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Gun mage 

“You cannot prevail against magic of this caliber!” 

Class Traits 

 
 
A Gunmage is an arcane caster that channels their 
energy through the barrel of a gun, whether through 
charged crystals, mystic powders, rune-etched 
projectiles or even just raw magic funneled.  Gun-mages even harness elemental energy to put opponents 
between a rock and a hard place, to add a splash of variety, to blow through their enemies, and to literally 
dispense some impressive firepower. 

Gunmages come from all manner of places; from the dwarves of Undermountain enhancing their proud 
tradition of elite shock troopers with the arcane might of rune etched bullets to ward off incursion from 
below, to the legendary Eladrin marksmen of the Astral seas who married impeccable long-arm design with 
the elegance of their magic making them peerless on the open seas, or even Halfling highwaymen using 
magical munitions to even the odds against taller tyrants. All you need to be a Gunmage is a firearm and the 
will to unlock the secret of arcane arms. 

Your gun, an extension of your will, is ready, open roads await, adventure beckons! Will you fire up 
revolutions? Will you shoot down invading hordes? Sally forth and trigger destiny! 

 
CLASS TRAITS 

Role: Striker. You use firearms to deliver arcane 
energy with extra punch aimed to kill. You are 
capable of maneuvering or manipulating the battle 
field to get a clean shot. 

Power Source: Arcane. A gun-mage channels arcane 
energy through the barrel of a gun enhancing the 
offense capability of their magic. 

Key Abilities: Dexterity, Charisma, Intelligence, 
Constitution 

 
Armor Proficiencies: Cloth, Leather 
Weapon Proficiencies: Simple melee, simple ranged 
Implements: Magelock firearms, wands 
Bonus to Defense: +2 Will 
 
Hit Points at 1st Level: 12 + Constitution score 
Hit Points per Level Gained: 5 
Healing Surges per Day: 6 + Constitution modifier 
 
Trained Skills: Arcana. From the class skills list below, 

choose three more trained skills at 1st level. 
Class Skills: Arcana (Int), Athletics (Str), Acrobatics 

(Dex), Bluff (Cha), Dungeoneering (Wis), History 
(Int), Perception (Wis), Stealth (Dex) 

 
Class Features: Magelock Implement, Magelock 

Training, Arcane Sights 
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Gun Mage Class Features 

Gun mages have the following class features. 

Magelock Implement 

Through arcane rituals taking one hour, you create a bond to a black powder weapon. The bound weapon 
becomes your magelock implement. The magelock implement reloads as a free action and does not expend 
ammo as the Gunmage is powering it with arcane energy.  

You can create a bond with a new black powder weapon using the same ritual process (for instance, if 
you acquire a new weapon that has magical abilities). If you create a bond with a different black powder 
weapon, the old bond dissipates. If your bonded weapon is broken or damaged, you can spend 1 hour of 
meditation to recreate the weapon from a fragment. (This process automatically destroys any other 
fragments of the weapon in existence, so you can’t use it to create multiple copies of a broken weapon.)  

Magelock Training 

Gunmages undergo specialized training with their implement of choice. Choose one of the following forms of 
Magelock training. When wielding the Magelock weapon associated with your training, you gain the 
additional ability listed for that training. 
 
Dragoon 
Dragoons utilize Constitution as their Secondary Ability Score.  
You can bond and use Magelock Shotguns as your Magelock 
Implement. You gain the Over powder power 
 
 
Duelist  
Duelists utilize Charisma as their Secondary Ability Score.  
You can bond and use Magelock Dual Pistols as your Magelock 
Implement. You gain the Guns Akimbo power 
 
 
Sniper  
Snipers utilize Intelligence as their Secondary Ability Score.  
You can bond and use Magelock Rifles as your Magelock Implement. 
You gain the Reliable Aim power 
 
 

Arcane Sights 

You use your magic to hone your sights down on your target, zeroing in for the kill.  
You gain the Arcane Sights power. 
 
 

  

Magelock Shotgun 
Two handed Implement 
Implement Group: Gun 
Damage: 2d6 
Range: 5 / 10 

Magelock Dual Pistols 
Two handed Implement 
Implement Group: Gun 
Damage: 1d12 
Range: 10 / 20 

Magelock Rifle 
Two handed Implement 
Implement Group: Gun 
Damage: 1d10 
Range: 20 / 40 
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Gun Mage Powers 

Your powers are called spells and you create them 

by mixing magic, technology and weapon skill. 

New Keywords: 
Magelock: Powers with this keyword must use a 
Magelock implement. Use the implements range 
and damage where applicable. 
Sights: Indicates that the power interacts with and 
may require the Arcane Sights power. 

Class Features 

All Gunmages gain the Arcane Sights Power. 
 

Arcane Sights Gunmage Feature  
@@ 

Encounter Arcane, Magelock, Sights 
Minor Action Close burst 20 
Target: One enemy you can see in the burst 
Effect: The target becomes your Arcane Sights 
Target until the end of the encounter or until 
the enemy is removed from play (its hit points 
drop to 0, it flees, etc). 
When wielding their magelock weapon, the 
gunmage gains a power bonus to hit against his 
arcane sights target equal to his Int, Con, or 
Cha modifier. If the arcane sights target is 
within your short range and not adjacent to 
another creature (except the gunmage 
themselves), your attacks have a critical hit 
range of 19-20.  
This does not stack with other abilities that 
increase your critical range. This expands to 
18-20 at lvl 11 and 17-20 at lvl 21. 

Special: You regain use of this power when the 
target is removed from play. 

 
 

 
The Magelock Training option that you choose 
determines which magelock feature you learn. 

 

Guns Akimbo Gunmage Feature  
@@ 

Encounter Arcane, Magelock 
Free Action Personal 
Trigger: You hit an enemy with a Magelock 
attack using the dual pistols 
Target: The enemy you hit 
Effect: The target takes 1[W] extra damage 
from the triggering attack. 
 

 

Over Powder Gunmage Feature  
@@ 

Encounter Arcane, Magelock 
Free Action Personal 
Trigger: You make a Magelock attack using the 
shotgun that is a blast or burst effect 
Effect: Increase the size of the burst or the 
blast by 1. 
 

 

Reliable Aim Gunmage Feature  
@@ 

Encounter Arcane, Magelock 
Free Action Personal 
Trigger: You miss all enemies targeted by a 
Magelock attack using the rifle 
Effect: The attack power is not expended. 
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Level 1 At-Will Spells 

 

Close Quarter Shot Gunmage Attack 1  
You charge headlong into the fray, clubbing in 

for a shot point blank 
At-Will Arcane, Magelock, Thunder 
Standard Action Melee touch 
Target: One creature 
Attack: Dexterity vs. Fort  
Hit: Dex + Con damage 
Effect: Make a secondary attack that is a close 
blast 1 implement attack. 

Secondary Target: Each creature in blast 
Secondary Attack: Dex vs. Ref 
Hit: 1[W] thunder damage 

Level 21: 2[W] thunder damage 
Special: You may make this attack as part of a 
charge action in place of a melee basic attack. 
 

 

Elemental shot Gunmage Attack 1  
Ravaging elements engulf your enemy warning 

others not to get too close. 
At-Will Arcane, Magelock, Varies 
Standard Action Ranged implement 
Target: One creature 
Special: Choose cold, fire, lightning, or thunder 
whenever you use this power, Your choice 
determines the power's damage type. 
Attack: Dexterity vs. Ref  
Hit: 1[W] + Dexterity modifier damage of the 
chosen type. Until the end of your next turn, 
any enemy that starts its turn adjacent to the 
target takes damage of the chosen type equal to 
your Cha, modifier. 

Level 21: 2[W] + Dexterity modifier damage of 
the chosen type. 

 
 

 
 

Electrostatic shot Gunmage Attack 1  
The air hums as voltage generates on target. 

At-Will Arcane, Magelock, Lightning 
Standard Action Ranged implement 
Target: One creature 
Attack: Dexterity vs. Ref  
Hit: 1[W] + Dexterity modifier lightning damage. 
If the target doesn’t move at least 2 squares on 
its next turn, it takes lightning damage equal to 
your Intelligence modifier. 

Level 21: 2[W] + Dex mod lightning damage 
 
 

Frostbite shot Gunmage Attack 1  
You fire with cold, clean precision, sapping 

the energy from their bones. 
At-Will Arcane, Magelock, Cold 
Standard Action Ranged implement 
Target: One creature 
Attack: Dexterity vs. Fort  
Hit: 1[W] + Dexterity modifier cold damage and 
the target is slowed until the end of your next 
turn. 

Level 21: 2[W] + Dex mod cold damage 
 
 

Quicksilver shot Gunmage Attack 1  
You flow like quicksilver, shooting, stepping, 

strafing all in a continuous fluid motion. 
At-Will Arcane, Magelock, Force 
Standard Action Ranged implement 
Target: One creature 
Special: Shift 1 square before or after the 
attack. 
Attack: Dexterity vs. Ref  
Hit: 1[W] + Dexterity modifier force damage 

Level 21: 2[W] + Dex mod force damage 
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Level 1 Encounter Spells 

 

Arcane Barrage Gunmage Attack 1  
You fire off a burst of shots clipping foes. 

Encounter Arcane, Magelock, Force 
Standard Action Ranged implement 
Target: One or two creatures within 5 squares 
of each other 

Dual Pistols: 1,2, or 3 creatures within 5 
squares of each other 

Attack: Dexterity vs. Ref  
Hit: 1[W] + Dex modifier Force damage. 
 

 

Dragon’s Breath Shot Gunmage Attack 1  
Your gun belches fire like an angry red 

dragon. 
Encounter Arcane, Magelock, Fire 
Standard Action Close Blast 2 
Target: Each creature in blast 
Attack: Dexterity vs. Fort  
Hit: 1[W] + Dex modifier Fire damage. 

Shotgun: Target takes additional fire 
damage at the start of its next turn equal 
to your Con modifier. 

 
 

Lightning Gun Gunmage Attack 1  
A line of electricity sears across the 

battlefield from your gun. 
Encounter Arcane, Magelock, Lightning 
Standard Action Ranged implement 
Target: One creature 
Attack: Dexterity vs. Ref  
Hit: 2[W] + Dex modifier Lightning damage. 

Rifle: Creatures directly in line between 
you and the target take Int modifier 
lightning damage. 

 
 

 
 
 

Melf’s Acid Shot Gunmage Attack 1  
You fire a corrosive shot to consume your 

foes. 
Encounter Arcane, Magelock, Acid 
Standard Action Ranged implement 
Target: One Creature 
Attack: Dexterity vs. Fort  
Hit: 1[W] + Dex modifier Acid damage and the 
target takes 5 ongoing Acid damage (save ends). 
 

 

Sonic Shell Gunmage Attack 1  
Your shot hits with the concussive report of a 

cannon. 
Encounter Arcane, Magelock, Thunder 
Standard Action Ranged implement 
Target: One Creature 
Attack: Dexterity vs. Ref  
Hit: 2[W] + Dex modifier Thunder damage and 
adjacent creatures are pushed 1 square away 
from target. 
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Level 1 Daily Spells 

 

Corrosive Bullets Gunmage Attack 1  
You infuse your bullets with corrosive 

energies. 
Daily Arcane, Magelock, Acid, Stance 
Minor Action  
Special: Until the end of the encounter, attacks 
made with your magelock weapon deal 
additional Cha modifier acid damage. On a 
critical hit, your attacks inflict half Cha mod 
penalty to AC (save ends). 

 
 

Diving shot Gunmage Attack 1  
You tumble and dive shooting enemies such 

alacrity they seems to stand still. 
Daily Arcane, Magelock, Force 
Standard Action Ranged implement 
Special: You can shift up to Dex mod squares 
and make the following attacks before, during 
or after the shift 
Target: One, two, or three creatures 
Attack: Dexterity vs. Ref  
Hit: 1[W] + Dexterity modifier force damage 

 
 

Fair Exchange Gunmage Attack 1  
With a mind of its own, your gun barks like an 

angry dog at those that would harm you. 
Daily Arcane, Magelock 
Immediate Reaction Ranged implement 
Trigger: You are attacked 
Target: The creature that attacked you 
Attack: Dexterity vs. Will  
Hit: 2[W] + Dex modifier damage and the target 
is surprised until the end of your next turn. This 
attack does not provoke opportunity attacks. 

 
 

 
 

 

Frost bullets Gunmage Attack 1  
You infuse your bullets with chilling cold. 

Daily Arcane, Magelock, Cold, Stance 
Minor Action  
Special: Until the end of the encounter, attacks 
made with your magelock weapon deal 
additional Int modifier cold damage. On a 
critical hit, your attacks afflict slowed (save 
ends). 

 
 
 

Sonic Bayonet Gunmage Attack 1  
A humming blade of energy juts from the 

barrel of your gun pulsing in the air. 
Daily Arcane, Magelock, Thunder, Stance 
Minor Action  
Special: Until the end of the encounter, as an 
opportunity action you can deal Con modifier 
Thunder damage to enemies that move adjacent 
to you. At the end of your turn you may push 
one adjacent enemy 1 square away from you. 
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Level 2 Utility Spells 

 

Cover fire Gunmage Utility 2  
Your shots hit at just the right time and 

create the opening they were looking for! 
Encounter Arcane 
Move Action Ranged implement 
Target: a creature you hit with a gunmage 
power this round 
Effect: the target grants combat advantage to 
one of your allies adjacent to it. That ally can 
shift 3 squares as a free action. 
 

 

Dragoon Courage Gunmage Utility 2  
Your ferocious battle cry girds your loins 

against even the slings and arrows of 
outrageous fortune. 

Daily Arcane 
Free Action Personal 
Trigger: You charge your arcane sights target 
Effect: You gain temporary hit points equal to 
the number of squares moved as part of the 
triggering charge + your Constitution modifier. 
 

 

Duelist’s Swagger Gunmage Utility 2  
“Good, bad, I’m the guy with the gun.” 

Encounter Arcane 
No Action Personal 
Trigger: You make a Bluff, Intimidate, or 
Streetwise check and dislike the result 
Effect: Reroll the triggering roll. Use the second 
roll, even if it’s lower. 
 

 

Fresh Target Gunmage Utility 2 
You take a moment to refocus and reacquire. 

Encounter Arcane, Sights 
Minor Action Close burst 10 
Target: One creature you can see in burst 
Effect: The target becomes the target of your 
arcane sights, replacing the current target. 
 

 

 
 
 

Smoke Bomb Gunmage Utility 2  
You pitch an arcane infused sphere that 

bellows smoke like a frumious 
bandersnatch. 

At-Will Arcane, Bomb 
Minor Action Ranged 5 
Special: You can use this power 3 times per 
encounter  
Effect: A thick cloud of smoke fills one square in 
range, lightly obscuring the square until the end 
of your next turn. 
 

 

Sonic Sights Gunmage Utility 2  
You shift your arcane wavelength to an 

ultrasonic pitch. 
Daily Arcane, Sights, Thunder,  
Minor Action  
Target: Arcane sights target 
Effect: You ignore concealment and invisibility 
on your arcane sights target (save ends) 

 Aftereffect: Target cannot benefit from 
concealment or invisibility until the end of 
its next turn. 
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Level 3 Encounter Spells 

 

Silenced Shot Gunmage Attack 3  
A deadly silence falls and no one can hear 

them scream as the bullet strikes home. 
Encounter Arcane, Magelock 
Standard Action Ranged implement 
Target: One creature 
Attack: Dexterity vs. Ref  
Hit: 2[W] + Dex modifier damage. 
Effect: You and the target are silenced until the 
end of your next turn. 

While silenced, no sound occurs from that 
creature’s actions, so they cannot break 
stealth by making noise (as no noise 
occurs), they cannot communicate verbally 
(as no sound comes from their mouth) and 
so on.  

Your Magelock powers do not break stealth 
while you are magically silenced. 

 
 

Homing Volley Gunmage Attack 3  
You blanket the area with a salvo of magical 

missiles. 
Encounter Arcane, Magelock, Force 
Standard Action Area burst 1 within 10 
Target: Each creature in burst 
Effect: Dexterity modifier force damage 

Dual Pistols: The damage is instead 
Dexterity modifier + Charisma modifier 
force damage. 
 

 

Ice Beam Gunmage Attack 3  
A beam of energy rimed with frost and ice rips 

through the air freezing your foes in place. 
Encounter Arcane, Magelock, Cold 
Standard Action Ranged implement 
Target: One creature 
Attack: Dexterity vs. Ref  
Hit: 2[W] + Dex modifier cold damage and the 
target is immobilized until the end of your next 
turn. 

Rifle: Creatures directly in line between 
you and the target take Int modifier cold 
damage and are slowed until the end of 
your next turn. 

 
 

 
 
 

Roaring Furnace shot Gunmage Attack 3  
Your muzzle flares like a roaring furnace 

staggering your foes as the very air is 
seared. 

Encounter Arcane, Magelock, Fire, Sights 
Standard Action Close Blast 3 
Target: Each creature in blast 
Attack: Dexterity vs. Ref  
Hit: The target chooses to take 1[W] + Dex mod 
damage OR is pushed 2 + Con mod squares 
Special: Your arcane sights target takes 1[W] + 
Dex mod damage AND is pushed 2 + Con mod 
squares when it is hit with this attack. 
Miss: The target is pushed 2 squares 
Shotgun: All targets that were pushed (hit or 
miss) take Con mod damage. 
 

 

Muzzle-tapping Shot Gunmage Attack 3  
A point blank application of force. 

Encounter Arcane, Magelock, Thunder 
Standard Action Melee touch 
Target: One creature 
Attack: Dexterity vs. Fort  
Hit: 2[W] + Dex modifier Thunder damage and 
the target is dazed until the end of your next 
turn. 
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Level 5 Daily Spells 

 

 

Arcing-voltage shot Gunmage Attack 5  
You lodge an arcane foci with ballistic force 

into your target who crackles and seethes 
with lightning waiting to strike. 

Daily Arcane, Magelock, Lightning 
Standard Ranged implement 
Target: One creature 
Attack: Dexterity vs. Ref 
Hit: 1[W] + Dex mod Lightning damage 
Effect: Make a secondary attack against an 
enemy within 2 squares of the primary target, or 
the primary target if no enemies are within 
range. 
Secondary Attack: Dexterity vs. Fort 
Hit: 1[W] +Int mod Lightning Damage 
Sustain Minor: The effect persists for another 
round; repeat the secondary attack. 
 

 

Blast assisted flight Gunmage Attack 5  
You point your muzzle earthward and go 

rocketing skyward with an explosive 
report. 

Daily Arcane, Magelock, Fire, Thunder 
Standard Close burst 1 
Target: Each creature in burst 
Attack: Dexterity vs. Fort 
Hit: 1[W] + Dex mod Fire and Thunder damage 
and the target is pushed 1 square. 
Effect: You fly a number of squares equal to 
your speed and you can add +1 square for each 
creature hit by this attack. This movement does 
not provoke opportunity attacks. You must land 
at the end of this movement or you will 
immediately fall. 

 

 
 
 

Elemental burst shot Gunmage Attack 5  
Torrents of elemental energy burst from your 

barrel in rapid succession. 
Daily Arcane, Magelock, Varies 
Standard Action Ranged implement 
Target: One creature 
Special: Choose acid, cold, fire, lightning, or 
thunder whenever you use this power, Your 
choice determines the power's damage type. 
Attack: Dexterity vs. Ref, three attacks 
Hit: 1[W] + Dexterity modifier damage of the 
chosen type. 

 
 

Narcolepsy Bomb Gunmage Attack 5  
You pitch an arcane infused sphere that spews 

a cursed cloud guaranteed to turn out the 
lights. 

Daily Arcane, Bomb, Charm 
Standard action Area burst 1 within 5 squares 
Special: You can use this power 2 times per day, 
but only once per encounter. 
Target: Each creature in burst 
Attack: Dexterity vs. Will 
Hit: The target is unconscious (save ends).  
Miss: The target is slowed (save ends). 

 
 

Wind-fall Anchor Shot Gunmage Attack 5  
Your shot latches into your foe locking them 

down harder than a possessive spouse. 
Daily Arcane, Magelock 
Standard Ranged implement 
Target: One creature 
Attack: Dexterity vs. Fort 
Hit: 2[W] + Dex mod damage, the target is 
immobilized (save ends), and loses 1 special 
movement mode until the end of the encounter. 
Miss: Half damage and the target loses 1 special 
movement mode (save ends). 

 
 
 
 
 

  

Arcane Missile Gunmage Attack 5  
Energy gathers as you lock on; a massive bolt 

of energy goes hurtling down your sights. 
Daily Arcane, Magelock, Force, Sights  
Standard Ranged implement 
Target: Arcane sights target, must not be 
adjacent to any creature 
Attack: Dexterity vs. Ref 
Hit: 4[W] + Dex mod Force damage 
Miss: Half damage 
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Level 6 Utility Spells 

 

Verey Bomb Gunmage Utility 6  
You pitch an arcane infused sphere that bursts 

so bright it’d make a Priest of Pelor 
jealous. 

At-will Arcane, Bomb 
Minor Action Area burst 1 within 5 squares 
Special: You can use this power 3 times per day  
Effect: The area is lit as if by bright sunlight 
until the end of your next turn. You and your 
allies gain +1 to hit on attacks made against 
creatures in the burst until the end of your next 
turn. 
 

 

Flickering Step Gunmage Utility 6  
Your feet flicker and you move faster than a 

speeding bullet. 
Encounter Arcane 
Move Action Personal 
Effect: You teleport up to half your speed. 
 

 

Scan: Strengths Gunmage Utility 6  
Sometimes knowing where to avoid is as 

important as knowing where to shoot. 
Encounter Arcane, Sights 
Minor Action  
Target: Arcane sights target 
Effect: You learn what resistances and 
immunities the target has, if any.  
 

 

 
 

Sniper Flanking Gunmage Utility 6  
You read their movements like an open book 

as they fight unaware of the opening given 
to you. 

Daily Arcane, Stance 
Minor Action Personal 
Effect: You have combat advantage against any 
enemy adjacent to an ally until the end of the 
encounter or until this stance is ended. 
 

 

Tandem Targeting Gunmage Utility 6  
You and an ally operate on the same 

wavelength even if just for a moment. 
Daily Arcane, Sights 
Free Action  
Trigger: An ally attacks your Arcane sights 
target 
Effect: Your ally benefits from your Arcane 
Sights class feature for the attack as if you had 
made the attack. 

Your ally gains a power bonus to hit against 
the target equal to your Int, Con, or Cha 
modifier. 

If the arcane sights target is within their short 
range and not adjacent to another creature 
(except you or your ally), their attacks have 
a critical hit range of 19-20.  

This expands to 18-20 at lvl 11 and 17-20 at lvl 
21. This does not stack with other abilities 
that increase their critical range.  
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Level 7 Encounter Spells 

 

Ride the Lightning Gunmage Attack 7  
Flash before their eyes, lightning ball 

surprise. 
Encounter Arcane, Magelock, Lightning 
Standard Action Area wall 5 within 10 squares 
Target: Each creature in wall 
Attack: Dexterity vs. Ref  
Hit: 1[W] + Dex modifier Lightning damage. 
Miss: Half damage. 
 

 
 

Heat seeking shard Gunmage Attack 7  
You launch a razor sharp shard of ice which 

homes in on their warm pulsing blood. 
Encounter Arcane, Magelock, Cold, Sights 
Standard Action Ranged implement 
Target: One creature 
Attack: Dexterity vs. Fort, roll twice and choose 

either result 
Hit: 2[W] + Dex modifier cold damage  

Rifle: If the target is your arcane sights 
target, it is weakened until the end of its 
next turn. 

 
 

 
 

Liquid-hot Magma Blasts Gunmage Attack 7  
Searing shots of liquid-hot magma blast from 

your gun making a splash on the 
battlefield. 

Encounter Arcane, Magelock, Fire 
Standard Action Ranged implement 
Target: One or two creatures within 5 squares 
of each other 
Attack: Dexterity vs. Ref 
Hit: 1[W] + Dex mod Fire damage and all 
adjacent creatures take Con mod fire damage 

Shotgun: The target gains vulnerable 5 fire 
until the end of your next turn. 

 
 

Breaching Shot Gunmage Attack 7  
A sudden shot of acid to weaken their 

defenses. 
Encounter Arcane, Magelock, Thunder 
Minor Action Ranged implement 
Target: One creature 
Attack: Dexterity vs. Fort  
Hit: 1[W] acid damage 

Dual Pistols: The target takes a -2 penalty 
to all defenses until end of this turn. 
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Level 9 Daily Spells 

 
 

Force Bullets Gunmage Attack 9  
You infuse your bullets with concussive force. 

Daily Arcane, Magelock, Force, Stance 
Minor Action  
Special: Until the end of the encounter, attacks 
made with your magelock weapon push targets 
half cha mod squares on a hit.  

On a critical hit, the target is dazed until the 
end of its next turn. 

 
 

Incendiary Ammo Gunmage Attack 9  
A humming blade of energy juts from the 

barrel of your gun pulsing in the air. 
Daily Arcane, Magelock, Fire, Stance 
Minor Action  
Special: Until the end of the encounter, attacks 
made with your magelock weapon deal 
additional Con modifier fire damage.  

On a critical hit, the target takes 5 ongoing 
fire damage (save ends). 

 
 

Lightning bullets Gunmage Attack 9  
You infuse your bullets with dancing 

electricity. 
Daily Arcane, Magelock, Lightning, Stance 
Minor Action  
Special: Until the end of the encounter, attacks 
made with your magelock weapon deal 
additional Int modifier lightning damage.  

On a critical hit, the target takes a half Int 
mod penalty on attacks until the end of its 
next turn. 

 
 
 

 
 
 

Stand and Deliver Gunmage Attack 9  
Da diddley qa qa, da diddley qa qa. 
Stand and deliver your money or your life! 

Daily Arcane, Magelock, Stance, Acid 
Minor Action Personal 
Effect: Until the stance ends, you grant combat 
advantage and you can make the following 
attack as an immediate interrupt against any 
enemy within 5 squares of you that moves closer 
to you. 

Immediate Reaction Ranged implement 
Trigger: An enemy within 5 squares moves 
closer to you. 
Target: The triggering creature 
Attack: Dexterity vs. Ref 
Hit: 1[W] + Dex modifier Acid damage and the 
target grants combat advantage until the end 
of its next turn. 
 
 

Flash Bomb Gunmage Attack 9  
You pitch an arcane infused sphere that bursts 

violently with a blinding brilliance. 
Daily Arcane, Bomb 
Minor Action Area burst 1 within 5 squares 
Special: You can use this power 2 times per day, 
but only once per encounter. 
Target: Each creature in burst 
Attack: Dexterity vs. Reflex 
Hit: The target is Blinded (save ends).  

On a critical hit, the target is Dazed and 
Blinded (save ends both). 
Aftereffect: The target takes a -2 penalty 
on attacks until the end of its next turn. 

Miss: The target takes a -2 penalty on attacks 
until the end of its next turn. 
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Level 10 Utility Spells 

 
 

Web Bomb Gunmage Utility 10  
You pitch an arcane infused sphere that sprays 

out a net of sticky webbing. 
At-will Arcane, Bomb 
Minor Action Area burst 1 within 5 squares 
Special: You can use this power 3 times per day  
Requirement: The origin square must be an 
unoccupied square. 
Effect: Arcane webs fill the area until the end 
of your next turn. Creatures that move into or 
inside the zone must make a saving throw; on a 
failed save the creature is Immobilized until the 
end of its next turn, on a successful save the 
creature is Slowed until the end of its next turn. 
 

 

Duelist’s Cloak Gunmage Utility 10  
You twirl your cloak in a mystic pattern 

buffeting incoming attacks. 
Encounter Arcane 
Immediate Interrupt Personal 
Trigger: An enemy deals damage to you. 
Effect: You are insubstantial until the end of 
your next turn. 
 

 

Scan: Weaknesses Gunmage Utility 10  
It is always good to know where it hurts the 

most, especially when you are lining up a 
shot.  

Encounter Arcane, Sights 
Minor Action  
Target: Arcane sights target 
Effect: You learn what vulnerabilities and 
weaknesses the target has, if any.  
 

 

 
 
 

Sniper Camouflage Gunmage Utility 10  
You read their movements like an open book 

as they fight unaware of the opening given 
to you. 

Daily Arcane, Stance 
Minor Action Personal 
Effect: You are invisible until you make an 
attack, but that attack doesn’t break stealth or 
give away your position. 
 

 

Targeting beacon Gunmage Utility 10  
You paint the target with arcane energy that 

allows you to pinpoint their position. 
Daily Arcane, Bomb, Sights 
Minor Action Ranged 5 
Special: You can use this power 2 times per day, 
but only once per encounter. 
Target: One creature. 
Effect: The target is treated as if it were your 
arcane sights target (save ends). 
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Gun Mage Paragon Paths 

Arcane Bombardier 

“@@ quote” 
 
Prerequisite: Gunmage 
 
@@ fluff text 
 

Arcane Bombardier Features 

Magelock Launcher (11th level): Your bomb 
powers gain the Magelock keyword and you can 
use your magelock implements range in place of 
the normal range of the bomb power. 

Bombardier’s Action (11th level): When you 
spend an action point, enemies take a -2 penalty 
to saving throws related to your bomb powers 
until the end of your next turn. 

Bomber’s Bandolier (16th level): Add 2 extra 
uses to all powers with the bomb keyword. 
 

 

Brush Fire Bomb Bombardier Attack 11  
You pitch an arcane infused sphere @@ 

Encounter Arcane, Bomb, Fire, Magelock 
Minor Action Range 5 
Special: You can use this power 3 times per day  
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 2d6 fire damage and adjacent creatures 
take 1d6 fire damage. 
 

 

Gravity Bomb Bombardier Utility 12  
@@ 

At-will Arcane, Bomb, Magelock 
Minor Action Range 5 
Special: You can use this power 3 times per 
Encounter  
Target: One creature 
Effect: You slide the creature 1 square. 
 

 

Toxic Mushroom Bomb Bombardier Attack 20  
@@ 

Daily Arcane, Bomb, Magelock, 
Poison, Radiant 

Standard Action Area burst 2 within 5 squares 
Special: You can use this power 2 times per day, 
but only once per encounter. 
Target: Each creature in burst 
Attack: Dexterity vs. Fort 
Hit: 5d6 radiant and poison damage and the 
target takes ongoing 10 poison damage (save 
ends) 
Miss: Half damage and ongoing 5 poison damage 
(save ends) 
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Blue Magician 

“Anything you can do I can do better!” 
 
Prerequisite: Gunmage 
 
@@fluff text 
 

Blue Magician Features 

Enemy Lore (11th level): You gain a +5 bonus 
to Monster Knowledge checks 

White Wind (11th level): When you spend an 
Action Point to gain an additional action, you and 
allies within 3 squares regain hit points equal to 
the number of healing surges you have remaining. 

Blue Bullets (16th level): You gain a 
cumulative +1 damage on Gunmage and Blue 
Magician attacks (up to your Secondary Ability 
modifier) each time you are hit during an 
encounter. Monster Knowledge checks that 
exceed the hard DC give you a bonus as if you had 
been hit. 
 

 

Enemy Skill Blue Magician Attack 11  
An eye for an eye, a tooth for a tooth. What is 

done to me will be repaid in full. 
Encounter Arcane, Implement 
Immediate Reaction Personal 
Trigger: An enemy hits you with an attack. 
Effect: You learn the triggering enemy attack 
and may use the attack on a subsequent turn as 
an encounter power using your dexterity to 
attack. If the attack is not used before the end 
of the encounter, it is lost. 

 
 

Mighty Guard Blue Magician Utility 12  
@@ 

Encounter Arcane, Implement 
Minor Action Close burst 10 
Target: One ally in the burst 
Effect: The next attack to hit your ally must be 
rerolled, and the second result must be taken. 
 

 
 

Monstrous Breath Blue Magician Attack 20  
@@ 

Daily Arcane, Implement 
Standard Action Close blast 2 
Target: Each creature in blast 
Attack: Dexterity vs. Fortitude 
Hit: The target is Stunned and takes ongoing 10 
poison damage (save ends both) 

Aftereffect: The target is dazed and takes 
ongoing 5 poison damage (save ends both) 

Miss: The target takes ongoing 10 poison 
damage (save ends) 
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Gunslinger 

“@@ quote” 
 
Prerequisite: Gunmage, Duelist training style 
 
@@ fluff text 
 

Gunslinger Features 

Smooth Action (11th level): Choose one of 
your Gunmage At-will powers to count as a ranged 
basic attack. 

You can draw your magelock weapon as part of 
this ranged basic attack. 

Fast draw action (11th level): When you spend 
an Action Point to take an extra action, you can 
make a ranged basic attack as a free action 
before or after the extra action. 

Shoot them where they stand (16th level): 
You can add your arcane sights bonus to damage 
against your arcane sights target in the first round 
of combat. 
 

 

Double tap Gunslinger Attack 11  
@@ 

Encounter Arcane, Force, Magelock 
Standard Action Ranged implement 
Target: One creatures 
Attack: Dexterity vs. Ref, two attacks 
Hit: 1[W] + Dex modifier Force damage. 
Effect: If both attack hit, the target takes 
ongoing 10 damage (save ends). 
 

 

Hair Trigger Reflexes Gunslinger Utility 12  
@@ 

Daily Arcane, Magelock 
No Action Personal 
Trigger: You dislike your initiative roll 
Effect: You may roll again and choose either 
result. 
 

 

Line em up… Gunslinger Attack 20  
@@ 

Daily Arcane, Force, Magelock 
Standard Action Ranged implement 
Primary Target: One creature 
Primary Attack: Dexterity vs. Ref 
Hit: 2[W] + Dex modifier damage and the target 
is knocked prone 
Miss: The target is knocked prone 
Effect: Make a Secondary attack 

Secondary Target: One creature other than 
the primary target 
Secondary Attack: Dexterity vs. Ref 
Hit: 2[W] + Dex modifier damage and the 
target is knocked prone 
Miss: The target is knocked prone 

Effect: Make a Secondary attack 
Tertiary Target: One creature other than the 
primary or secondary target 
Tertiary Attack: Dexterity vs. Ref 
Hit: 2[W] + Dex modifier damage and the 
target is knocked prone 
Miss: The target is knocked prone 
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Master Gunmage 

“@@ quote” 
 
Prerequisite: Gunmage 
 
@@ fluff text 
 

Gunslinger Features 

Multi-targeting (11th level): You gain a second 
use of your Arcane Sights power. 

Master’s Eye (11th level): When you spend an 
Action Point to make an attack with the magelock 
keyword, treat all targets of the attack as an 
Arcane Sights Target for that attack. 

Master the tools (12th level): You gain a 
second use of your Magelock training style 
encounter ability. 

Master of Arms (16th level): You gain magelock 
training in a second type of magelock implement 
and may bond a second magelock implement. You 
can still only use one magelock implement at a 
time. 
 

 

Keep it Simple Master Gunmage Attack 11  
@@ 

Encounter Arcane, Reliable, Magelock 
Standard Action Varies 
Effect: Use one of your Gunmage At-Will attack 
powers. If you hit, you deal +2[W] damage. 
 

 
 

Signature Shot Master Gunmage Attack 20  
@@ 

Daily Arcane, Reliable, Magelock 
Standard Action Varies 
Effect: Use one of your encounter attack powers 
with the magelock keyword, but that power is 
not expended. 
If you hit, you deal +2[W] damage. You can also 
increase the duration of any effect the power 
applies to an enemy to “(save ends).” 
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Æther Vanguard 

“@@ quote” 
 
Prerequisite: Gunmage, Dragoon training style 
 
@@ fluff text 
 

Æther Vanguard Features 

Æther Warp (11th level): Whenever you hit an 
enemy with a Vanguard attack power or a 
Gunmage at-will attack power, choose acid, cold, 
fire, lightning, or thunder. That enemy loses 
resistance to the chosen damage type until the 
end of your next turn. 

Æther Action (11th level): When you spend an 
action point to make an attack that hits, choose 
acid, cold, fire, lightning, or thunder. The attack 
deals ongoing damage of the chosen type equal to 
your Constitution modifier (save ends). 

Æther Charge (16th level): You can replace up 
to 5 squares of your charge movement with 
teleportation. 
 

 

Shockwave Vanguard Attack 11  
@@ 

Encounter Arcane, Magelock, Thunder 
Standard Action Close blast 3 
Target: Each creature in blast 
Attack: Dexterity vs. Fort 
Hit: 2[W] + Dex modifier Thunder damage and 
you push the target a number of squares equal 
to your Constitution modifier. 
 

 

Barrier Vanguard Utility 12  
@@ 

Encounter Arcane, Magelock 
Minor Action Personal 
Effect: You gain temporary hit points equal to 
one-half your level + your Constitution modifier. 
In addition, you gain resist all 5 until the end of 
your next turn. 
 

 

Inferno Charge Vanguard Attack 20  
@@ 

Daily Arcane, Fire, Magelock 
Standard Action Close burst 1 
Effect: You charge and make the following 
attack in place of a melee basic attack. 
Target: Each creature in burst 
Attack: Dexterity vs. Ref 
Hit: 3[W] + Dex modifier Fire damage 

Special: Your arcane sights target takes 3[W] 
+ Dexterity modifier Fire damage and is dazed 
until the end of its next turn. 

Miss: Half damage 
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@@ Sniper 

“@@ quote” 
 
Prerequisite: Gunmage, Sniper training style 
 
@@ fluff text 
 

@@ Sniper Features 

@@ (11th level): @@ feature  
@@ (11th level): @@ AP feature 
@@ (16th level): @@ feature 

 

 

@@ @@ Attack 11  
@@ 

Encounter Arcane, Magelock 
@@ Action @@ 
Target: @@ 
Attack: @@ 
Hit: @@ 
 

 

@@ @@ Utility 12  
@@ 

Encounter Arcane, Magelock 
@@ Action @@ 
Effect: @@ 
 

 

@@ @@ Attack 20  
@@ 

Daily Arcane, Magelock 
@@ Action @@ 
Effect: @@ 
Target: @@ 
Attack: @@ 
Hit: @@ 
Miss: @@ 
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Gunmage Feats 

 

Heroic tier feats 

Aim for the Vitals   (GM) 
You can take -2 to hit with a Magelock attack. If 

the attack hits, you gain a +2 bonus on damage 
rolls. The bonus to damage is +3 if you have 
combat advantage against the target.  

This increases to +3 (+5) at 11th lvl and +4 (+7) at 
21st lvl. 

 
Dragoon Defense (Con 15, GM, Dragoon) 
When you hit an enemy within 3 squares of you 

with a gunmage power, you gain a +2 feat 
bonus to AC until the start of your next turn. 

 
Dwarven Blitzer   (dwarf, GM) 
You gain a +2 feat bonus to Athletics and you gain 

+2 feat bonus to speed when running or 
charging 

 
Gnomish Grenadier  (gnome, GM) 
You add 1 extra use to all powers with the bomb 

keyword. (Goblin also at DM’s discretion) 
 
Gun Expertise 
+1 feat bonus to attack rolls w/ guns 
Reroll 1 damage die that rolls 1, use 2nd result. 
 
Gunslinger’s Gambit (Cha 15, GM, Duelist) 
You can add a +1d6 feat bonus to your Initiative, 

but you grant combat advantage until the start 
of your second turn in the Encounter. 

You have combat advantage against any enemy 
that has not yet acted in the encounter. 

 
Long arm’s Reach (Int 15, GM, Sniper) 
When you make a magelock attack at long range, 

you can slide 1 target of that attack after the 
attack is resolved. 

 
Magelock pistol training (Cha 13, GM) 
You may bond and use magelock dual pistols as a 

magelock implement. 
Magelock rifle training  (Int 13, GM) 
You may bond and use a magelock rifle as a 

magelock implement. 
Magelock shotgun training  (Con 13, GM) 
You may bond and use a magelock shotgun as a 

magelock implement.

 
 
Superior Implement training 
 
Accurate Shotgun (Accurate) 
Accurate Pistols (Accurate) 
Accurate Rifle (Accurate) 
Arctic Rifle (Energized:Cold, Shielding) 
Blackfire Shotgun (Energized:Fire, Unstoppable) 
Booming Shotgun (Energized:Thunder, Forceful) 
Coil Rifle (Energized:Lightning, Unerring) 
Jade Pistols (Energized:Acid, Mobile) 
Opal Pistols (Energized:Force, Distant) 
 

Paragon tier feats 

Gunmage cross training 
You acquire the additional ability from 1 other 

Magelock training style, but you can still only 
use 1 magelock training encounter ability each 
encounter. 

 
Pin down 
When you hit your arcane sights target with a 

magelock power, they cannot take opportunity 
actions until the end of your next turn. 

 
Arcane Harrier 
When you attack your arcane sights target with a 

magelock power, they are marked until the 
end of your next turn unless they are already 
marked by an ally. 

 
Critical Pierce 
Your magelock implements gain the High Crit 

property. 
 
Long shot 
Extend the base range of bonded magelock 

implements by +5 / +10 
Shotgun (10/20 range) 
Dual Pistols (15/30 range) 
Rifle (25/50 range) 
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