GUNSMITH

CHARACTER THEME

firearms have moved beyond the null magic lands of Danor,

ZEITGEIST Character Themes

Recent products introduced the concept of character themes. The
Zeitgeist campaign setting presents themes that reinforce the
heroic archetypes of the world, such as dockers, gunsmiths, and
technologists. Each player should choose one Theme for his or
her character, preferably one unique to the world of Zeitgeist.

seemingly limitless possibilities have opened up for the
development of weapons that mix spellcraft and chemistry. Flint’s
city governor Roland Stanfield is already planning a technological
exposition where gunsmiths and other inventors can showcase
their creations.

ﬂaging a (Gunsmith

Not all gunsmiths devote their combat training to wielding
firearms; some just like to have the weapons for their aesthetic
appeal, or to take advantage of the common man'’s fear of their
power. More often, though, gunsmiths practice endlessly to
improve their aim, and try to learn as many trick shots as possible
to prove the superiority of their chosen killing device. Those with
magical training often master rituals to enchant their pistols. One
gunsmith, Lerema Kurtz, is said to be able to conjure a cannon
from her petticoat pocket.

Many romanticize the deadly purity of guns, or decorate their
weapons with baroque inlays and carvings. A few gunsmiths,
however, take a bleaker view, rejecting any form of poetry. They
just know guns are damned good at killing people, and that life’s as

Knowledge of fusils — the cylindrical weapons that use explosive
alchemical reactions to propel bullets at deadly speeds — has
existed for centuries, but these weapons were considered inferior
to existing magical attacks, which were more accurate and had less
risk of accidental death. Only after the Great Malice did the
Danoran military begin to refine and improve fusils. The latest
innovations in these weapons, now commonly called ‘guns,” have
led to their spread into Risur and Drakr, where industrial
production helps equip armies with firepower on par with a well-
trained sorcerer.

Firearms fascinate gunsmiths, who are not content simply to
purchase and practice with guns. They tweak and tinker with their
own refinements, and whenever two such craftsmen cross paths
they bargain and deal for each other’s secrets. Especially now that
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good as worthless when a bullet costs less than a mug of beer.

If you choose Gunsmith as your character’s theme, you can
perform the ritual enchant magic item in order to create firearms
and firearm ammunition. Additionally, you gain the following
power at 1st level.

The Man with Two
Gunsis God

You have discovered the coolest-looking fighting style in the world.
Encounter * Martial, Weapon

Standard Action Ranged weapon

Effect: You may drop, sheathe, or store what you're holding,
then draw one or two firearms.

Target: One creature. If you are wielding two firearms, you
can target one additional creature within 5 squares of the first

Gunsmith Attack

creature.
Attack: Primary ability vs. AC.
Hit: 1[w] damage, and the target cannot take opportunity
actions until the end of your next turn. If making two attacks,
one target takes damage from the primary hand weapon, the
other from the off-hand weapon.

Level 11: 2[w] damage.

Level 21: 3[w] damage.
Special: This power does not provoke opportunity attacks.
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