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The Hunter 

You are a Hunter of demons, devils and all 

kin varieties of the Wicked. Unlike other De-

mon Hunters, you are demonically blooded, 

a descendant of generations of entities cruel 

in the manifestations of their mental and 

moral makeup. You are also a clerical spell-

caster, and possess the ability to evoke, bind 

and command your wicked ancestors. 

Hunter Class Abilities 

Weapon/Armor Restrictions 

Hunters have no weapon or armor restric-

tions. 

 

Spell Casting 

Hunters cast arcane spells from the Cleric’s 

Spell List, as per the Hunter Spell Advance-

ment Table. Each day, Hunters are endowed 

with the ability to cast selected spells from 

the standard list. 

 

Saving Throw 

Hunters get +2 on saving throws vs. death, 

poison and disease. 

 

XP Bonus for Wisdom 

Hunters possess an XP bonus like Cleric’s. 

Demon Mardumman 

This wicked being is a muscular, black 

skinned, spike studded, thirteen foot human-

oid burning with hell fire and wielding a rune 

emblazoned, serrated Hellblade. 

 

Armor Class: 4[15] 

Hit Dice: 3+2 

Attacks: hellblade (2d6 + poison) 

Special: hell-fire, poison 

Move:   12 

Ancestor Summon 

Legend and Lore 

It is believed by many occult historians that 

the Hunters of the current day were once ma-

levolent worshippers and servants of evil dei-

ties. Some believe they angered a powerful 

righteous God that murdered them and cast 

them into the realms, redesigned their psyche 

during birth and now they foolishly hunt 

their demonic brethren. 

Skills 

Language 

You demonstrate expertise in the reading, 

writing and speaking of a language of choice. 

 

Infernal Knowledge 

You possess limited (unless otherwise deter-

mined by the referee) knowledge of the his-

tory, culture, and mythology of the wicked 

hierarchies of demons, devils, evil gods, and 

their minions. 

 

Demonic Empathy 

You can feel the emotions of your demonic 

brethren regardless of their disguise. 

 

Hellblade 

You can wield greatswords from hell. 

Hunter Mastery Abilities 

Demon Magic 

When you have attained to a measure of 

power determined by the referee, you can 

wield the magic of curses. Moderated by the 

referee, your curses are anything imaginable.  

 

Legion of Dark Angels 

By a measure of power, and constituent rules 

moderated by the referee, once per day, you 

possess the ability to summon an army of 

Dark Angels that will serve you unto death. 



Level XP HD BHB ST 

1 0 1 +0 14 

2 1,500 2+1 +0 13 

3 3,000 3 +1 12 

4 6,000 3+1 +1 11 

5 11,500 4 +2 10 

6 23,500 4+1 +2 9 

7 48,000 5 +3 8 

8 96,000 5+1 +4 7 

9 192,000 6 +5 6 

10 384,000 6+1 +6 5 

11 640,000 7 +6 5 

12 920,000 7+1 +7 5 

13 1,240,000 8 +7 5 

14 1,680,000 8+1 +8 5 

15 2,286,000 9 +8 5 

Table 1: Hunter Advancement 

Level 1 2 3 4 5 

1 - - - -   

2 1 - - - - 

3 2 1 - - - 

4 2 1 - - - 

5 2 2 1 - - 

6 2 2 1 1 - 

7 2 2 2 1 1 

8 3 3 3 2 2 

9 3 3 3 2 2 

10 4 4 3 3 3 

11 4 4 3 3 3 

12 4 4 4 3 3 

13 5 5 5 4 4 

14 5 5 5 4 4 

15 5 5 5 5 5 

Table 2: Hunter Spell Advancement 
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copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, exten-
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translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, 
logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
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the Contributor (g) "Use", "Used" or "Using" means to use, distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open 
Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.  
 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and 
in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License 
except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License. 
 
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content. 
 
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
 
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NO-
TICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name 
to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 
 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trade-
mark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement 
with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that 
Product Identity. 
 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Con-
tent. 
 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under any version of this License. 
 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 
 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permis-
sion from the Contributor to do so. 
 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due 
to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License. 
 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforce-
able. 
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