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Name: First impression:
People: Spirat-Touched:

you may distribute 3 points freely.
No Talent may have more than 2 points.

Beckgrounds

Perks & Flaws

Appearance

Ability

Character traits

Equipment/Weapons Encumbrance

A pouch of birdseed 0
Waterskin with water 0
A mouse skull 0

Eye-catching / Strong Freckles

Novice of the Earth, from Sabiller
(You have a sense for the spirit world)

Mensch

Strong Immune System
Whenever you make a reaction roll to resist disease or 
poison, you may roll one additional die.

Open Vessel
You are more easily possessed and controlled by demons 
and spirits than other peoples.

Habitat of the Earth (Basic 
Ability):
You can speak with animals and plants for 
one scene. Mark off 1 point of Soul’s Grace 
and record "Exhausted" among the light 
conditions.

• Born in South-Grinne and raised 
in Cindrier

• Daughter of apothecaries
• Began training to become a Magis

Dark skin and reddish, long hair. 
A round face. Colorful ribbons on 
her arms, legs, and in her hair are 
her thing.

She loves music and is easily 
distracted. Always trying to do 
"the right thing."

Beletresta (Bel)
You are …

… a human, like most inhabitants of this 
region. You were born here yourself, but 
your parents once came all the way from 
Habit’Shidat, a land far to the east and 
beyond the sea. Your parents were traders 
and apothecaries. On their travels, they 
came here and fell in love with the 
region. Perhaps because it is so 
different from their homeland shaped 
by sand deserts, barren mountains, 
and hardy sun-plants. Your skin and 
that of your parents is very dark. Only 
the Szarithanen have darker skin.

Your parents have found their place in 
the community as herbalists and 
healers. And you yourself have taken a 
very special path. Some years ago, it was 
discovered that you are magically gifted. (Think 
about what intense event led to the recognition of your gift.) Not 
too long ago, you began your training with the village's Magis. 
But your habitat is different, and Mistress Sabiller can only guide 
you to a limited extent on your path to becoming a full Magis. 
But you are a diligent student and have only recently managed to 
complete the first level of training. And if your strength and 
concentration allow, the farmers of the community now call on 
you to ask their animals what ails them or to calm them down 
when it comes to shearing or treatment.



Conditions
Extreme

Severe

Full

Light

Incapacitated 

Weakened

-1 Dice

Effect -1

© Leander Aurel Taubner 2025 - magun-rpg.com / leander-zeichnet.de/magun

Encumbrance/Initiative

Spitiual BalanceBody
Athletics

Dexterity

Strength

Mind

Perseption

Crafting

Logic

Soul

Intuition

Presnece

Deception

Talents

2.0 BETA Character (Child) - reduced Oneshot edition - The Children of the Hunt

Name: First impression:
People: Spirat-Touched:

you may distribute 3 points freely.
No Talent may have more than 2 points.

Beckgrounds

Perks & Flaws

Appearance
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Character traits

Equipment/Weapons Encumbrance

Strong Immune System
Whenever you make a reaction roll to resist disease or 
poison, you may roll one additional die.

Open Vessel
You are more easily possessed and controlled by demons 
and spirits than other peoples.

Gut Feeling (Soul)
You recognize changes or irregularities in 
others’ behavior more easily and especially 
more precisely than others. This also allows 
you to detect liars more easily.

• Born and raised in Cindrier
• Daughter of a sheep breeder
• Likes to be at the beach and 

learns a lot about the sea from the 
fishermen

Long, somewhat tousled dark 
blonde hair. Light skin and a 
turned-up nose. Gray eyes.

She is curious and helpful. She is 
very afraid of being alone.

You are…

… a human, like most inhabitants of this 
region. Your parents are farmers and 
own some sheep. Your father is also a 
fisherman and often works in 
"Fisher’s Nest“. You don’t know 
much about the world yet. Kirfa was 
the farthest place you’ve visited so 
far.

You have two brothers and one 
sister. You are the youngest of 
them all. Your older sister and one 
of your brothers often help you 
and your mother with the sheep. 
The other brother is often with 
your father and is on the way to 
becoming a good fisherman. He once 
secretly took a boat to the island of Pio and spent the night 
there without telling your parents. He’s always up to mischief 
like that. Not you. You try to do everything right and help as 
best you can.

Your parents see each other rarely but work together very 
well. However, they rarely seem truly affectionate with each 
other. More professional.

You are a “Synis.” This means you were born with the ability 
to sense the presence of spirits and demons. For a few years 
now, you've been truly aware of it yourself, and the village’s 
Magis has confirmed it. However, she says you unfortunately 
don't have what it takes to become a Magis yourself, but if you 
or your parents wish, you could become a Prisalis—someone 
who cares for others and serves as a mistress of ceremonies 
during festivals.

Inconspicuous / Somewhat Untidy

Synis
(You have a sense for the spirit world)

Mensch

Szarissana (Szari)

Small knife 0
Pouch of chamomile 0
Leather strap (7 meters) 0
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Inconspicuous / Tall-Limbed Rascal

Erith’en (Normal relationship to the Spirat)Mensch

Strong Immune System
Whenever you make a reaction roll to resist disease or 
poison, you may roll one additional die.

Open Vessel
You are more easily possessed and controlled by demons 
and spirits than characters of other peoples.

Leader (________________)
Choose a talent and enter it here. When 
leading a group action with this talent 
involving 3 or more people, you lose a 
maximum of 1 Soul’s Grace, and the effect 
of the group action is increased by 1.

• Born and raised in Cindrier
• Son of the blacksmith
• Often sneaks up to the castle to 

watch the warriors

Slim, dark hair, and brown eyes. 
He has strong body tension and 
clearly looks like a sporty child.

He loves stories of heroes and 
adventures. Always tries to be a 
role model for younger children.

Gilefer (Gil)You are …

… a human like most inhabitants of this 
region. Your family lineage goes back to the 
end of the Flood in this region. Your 
parents are both craftsmen and work 
closely with the woodworkers. Every 
house within the wall contains something 
made by your parents, inside or out. Both 
parents are very active when it comes to 
making decisions for the community or 
participating in residents’ plans. You have 
two siblings, both younger than you.

Both parents are part of the village's fighters 
but have so far been lucky only to be involved in 
minor disputes with neighboring settlements. 
Discipline and honesty are very important to 
your parents. (Is that why you often argue 
with them? Or have you always met your 
parents’ expectations?)

You often have to look after your little siblings and take on 
responsibility at home. Even in the fields, your parents often 
assign you responsibility for other children. Whether you want 
this responsibility or not, your parents see a significant future for 
you in and for the community. Small knife 0

A small silver coin 0
Cloth bag 0
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Inconspicuous / Very Well-Groomed

Erith’en (Normal relationship to the Spirat)Finren (Dreyven)

Harsh Training
Whenever you make a reaction roll to resist physical 
strain or exertion, you roll one additional die.

Magun’s Curse
Unlike other peoples, you do not regain Soul’s Grace 
through restful sleep, but only by spending a full day 
pursuing a passion.

Outstanding Performance 
(________) When acting with the chosen 
talent, you can achieve 3 to 4 times the 
normal result.
Mark off 2 points of Soul’s Grace and 
describe a clearly stronger action than would 
be expected of a child your age.
The GM should increase the effect of your 
action by at least 1 or 2.

• Born in Levendes and raised in 
Cindrier

• Son of the leader of the warriors 
of the community

• Often spends time with the 
carpenter Prier and learns a lot

Light skin and curly hair.
Always wears clean and well-
maintained clothing.

Looks up to his mother and wants 
to take on responsibility himself.
He is afraid of appearing 
incompetent.

KarimYou are …

… a “Finren,” a people that descends from the 
House of the Dreyven. The Finren are known for 
their strongly military-influenced way of life 
and their respect for demons. Of the three 
remaining Dreyven Houses, they are the only 
ones who, shortly before the Long War, 
began to treat the Vulpa and humans with 
respect and condemned the hunting and 
imprisonment of demons. Finren are tall. They 
have two additional rib pairs compared to 
humans, and their limbs and heads appear 
elongated.

Your mother is “The Sword” of the village. She 
took on this role only a few years ago and is 
therefore the leader of all those fit for combat 
and fighting in the village. Her voice is equal 
to that of the elders and the “Voice of the 
Village.” She can be very strict, but you 
know she loves you above all else. She 
often tells you about your father, who died in a 
treacherous ambush. (You can decide what exactly your mother told you 
and how that affects you.)

Your mother is an experienced warrior. But a hard fate drove her to this 
region. She originally comes from a land far to the south. But her 
homeland fell into a military conflict that took everything from her – 
including your father, whom you never got to know. Still pregnant with 
you, she had to flee and only found peace here in Crèrer. You are the 
only Dreyven and Finren in the area, as far as you know. Allegedly, one 
can occasionally meet a Dreyven from the House of Deyen in Kirfa – the 
city to the south. Even though you are the same age as the other 
children, you are noticeably taller, and you can feel the respect the 
villagers have for your mother.

A small knife 0
A small wooden figure 0
Pouch of nuts 0
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A pouch of marbles 0
Strip of dried meat 0
Flute 0
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Eye-catchoing / Unusually Small

Erith’en (Normal relationship to the Spirat)Vulpa

Animal Nature (Senses)
You have the sense of smell and hearing of a dog. Use it to 
gather information more effectively than other characters. 
If needed, remind the GM.

Gullible
Whenever someone tries to trick, charm, or persuade you, 
you roll 1 die less for the reaction roll.

Focused (____________)
To drive yourself to act using the chosen 
talent, you only need 1 point of Soul’s Grace 
instead of 2.

• Born and raised in Cindrier
• Son of hunters
• Often meets Almera in the forest 

and learns to make music

A body that’s too small. Fiery red 
fur and golden eyes.

He is afraid of many things, but 
keeps facing his fears again and 
again — proving true courage … 
though it has also gotten him into 
trouble with the wrong people more 
than once.

VenjasYou …

… belong to the people of the Vulpa, the second-
oldest people on the planet, and yet only a 
small group remains. The Vulpa were once 
the first gift to the Dreyven. For most of 
their existence, they lived as slaves—just 
like humans. In the village of Crèrer, there 
are a handful of Vulpa families. They have 
always lived here together with humans.

Your parents are hunters and field 
workers. You have 3 siblings who all 
tease you for your big ears and small 
body. Your parents are very loving 
and sometimes a bit too lenient. You 
enjoy a lot of freedom and know the 
surroundings like the back of your 
hand. Your parents regularly 
underestimate your abilities. Because of that, you are somewhat 
more sheltered and get away with things for which your siblings 
would expect a beating. However, they also don’t trust you with 
much. Only in orientation and attentiveness do they see your 
strength and usually let you roam freely and unsupervised.
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Small pouch with berries 0
Slingshot with 3 stones 0
A bandage 0

Inconspicuous / Smiles a Lot

Synis
(You have a sense for the spirit world)

Ganlen

Magic Assistance
You can serve as an energy source for others who use 
magic. For each point of Soul’s Grace you sacrifice, the 
other magic-wielding person may roll 1 extra die for their 
action roll and for the reaction roll. Maximum of 2.

Fragile
When making reaction rolls against physical 
consequences, you roll one die less.

Serve Death (Shadow Body)
You can sneak like no one else in the village. 
Even when climbing, jumping, or running, 
you're able to move without making a sound. 
When you attempt to sneak, the GM should 
increase your potential effect by 1.

• Born in Crèrer
• Child of merchants and 

craftsmen
• Loves braiding and shows 

artistic talent

Chalk-white skin with small 
gray-blue spots that stretch from 
her temples down to her lower legs. 
Two "Tarilis" on the left side of her 
head (skin straps growing from 
the skull).

Introverted and polite. She tends to 
keep her opinions to herself and 
only speaks openly and honestly 
when she can't hold it in any 
longer.

Veldimin (Velli)You …

… belong to the people of the Ganlen, a 
young people who are direct descend-
ants of the great demons Szarithan and 
Ganel. There are only a few of you in 
this region. A larger family lives in a 
village south of the city of Kira. Here in 
the region, your family is the only one. 
Your parents decided 19 years ago to stay 
here. At that time, there were problems with 
the Feyyen of the region. No one knows 
exactly what happened, but the local 
Magis was very grateful when two 
Synis—your parents—came through the 
village as traders and were able to help 
improve contact with the Feyyen. In this short time, friendships 
formed, and your older brother and you were soon afterward the 
first native Ganlen of the community.

Your parents both work as traders and cloth makers. But because 
of their Ganlen nature, they are often called by the Magis when it 
comes to contact with the local spirit and demon world. 
Furthermore, contact between the community and the 
wandering Szarithanen tribes, which also include Ganlen, has 
improved since your family—and later also the Szarithanen 
couple—stayed in the village.
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Small wooden sword 0
Shell bracelet 0
Juice in a waterskin 0

Eye-catching / First Signs of Horns

Synis
(You have a sense for the spirit world)

Szarithanen

„Radiating strength“
Light conditions do not reduce your effects.

• Born in Crèrer
• Child of hunter and warrior
• Raised by her parents to become a 

leader

Black skin with a faint blue 
shimmer. Two large and three 
small horns are forming beneath 
the skin of her forehead. Strongly 
built with jagged ears.

A bit spoiled, and perhaps a little 
too self-confident, because her 
parents take great care of her and 
constantly speak of the great 
future that awaits her — but she 
never forgets who her friends are.

OlvasYou …

… belong to the people of the Szarithanen, a 
young people who are the direct descendants 
of the great demons Szarithan and Ganel. 
There is a wandering Szarithanen 
community in the region called 
“Field of Orched,” and your parents 
left it 16 years ago to settle in 
Crèrer. Your parents are skilled 
hunters and craftsmen, and your 
mother is one of the village 
warriors.

You were born blessed. Even as a baby, 
the small horns growing on your 
forehead were visible. That makes you 
part of a special kind of your people, and 
your parents couldn’t have been prouder. 
The demonic being inside you is 
particularly strong, and in a few years, you 
will possess abilities that only a few in your 
people have.

Your parents say that, because of this, you should eventually 
leave the village. Horned Szarithanen have the potential to lead a 
Szarithanen community and enjoy great respect regardless of 
their role in the community. Your parents do their best to 
support you. They enjoy living in Crèrer, and the decision to 
move on with the other Szarithanen is difficult for them—and for 
you.

Aura of Magic Resistance
If magic is used against you or a person within arm’s 
reach, you or the affected person may roll one additional 
die for the reaction roll.

Quick-Tempered
When facing consequences from social interactions, you 
have 1 die less at your disposal and you become angry 
quickly.
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