Classes

Class: Fanatic

Description: As the world ended most religions became dependent on there god to save them. But some wanted there god to give them the right to save there country and, by giving them almost suicidal tendencies, has told them to charge to the enemy for there god and save the world.

Weapons: they start with a short sword and a revolver

Armour: none but there holy gown and there faith

Powers: they start with a small blessing ability and a small vengeance

Hitpoints :low

Expertise: the fanatic can go in 3 different ways:

Close combat: giving the gods selected the ways to charge in with the biggest close-combat thing available e.g. increases hit points and the ability to use The gods manifest(chain saws that are blessed)at the end of the specialist will have chain-saws wielded to there hands with double-blades and a huge increase in combat ability when charging in

Ranged: giving the fanatic the ability to wield bigger guns with more precision and even more madness e.g. Being able to wield mini-guns and be more resistant to bullets and will also instead of going into vengeance they go into "mowing down mode"(not real name yet)where they root them selves down and shoot at anything that moves

Blessings: Mainly a buffing specialisation where they give there team-members the ability to ignore wounds, work into a rage and even come back from the dead also increases the fanatics armour, but also they can sense when some-one is evil so they are useful in mainly ways

Rp: mainly all fanatics are mad usually only screaming battle cries and using over-the-top voices the fanatic will always fight with his comrades in the thick of it,screaming vengeance and calling comrades to join them. But don't think they are just thick brutes they are well versed in verses from the holy book and excel in arguing they defiance and piety.
Class: Hitman

Description: After the war there were several leaders of opposing forces and high ranking generals that knew too much. So there opposes hired the seediest, sadistic, evil hitmen to eliminate the opposition thus thousands of hitmen travel across lands just to kill there target.

Weapons: throwing dagger cuffs, ether, lock picks

Armour: none but a disguise

Powers: stealth, disguise (can steal a persons clothes) 

Hitpoints: low

Expertise: the hitman can go in 3 different ways: 

Stealth: The silent damage dealer who can hide in the shadows and wait there target, best against one person. If he gets surrounded he will die quickly but has very quick attacks. Gets the abilities like: Garrotte (instant kill but the enemy must not see or hear him and has to be behind), Kevlar mesh (increase defence against projectiles) 

Poisons: The Weakener, the guy who leaves no trace, these are all names for the poisoner hitman. The man who injects a person with a natural poison thus weakening them for the others to kill, or the person who knocks out guards with anaesthetic. He doesn't kill very many people but he severely weakens them. His abilities include: the LCD drug (he switches a certain item for one laced with LCD or other drugs) or the knock out gas which he sprays out of a vial.

Disguise: A man who can blend into the surroundings or his enemies making him almost unnoticeable. Armed only with his clothes he can sneak round the most securely guarded areas. Or is he? His clothes are a weapon in them selves. He can have: Flick knife in the gloves, chains in his clothes, knife in his boots, and camera in his piercing, knock-out gases in his Cigarettes .He can kill people and they never know what hit them.

Rp: Most hitmen are people how usually don't say very much or even show emotions but they could look and act like an ordinary person just tagging along or a surprising ally when needs are great so don't be mindless killing machines who say nothing just try to blend in with the crowd. Another idea is to talk to your GM and ask if he can have a hit on a certain character you encounter and your group must not know.
Class: Viking

Description: Heralding from the northern countries. The Viking fled from his home land after the entire north succumbed to a strange virus (plot hint!).As he fled he had to fight his own family and friends this mad him go into a complete depressive rage hacking away at the filth that defiled his land in complete silence, apart from the sound of his sobbing. After escaping his country on a small boat he reverted to the instincts that all northerners. He became the modern day Viking destined to pillage and burn to find a cure for his homeland.

Weapons: A hand axe and a small whip

Armour: leather armour and a hand shield

powers: Berserk fury (the Viking goes into a silent rage and hacks down enemies in quick succession) Hates all zombies and mutants (extra attacks verses said things) 

Hitpoints: Medium

Expertise: The Viking goes 2 ways

Pillage: The Viking Uses his whips to control and mutilate his enemies but also to help manoeuvring around and disarming his foes. He gets abilities like: The slave driver where instead of killing the pillagers can make one human enemy become his slave until he is slain or he can use the cat o' nine tails which can kill people in several swings. The Pillagers is an expert at wearing down his enemies

Berserker: The Viking specialise in using ever more powerful and bigger axes to slaughter many enemies at once. He can go in a huge berserker rage which he hacks, chops, maims and slaughters enemies in deadly swiftness. The abilities he can use are: The battle cry (he instantly knocks back all enemies around him by letting out a deafening battle scream), Cleave (where he instantly kills a select opponent by cutting him in 2) and also he uses better armour from leather to power armour.

Rp: role-playing a Viking is quite difficult, being that he is very silent, but he can speak in short, gruff sentences and may even describe the terrors which he has faced. But he will never talk, listen, or look at anyone who has something to do with mutants or zombies. The Viking will charge into battle silently with cold calculation and will only make a sound when he is in need of help. Note: if you do have a mutant in your group then the Viking will never help it at all or become friendly or loyal to it or its carer
Class: The Mutant

Description: The people who have been hit by nuclear, thermonuclear and bio nuclear weapons were, well the ones who weren't utterly destroyed, transformed into grotesque humanoids who are a shadow of there own race. Most went mad and went feral attacking anything that they preserved as normal, others killed them selves than live a life filled with hate and fear. But others that retained there sanity .Tagging along to any help groups in order to find a cure or at least get revenge on who-ever caused there fellow humans to disfigure into what they have become.

Weapons: Variable see Expertise

Hitpoints: Variable see Expertise

Armour: usually none but sometimes natural armour

Powers: Variable see Expertise

Expertise: The mutant becomes one of these 4 mutants and may never choose again: 

The Creeper: A mutant who as developed a mutual ally with the shadows. He was mutated into a long sinewy creature with deformed, elongated face with needle like teeth and large milky eyes which he uses for night vision. He has long spindly arms that have a strange inhuman strength for such weak looking arms. It can also climb up walls and jump huge distances by using it's steel like talons and muscular hind legs. He has Low health, no armour at all but lots of cool abilities like: bacterial Bite with poisons his prey with deadly bacteria that eat away at his flesh and a psychic ability that sends horrible visions in this targets mind filling him with terror

The Tank: This mutant has the legs of a normal person but his body is so overly mutated that its over 6ft tall but is bent like an ape with huge ripper ling muscles which pulsate with veins and other bodily fluids. Its face is a normal face apart from its deathly grey hue and small tusks for teeth and large black eyes with a vibrant colour as the dilated pupil. But the most dangerous thing is its arms. Its arms are the real threat mainly because they are as thick as dumbbells and drag along the ground like dead bodies with long strangulating fingers like normal fingers but with long sharp, biting nails. It has high hit points and medium armour but is very slow and has cool abilities like: bear hug where he grips an enemy in a tight hug and crush him into bodily fluids and rub him over his body or He can pick up random objects lieing around or even break a piece off a wall and throw it at his foes


The Lurk: A near human physic but a huge head describes this mutant best. It has an unnaturally thin physic, so thin that you can see its pelvis and all its ribs and its skull is drawn a skeletal with a pasty greenish grey hue to it. Its eyes are the scariest being that they are rolled to the back of its head and are the deepest blood red because of not using them but when it uses them it is said that men have gone mad with the suffering that is in its eyes. The dominant feature is its overly huge brain that is at least the size of a melon over its head. It pulsates with the chosen colour that the mutant wants, be it red for angry or even purple for sad. The veins throbbing over it squirm with blood with a lanky piece of hair flopping hopelessly on top. For what ever demonic or mutant means it doesn't walk, it floats slightly off the ground as if gravity doesn't abide by it. Instead of speaking or even picking things up it just sends messages into people’s minds and it grabs the objects in some sort of mind control. It has very low health and very low armour. But it has creepy abilities like: Mind control, Splatter (where he turns the select enemy inside out) and psychic flail (where it strips the flesh from an enemy before the others very eyes) 

The Ogre: This hulking mass is a slow, dumb but powerful corrosive mutant. This was once a man who, after being bombarded by bio nuclear reds bloated till he looked almost 30 stone, had huge buboes on his neck, a small round head with tiny eyes with are almost any colour but the most sickening thing about it is that his skin, muscle and skull are translucent so you can see what’s in side and what’s more is that the big fat belly isn't fat its a grotesquely swollen stomach which is filled with hugely corrosive acids and remnants of its last meal. It doesn't attack in the conventional way mainly because its too slow and dull witted to actually attack. So it vomits up the acid and spits, chucks or even hurls it at its foes causing immense pain and dissolve them into a puddle or if not disabling it in such a way that it is prey for the ogre to eat and letting everyone watch and hear his screams of agony in its belly. It has high hit points and high armour and has disgusting abilities like: Hurl (where he vomits a coagulated acid blob and throws it at the enemy exploding on contact) or chow down (if someone is in hand to hand combat they get swallowed by the ogre and are dissolved healing the ogre) but when it vomits up acid it gets hurt such is the corrosiveness of the acid.

Rp: basically you are your own man roleplaying a mutant you can be, act or look like anything you want as long as it’s logical (there’s no point trying to be a stealthy ogre for example), you can choose to hate anything or body you want or what mutated you. You can be viscous horrible scary mutant who only joined to eat the person who transformed you or you can be a sane(ish) mutant wanting company. You might get hated by everyone but your group members or you could be loathed by your members but they are scared of you to do anything about it




Class: The Hunter
Description: 
Class: Vaultner





Description: Hailing from The great underground nuclear bunkers which were latticed all over the world. The Vaultners are the many people which as soon as the world got to D.E.F.C.O.N 1 fled to there nuclear bunkers while miles above them the world was degenerated into one large irritated wasteland by the many world power’s Arsenal. After a decade something went totally wrong, Volcanoes rose through many of the bunkers killing all, Some where pushed up by superheated gas which burst through the cracks underground and were blasted out of the undergrowth and smashed into the earth, splattering all in the bunker. Instead of finding out what happened to many of there neighbours they dug even deeper into the ground, hoping that nothing happens to them. But with the movement of the tectonic plates it forced almost all of the bunkers to the top of the world. Unused to the world they abandoned so long ago some of the scientists created special suits from parts of their bunkers but these numbers where so few that they took over there bunkers and ruled them like a country instead of exploring the world.


Soon though many of the civilians which were alive fled there homes for over a decade to seek parts to create there own suit.





Weapons: An industrial size hand drill and a harpoon with some vials of super heated water





Hitpoints: Medium (goes up with more armour on)





Armour: None (until you make the armour then you have some)





Powers: Create Armour, Create Weapons, Scavenger





Expertise: The Vaultner can create 3 types of technology:





Armourer: The Vaultner scavenges mainly for large pieces of metal or anything really and gradually with each level creates a full suit of Vaultner armour which only can use and can never take it off but it is then immune to all poisons, Radioactivity, Diseases and zombie infection but they become slow and clumsy and are vulnerable to acid.





Weaponsmith: The Vaultner changes and tinkers to his weapons and can create many special weapons from the machinery and discarded rubbish scattered all over the world to create many useful creations like a super heated water sprayer, he can chop off his own hand and wield a very large drill head which turns and an even larger harpoon gun which he can attach to his arm with shoulder mounted harpoon guns.





Dispenser: Sometimes a Vaultner can give his wares to his team mates which he has created or if he is even more selfish than his “race” of man are then he can sell his wares for a price he thinks is right. He can create: Alchemical fire bombs, super heated water bombs, drill guns, night vision goggles etc 





RP: A Vaultner is usually a very self centred person thinking that all of the other plebeians of his “race” of man are insignificant and all he wants is to create his suit of armour or his weapons and join the dictators of his home bunker in ruling. Sometimes when a vaultner actually becomes friends with another member of his party he will protect them through thick and thin losing all self centeredness and even (although this is even rarer) forget longing for his home bunker.#





Scavenger: when he uses the scavenger ability the Vaultner can go out serching for useful items to create his armour and weapons twice a day and for a length of time depending on how many actions he can use -1 so he can get back.





Creating weapons and armour: every other level the vaultner goes up by he can create new armour and weapons for him and in-between those levels he can create new items for his party or himself to use (see page…)








Class: The Convict





Description: After the bombardment of the world was over many very high security prisons survived almost intact so any remaining guards which weren’t obliterated or gone mad decided to let them out because there was no use in keeping them in prison in a lawless world also they might die in the wilderness anyway. So all the prisons were emptied and for several years the world was covered in roaming psychopaths and thieves but now most of the remaining prisoners degenerated into cannibalism, Satanism and sadism trying to survive the harsh world. Despite this many prisoners somehow formed communities and even towns to call there own which are still standing to this day. So now Convicts are the main inhabitants which aren’t mutated and insane or even undead of this quiet world.





Weapons: Dependent on the Chosen expertise





Hitpoints: Medium





Armour: Dependant on the chosen expertise





Abilities: Expert scavenger and Veteran





Expertise: The Convict can go 4 different ways.





Orderly: These Convicts used to be the ones who were designated the “doctor” for the prisoners and so they became the “medics” for the convicts when they were let out. Although there medical practises are crude at best the convicts still have faith in them even when usually they get things wrong the patient dies or gets worse. Armed with a various shotguns and a basic chemist with useful “drugs” on them, they “cure” many wounded. They have no armour and start with a sawn off shotgun





The Heavy:  In all cultures you have got to have certain people who are thrill seekers. Convicts are no exception. The heavy is always the person who was sent to maximum prisons because of doing something totally outrageous that they were accused of being psychotic and dangerous (which they are). But when the prisoners were let out, many found new thrills in killing anything which stopped them from becoming free. So the “Psychos” became socially accepted. They start with medium armour and a chosen weapon of grenade launcher, flamethrower or heavy machinegun. They stay with that type of weapon.





The technician: This Convict was the man who you went to if you needed something fixed or made to help you in prison life. Be it a knife made out of match sticks to slit the guard’s throat and get out or a back-scratcher made out of cutlery. When these prisoners were let out there was a huge demand for various implements which they remembered from their home life but without the equipment or supplies to get them they called upon the “techies” to find what they need. The Technician has medium armour and is equipped with a wrench and a revolver





The Knight: The knight is a name of irony being that they used to be Soldiers in the army sent to prison because of unspeakable war crimes ranging from purposeful friendly fire to murdering there officers. But when they were let out they used there discipline and skill at arms to great effect becoming mercenaries and gained access to the heaviest armour and powerful weapons when they raided the guard’s barracks. They take very good care of their weapons and armour due to the fact they are so rare to find. They have heavy armour and start with normal guns chosen from the armoury but either plasma, explosive or armour penetration ammo and the appropriate modifications to the gun and can choose one special item.





R.P: Convicts are very easy to role-play due to the fact that they are even more varied then normal humans and have more interesting personalities due to being in prison. Also they could have various states of mind because of being in prison or the horrors of the world they’ve seen. But quite unlike normal humans the convicts are resourceful and proud people and will destroy anything which threatens there hard won freedom. Also many convicts are tough veterans some being alive as children when they saw the devastation of there world or maybe see there parents and close friends killed gruesomely.














Class: Saw-Bones





Description: Saw-Bones are what the medical profession are called due to their actual lack of equipment, cleanliness and medication turning anyone they try and cure into diseased morons or screaming maniacs. But when you have a bullet wound or a large chunk out of your skull you will be glad of the Saw-bones skills even if it’s only temporary. But don’t think Saw-Bones are complete weaklings how can’t attack for their life (which is true to some degree) because their secret weapon is a unique knowledge of acids and diseases to fend off and kill any would be attacker.





Weapons: Syringes and rusty, infected surgeon equipment





Hitpoints: Medium





Armour: None





Abilities: Diagnose, knock-out, inject, dissect and amputate





Expertise: The Saw-Bones can split into 3 “doctrines”





Surgeon: The most common Doctrine Saw-Bone’s take due to the fact that most are sadistic bastards and love to see their “subjects” react to their bodily tinkering. But also many just want to help their fellow man. The Surgeon can repair broken bones, remove tumours, do blood transfusions and brain surgery. Also they can “improve” the human body by tinkering with the organs and adding or removing infected things by using bionics which can be found lying amongst the wreckage of the world, be given by a technician in the group or be created by the Surgeon (which is very unlikely). The Surgeon has all the abilities of a Saw-Bones and can create low level bionics after level 10.





The Vaccinator: This is the strangest and most feared of Saw-Bones due to the fact that they don’t actually fix the human (or Mutant) body as such just that the remove diseases and can boost the human body dramatically by injecting them with various medicines and stimulates they find. But the most notable thing a Vaccinator can do is that in combat he can plug the enemy with various acids, poisons and Viruses so the others have a better chance at attacking the weakened enemy. They are feared because they carry massive combat needles and dart guns which are brimming with every disease known to man also many an ally or enemy have viewed a comrade dissolve into a puddle or turn into a zombie because of an irate Vaccinator. The Vaccinator carries an industrial sized needle and a dart gun also various smaller surgical needles but can’t do any of the abilities of a normal Saw-Bones apart from diagnose.





Biochemist: This is the latest (latest being it was new before the war) medical breakthrough and one of the most unsettling of all the medical practises being that it involves growing spare body parts from test tubes and Petri dishes ranging from fingers to entire arms and legs using the cells from the wound of the patient and extracting a few nerve endings and growing them to make a new limb or organ. Then it is “knitted” on to the place where the part usually is using a small powerful laser. Some sick and twisted Biochemists “knit” extra organs and limbs on themselves mostly for sick pleasure but also to help in everyday life. So it is very regular to see a Biochemist with 3 arms,2 hearts etc. The Biochemist has all the abilities of a Saw-Bones with the Swab ability and armed with 2 test tubes big enough to grow a finger and a Petri dish big enough to grow an eye or an ear. Also they are armed with a powerful hand held medical laser.





R.P: Saw-Bones are like normal doctors but with a slight twist: Many are very sick and twisted people who live to tinker with the human body and if it cures them then that’s an extra plus but if not then who cares? But some Saw-Bones are clean cut average people (well as clean cut as you can get in world after a nuclear, bio-nuclear and thermonuclear war) which are proud of the job they do of saving lives. But really they are the extremes of being a Saw-Bones.








Class: The Psyker





Description: People say that humans only use about 10 to 30 percent of their brain. Psykers are what would happen if humans started using 60 to 80 percent of their brain.  Psykers became into being when the bio-chemicals in some of the artillery which rained down on the countries and warped their mind so that they have unlocked the secrets of the human mind and, ironically, has shattered their perception of sanity (which was pretty frail anyway) and changed the Psyker’s thoughts to somehow physically interact to the world and causing chaos all around them even if the chaos is for his enemy or for his allies. Many a person has seen there friends standing next to them when facing a Psyker and the next second see his former friend’s blood in spherical drops floating in the air. Some Psykers somehow pour all there emotion and thought into an inanimate object use it to augment there already formidable powers in there frail body to almost super-human levels.





Weapons: An inanimate object, nothing or a “walking stick” (dependant on your choices)





Hitpoints: Very low





Armour: None (and can never use any)





Abilities: Dependant on which version of sanity you choose





Expertise: The Psyker can “choose” 3 types of sanity:





Anger: The most powerful of all the emotions a human can have. But with someone who can manifest anger in the physical world its down-right deadly for all. A Psyker with Anger as his main sanity is constantly seeking enemies to slaughter and use his baffling powers on and try to quench the horrible sanity splitting anger which is seething all around him. Most Psykers who are constantly angry will usually pour their anger, hatred, sadism and aggressiveness into a close combat weapon of some sort and use it with deadly efficiency. The Pysker has several powerful and horrible abilities which include: Mind Flay (where translucent tentacles spring from his mind and whip the flesh from his targets bones), Frenzy (where the Pysker goes absolutely mental and destroys his enemies in a flurry of attacks) and Mind blast (the Physker explodes and enemies head).





Mania: The Pysker’s mind has now been truly destroyed and remoulded so many times that his sense of normality is that of a constant state of Madness. With the ability to change the surroundings to what ever he feels like and the ability to rend one’s mind into jelly. They are insanely suppositious combine that with the ability to read minds and sense beings and combine that with the ability to reduce anything into a semi-alive blob of substance you have one dangerous person on your hands. This Pysker’s main use of a weapon is his mind but many do carry inanimate objects which they can mould into what ever they please and use it anyway their warped minds can think of. Some of the Abilities Physker has are:   Mind Scream (the physker lets out an ear-splitting scream which melts the mind and pops the ear drums of those around him), Telekinesis (the Pysker moves objects and people with his mind) or perhaps De-morph (melts the target into an alive suffering puddle)








Protective: A Protective Pysker is one who looks out for his companions and himself almost fanatically against any and all danger of any form. These individuals sense that the people around him are the most important thing in the world and will even give their long, suffering life to help them. But many end up accidentally killing their companions by their dangerous and barely under control “helping”. The psyker can use any of the equipment a normal pysker can use. They have abilities like: Contain soul (if a party member dies its soul is trapped into a container and is held there until he finds a new body or reconstruct (if a part member loses a limb or an organ the pysker can grow another on the stump)





R.P: Insane and lethal are what Pyskers are and many constantly babble nonsense, many are self hurters and many are sadists. But the Pysker can learn friendship and when they do they will do what ever they can to help the certain individual. Usually weak in body they make up for it in huge strength of mind.

















