Gunman

Strength:
0

Movement:
-2

Energy:

0

Intelligence:
-2

Awareness:
-3

Silence:

-2

Constitution:
-1

Luck:

-1

Humor:

0

Charisma:
0

Brave:

-1

Deathblows per combat:
2

Deathblow Attack Adj.:
16

Hit Points:
+200

Magic Points:
0

Power:

0

Mpower:
0

Weapon Type:
Light – Medium 

Armor Type:
Medium

-Class Skills-

Marksman: This is basically the gun-man’s special knowledge of guns and the special accuracy that the character gets with being so good with them. It gives the character a +2 to hit with any projectile weapons. This Includes Bows and Cross bows. (level:3)

Quick Draw: This is the gun-mans quick speed with any pistol weapon, when first going in to battle the character fires a normal attack or called shot with his/her pistol. When this move is in use the character gains a brief +3 odds to hit. (level:17)

Cool under Fire: No matter what the condition is, in a battle situation the gun-man never gains a penalty to Awareness rolls unless in the case of the un-dead or other unnatural anomalies. Also when in a battle situation the gun-mans “Brave” goes unadjusted when a save must be made, no penalties are put upon them unless there are special circumstances seen fit by the GM. (level: 5)

Cover Fire: If a gun man remains in the back row of a battle while the comrade goes in for the fight than the gun man can supply “cover Fire”. While the characters team mate attacks the gun-man can attack along with him from a distance and have no minuses to speed. The number of attacks used however is same as the number of normal attacks the gun man has. So if the team-mate has a higher speed than the gun-man than there will be a few attacks that the team mate will take without the cover fire. Only normal attacks are allowed to be used as cover fire. (level: 11)

-Description-

Gun-mans are thought of as a dieing breed and are both a start off class and a continue class. The Gun-man can be reached by a squire of medium level. Gun-mans are highly revered wherever they go, a normal man can wield a gun but only a gun-man can be one with the gun. Gun-mans tend to care for their guns a lot and have a slight knowledge in explosives. They are incrediblly accurate with their weapons and can carry a lot of them. They can use small daggers and knives as well as some throwing weapons, and can carry an extra ammount compared to most of the other classes. Gun-Mans are also trained well in hand to hand combat and are able to dis-arm an opponent with astonishing brutality. Gun-mans are perhaps one of the most well rounded classes in the game for they are able to use most any technique depending on character history and are deadly enemies on both the front and back lines of battle. These individuals are cunning however and will often use elaborate plots to get what they need when they need it, thus any person looking in to a gun-man should probablly make sure that the said sort of game play is something they want. Otherwise they wont be very respected gun-mans. Gun-mans are allowed to equip near all armors depending on character history. Other things of the gun-man also depend highly on character history. 

