
Page | 1  

This work is licensed under a Creative Commons Attribution-NonCommercial 3.0 Unported License. 

Gun mage 

 
“You cannot prevail against magic of this caliber!” 
 

 
 
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 Weapon 

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 (Con) Over powder: Add 1 to size of Gunmage attack’s blast or burst - 1/enc 
Shotgun  2d6 damage 5/10 range 
Duelist (Cha) Guns Akimbo: +1[W] dmg to 1 target of Gunmage attack - 1/enc 
Dual Pistols 1d12 damage 10/20 range 
Sniper (Int) Reliable Aim: Don’t expend missed Gunmage power – 1/enc 
Rifle  1d10 damage 20/40 range 
 

Arcane Sights 

As a minor action, the Gunmage sets his sights on a target magically marking it. The gunmage may only have 1 
target in his sights at any given time. When that target is defeated, a new target may be set in your sights. 
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. 
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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: Enemy targets that start their next 
turn adjacent to you or your allies takes 
additional fire damage 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, Force 
Immediate Reaction Ranged implement 
Trigger: You are attacked 
Target: The creature that attacked you 
Attack: Dexterity vs. Will  
Hit: 2[W] + Dex modifier Force 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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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 a 
+2 feat bonus to speed when running or charging 
 
Gnomish Grenadier  (gnome, GM) 
You add 2 extra uses to any power 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) 


