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Demon Hunter (Template) 
 
The Demon Hunter is infused with demonic blood and viscera, the better to rid the world of demons. 
 
Inherent—Tuned to Darkness 

You can sense demon blood. You can sense its source automatically if it is in your arena, otherwise you 
can sometimes detect it or get a general direction using Awareness tests. Also, you have one Demon 
Technique. (You have pale hair, and silver eyes that turn gold when you detect demon blood.) 
 
Limitation—Strain Test 

If you use your powers too strenuously, your demon blood dominates. You can mutate and/or go insane. 
• Using your demon powers without spending Awesome Points is safe. If you spend Awesome Points 

(to power them, to increase or decrease damage with them, to recharge them, etc.) then you strain. 
You can strain once per your level per encounter without risk. Each time you strain after that, roll a 
Strain Test on 1d10. Add +1 for each roll after the first. 

o 1-6. Get 1 free Awesome Point a round per demon talent you have. Fine at encounter’s end. 
o 7-9. The DM gives you a new demon talent and 2 new demon sign, permanent. 
o 10-12. Temporarily lose control, you gain a new Technique and 4 demon sign permanently. 
o 13+. Your character becomes an NPC, totally insane demon monster. 

 
Signature Items: Very heavy 2 handed sword. Starting Coins: 3d10 silver. 
 
Talents 
 
• Dark Power.** Constant. You can take 1 Demon Talent. (You can take this talent more than once.)  

You cannot become a spell caster. 
 

• Demonic Capacity.** Constant. Increase your racial maximum for an attribute by +2. (You can take 
this talent more than once, but only once per attribute.) 
 

• Regenerate Crippling.** Rested. Focus action. You can negate a crippling injury (even after the 
fact) by permanently losing 1 attribute point. 
 

• Unkillable.** Constant. You can spend 1 Awesome Point to adjust a crit roll on you by -1. You can 
spend as many Awesome Points as you need to, reducing a crit to a minimum of 0 (so you still have 
one Wound left). 

 
• Wicked Tough.** Constant. Gain +1 Wound per talent from this template (including demon talents 

acquired with the Dark Power talent.) 
 

Demon rules on p. 216+. 
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Demon Technique 
 
Demon hunters have refined a number of specialty techniques over the centuries of interaction with 
training, the human soul, and demon blood. Here are some of the most powerful methods for 
demonslaying they’ve pioneered. Each demon hunter can have one as an inherent ability. 
 
1. Accelerated Regeneration. Regain 1 Wound a round as a free action during the Defend phase. Spend 

2 Awesome Points as a free action to regain another Wound, up to all Wounds each round. 
 

2. Blurring Speed. Spend 1 Awesome Point for an extra action in the round, up to 1 extra action per 
level. These action points do not count towards leveling. 
 

3. Bloodsenser. Long range precise detection of demonic blood. Gain 1 fact or overcome one obstacle 
hiding facts per Awareness points. An obstacle would be 10 miles, a level of deliberate masking, a 
level of interfering energy, or previously unknown blood. You can identify demon hunters you’ve 
met, even at extreme ranges when in battle with demons. 
 

4. Displacement. You can vibrate at high speeds, smearing your detectable presence over a couple 
meters of space. Take your Cunning bonus and split it between a penalty to hit you and a bonus for 
you to hit at melee range. It takes a focus action to activate this power, and a free action to deactivate. 
 

5. Dormancy. As a focus action, you can withdraw and restrain all signs of demonic energy in your 
aura. You can suppress the scent and function of your demon blood. This lasts until you open up your 
demonic energy again as a free action. While dormant, no traces of demonic energy linger on you. 

 
6. Mirror Army. As a free action, you can create illusion copies of yourself in your arena, up to 1 per 

your Cunning. They can protect you, able to deflect attacks even though they are insubstantial. They 
can move as you direct. Each has a level of intelligence, able to think enough to speak or use tactics 
as you would. They can inflict no damage. You can create a single illusion who can travel up to 1 
mile per your Awareness, and you can see, hear, sense, and speak through the illusion if you 
concentrate on nothing else. This single copy can last up to 1 hour per your Cunning. 

 
7. Regenerate Another. You can speed healing in anyone with demonic blood. You can spend 

Awesome Points, or the target can. Spending 2 Awesome Points heals 1 Wound. The target can heal 1 
Wound a round in this way. You can use this power on yourself as well. 
 

8. Superkiller. Any time you score a Wound, you force a critical even if the target has Wounds left. 
 

9. Telekinesis. You can move objects with the power of your mind. Every point of Commitment is 1 
load you can lift. You can throw objects as a ranged attack, or strike with them using Awareness or 
Cunning +1d10 (like light weapons) but getting arena bonus by object type. You can take 1 Wound to 
double your moving power. 
 

10. Telepathy. You can mentally communicate. You can use words, images, smells, and memories. You 
can broadcast at speaking speed and range, or be in two-way communication with up to 1 target per 
your Awareness at speaking range. You can communicate with one target at up to 10 miles per 
Awareness if you know the target, or can see the target. You cannot pull communication from a target 
that does not wish to communicate, but you can use telepathy to sense minds in adjacent arenas. 

 


