Abilities

Note: The abilities listed here are in addition to the ones in the sourcebook. Sourcebook abilities that apply only to medieval weapons (ie. multishot archer) should not be purchased.

Upgrades: Upgrades replace the lower ability, and refund its cost. An upgraded ability can be purchased without having the lower ability.

Firearms

Stoic (10 XP): Effective weapon recoil -1 for flinch (not for full auto penalty).

Machine-like (20 XP): Effective weapon recoil -2 for flinch (not for full auto penalty). Upgrade for stoic.

Gunner (20 XP): Effective weapon recoil -1 for full auto penalty (not for flinch).

Expert Gunner (40 XP): Effective weapon recoil -2 for full auto penalty (not for flinch). Upgrade for gunner.

Steady Hand (20 XP): Does not suffer the usual distance * 1.5 or greater limitation for non-shoulder fired weapons.

Instictive Shot (20 XP): Can take a snap shot immediately instead of after 1 phase.

Point Shooter (20 XP): Distance * 3 for snap shots instead of * 5.

Single Action Wizard (20 XP): Character can cycle a single action revolver twice as fast as others. 2 snap or aimed shots per action instead of one.

Two Pistol Expert (5 XP): If the character can fire two shots per action with two pistols (ie. if he has Single Action Wizard or if his pistols are self-cocking), then he can take those two snap shots at two different targets in one action. Normally, the only advantage to carrying two pistols is the increased ammo capacity.

Fast reloader (10 XP): Character can load as many cartridges per phase as others can per round (3 times as fast). Does not apply to weapons with speed loaders or detachable box magazines.

Manual Action Wizard (20 XP): Character can cycle a bolt, pump, or lever action firearm twice as fast as others. 2 snap or aimed shots per action instead of one.

Hand to Hand Combat:

Pre-Emptive Strike (10 XP): If there is a ranged attacker within 1 meter (3 with Lunge), and the character is making a HtH strike, initiating grapple, or attempting a disarm, the character goes first, even if the ranged attacker beat his initiative.

Lunge (10 XP): Character can make a HtH attack against anyone within 3 meters.

