful of hubris (considering him-
self equal to or superior to the gods or

Zeus himself) causes the Lord of the Cos-

mos’ wrath to immediately punish the

sinner with his lightning. From time to
time, Zeus “indulges” in a love affair with
goddesses, demigoddesses or even mortal
women, causing his wife Hera’s wrath.

Followers’ Profile: Followers of Zeus
come from all walks of life in

Hellenic culture, as he is the

ruler of all the Olympian gods.

Zeus is especially favored as a

deity by rulers and command-

ers.

Ethos Concepts: Authority,
justice, and vengeance.

Virtues: Obedience to due au-
thority, acceptance of fate, reverence to the
gods, firm rulership, fathering children and aveng-
ing wrongs. Zeus is biased in favor of male characters and is more likely to
give his blessing to a good father with a firm hand than to a wise mother.

Sins: Self-aggrandizement, rebelliousness and contempt of the Gods. Zeus
especially hates hubris, which is the sin of extreme pride. He approves of
prosperity, but likes mortals to remember their place. The moment a mortal
thinks he has become so powerful or wealthy he can safely ignore the gods,
Zeus casts him down.

Open Cult: Devotees of the All-Father respect law and order and those who
embody it. They must give due honor to monarchs, emperors, princes, poten-
tates and other members of the governing elite. They are obliged to defend
the practice of religion in general. As Zeus is the king of the gods, so is his cult
the head of all cults; his worshippers are thus bound to protect the temples
of other deities. No follower of Zeus may refuse to aid a sincere priest or
priestess of another of the Olympian gods or turn a blind eye to blasphemy
against any one of them.

Injustice is abhorrent to followers of Zeus. They are expected to be firm and
fair, erring on the side of severity rather than mercy. Zeus is more likely to
punish disobedience than to reward obedience and his followers take after
him. As Zeus is called the “Thunderer” and has a strong connection to weath-
er, the winds and clouds are considered to be omens of his will. Use of
Knowledge (Olympian Religion) made by followers of Zeus during windy or
stormy conditions gain a +2 bonus.

Mysteria: None.

Favored Rolls: Throwing, Strength, Spirit, Knowledge (Law) and Knowl-
edge (Olympian Religion).
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Votive Deeds: Conversion of unbelievers to the Olympian faith, destroying
enemies of the Gods, such as the Giants, punishment of the rebellious and acts
of vengeance.

Favor Benefits: Spirit.

Disfavor Penalties: Avoiding damage from environmental hazards, such as
falling rocks (Agility), heat (Vigor) or cold (Vigor).

Punishment and Wrath: Turning people into worms or insects, killing
proud sinners with thunderstruck and destroying settlements with thunder-
storms.

Rival Deity: No god dares oppose Zeus.

Divine Offspring: Demigod children sired by Zeus stand out from ordinary
mortals thanks to their Divine Strength or Divine Vigor.

APHRODITE
A@podin

The sensual Goddess of Love

"Sing me, o Muses, the stunning beauty of Aphrodite who, irrepressible and
sweet, instills passion in the gods and routs the reason of mortal men. In all
creatures, she fervidly infuses love; from sweet birds that fly through the air, to
all the animals that graze on the high Gaia, to the horrific beasts of the depths.
No one can resist your sweet smile, Aphrodite of the beautiful belt; senses are
clouded, blood boils and limbs melt in your sweet embrace.”

- Homer, Hymn to Aphrodite

Aphrodite, goddess of sensual beauty and love, was born from the foam
originated by the member of Uranus castrated by his titan son Cronus. Out of
it she emerged in all the splendor of his incomparable loveliness and grace.
Soon after, the Hours, with solemn pomp, brought her to Olympus, where the
gods were immediately captivated by her charm. Aphrodite’s erotic drive has
inspired not only the gods’ passionate acts but was also applied in a number
of relations between the goddess and fellow mortals and immortals. By the
will of Zeus, she was to be married to the lame Hephaestus. In spite of that,
she has conceived six children with Ares, one with Hermes and two with
Poseidon.

Influence on Cosmos: Aphrodite embodies the joy of passion, freedom and
lasciviousness. Her passionate drive creates and celebrates life in all its
forms. The goddess’s loving smile encourages her followers to take advantage
of every pleasure that life has to offer, without letting the hierarchy of social
restrictions cut down their wings of freedom, creativity and passion. Al-
though her "performances" have often started several conflicts, Aphrodite
would prefer to see love in the Cosmos rather than war. She is firmly deter-
mined to win the Heavenly Contest and be the first female ruler of Cosmos.

Followers’ Profile: The followers of the Goddess of Beauty and Love are
usually women, though her cult does attract those men whose interests and
behavior involve charm, seduction and glamour. Those who work in the vice
business at whatever level or manufacture or sell such items as scented oil,
perfumes, cosmetics, hairpieces, or jewelry are likely to revere Aphrodite.

Ethos Concepts: Glamour, desire, and beauty.

Virtues: Courtesy, cleanliness, shrewdness, honoring beauty, protecting
beautiful things from destruction, kindness to animals (not including due
sacrifice, of course), and achievement of power.




Sins: Cruelty, violence (except in self-defense, the defense

of others or taking revenge), negligence of religious duty,
failure to bathe, defilement of beautiful things, and bullying
those weaker than yourself.

Open Cult: Whether or not worshippers
of Aphrodite are female, they tend to have a
classically female attitude toward battle
and violence, preferring to avoid it altogether.
Aphrodite’s followers use charm, persuasion,
seduction and glamorous wiles to make their con-
quests. They do not like to fight openly and rely on others
to provide them with protection. The temples of Aphrodite
range from celebrations of beauty to little better than bawdy
houses.

Sacred prostitution is one of Aphrodite’s interests. As the
Goddess of Love, members of what is deemed the oldest
profession, who depend on attraction and inflamed desire
to make a living, especially worship her. There is no shame
attached to being a temple prostitute in Hellas; it is seen as
a means of serving the goddess and expressing her indis-
criminate love for all creation.

Mysteria: Adonis, Eros, and Proteus. The most important
sanctuary where these mysteria are secretly celebrated is in
Paphos, on the Island of Cyprus. Aphrodite’s initiates strive
to spread love and passion all over Cosmos in all its forms.
They are hedonistic and tend to be extreme. For the love of
pleasure and for passion’s sake, they ignore social rules.

Favored Rolls: Persuasion, Streetwise, and Charisma.

Votive Deeds: Acts of seduction, creation of beautiful objects,
winning contests of beauty, acquisition of precious jewels and ornaments (for
oneself or for the temple of Aphrodite), and glorification of the Cult of Aphro-
dite with self-made paintings (or statuary or similar objects).

Favor Benefits: Charisma versus the opposite sex.

Disfavor Penalties: Charisma versus the opposite sex.

Punishment and Wrath: Turning people into beautiful flowers or singing
birds, cursing sinners with extreme ugliness so that they be mistaken for
monsters and slain by their own family and plaguing citizens with sterility.

Rival Deity: Apollo

Divine Offspring: Demigod children sired by Aphrodite stand out from
ordinary mortals thanks to their Divine Charisma or Divine Spirit.

APOLLO
AToAAwv

Music’s, prophecies’, and medicine’s shining god

"0 mighty Apollo, Lord of Delphi, slayer of Gaia’s Python, shining charioteer
of Helios, I invoke you. Musegetes, noble and beautiful, with your unerring
arrows, you hit enemies from afar. Inspirer of sure Oracles, guide us mortals on
the road of Destiny. With your noble son Asclepius, free the bodies from diseas-
es’ afflictions and, pinching your golden lyre, raise our spirits towards the noble
arts of the Muses”

- Homer, Hymn to Apollo




The Radiant God is famous for having fought,
when he was still a small boy, against the huge
serpent Python. Apollo killed it with his unerring
arrows and covered the tripod on which the priest-

ess Pythia sat with the serpent’s skin. From that
point, Delphi became his most important sanctuary
and Apollo became the most important god concerning
prophecies. Every morning Apollo drives the sun in his
daily course aboard his shining chariot. The god looks like a beautiful
young man armed with a silver bow in one hand and a lyre in the
other. On his head he wears a laurel crown. When not on duty, he
spends his time singing with the Muses, inspiring artists to the noble
arts of music and poetry. This powerful sun god also mastered the
fields of healing and medicine with his son Asclepius.
Influence on Cosmos: Apollo embodies the perfect balance be-

tween body and soul. He deeply hates falsehood and evil acts com-
mitted intentionally, leading to his frequent slaying of evildoers on
Cosmos. He’s terrible when angry, and his unforgiving arrows, full
of plagues and misfortunes, fall on those who provoke his anger.
He loves arts and especially music, which he considers a benefit for
the soul as well as medicine is for the body. As a son of Zeus, Apollo
thinks he is the most suited to succeed Zeus and thus races for the
throne in the Heavenly Contest.
Followers’ Profile: Apollo is the deity of choice for musicians,
healers, prophets and athletes. Those who seek perfection of
mind and body alike revere him. He is not an easy deity to
follow, as he insists upon high standards from his devotees;
neglecting physical health or mental rigor will earn his contempt. As he sets
such emphasis upon excellence and winning, Apollo is often the god for those
who engage in competitions, such as sports and contests. Poets look to him
for inspiration, as he is the god whose companions are the creative Muses,
prophets call upon him to see clearly into the future and together with his son
Asclepius, he is worshiped by healers.

Ethos Concepts: Discipline, excellence, and health.

Virtues: Health, persistence, grace, self-esteem, courtesy, winning, hones-
ty, showing respect to those worthy of it, and healing those who need it.

Sins: Allowing the body to become contaminated, cheating, telling lies,
letting another cheat you and get away with it, letting offences go unpun-
ished, tolerating insults made against you or Apollo, being ruled by your
passions, ending the life of an innocent, and using medical training for per-
sonal profit.

Open Cult: The followers of Apollo are as proud and haughty as their deity.
They tolerate no insult to him or themselves. To follow Apollo is to accept the
burden of being as perfect as you possibly can, in all aspects. Those of more
earthly or relaxed faiths see this path as arrogant and domineering. The cults
of Dionysus and Hermes in particular are likely to smirk at those who revere
Apollo and try to emulate his physical perfection.

Healers who follow the god have an obligation to provide healing to those
who ask for it, though it is a grave dishonor for those who have been made
well to fail to give a donatio