Druid

Arcane meditation

Minimum Roll

Bonus Dice 0
Destiny Dice 1
Rerolls 2

Ingots 0
Ounces 0
Gulden 134
Deut 0
Actions 3
Evasion 4
Minimum Roll 5
Concealment 6
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Boost

Apprehension 2 Attractiveness
Charm 2 Deftness
Conscientiousness 6 Endurance
Education 1 Quickness
Logic 2 Resistance
Willpower 4 Strength
Acrobatics (Deftness) 8 Courage (willpower)
Communication (Education) -1 Deception (Charm)
Driving (Deftness) 6 Empathy (Charm)
First Aid (Conscientiousness) 6 Intimidation (Apprehension)
Hand to Hand Combat 7 Investigation (Apprehension)
(Strength)

Magic Knowledge (Charm)
History (Education) 1

Orientation (Apprehension)
Mechanics (Logic) 2

Perception (Apprehension)
Nature (Education) 3

Persuasion (willpower)
Performance (Charm) 2

Politics (Charm)
Shooting (Deftness) 7

Religion (Conscientiousness)
Spell Casting (willpower) 6

Stealth (Conscientiousness)
Throwing (Strength) 5

B

Perception 1+4




& Weaponless

N W Flame
Wy dagger

W Battle staff

W Sword of
Light

@ Arcane
Potion Carafe

Flaming death
Salamander
feet

Healing hands
vy coat
Amber path
Elemental
Weapon
Fireball
Elemental
shield

Evade

Walk

Run
Crawl

Hunker

Weaponless Attack 8 B

Hand to Hand 8 B3 Damage Potential 1
Bleeding 1
Hand to Hand 9 B8 Damage Potential 2
Hand to Hand 10 B3 Damage Potential 3
Piercing 1
Strength 11 B8 Power 1
Actions 1
Deftness 12 B8 Power 1
Actions 1
Conscientiousness 12 B Power 4
Actions 1
Charm 8 8 Power 1
Actions 1
Deftness 12 &8 Power 1
Actions 20
Deftness 12 B8 Power 1
Actions 1
Strength 11 B8 Power 4
Actions 1
Deftness 12 &3 Power 1
Actions 1

48

You can perform an action while walking. The minimum roll for this
action is raised by 1.

You can't perform an action while running.

Crawling is only possible while hunkered.

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

+1 minimum roll for physis, attacks and skills.

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.
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Flame dagger

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

pncealment: 2 (Describes how easy the weapon is to
onceal)

7 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).)

Leather Armor

Protection: N N N N
Encumbrance: 1
Concealment: 1

Hand to Hand - 1m

Robe

Protection: B
Encumbrance: 0
Concealment: 1

Battle staff

Damage Potential: 2 (Add 2 dice to the hit roll)
Concealment: 6 (Describes how easy the weapon is to
conceal)

Range: 2 (The weapon can be used at a range of 2 meters)

Robe of useful things

Protection:
Encumbrance: 1
Concealment: 0

Hand to Hand - 2m

No description yet.

Sword of Light

Damage Potential: 3 (Add 3 dice to the hit roll)
Piercing: 1 (The target's protection is reduced by 1 before
the wounds are determined.)

Height: 75
Weight: 12
he/him

Hand to Hand - 1m

No languages.

No contacts.




Flint and steel
Fishing hook and line

Knochen eines Menschen

Anti Stradh
1. Pfahlen/im Sarg (lifesaver) s
2. Lovestory - Irena Kollyana (
3. Stradh ersetzen

Waterskin

Herbal blend

Arcane Potion Carafe

Amber




At a distance of no more than 10 meters a blazing fire is created that causes magic level wound
combat round on an area of Power meters squared. The fire is not magical and burns until it consumes’i
pifgod, without combustible material Power combat rounds.

Spell Casting 11 Strength
Arcana

Power 1

Range 10

Shape Circle

Actions 1

The caster is able to walk on hands and feet on smooth walls and even ceilings or overhangs.

However, he needs free hands to catch himself with. He can keep his shoes and gloves on for this.

The effect lasts for magic level minutes.

Spell Casting 12 Deftness
I

Arcana
l

Power 1

Range 0

Shape ,

Actions 1

In addition, he can safely jump down from heights up to Power*3 meters and land on his feet unharmed.

The caster heals power+magic level wounds on the wounded. It also heals broken bones and closes
wounds.

Spell Casting 12 Conscientiousness

rcana

1

er 4
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Actions 1

Modifications Twinspell

Easy to cast

Powerful Spell

Powerful Spell

Powerful Spell

Long Range

The caster causes ivy tendrils to grow from the ground and entwine themselves around the caster's entire
body, detaching them from the ground after growth so that the caster can move freely.

The tendrils provide the caster with magic level protection for power combat rounds in combat.

They decay into a withered heap after one hour. Until then, the tendrils also give a bonus of power to
Stealth outside of combat depending on the environment.

Spell Casting 8 Charm
Arcana
Power 1
Range 0
| Shape -
' Actions 1

The caster places five amber crystals in the shape of a pentagram at the place where the amber portal is to
be created and concentrates on the destination. Then, for one minute, he imagines a tunnel that will take
him to this place.

The portal remains magic level hours and can transport power*2 people or animals.

At the location of the amber pentagram, an ivy plant begins to grow in a circle and form a vortex. The
vortex forms a maw in the center which leads through a portal to a location known to the caster at a
distance of 20 miles. When the caster enters the portal, he immediately appears on the other side at the
destination.
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Spell Casting 12 Deftness
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20

WO the next magic level combat rounds, the weapon ignores the opponent's protection. In addition,
W attacks with the weapon have strength increased damage potential for the next two combat rounds.

Spell Casting 12 Deftness
Arcana

Power 1

Range 0

Shape -

Actions 1
Modifications Easy to cast

The caster hurls a skull-sized flaming fireball at the target. On impact, the spell deals Power hits and sets
anything flammable to Burning magic level status.

Spell Casting 11 Strength
:

Arcana
: Power 4

Range 35

Shape -

Actions 1

Modifications Twinspell

Long Range

Powerful Spell

Powerful Spell

Powerful Spell

Easy to cast




aster creates a magical shield around their body using their preferred element. The shield f
aster with magic level*2 protection for power combat rounds and an additional effect depend
element:

Fire: Attackers must roll a D6 for each attack. On a roll of 1-3, they are afflicted with the Burning
Non-magical projectiles (arrows, slings, spears, etc.) have a 50% chance of burning rather than pierck

Spell Casting 12 Deftness
Arcana

Power 1

Range 0

Shape -

Actions 1
Modifications Easy to cast




Stress: 0/ 7

2 No quirks.

Attitude: 50

Odovacar - Who brings fire and life from afar




ight vision: Atiarel have innate night vision. For all perception
hecks in darkness, Atiarel get 2 additional dice.

Magic Knowledge +1
Persuasion +1

Druid

3% Spell points +5

3% Max arcana +3

%k Resistance +1

kK Willpower +1

8 Spell Casting +1

B Nature +2

BE Ancient Relics +1

Magic Origin: Elemental Magic

Arcane meditation

3% Spell points +5
3% Max arcana +2
< Magic Knowledge +2

Arcane Training
8t Spell points +5

ntroverted

48t Destiny dice +1
%k Conscientiousness +1
8 Communication -2

Stalwart
38 Max health +2

Reactionary

The char is not very tolerant towards "strangers", "new things"
and tends toward extremely conservative views of life and even
more reactionary world views.

: %k Charm -1

Arcane Initiation

J 4% Max arcana +1
8 Spell points +5
S Magic Knowledge +2

Pettifogging
38 Rerolls +2
%k Conscientiousness +1

Aversion

The character has an aversion to a particular subject. All rolls
that interact with the subject have a minimum roll increased by
L.

lood Magic
‘ou may spend wounds instead of arcana to cast spells.

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

48t Spell points +5
Magic Knowledge +1

rong immune system

Resistance +3
|

sword arm

yth +2
to Hand Combat +1

Bss +3

ance +1




2 natural talent

Spell points +5
Max arcana +2

Masterful Fighter
8 Actions +1




rcane recovery

Once a day, outside of a rest, you can renew your connection to
agic 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
piinagic knowledge value and fill up your arcana with half of the

/Shamanism

38t Spell points +7
Magic Origin: Shamanism

Agile
%k Quickness +1

Deep concentration
3% Max arcana +3

Acrobat
B Acrobatics +2

Arcane Mastery

3% Max arcana +4
38t Spell points +50

Looting lunatic

Der Charakter kann bei einem Untersuchenwurf durch einen
kritischen Erfolg besonders interessante Dinge entdecken.

One with the Magic
3% Spell points +15

Lucid dreaming

3% Max stress +1
k Willpower +2

Synesthesia

k Apprehension +1
B Perception +2

Runner

’ % Quickness +1
%k Endurance +1

Conscientious
%k Conscientiousness +2

Deft
%k Deftness +2

Quick
X% Quickness +2

trongman

K Strength +2
B Intimidation +1

Accomplished Sleeper

3% Rest minimum roll -1
%k Conscientiousness +1




Magically gifted
3% Max arcana +2

arhorse
and to Hand Combat +1
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