Mage

Strength:
+2

Movement:
+2

Energy:

-3

Intelligence:
-3

Awareness:
-1

Silence:

0

Constitution:
+1

Luck:

0

Humor:

-1

Charisma:
0

Brave:

+1

Deathblows per combat:
1

Deathblow Attack Adj.:
20

Hit Points:
-200

Magic Points:
+200

Power:

-20

Mpower:
+20

Weapon Type:
Light

Armor Type:
Light

-Class Skills-

Magic Resistance: Magic Resistance: Because mages are so experience with magic it would be 

good to reason that they have also built up some sort of resistance to magical attacks. The following Categories are added below. 





Fire Resistance: 45%





Water Resistance: 45%





Wind Resistance: 45%





Earth Resistance: 45%





Ice Resistance: 23%





Lava Resistance: 23%





Poison: 23%

The Above Categories are in percentages, everytime a hit is taken with the element a player must roll a percentile check and try to get the number or lower. If the check is made then the mage takes no damage from the attack.

Focus: Focus allows the mage to focus his energy in to the next spell he is going to cast. This is a special with a typical Uses/Effect Slot. However the “Effect” slot Can only be boosted to a maximum of 3 times and starts at “1”. For each dot in effect the focused spell that will be cast is muliplied by that much. To increase the use slot the player must put a total of 3 tech points in to it. 

-Description-

The mage is the very most basic of all the spell users. However even the most basic of spell classed characters are well experienced in the ways of magic and have a basic fundamental knowledge of how magic works. (See Magic Works In Gm Tools) Mages have access to the Black Magic moves and are minorly skilled in Blue magic. However with these mages suffer harsh handicaps such has HP, Power, Agility. Also amongst restrictions are the loss of most if not all fighting moves, ki usage goes down, other more physical tactics go down. Also are the weapon restrictions to short swords, daggers, rods, and staffs, as well as bos and hand guns. Mages dont often wear thick are so may equip minimum medium ranked armor types and take heavilly to robes and other light garments. To be able to use spells mages must have access to speaking and hand movements. Hence silence or a type of restriction hinders them. 

