
Thyria Blutdorn
Toran Demonologist, Necromancer Arcane meditation, Arcane Study, Arcane School

Minimum Roll 5+

Bonus Dice 0

Destiny Dice 0

Rerolls 0

Ingots 0

Ounces 0

Gulden 60

Deut 0

Actions 3

Evasion 0

Minimum Roll 5

Concealment 4

       

     

Boost 

B N B

     

Apprehension 3

Charm 4

Conscientiousness 1

Education 3

Logic 2

Willpower 4

Attractiveness 1

Deftness 1

Endurance 2

Quickness 1

Resistance 3

Strength 3

Acrobatics (Deftness) 1

Communication (Education) 5

Driving (Deftness) 1

First Aid (Conscientiousness) 1

Hand to Hand Combat 

(Strength)

7

History (Education) 3

Mechanics (Logic) 2

Nature (Education) 5

Performance (Charm) 5

Shooting (Deftness) 3

Spell Casting (Willpower) 9

Throwing (Strength) 3

Courage (Willpower) 4

Deception (Charm) 6

Empathy (Charm) 5

Intimidation (Apprehension) 3

Investigation 

(Apprehension)

3

Magic Knowledge (Charm) 15

Orientation (Apprehension) 3

Perception (Apprehension) 5

Persuasion (Willpower) 6

Politics (Charm) 5

Religion (Conscientiousness) 3

Stealth (Conscientiousness) 2

Communication 2+5 Nature 1+5 Perception 1+5

Politics 1+5 Performance 1+5



 Weaponless Weaponless Attack 7  - 1 Meter 

 Al'bah JiRa

Rune Dagger 

Hand to Hand 9  Damage Potential 2 - Meter

 Flame dagger Hand to Hand 8  Damage Potential 1

Bleeding 1

- Meter

 Runic dagger

of duality 

Hand to Hand 9  Damage Potential 2

Magical Vessel 2

- Meter

 Arcane Potion

Carafe 

2

 Flying Snake

Venom Vial 

2

Awaken zombie Charm 13  Power 1

Actions 1

0 Meter

Dead gaze Apprehension 12  Power 1

Actions 1

0 Meter

The wrath of

bones

Strength 12  Power 4

Actions 1

20 Meter

Open Deftness 10  Power 1

Actions 1

0 Meter

Magic analysis Apprehension 12  Power 1

Actions 2

40 Meter

Unnatural

growth

Deftness 10  Power 1

Actions 1

0 Meter

Deadly stone Strength 12  Power 1

Actions 1

0 Meter

New flesh Conscientiousness 10  Power 1

Actions 2

0 Meter

Globulus Deftness 10  Power 1

Actions 1

0 Meter

Demonic vision Apprehension 12  Power 1

Actions 1

0 Meter

Breath of Wisgu Strength 12  Power 1

Actions 1

5 Meter

Bone shield Deftness 10  Power 1

Actions 1

0 Meter

 Evade 0 

 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



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

action is raised by 1. 

2 Meter

 Run You can't perform an action while running. 6 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. 



Al'bah JiRa Rune Dagger
Damage Potential: 2 (Add 2 dice to the hit roll)

Concealment: 2 (Describes how easy the weapon is to

conceal)

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

Hand to Hand - 1m

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

Concealment: 2 (Describes how easy the weapon is to

conceal)

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

Bleeding: 1 (At the beginning of each round, the wounded

character rolls for Endurance. If the roll fails, the character

takes one wound for each level of this condition. This

condition ends when the character is bandaged (e.g. by first

aid).)

Hand to Hand - 1m

Runic dagger of duality
Damage Potential: 2 (Add 2 dice to the hit roll)

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

Magical Vessel: 2 (Once per rest, the weapon can store 2

spells that will be triggered under certain conditions.)

Hand to Hand - 1m

Wool gloves
Protection: B N

Encumbrance: 1

Concealment: 0

Fancy dress
Protection: B

Encumbrance: 0

Concealment: 0

No description yet.

Height: 182

Weight: 84

she/her

Toranar

Asgal

Doldag

Flit

Merid

Meister Gerion — Demonologist 

Als langjähriger Leiter der Akademie zu

Jaar hat Meister Gerion großen Einfluss

auf die Magiewelt. Thyria ist als junge

Dämonologin auf der Suche nach ihrer

Bestimmung auf ihn getroffen, und er hat

sie in die Schülerschaft der Akademie

aufgenommen.

Nachdem Gerion schnell das Potential

Thyrias erkannt hat, wurde sie nach ihrer

Ausbildung zur Lehrmeisterin in Jaar, bis

ihre Beziehung durch ein Ereignis

gebrochen werden sollte.



1x Bedroll

16x Death Poppy

4x Phiole Wolfsblut

1x Halskette aus menschlichen Zähnen

1x Ring, Gold

1x Crucifix

1x Troll blood vial

1x Harpy Blood Vial

1x Snake Oil

1x Phiole Kinderblut

2x Arcane Potion Carafe

2x Flying Snake Venom Vial

5x Quill

13x Parchment

2x Charcoal pencils

1x Small Kettle

1x Candle

1x Mortar and Pestle

1x Obsidian ritual dagger

1x Storm lantern

1x Tinder box

1x Sundial

1x Shovel

1x Fine wine

11x Knochen eines Menschen

1x Ink bottle



5x Jerky
Pergament vom Poltergeist

Shalx

Maverus

Harkotha

Thangob

Waren es Magier

Ja

Waren es Freunde

nein

Waren es Feinde

weder noch

nein aber vielleicht bei euren

ᡭ



The caster awakens up to magic level corpses within a radius of 10 meters. The zombies follow his

command and stay alive for up to Power minutes.

Spell Casting 13 Charm

Arcana

Power 1

Range 0

Shape -

Actions 1

The caster places his thumb and forefinger in the eyes of the dead person and closes his eyes.

The caster looks backward from the time of death into the dead person's past. In doing so, he sees

everything that the dead person saw out of his eyes. The images appear more blurred the further the gaze

goes into the dead person's past. The caster sees at most the last Power days before death. The higher the

magic level, the clearer the impressions.

Spell Casting 12 Apprehension

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 12 Strength

Arcana

Power 4

Range 20

Shape Cone

Actions 1



Modifications Powerful Spell

Powerful Spell

Powerful Spell

The caster is able to open locked, non-magical objects such as doors, chests or other locks.

In addition to normally locked locks, the caster is able to open magically locked locks with a seal of the

Power of the spell.

Magic level 5+: The spell opens all locks.

Spell Casting 10 Deftness

Arcana

Power 1

Range 0

Shape -

Actions 1

The caster is able to perform an analysis of a spell that has been cast or is in the process of being cast. The

caster recognizes the school of magic, essence of the spell (whether healing, damage, type of element,

duration, etc.) and a rough estimate of the strength of the spell.

Spell Casting 12 Apprehension

Arcana

Power 1

Range 40

Shape -

Actions 2

The caster crouches down and cuts his flesh with a ritual dagger so that blood drips onto the floor. He closes

his eyes and imagines the growth. 

The form he imagines grows out of the caster's body. The surface and the appearance are based on the

appearance of the archdemon or his servants who are attached to him. The caster can thus create a body

part of almost any shape, which can be moved almost at will. The body part can have a length of power

meters.



Spell Casting 10 Deftness

Arcana

Power 1

Range 0

Shape -

Actions 1

The caster leads an attack with a stone weapon. Usually a ritual dagger is used. 

If the attack is successful, the weapon melts into two tentacle-like outgrowths of liquid stone in the victim's

body. The damage potential of the weapon is power+magic level dice, but it also takes 2 actions to pull

the weapon out again (the outgrowths are already gone when you pull them out).

Spell Casting 12 Strength

Arcana

Power 1

Range 0

Shape -

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 10 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 vision of the caster changes, and he perceives the world with the vision of a demon. He recognizes all

occurrences of demonic origin clearly and luminously even through walls, but is also limited to some extent

by the distortion of the sight. In addition, the caster can accurately detect magical activity in his field of

vision.

The spell lasts power+magic level rounds.

Spell Casting 12 Apprehension

Arcana

Power 1

Range 0

Shape -

Actions 1

Foul-smelling slime, blood, and filth are flung from the caster's mouth. Anyone who comes into contact with

the substances is completely consumed by an unnatural disgust for a time of Power*2 rounds and is given

the condition Shocked magic level.

After the effect time, the slime remains.

Spell Casting 12 Strength

Arcana

Power 1

Range 5

Shape Cone



Actions 1

The necrologist throws a bone splinter to the ground and shouts "Protect me!". 

Pieces of bone shoot out of the ground and surround the necrologist. Practically, they are equivalent to a

protection of magic level+2 on the whole body. The bone shield is equivalent to a encumbrance of 2. 

The bone shield lasts power combat rounds.

Spell Casting 10 Deftness

Arcana

Power 1

Range 0

Shape -

Actions 1



Stress: 0 / 6

No quirks.

Attitude: 20

Grace: 0

Brahas - father of addiction



Toran

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

Necromancer

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

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

Arcane Study

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

Arcane Mentor

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

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 Training

  Spell points +5

Acolyte

  Religion +2
  Etiquette +1

Alchemy

  Nature +2
  Alchemy +1

Addicted

The character is addicted to a certain substance, depending on
the degree of addiction, the renunciation or the prospect of soon
having to renounce can influence him in his actions.

Sadist

  Charm +1
  Persuasion +1
  Empathy +1



Country bumpkin

The character comes from the countryside. Stand and education
are not relevant, as soon as the character comes into a larger
settlement (from 1000 inhabitants) he is confused. Rolls for
orientation in larger settlements have a minimum roll increased
by 1.

Good behaviour

  Etiquette +2

Adventurous

  Conscientiousness -2
  Resistance +1
  Apprehension +1

Arcane Initiation

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



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

Stalwart

  Max health +2

Brawler

  Max health +1
  Hand to Hand Combat +1

Demonology

  Spell points +5
Magic Origin: Demonology

One with the Magic

  Spell points +15

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

Hermeticism

  Spell points +5
Magic Origin: Hermeticism

Warhorse

  Hand to Hand Combat +1
  Shooting +1

Synesthesia

  Apprehension +1
  Perception +2

Arcane recovery

Once a day, outside of a rest, you can renew your connection to
magic and replenish your arcana. To do this, you need to rest for
about an hour to concentrate on the flow of magic. Roll on your 
magic knowledge value and fill up your arcana with half of the
successes.

Arcane natural talent

  Spell points +5
  Max arcana +2

Masterful Fighter

  Actions +1

Trained sword arm

  Strength +2
  Hand to Hand Combat +1

Magical Encounter

  Spell points +5

Aristocratic

  Max health +1
  Hand to Hand Combat +1
  Deception +1
  Communication +2
  Reading/Writing +2
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