
Meister Gerion
Toran Necromancer, Demonologist Arcane meditation, Arcane Study, Arcane School

Minimum Roll 4+

Bonus Dice 1

Destiny Dice 2

Rerolls 0

Ingots 2500

Ounces 43

Gulden 4300

Deut 12

Actions 3

Evasion 2

Minimum Roll 4

Concealment 8

       

 

Boost 

B

Apprehension 1

Charm 5

Conscientiousness 3

Education 7

Logic 2

Willpower 4

Attractiveness 3

Deftness 1

Endurance 2

Quickness 2

Resistance 2

Strength 1

Acrobatics (Deftness) 1

Communication (Education) 11

Driving (Deftness) 1

First Aid (Conscientiousness) 3

Hand to Hand Combat 

(Strength)

1

History (Education) 9

Mechanics (Logic) 2

Nature (Education) 7

Performance (Charm) 6

Shooting (Deftness) 2

Spell Casting (Willpower) 9

Throwing (Strength) 1

Courage (Willpower) 4

Deception (Charm) 6

Empathy (Charm) 5

Intimidation (Apprehension) 1

Investigation 

(Apprehension)

1

Magic Knowledge (Charm) 16

Orientation (Apprehension) 1

Perception (Apprehension) 1

Persuasion (Willpower) 5

Politics (Charm) 7

Religion (Conscientiousness) 3

Stealth (Conscientiousness) 4

Perception 1+1 Communication 2+11 Perception 2+1

Performance 2+6 Mechanics 2+2 Communication 2+11

Politics 1+7



 Weaponless Weaponless Attack 1  - 1 Meter 

 Dagger Hand to Hand 2  Damage Potential 1 - Meter

 Ancatir One

and a Half

Handed 

Hand to Hand 4  Damage Potential 3 - Meter

 Lesser Potion

of Healing 

4

 Flying Snake

Venom Vial 

1

 Arcane Potion

Carafe 

4

Domination Willpower 13  Power 1

Actions 1

10 Meter

One with the

shadows

Attractiveness 12  Power 1

Actions 1

0 Meter

Black call Charm 14  Power 1

Actions 5

0 Meter

Vision of fear Attractiveness 12  Power 1

Actions 1

0 Meter

Path of bones Deftness 10  Power 1

Actions 1

0 Meter

Death sword Charm 14  Power 1

Actions 1

0 Meter

The wrath of

bones

Strength 10  Power 6

Actions 1

20 Meter

Maw Charm 14  Power 1

Actions 1

10 Meter

New flesh Conscientiousness 12  Power 1

Actions 2

0 Meter

Globulus Deftness 10  Power 1

Actions 1

0 Meter

Adapt ability Willpower 13  Power 1

Actions 1

0 Meter

Call demon Charm 14  Power 1

Actions 10

0 Meter

Bind demonic

being

Willpower 13  Power 1

Actions 1

0 Meter

 Evade 2 



 Inspiring

Leader 

As an action in combat you can roll on your Persuasion Skill. A party member gains

bonus dice equal to your successes or at least 1

 Masterly

Presence 

The character's minimum roll is reduced by 1.

 Dash Whenever the character uses the "Run" action in combat, he may make an

acrobatic throw to advance further meters. If this roll succeeds, he may move

further than his running range according to the successes. 

If the roll is unsuccessful, the character stumbles and is considered to be prone. He

must spend one action to get back on his feet or into the Hunkered stance.

 Walk You can perform an action while walking. The minimum roll for this

action is raised by 1. 

3 Meter

 Run You can't perform an action while running. 7 Meter

 Crawl Crawling is only possible while hunkered. 2 Meter

 Hunker Applies the "Hunkered" status effect. Hunkered characters have a 6+ cover and a

+1 minimum roll for physis, attacks and skills. 

 Aim Reduces the minimum roll for critical hits by 1 per action. This is not possible when

using burst mode. The aim bonus is lost when the character is hit. 



Dagger
Damage Potential: 1 (Add 1 dice to the hit roll)

Concealment: 1 (Describes how easy the weapon is to

conceal)

Preparation: 0 (The weapon requires 0 actions to ready it)

Hand to Hand - 1m

Ancatir One and a Half Handed
Damage Potential: 3 (Add 3 dice to the hit roll)

Concealment: 3 (Describes how easy the weapon is to

conceal)

Hand to Hand - 1m

Robe
Protection: B

Encumbrance: 0

Concealment: 1

No description yet.

Height: 190

Weight: 86

he/him

No languages.

No contacts.



1x Ring, Silver

5x Potion of Might

4x Lesser Potion of Healing

4x Arcane Potion Carafe

1x Flying Snake Venom Vial

6x Candle

1x Sundial

1x Quill

3x Parchment



The caster can make the victim carry out a command of the caster.

The command transmitted by the caster manifests itself as a "strange idea" in the mind of the controlled.

During the duration of the spell, this idea keeps entering the mind of the victim, as long as the victim does

not give in to it, and sometimes it can even disturb his concentration on other things. 

The caster can make the controlled do things that are not immediately life-threatening to him or go against

his innermost principles. For example, a mage cannot be made to burn valuable books, but a paid

henchman can be made to betray his master, or a mercenary to change sides in battle. 

The spell lasts for power minutes. Once a minute, the victim casts on his willPower. If it achieves less than

the power of the spell+magic level, it is convinced of the strange idea and performs it.

Spell Casting 13 Willpower

Arcana

Power 1

Range 10

Shape -

Actions 1

As long as the enchanted person remains in the shadow, he is difficult to make out. He can then only be

recognized as a deeper shadow within the shadow itself. 

When he stands still, he will only be spotted by those who specifically look for him and look directly at him.

For this, Power successes must be achieved on a Perception roll.

If the enchanted person moves slowly, the number of successes to be achieved is halved, while fast

movements can be seen without difficulty.

The spell lasts for Power minutes.

Spell Casting 12 Attractiveness

Arcana

Power 1

Range 0

Shape -

Actions 1



The caster summons the appearance of a lesser demon into the world. The servant appears within the next

3d6 minutes. No binding takes place, the creature has its own will. For Power*10 minutes the demon

remains in the world.

The minimum roll for this spell is 7-magic level. Modifiers for character are applied after that.

Spell Casting 14 Charm

Arcana

Power 1

Range 0

Shape -

Actions 5

The victim feels cruel images of distorted worlds, which he perceives as a vision. More and more, however,

it seems to him as reality. If a Willpower roll with a minimum roll of magic level+2 fails, the victim is in

danger of going insane for a short time. 

The spell lasts for Power minutes.

Spell Casting 12 Attractiveness

Arcana

Power 1

Range 0

Shape -

Actions 1

The caster decays to fine dust and can travel at 10 kilometers / hour in this form. Maximum he can keep in

this form Power hours.

The caster has magic level wounds in this form, but can only be wounded by things that can harm a pile of

bones.

Spell Casting 10 Deftness

Arcana

Power 1

Range 0

Shape -



Actions 1

The caster creates a death sword out of thin air. The sword has piercing 1 and a damage potential of magic

level dice in melee combat.

Each wound caused, the sword absorbs. For each wound absorbed, the sword gets one die of damage

potential. If the absorbed wounds reach Power+1, the sword disintegrates and the spell ends.

Spell Casting 14 Charm

Arcana

Power 1

Range 0

Shape -

Actions 1

The caster throws bone splinters at enemies, summoning the wrath of the bones. The splinters deal 

Power+1 hits to all enemies in the cone, evenly distributed among magic level opponents.

Spell Casting 10 Strength

Arcana

Power 6

Range 20

Shape Cone

Actions 1

Modifications Powerful Spell

Powerful Spell

Powerful Spell

Powerful Spell

Powerful Spell

At any point within range, a maw magic level meters in diameter and power meters deep opens up.

Spell Casting 14 Charm



Arcana

Power 1

Range 10

Shape Circle

Actions 1

The caster touches the wound of the target. He strokes it and speaks the name of the patron. 

The wound of the target closes completely. Any damage associated with the wound is erased. The wound

closes with new flesh, and the wounded person immediately feels as if reborn. The new flesh that is created,

however, is demonic in nature. It is an indefinable substance that naturally combines with human flesh. No

one can say how the new flesh will behave in the future, whether it will be accepted by the body, or

whether completely unexpected effects will occur. 

The spell heals (power+magic level)*2 wounds.

Spell Casting 12 Conscientiousness

Arcana

Power 1

Range 0

Shape -

Actions 2

The caster creates a hiding place by creating a bubble in the demon world into which he and Power*2 other

characters are translocated. The bubble is created somewhere in the demon world, is transparent, and

allows odor but nothing else to pass through. After the spell is completed, the characters in the bubble are

translocated back.

The globe persists for magic level*5 minutes.

Spell Casting 10 Deftness

Arcana

Power 1

Range 0

Shape -

Actions 1



The caster touches an animal and begins to murmur the verse repeatedly. 

If the spell is successful, the gifted person receives the animal's ability for power hours. For example, he

grows wings capable of flight or receives the nose of a dog. The associated transformation can take several

minutes and can sometimes be extremely painful.

The caster gains a bonus of magic level to an attribute corresponding to the animal.

Spell Casting 13 Willpower

Arcana

Power 1

Range 0

Shape -

Actions 1

The rules for invoking a demon are as varied as they are controversial. It has been proven that the

invocation benefits from the provision of various paraphernalia. There are also some peculiarities in the

action that have a positive effect on its success. In general, it can be said that the invocation should take

place in a suitable atmosphere and is a direct calling of the demon on the part of the demonologist. So it is

also possible to make an invocation without any preparation only with the verse.

The following paraphernalia have an effect on the minimum roll of the Invocation :

Magic level: -magic level

Suitable environment, silence: -1

Heptagram drawn: -1

Heptagram is made of blood: -2

Sigil drawn: -1

Player draws sigil from hand: -10

7 candles: -1

Each additional demonologist: -1

The stars are right: -10

Animal Sacrifice (each): -4

Human sacrifice (each): -10

Ban circle drawn: obligatory

Temple nearby: 20

day: 5

Priest nearby: 10

Holy water nearby: 5

A sacrifice begins to pray: 2 (each). 

Lesser demon is summoned: -1

Higher demon is summoned: 5

Servant of an Archdemon is summoned: 30

Arch demon is summoned: 100

Calling a demonic being does not include binding the demon.

Spell Casting 14 Charm

Arcana

Power 1
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Range 0

Shape -

Actions 10

The demonologist has to look into the eyes (if any) of the being he wants to bind and has to face its will.

If the spell succeeds, the demonologist gains control over a demon. If the demon is unbound, the mere

casting of the spell is enough to bind it. However, if the demon has already been controlled by another

demonologist, it is necessary to first (before casting the spell) perform a magical comparison (comparison

roll spell casting) against the controlling caster. If this fails, the demon remains under the dominion of its

original master. If the spell fails after a won magic comparison, the demon is no longer subject to any

master. 

The minimum roll of the spell is modified according to the being to be bound:

Lower Demon: -2

Higher Demon: 2

Servant of an Archdemon: 20

Arch Demon: 100

The minimum roll is reduced by the magic level.

Spell Casting 13 Willpower

Arcana

Power 1

Range 0

Shape -

Actions 1

• 

• 

• 

• 



Attitude: 20

Thzularn - Dark Goddess of Hatred



Toran

  Conscientiousness +2
  Education +1
  Shooting +1
  Politics +1
  Administration +1

Demonologist

  Max arcana +3
  Spell points +5
  Charm +1
  Endurance +1
  Spell Casting +1
  Magic Knowledge +1
  Performance +1
  Ancient Relics +1
Magic Origin: Demonology

Necromancer

  Spell points +5
  Max arcana +3
  Resistance +1
  Willpower +1
  Stealth +1
  Deception +1
  Ancient Relics +1
Magic Origin: Necrology

Arcane Study

  Spell points +5
  Max arcana +1
  Willpower +1
  Logic +1
  Magic Knowledge +2
  Spell Casting +1

Arcane School

  Max arcana +2
  Spell points +10
  Education +1
  Magic Knowledge +2
  Spell Casting +1

Arcane meditation

  Spell points +5
  Max arcana +2
  Magic Knowledge +2

Arcane Mentor

  Spell points +15
  Max arcana +1
  Willpower +1
  Magic Knowledge +1
  Spell Casting +2

Trivium

  Bonus dice +1
  Education +2
  Communication +3
  Rhetoric +2
  Ancient Relics +1
  Reading/Writing +2

Quadrivium

  Destiny dice +2
  Education +2
  History +2
  Politics +1
  Mathematics +2
  Reading/Writing +2
  Astronimy +2
  Music +2

Arcane Training

  Spell points +5



Blood Magic

You may spend wounds instead of arcana to cast spells.

Due to the nature of blood magic, it is not possible to heal
wounds with spells cast by blood magic.

  Spell points +5
  Magic Knowledge +1

Arcane Initiation

  Max arcana +1
  Spell points +5
  Magic Knowledge +2

Accommodating

  Charm +1
  Communication +1

Likable

  Attractiveness +2
  Charm +1

Masterly self-confidence

Dice results of 1 can be repeated once.

One with the Magic

  Spell points +15



Necrology

  Spell points +5
Magic Origin: Necrology

Arcane Mastery

  Max arcana +4
  Spell points +50

Masterful Fighter

  Actions +1

Dash

Whenever the character uses the "Run" action in combat, he
may make an acrobatic throw to advance further meters. If this
roll succeeds, he may move further than his running range
according to the successes. 

If the roll is unsuccessful, the character stumbles and is
considered to be prone. He must spend one action to get back
on his feet or into the Hunkered stance.

  Quickness +1

Inspiring Leader

As an action in combat you can roll on your Persuasion Skill. A
party member gains bonus dice equal to your successes or at
least 1

  Charm +1
  Persuasion +1

Joker

The character has the ability to profit from special rolls.
Everytime the player rolle one of the following dice patterns
(while not in combat) the stated effect applies.

Three of a kind - The character gains one bonus die
Small Straight - The character gains one boost
immediately
Full House - The character gains one destiny die
Large Straight - The character rediscovers an item in
his backpack (the player chooses an item and adds it to
his backpack)
Four of a kind - The character gains +1 actions in
every round of the next combat
Five of a kind - The characters group gains one
additional turn prior to the enemies in the next combat

In each case, the highest pattern to be achieved counts for a roll.
So 5, 4, 3, 3, 2, 1 is a large straight, but not three of a kind.

• 
• 

• 
• 

• 

• 

Chimerology

  Spell points +5
Magic Origin: Chimerology

Masterly Presence

The character's minimum roll is reduced by 1.

  Minimum roll -1

Black Magic

  Spell points +5
Magic Origin: Black Magic

Magical Encounter

  Spell points +5
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