Corsairs & Cutthroats

Being an entirely unAuthorized reimagining of

the most elder role-playing Game, being Dungeons &

Dragons, into the realm of Pyrates in the Caribbe near the

Beginning of what we call the 1700s

Introduction

Ah, piracy. What other sport has captured the romantic and the childlike so well? And yet, there is no really effective roleplaying game that addresses it, short of gamebooks that look suspiciously like bodice rippers and play about that quality. Being as I am not Gary Gygax, or even Stephen Wright, instead of going out and inventing my own system, I decided to take the well-traveled road and appropriate the d20 system for my own foul purposes.

I will dispense these purposes now.

Character Creation
RACES

SOUTHLOS

· Orc

ELDLAND

· Human

· High Elf

· Gnome

· Halfling

· Dwarf

MILAUNAR

· Wild Elf

· Drow

MULATTO

· Dworc

· Hoborc

· Gnorc

· High Orc

· Wild Orc

· Drorc

· Halforc

· Mabbit

· Halfwild

· Halfhigh

· Halfdrow

· Halfgnome

· Halfdwarf

· Elfbit

· Elvendwarf

· Elvendrow

· Elvenwilder

· High Gnome

· Wild Gnome

· Drow Gnome

· Gnobbit

· Gnarf

· Dwarbit

· Wild Dwarf

· Drow Dwarf

· Wilddrow

ORC

Orcs are employed as slaves by the Eldland races, imported in an active trade by the hundreds from their native lands. They are a humble if gruff folk, and they connect to the spirit world in a way that few others can achieve, bringing the spirits bodily to earth.

Medium

+4str, -2int, -2cha

Darkvision 60feet

Light sensitivity: Orcs are dazzled in bright sunlight or within the radius of a Daylight spell

Preferred Class: Shaman (voodoo) – Any orc practicing voodoo shamanism gains a racial +2 bonus on Channel attempts.

HUMAN

Humans can be credited for the mix of Eldland, Southlos, and Milaunar cultures, being the Eldlanders that discovered the Milaunar. The government of the Wylands (the largest mostly-human kingdom in Eldland) is fighting a continuous war with the drow, and with the improved weaponry slowly advancing. They ship the spoils back to the Eldland, but along the way, many a large, slow sailing galleon can be caught by swift pirates.

Medium: As Medium creatures, humans have no special bonuses or penalties due to their size. 

Human base land speed is 30 feet. 

1 extra feat at 1st level.

4 extra skill points at 1st level and 1 extra skill point at each additional level.

Automatic Language: Common and Mannish. Bonus Languages: Any (other than secret languages, such as ????). See the Speak Language skill. 
Favored Class: Any. When determining whether a multiclass human takes an experience point penalty, his or her highest-level class does not count.

HIGH ELF

The high elves, hailing from the northern hinterlands of the Eldland, are natural born seamen, and for those who stay on land, the wonders of elvish civilization astound. In the past few hundred years, their grasp on arcane magic has waned, to the point that few now even believe it ever was. They are traders when at sea, and artists when at home.

+2 Dexterity, –2 Constitution.

Medium: As Medium creatures, elves have no special bonuses or penalties due to their size.

Elf base land speed is 30 feet.

Immunity to magic sleep effects, and a +2 racial saving throw bonus against enchantment spells or effects.

Low-Light Vision: An elf can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.

Weapon Proficiency: Elves receive the Martial Weapon Proficiency feats for the longsword, rapier, longbow (including composite longbow), and shortbow (including composite shortbow) as bonus feats.

+2 racial bonus on Listen, Search, and Spot checks. An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it.

Automatic Languages: Common and Elven. Bonus Languages: Draconic, Gnoll, Gnome, Goblin, Orc, and Sylvan.

Favored Class: Corsair. Elves are naturally dexterous, and nearly all of them seem to be nobility of one form or another.

GNOME

The technical minds of an advanced age, gnomes can be credited with the invention of the portable firearm, and remain the best builders and practitioners thereof. Bordering human lands, the gnomes play the neutral part in the ongoing religious battles raging around them, sometimes being Humanist, sometimes Elvish in their professed worship.

+2 Constitution, –2 Strength.

Small: As a Small creature, a gnome gains a +1 size bonus to Armor Class, a +1 size bonus on attack rolls, and a +4 size bonus on Hide checks, but he uses smaller weapons than humans use, and his lifting and carrying limits are three-quarters of those of a Medium character.

Gnome base land speed is 20 feet.

Low-Light Vision: A gnome can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. He retains the ability to distinguish color and detail under these conditions.

Weapon Familiarity: Gnomes may treat gnome hooked hammers as martial weapons rather than exotic weapons and all are proficient with pistols and cannon.

+2 racial bonus on saving throws against illusions.

+1 racial bonus on attack rolls against kobolds and goblinoids.

+4 dodge bonus to Armor Class against monsters of the giant type. Any time a creature loses its Dexterity bonus (if any) to Armor Class, such as when it’s caught flat-footed, it loses its dodge bonus, too.

+2 racial bonus on Listen checks.

+2 racial bonus on Craft (alchemy) checks.

+2 racial bonus on Machining checks of any type.

Automatic Languages: Common and Gnome. Bonus Languages: Draconic, Dwarven, Elven, Giant, Goblin, and Orc. In addition, a gnome can speak with a burrowing mammal (a badger, fox, rabbit, or the like, see below). This ability is innate to gnomes. See the speak with animals spell description.

Spell-Like Abilities: 1/day—speak with animals (burrowing mammal only, duration 1 minute). A gnome with a Charisma score of at least 10 also has the following spell-like abilities: 1/day—dancing lights, ghost sound, prestidigitation. Caster level 1st; save DC 10 + gnome’s Cha modifier + spell level.

Favored Class: Gunner. Gnomes’ technical natures make them well suited to the maintenance and use of firearms and artillery, giving them a racial +2 bonus on firing a gun, and a racial +4 on building, repairing or maintaining one.

HALFLING

The center of halfling activity lies between the gnomes and dwarves to the southeast and the elves to the northeast. Halflings by nature enjoy the quiet life and the joys of home, but more than a few have struck out for faraway lands to seek Fortune and Glory.

+2 Dexterity, –2 Strength.

Small: As a Small creature, a halfling gains a +1 size bonus to Armor Class, a +1 size bonus on attack rolls, and a +4 size bonus on Hide checks, but she uses smaller weapons than humans use, and her lifting and carrying limits are three-quarters of those of a Medium character.

Halfling base land speed is 20 feet.

+2 racial bonus on Climb, Jump, and Move Silently checks.

+1 racial bonus on all saving throws.

+2 morale bonus on saving throws against fear: This bonus stacks with the halfling’s +1 bonus on saving throws in general.

+1 racial bonus on attack rolls with thrown weapons and slings.

+2 racial bonus on Listen checks.

Automatic Languages: Common and Halfling. Bonus Languages: Dwarven, Elven, Gnome, Goblin, and Orc.

Favored Class: 

DWARVES

Dwarves are not, by nature, fans of the sea, and tend to keep to their inland mountain strongholds. However, dwarves are prized for their abilities with metals, many of which can be easily found in the Milaunar, thus individual dwarves may be lured by the other Eldland races.

+2 Constitution, –2 Charisma.

Medium: As Medium creatures, dwarves have no special bonuses or penalties due to their size.

Dwarf base land speed is 20 feet. However, dwarves can move at this speed even when wearing medium or heavy armor or when carrying a medium or heavy load (unlike other creatures, whose speed is reduced in such situations).

Darkvision: Dwarves can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and dwarves can function just fine with no light at all.

Stonecunning: This ability grants a dwarf a +2 racial bonus on Search checks to notice unusual stonework, such as sliding walls, stonework traps, new construction (even when built to match the old), unsafe stone surfaces, shaky stone ceilings, and the like. Something that isn’t stone but that is disguised as stone also counts as unusual stonework. A dwarf who merely comes within 10 feet of unusual stonework can make a Search check as if he were actively searching, and a dwarf can use the Search skill to find stonework traps as a bosun can. A dwarf can also intuit depth, sensing his approximate depth underground as naturally as a human can sense which way is up. 

Weapon Familiarity: Dwarves may treat dwarven waraxes and dwarven urgroshes as martial weapons, rather than exotic weapons.

Stability: A dwarf gains a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground (but not when climbing, flying, riding, or otherwise not standing firmly on the ground).

+2 racial bonus on saving throws against poison.

+2 racial bonus on saving throws against spells and spell-like effects.

+1 racial bonus on attack rolls against orcs and goblinoids.

+4 dodge bonus to Armor Class against monsters of the giant type. Any time a creature loses its Dexterity bonus (if any) to Armor Class, such as when it’s caught flat-footed, it loses its dodge bonus, too. 

+2 racial bonus on Appraise checks that are related to stone or metal items.

+2 racial bonus on Craft checks that are related to stone or metal.

Automatic Languages: Common and Dwarven. Bonus Languages: Giant, Gnome, Goblin, Orc, Terran, and Undercommon.

Favored Class: 

WILD ELF

The wild elves are the peoples caught in the crossfire between the humans and the drow. Tribal and running the gamut from hostile to friendly to reclusive, wild elves are by no means helpless, for they wield powers even the drow are unaware of…

+2 Dexterity, –2 Intelligence.

Medium: As Medium creatures, elves have no special bonuses or penalties due to their size.

Elf base land speed is 30 feet.

Immunity to magic sleep effects, and a +2 racial saving throw bonus against enchantment spells or effects.

Low-Light Vision: An elf can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.

Weapon Proficiency: Elves receive the Martial Weapon Proficiency feats for the longsword, throwing axe, longbow (including composite longbow), and shortbow (including composite shortbow) as bonus feats.

+2 racial bonus on Listen, Search, and Spot checks. An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it.

Automatic Languages: Common and Elven. Bonus Languages: Draconic, Gnoll, Gnome, Goblin, Orc, and Sylvan.

Favored Class: Barbarian. Wild elves have good reason to be angry at everyone, and tend to lose themselves in battle anyway. In addition, a wild elf voodoo shaman gains a +1 bonus on Channel and damage rolls.

DROW

A dark, mysterious people of the farthest west, one of the few remaining races capable of the Arcane Arts. Their religious services involve the sacrifice and often consumption of live, intelligent beings, from which they can draw great powers. Living underground as they do, the drow have tapped and used the vast networks of gold and silver and precious gems, only to have it stolen from them in human raids.

Medium

Drow base land speed is 30 feet.

-2con, +2int, +2cha

Darkvision 120feet

Spell resistance = 10+class levels

+2 on will saves vs. spells

Can use Dancing Lights, Darkness, and Faerie Fire once per day each, caster level equal to total class levels.

Proficient with Hand crossbow and longsword

Light Blindness: Abrupt exposure to bright light (such as sunlight or a Daylight effect) blinds a drow for 1 round, on subsequent rounds they are dazzled as long as they stay in the affected area

Preferred Class: Shaman (Sacrificial) – the practitioner can consume or burn any bit of an enemy for one round and gain that enemy’s bonuses (but not, sadly, his penalties) for one hour. The drow shaman’s bonuses, however, stack with his previous bonuses

MULATTO

Milaunar was discovered more than two hundred years ago, the orcish slave trade began a hundred and fifty years ago…in that time, there’ve been rapings, abuses, indiscretions, and, yes, sometimes even love. Mulattos are crossbreeds, any kind of crossbreed. However, the genetics don’t matter so much as the rearing. If your character is half-gnome, half-dwarf, then if she’s raised in gnomish lands, she still counts as a half gnome; and same if she’s only quarter-gnome, and even if she’s only eighth-gnome.

HALF ELF (any kind)

Medium: As Medium creatures, half-elves have no special bonuses or penalties due to their size.

Half-elf base land speed is 30 feet.

Immunity to sleep spells and similar magical effects, and a +2 racial bonus on saving throws against enchantment spells or effects.

Low-Light Vision: A half-elf can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.

+1 racial bonus on Listen, Search, and Spot checks.

+2 racial bonus on Diplomacy and Gather Information checks.

Elven Blood: For all effects related to race, a half-elf is considered an elf.

Automatic Languages: Common and Elven. Bonus Languages: Any (other than secret languages, such as Druidic).

Favored Class: Any.

HALF ORC
+1 Strength, –1 Intelligence

A half-orc’s starting Intelligence score is always at least 3. If this adjustment would lower the character’s score to 1 or 2, his score is nevertheless 3.

Medium: As Medium creatures, half-orcs have no special bonuses or penalties due to their size.

Half-orc base land speed is 30 feet.

Darkvision: Half-orcs (and orcs) can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and half-orcs can function just fine with no light at all.

Orc Blood: For all effects related to race, a half-orc is considered an orc.

Automatic Languages: Common and Orc. Bonus Languages: Draconic, Giant, Gnoll, Goblin, and Abyssal.

Favored Class: Barbarian.


HALF-GNOME


HALF-HALFLING


HALF-DWARF


HALF-HUMAN


+2 skill points each level

CLASSES

· Buccaneer

· Barbarian

· Bard

· Bosun

· Captain

· Cleric

· Corsair

· Gunner

· Quartermaster

· Shaman

· Swashbuckler

BUCCANEER
In times of war and expansion, any Strapping Young Lad™ may be pressed into the service of the king, and many of these Lads end up on some godforsaken ship. In peacetime, or something approximating it, these lads are oft laid off with nothing to them but a knowledge of sailing and an equal knowledge of personal arms. These men (and cross-dressing women. I know it’s sexist, but navies wanted men) are the backbone of any sailing fleet, be they pirate, privateer, or navy. They handle themselves well in battle and handle the ship fair.

Alignment: Any.

Hit Die: d10.

Class Skills

The buccaneer’s class skills (and the key ability for each skill) are Balance (Dex), Board (Int), Climb (Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Jump (Str), Knowledge (ships) (Int), Profession (sailor) (Int), Ride (Dex), and Swim (Str).

Skill Points at 1st Level: (2 + Int modifier) x4.

Skill Points at Each Additional Level: 2 + Int modifier.

Table: The Buccaneer

Level
Base Attack Bonus
Base

AC
Fort Save
Ref Save
Will Save
Special

1st
+1
+1
+2
+0
+0
Bonus feat

2nd
+2
+2
+3
+0
+0
Bonus feat

3rd
+3
+2
+3
+1
+1


4th
+4
+3
+4
+1
+1
Bonus feat

5th
+5
+3
+4
+1
+1


6th
+6/+1
+3
+5
+2
+2
Bonus feat

7th
+7/+2
+4
+5
+2
+2


8th
+8/+3
+4
+6
+2
+2
Bonus feat

9th
+9/+4
+5
+6
+3
+3


10th
+10/+5
+5
+7
+3
+3
Bonus feat

11th
+11/+6/+1
+6
+7
+3
+3


12th
+12/+7/+2
+6
+8
+4
+4
Bonus feat

13th
+13/+8/+3
+7
+8
+4
+4


14th
+14/+9/+4
+7
+9
+4
+4
Bonus feat

15th
+15/+10/+5
+7
+9
+5
+5


16th
+16/+11/+6/+1
+8
+10
+5
+5
Bonus feat

17th
+17/+12/+7/+2
+8
+10
+5
+5


18th
+18/+13/+8/+3
+9
+11
+6
+6
Bonus feat

19th
+19/+14/+9/+4
+9
+11
+6
+6


20th
+20/+15/+10/+5
+10
+12
+6
+6
Bonus feat

Class Features

All of the following are class features of the buccaneer.

Weapon and Ship Proficiency: A buccaneer is proficient with all simple and martial weapons and with all ships (light, medium, and heavy).

Bonus Feats: At 1st level, a buccaneer gets a bonus combat-oriented feat in addition to the feat that any 1st-level character gets and the bonus feat granted to a human character. The buccaneer gains an additional bonus feat at 2nd level and every two fighter levels thereafter (4th, 6th, 8th, 10th, 12th, 14th, 16th, 18th, and 20th). These bonus feats must be drawn from the feats noted as fighter bonus feats. A buccaneer must still meet all prerequisites for a bonus feat, including ability score and base attack bonus minimums.

These bonus feats are in addition to the feat that a character of any class gets from advancing levels. A buccaneer is not limited to the list of fighter bonus feats when choosing these feats.

BARBARIAN

Milaunar is a barbarous place nowadays. Cut throat conquerors battle with shadow empowered forces, the Eldland governments lay a heavy hand on any peaceful plantations, slave uprisings and pirate captains run wild. From such untamed lands, it should come as no surprise that great and powerful men and women like the tales of long ago should rise again from the chaos. Barbarians are powerful, unpredictable people, from a wild elven warrior from the farthest west to a bastard son of some governor raised in the local grogshop.

Alignment: Any nonlawful.

Hit Die: d12.

Class Skills

The barbarian’s class skills (and the key ability for each skill) are Balance (Dex), Board (Int), Climb (Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Jump (Str), Listen (Wis), Ride (Dex), Survival (Wis), and Swim (Str).

Skill Points at 1st Level: (4 + Int modifier) x4.

Skill Points at Each Additional Level: 4 + Int modifier.

Table: The Barbarian

Level 
Base Attack Bonus 
Base

AC
Fort Save 
Ref Save 
Will Save 
Special

1st 
+1 
+1
+2 
+0 
+0 
Fast movement, illiteracy, rage 1/day

2nd
+2
+2
+3
+0
+0
Uncanny dodge

3rd
+3
+2
+3
+1
+1
Trap sense +1

4th
+4
+3
+4
+1
+1
Rage 2/day

5th
+5
+3
+4
+1
+1
Improved uncanny dodge

6th
+6/+1
+3
+5
+2
+2
Trap sense +2

7th
+7/+2
+4
+5
+2
+2
Damage reduction 1/—

8th
+8/+3
+4
+6
+2
+2
Rage 3/day

9th
+9/+4
+5
+6
+3
+3
Trap sense +3

10th
+10/+5
+5
+7
+3
+3
Damage reduction 2/—

11th
+11/+6/+1
+6
+7
+3
+3
Greater rage

12th
+12/+7/+2
+6
+8
+4
+4
Rage 4/day, trap sense +4

13th
+13/+8/+3
+7
+8
+4
+4
Damage reduction 3/—

14th
+14/+9/+4
+7
+9
+4
+4
Indomitable will

15th
+15/+10/+5
+7
+9
+5
+5
Trap sense +5

16th
+16/+11/+6/+1
+8
+10
+5
+5
Damage reduction 4/—, rage 5/day

17th
+17/+12/+7/+2
+8
+10
+5
+5
Tireless rage

18th
+18/+13/+8/+3
+9
+11
+6
+6
Trap sense +6

19th
+19/+14/+9/+4
+9
+11
+6
+6
Damage reduction 5/—

20th
+20/+15/+10/+5
+10
+12
+6
+6
Mighty rage, rage 6/day

Class Features

All of the following are class features of the barbarian.

Weapon and Ship Proficiency: A barbarian is proficient with all simple and martial weapons, one kind of ship (light, medium, or heavy).

Fast Movement (Ex): A barbarian’s land speed is faster than the norm for his race by +10 feet. This benefit applies only when he is not carrying a heavy load. Apply this bonus before modifying the barbarian’s speed because of any load carried.

Illiteracy: Barbarians and shamans are the only characters who do not automatically know how to read and write. A barbarian may spend 2 skill points to gain the ability to read and write all languages he is able to speak.

A barbarian who gains a level in any other class automatically gains literacy. Any other character who gains a barbarian level does not lose the literacy he or she already had.

Rage (Ex): A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a –2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. (These extra hit points are not lost first the way temporary hit points are.) While raging, a barbarian cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except for Balance, Escape Artist, Intimidate, and Ride), the Concentration skill, or any abilities that require patience or concentration, nor can he cast spells or activate magic items that require a command word, a spell trigger (such as a wand), or spell completion (such as a scroll) to function. He can use any feat he has except Combat Expertise, item creation feats, and metamagic feats. A fit of rage lasts for a number of rounds equal to 3 + the character’s (newly improved) Constitution modifier. A barbarian may prematurely end his rage. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (–2 penalty to Strength, –2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter (unless he is a 17th-level barbarian, at which point this limitation no longer applies; see below).

A barbarian can fly into a rage only once per encounter. At 1st level he can use his rage ability once per day. At 4th level and every four levels thereafter, he can use it one additional time per day (to a maximum of six times per day at 20th level). Entering a rage takes no time itself, but a barbarian can do it only during his action, not in response to someone else’s action.
Uncanny Dodge (Ex): At 2nd level, a barbarian retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized. If a barbarian already has uncanny dodge from a different class, he automatically gains improved uncanny dodge (see below) instead.

Trap Sense (Ex): Starting at 3rd level, a barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise by +1 every three barbarian levels thereafter (6th, 9th, 12th, 15th, and 18th level). Trap sense bonuses gained from multiple classes stack.

Improved Uncanny Dodge (Ex): At 5th level and higher, a barbarian can no longer be flanked. This defense denies a bosun the ability to sneak attack the barbarian by flanking him, unless the attacker has at least four more bosun levels than the target has barbarian levels. If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum level a bosun must be to flank the character.

each time he is dealt damage from a weapon or a natural attack. At 10th level, and every three barbarian levels thereafter (13th, 16th, and 19th level), this damage reduction rises by 1 point. Damage reduction can reduce damage to 0 but not below 0.

Greater Rage (Ex): At 11th level, a barbarian’s bonuses to Strength and Constitution during his rage each increase to +6, and his morale bonus on Will saves increases to +3. The penalty to AC remains at –2.

Indomitable Will (Ex): While in a rage, a barbarian of 14th level or higher gains a +4 bonus on Will saves to resist enchantment spells. This bonus stacks with all other modifiers, including the morale bonus on Will saves he also receives during his rage.

Tireless Rage (Ex): At 17th level and higher, a barbarian no longer becomes fatigued at the end of his rage.

Mighty Rage (Ex): At 20th level, a barbarian’s bonuses to Strength and Constitution during his rage each increase to +8, and his morale bonus on Will saves increases to +4. The penalty to AC remains at –2.

Ex-Barbarians

A barbarian who becomes lawful loses the ability to rage and cannot gain more levels as a barbarian. He retains all the other benefits of the class (damage reduction, fast movement, trap sense, and uncanny dodge).

BARD
Alignment: Any nonlawful.

Hit Die: d6.

Class Skills

The bard’s class skills (and the key ability for each skill) are Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Hide (Dex), Jump (Str), Knowledge (all skills, taken individually) (Int), Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Sense Motive (Wis), Sleight of Hand (Dex), Speak Language (n/a), Swim (Str), Tumble (Dex), and Use Magic Device (Cha).

Skill Points at 1st Level: (6 + Int modifier) x4.

Skill Points at Each Additional Level: 6 + Int modifier.

Table: The Bard







––—— Spells per Day ——–—

Level 
Base Attack Bonus 
Base AC
Fort Save 
Ref Save 
Will Save 
Special 
0
1st
2nd
3rd
4th
5th
6th

1st
+0
+0
+0
+2
+2
Bardic music, bardic knowledge, countersong, fascinate, inspire courage +1
2
—
—
—
—
—
—

2nd
+1
+1
+0
+3
+3

3
0
—
—
—
—
—

3rd
+2
+1
+1
+3
+3
Inspire competence
3
1
—
—
—
—
—

4th
+3
+1
+1
+4
+4

3
2
0
—
—
—
—

5th
+3
+2
+1
+4
+4

3
3
1
—
—
—
—

6th
+4
+2
+2
+5
+5
Suggestion
3
3
2
—
—
—
—

7th
+5
+2
+2
+5
+5

3
3
2
0
—
—
—

8th
+6/+1
+3
+2
+6
+6
Inspire courage +2
3
3
3
1
—
—
—

9th
+6/+1
+3
+3
+6
+6
Inspire greatness
3
3
3
2
—
—
—

10th
+7/+2
+3
+3
+7
+7

3
3
3
2
0
—
—

11th
+8/+3
+4
+3
+7
+7

3
3
3
3
1
—
—

12th
+9/+4
+4
+4
+8
+8
Song of freedom
3
3
3
3
2
—
—

13th
+9/+4
+4
+4
+8
+8

3
3
3
3
2
0
—

14th
+10/+5
+5
+4
+9
+9
Inspire courage +3
4
3
3
3
3
1
—

15th
+11/+6/+1
+5
+5
+9
+9
Inspire heroics
4
4
3
3
3
2
—

16th
+12/+7/+2
+5
+5
+10
+10

4
4
4
3
3
2
0

17th
+12/+7/+2
+6
+5
+10
+10

4
4
4
4
3
3
1

18th
+13/+8/+3
+6
+6
+11
+11
Mass suggestion
4
4
4
4
4
3
2

19th
+14/+9/+4
+6
+6
+11
+11

4
4
4
4
4
4
3

20th
+15/+10/+5
+7
+6
+12
+12
Inspire courage +4
4
4
4
4
4
4
4

Table: Bard Spells Known


————— Spells Known —————

Level
0
1st
2nd
3rd
4th
5th
6th

1st
4
—
—
—
—
—
—

2nd
5
21
—
—
—
—
—

3rd
6
3
—
—
—
—
—

4th
6
3
21
—
—
—
—

5th
6
4
3
—
—
—
—

6th
6
4
3
—
—
—
—

7th
6
4
4
21
—
—
—

8th
6
4
4
3
—
—
—

9th
6
4
4
3
—
—
—

10th
6
4
4
4
21
—
—

11th
6
4
4
4
3
—
—

12th
6
4
4
4
3
—
—

13th
6
4
4
4
4
21
—

14th
6
4
4
4
4
3
—

15th
6
4
4
4
4
3
—

16th
6
5
4
4
4
4
21

17th
6
5
5
4
4
4
3

18th
6
5
5
5
4
4
3

19th
6
5
5
5
5
4
4

20th
6
5
5
5
5
5
4

1 Provided the bard has a high enough Charisma score to have a bonus spell of this level.

Class Features

All of the following are class features of the bard.

Weapon and Ship Proficiency: A bard is proficient with all simple weapons, plus the sap, cutlass, pistol, and whip. Bards are proficient with light ships.

Spells: A bard casts arcane spells, which are drawn from the bard spell list. He can cast any spell he knows without preparing it ahead of time. Every bard spell has a verbal component (singing, reciting, or music). To learn or cast a spell, a bard must have a Charisma score equal to at least 10 + the spell. The Difficulty Class for a saving throw against a bard’s spell is 10 + the spell level + the bard’s Charisma modifier.

Like other spellcasters, a bard can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: The Bard. In addition, he receives bonus spells per day if he has a high Charisma score. When Table: Bard Spells Known indicates that the bard gets 0 spells per day of a given spell level, he gains only the bonus spells he would be entitled to based on his Charisma score for that spell level.

The bard’s selection of spells is extremely limited. A bard begins play knowing four 0-level spells of your choice. At most new bard levels, he gains one or more new spells, as indicated on Table: Bard Spells Known. (Unlike spells per day, the number of spells a bard knows is not affected by his Charisma score; the numbers on Table: Bard Spells Known are fixed.)

Upon reaching 5th level, and at every third bard level after that (8th, 11th, and so on), a bard can choose to learn a new spell in place of one he already knows. In effect, the bard “loses” the old spell in exchange for the new one. The new spell’s level must be the same as that of the spell being exchanged, and it must be at least two levels lower than the highest-level bard spell the bard can cast. A bard may swap only a single spell at any given level, and must choose whether or not to swap the spell at the same time that he gains new spells known for the level.

As noted above, a bard need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up his allotment of spells per day for the spell’s level. 

Bardic Knowledge: A bard may make a special bardic knowledge check with a bonus equal to his bard level + his Intelligence modifier to see whether he knows some relevant information about local notable people, legendary items, or noteworthy places. (If the bard has 5 or more ranks in Knowledge (history), he gains a +2 bonus on this check.)

A successful bardic knowledge check will not reveal the powers of a magic item but may give a hint as to its general function. A bard may not take 10 or take 20 on this check; this sort of knowledge is essentially random. 

DC
Type of Knowledge

10 
Common, known by at least a substantial minority drinking; common legends of the local population.

20 
Uncommon but available, known by only a few people legends.

25 
Obscure, known by few, hard to come by.

30 
Extremely obscure, known by very few, possibly forgotten by most who once knew it, possibly known only by those who don’t understand the significance of the knowledge.

Bardic Music: Once per day per bard level, a bard can use his song or poetics to produce magical effects on those around him (usually including himself, if desired). While these abilities fall under the category of bardic music and the descriptions discuss singing or playing instruments, they can all be activated by reciting poetry, chanting, singing lyrical songs, singing melodies, whistling, playing an instrument, or playing an instrument in combination with some spoken performance. Each ability requires both a minimum bard level and a minimum number of ranks in the Perform skill to qualify; if a bard does not have the required number of ranks in at least one Perform skill, he does not gain the bardic music ability until he acquires the needed ranks.

Starting a bardic music effect is a standard action. Some bardic music abilities require concentration, which means the bard must take a standard action each round to maintain the ability. Even while using bardic music that doesn’t require concentration, a bard cannot cast spells, activate magic items by spell completion (such as scrolls), or activate magic items by magic word (such as wands). Just as for casting a spell with a verbal component, a deaf bard has a 20% chance to fail when attempting to use bardic music. If he fails, the attempt still counts against his daily limit.

Countersong (Su): A bard with 3 or more ranks in a Perform skill can use his music or poetics to counter magical effects that depend on sound (but not spells that simply have verbal components). Each round of the countersong, he makes a Perform check. Any creature within 30 feet of the bard (including the bard himself ) that is affected by a sonic or language-dependent magical attack may use the bard’s Perform check result in place of its saving throw if, after the saving throw is rolled, the Perform check result proves to be higher. If a creature within range of the countersong is already under the effect of a noninstantaneous sonic or language-dependent magical attack, it gains another saving throw against the effect each round it hears the countersong, but it must use the bard’s Perform check result for the save. Countersong has no effect against effects that don’t allow saves. The bard may keep up the countersong for 10 rounds.

Fascinate (Sp): A bard with 3 or more ranks in a Perform skill can use his music or poetics to cause one or more creatures to become fascinated with him. Each creature to be fascinated must be within 90 feet, able to see and hear the bard, and able to pay attention to him. The bard must also be able to see the creature. The distraction of a nearby combat or other dangers prevents the ability from working. For every three levels a bard attains beyond 1st, he can target one additional creature with a single use of this ability.

To use the ability, a bard makes a Perform check. His check result is the DC for each affected creature’s Will save against the effect. If a creature’s saving throw succeeds, the bard cannot attempt to fascinate that creature again for 24 hours. If its saving throw fails, the creature sits quietly and listens to the song, taking no other actions, for as long as the bard continues to play and concentrate (up to a maximum of 1 round per bard level). While fascinated, a target takes a –4 penalty on skill checks made as reactions, such as Listen and Spot checks. Any potential threat requires the bard to make another Perform check and allows the creature a new saving throw against a DC equal to the new Perform check result.

Any obvious threat, such as someone drawing a weapon, casting a spell, or aiming a ranged weapon at the target, automatically breaks the effect. Fascinate is an enchantment (compulsion), mind-affecting ability.

Inspire Courage (Su): A bard with 3 or more ranks in a Perform skill can use song or poetics to inspire courage in his allies (including himself ), bolstering them against fear and improving their combat abilities. To be affected, an ally must be able to hear the bard sing. The effect lasts for as long as the ally hears the bard sing and for 5 rounds thereafter. An affected ally receives a +1 morale bonus on saving throws against charm and fear effects and a +1 morale bonus on attack and weapon damage rolls. At 8th level, and every six bard levels thereafter, this bonus increases by 1 (+2 at 8th, +3 at 14th, and +4 at 20th). Inspire courage is a mind-affecting ability.

Inspire Competence (Su): A bard of 3rd level or higher with 6 or more ranks in a Perform skill can use his music or poetics to help an ally succeed at a task. The ally must be within 30 feet and able to see and hear the bard. The bard must also be able to see the ally.

The ally gets a +2 competence bonus on skill checks with a particular skill as long as he or she continues to hear the bard’s music. Certain uses of this ability are infeasible. The effect lasts as long as the bard concentrates, up to a maximum of 2 minutes. A bard can’t inspire competence in himself. Inspire competence is a mind-affecting ability.

Suggestion (Sp): A bard of 6th level or higher with 9 or more ranks in a Perform skill can make a suggestion (as the spell) to a creature that he has already fascinated (see above). Using this ability does not break the bard’s concentration on the fascinate effect, nor does it allow a second saving throw against the fascinate effect.

Making a suggestion doesn’t count against a bard’s daily limit on bardic music performances. A Will saving throw (DC 10 + 1/2 bard’s level + bard’s Cha modifier) negates the effect. This ability affects only a single creature (but see mass suggestion, below). Suggestion is an enchantment (compulsion), mind-affecting, language dependent ability.

Inspire Greatness (Su): A bard of 9th level or higher with 12 or more ranks in a Perform skill can use music or poetics to inspire greatness in himself or a single willing ally within 30 feet, granting him or her extra fighting capability. For every three levels a bard attains beyond 9th, he can target one additional ally with a single use of this ability (two at 12th level, three at 15th, four at 18th). To inspire greatness, a bard must sing and an ally must hear him sing. The effect lasts for as long as the ally hears the bard sing and for 5 rounds thereafter. A creature inspired with greatness gains 2 bonus Hit Dice (d10s), the commensurate number of temporary hit points (apply the target’s Constitution modifier, if any, to these bonus Hit Dice), a +2 competence bonus on attack rolls, and a +1 competence bonus on Fortitude saves. The bonus Hit Dice count as regular Hit Dice for determining the effect of spells that are Hit Dice dependant. Inspire greatness is a mind-affecting ability.

Song of Freedom (Sp): A bard of 12th level or higher with 15 or more ranks in a Perform skill can use music or poetics to create an effect equivalent to the break enchantment spell (caster level equals the character’s bard level). Using this ability requires 1 minute of uninterrupted concentration and music, and it functions on a single target within 30 feet. A bard can’t use song of freedom on himself.

Inspire Heroics (Su): A bard of 15th level or higher with 18 or more ranks in a Perform skill can use music or poetics to inspire tremendous heroism in himself or a single willing ally within 30 feet. For every three bard levels the character attains beyond 15th, he can inspire heroics in one additional creature. To inspire heroics, a bard must sing and an ally must hear the bard sing for a full round. A creature so inspired gains a +4 morale bonus on saving throws and a +4 dodge bonus to AC. The effect lasts for as long as the ally hears the bard sing and for up to 5 rounds thereafter. Inspire heroics is a mind-affecting ability.

Mass Suggestion (Sp): This ability functions like suggestion, above, except that a bard of 18th level or higher with 21 or more ranks in a Perform skill can make the suggestion simultaneously to any number of creatures that he has already fascinated (see above). Mass suggestion is an enchantment (compulsion), mind-affecting, language-dependent ability.

Ex-Bards

A bard who becomes lawful in alignment cannot progress in levels as a bard, though he retains all his bard abilities.

BOSUN

The bosun was previously known as the boatswain, but frequent use has shortened it. The bosun is the man responsible for making sure the ship stays floating. And going. The bosun can also be responsible for the overseeing of work on deck, a job he shares with the Quartermaster. Mostly the bosun works with the guts of the ship, what we could call an engineer. As such he is a jack of technical devices, even some which aren’t merely mundane…

Alignment: Any.

Hit Die: d6.

Class Skills

The bosun’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Craft (Int), Decipher Script (Int), Disable Device (Int), Escape Artist (Dex), Heal (Wis), Hide (Dex), Jump (Str), Knowledge (ships) (Int), Listen (Wis), Machining (Int), Medicine (Wis), Move Silently (Dex), Navigation (Wis), Open Lock (Dex), Profession (Wis), Repairs (Int), Search (Int), Ship Focus (Int), Spot (Wis), Swim (Str), Tumble (Dex), Use Magic Device (Cha), and Use Rope (Dex).

Skill Points at 1st Level: (8 + Int modifier) x4.

Skill Points at Each Additional Level: 8 + Int modifier.

Table: The Bosun

Level
Base Attack Bonus
Base
AC
Fort 

Save
Ref 

Save
Will 

Save
Special

1st
+0
+0
+0
+2
+0
Trapfinding

2nd
+1
+1
+0
+3
+0
Mechanics

3rd
+2
+1
+1
+3
+1
Trap sense +1, Ship synergy +1

4th
+3
+1
+1
+4
+1


5th
+3
+2
+1
+4
+1
Ship synergy +2

6th
+4
+2
+2
+5
+2
Trap sense +2

7th
+5
+2
+2
+5
+2
Ship synergy +3

8th
+6/+1
+3
+2
+6
+2
Improved uncanny dodge

9th
+6/+1
+3
+3
+6
+3
Trap sense +3, ship synergy +4

10th
+7/+2
+3
+3
+7
+3
Special ability

11th
+8/+3
+4
+3
+7
+3
Ship synergy +5

12th
+9/+4
+4
+4
+8
+4
Trap sense +4

13th
+9/+4
+4
+4
+8
+4
Special ability, ship synergy +5

14th
+10/+5
+5
+4
+9
+4
—

15th
+11/+6/+1
+5
+5
+9
+5
Trap sense +5, ship synergy +6

16th
+12/+7/+2
+5
+5
+10
+5
Special ability

17th
+12/+7/+2
+6
+5
+10
+5
Ship synergy +7

18th
+13/+8/+3
+6
+6
+11
+6
Trap sense +6

19th
+14/+9/+4
+6
+6
+11
+6
Special ability, ship synergy +8

20th
+15/+10/+5
+7
+6
+12
+6
—

Class Features

All of the following are class features of the bosun.

Weapon and Armor Proficiency: Bosuns are proficient with all tools and simple weapons, plus the rapier, pistol, cannon, and cutlass. Bosuns are proficient with every kind of ship. Even ones that haven’t been made in millenia, such as coracles.

Trapfinding: Bosuns (and only bosuns) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Bosuns (and only bosuns) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A bosun who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Mechanics (Ex): A bosun learns a lot of things over his career, and when using the Repair skill, whether it be a pistol or a ship, he has to check his knowledge and his intuition against it. A bosun may make a special Repair check with a bonus equal to his bosun level + his Intelligence modifier to see whether he knows some relevant information about the item in his hands or if he can fake it.

A successful mechanics check will not reveal a magical ailment but may hint that magic is responsible. A bosun may take 10 or 20 only on common items of an essentially like nature (cutlasses, sloops, but not pistols or cannon) or items he has fixed before (such as his own pistol).

DC
Item and problem

10 
Cutlass, rattling hand guard

20 
Bilge pump, hairline breach

25 
Hull, chain cannonball damage below the waterline, bilge pump damaged or missing

40 
Pistol, cursed to fire backwards

Trap Sense (Ex): At 3rd level, a bosun gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the bosun reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Ship Synergy: When a bosun has stayed with one ship long enough, he becomes attuned to its rhythms, its ways, its spirit. The bosun’s ship synergy bonus then applies to any careening, Mechanics checks, and navigation the bosun participates in on ‘his’ ship. (in the case of careening, it increases the speed by which the careening is done). Synergy stacks every two levels, but is treated as a temporary stat reduction if the bosun is on another ship for more than seven days, the points going down 1 per day every day thereafter. He regains his stats by serving on his own ship for fourteen days, the points recovering at a rate of 1 per day thereafter.

?Improved Uncanny Dodge (Ex): A bosun of 8th level or higher can no longer be flanked.

This defense denies another bosun the ability to sneak attack the character by flanking her, unless the attacker has at least four more bosun levels than the target does.

If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum bosun level required to flank the character.

Special Abilities: On attaining 10th level, and at every three levels thereafter (13th, 16th, and 19th), a bosun gains a special ability of her choice from among the following options.

NOCrippling Strike (Ex): A bosun with this ability can sneak attack opponents with such precision that her blows weaken and hamper them. An opponent damaged by one of her sneak attacks also takes 2 points of Strength damage. Ability points lost to damage return on their own at the rate of 1 point per day for each damaged ability.

Scotty Trick (Ex): Once a day, a bosun suitably harrassed by his captain or the quartermaster can add +2 to any repair or trapfinding check.

Skill Mastery: The bosun becomes so certain in the use of certain skills that she can use them reliably even under adverse conditions.

Upon gaining this ability, she selects a number of skills equal to 3 + her Intelligence modifier. When making a skill check with one of these skills, she may take 10 even if stress and distractions would normally prevent her from doing so. A bosun may gain this special ability multiple times, selecting additional skills for it to apply to each time.

Feat: A bosun may gain a bonus feat in place of a special ability.

CAPTAIN

It’s a pirate game. Where would we be without a captain? Actually, the Captain class refers more to the naval captains, the ones present in a strict hierarchy, more than the democratically elected captains on pirate vessels. But some personalities are just everywhere…

Alignment: Any.

Hit Die: d8.

Class Skills
The captain's class skills (and the key ability for each skill) are Balance (Dex), Bluff (Cha), Dread Piracy (Cha), Diplomacy (Cha), Handle Animal (Cha), Intimidate (Cha), Knowledge (Int), Listen (Wis), Perform (Cha), Ride (Dex), Sense Motive (Wis), Speak Language (n/a), Spot (Wis), Survival (Wis), and Swim (Str).

Skill Points at 1st Level: (4 + Int modifier)x4.
Skill Points at Each Additional Level: 4 + Int modifier.

Table: The Captain

Level
Base Attack Bonus
Base

AC
Fort 

Save
Ref 

Save
Will 

Save
Special
Minor

Auras
Major

Auras

1st
+0
+1
+2
+0
+2
Skill Focus (diplomacy)

Minor aura
1
0

2nd
+1
+2
+3
+0
+3
Major +1

Ship syn +1
2
1

3rd
+2
+2
+3
+1
+3
Summon familiar
2
1

4th
+3
+3
+4
+1
+4
Move 1/day

Ship syn +2
2
1

5th
+3
+3
+4
+1
+4
—
3
2

6th
+4
+3
+5
+2
+5
Ship syn +3
3
2

7th
+5
+4
+5
+2
+5
Major +2
4
2

8th
+6/+1
+4
+6
+2
+6
Move 2/day

Ship syn +4
4
2

9th
+6/+1
+5
+6
+3
+6
—
5
3

10th
+7/+2
+5
+7
+3
+7
Ship syn +5
5
3

11th
+8/+3
+6
+7
+3
+7
—
5
3

12th
+9/+4
+6
+8
+4
+8
Move 3/day

Ship syn +6
6
3

13th
+9/+4
+7
+8
+4
+8
—
6
3

14th
+10/+5
+7
+9
+4
+9
Major +3

Ship syn +7
6
4

15th
+11/+6/+1
+7
+9
+5
+9
—
7
4

16th
+12/+7/+2
+8
+10
+5
+10
Move 4/day

Ship syn +8
7
4

17th
+12/+7/+2
+8
+10
+5
+10
—
7
4

18th
+13/+8/+3
+9
+11
+6
+11
Ship syn +9
7
4

19th
+14/+9/+4
+9
+11
+6
+11
—
8
4

20th
+15/+10/+5
+10
+12
+6
+12
Move 5/day

Shipsyn+10

Major +4
8
5

Weapon and Armor Proficiency: Captains are proficient with all simple and martial weapons, with all types of ship, and is Salty.

Auras (Ex): The captain exerts an effect on allies in his vicinity. He can learn to produce different effects, or auras, over the course of his career. The captain may project one minor aura and (starting at 2nd level) one major aura at a time.

Projecting an aura is a swift action. The aura remains in effect until the captain uses a free action to dismiss it or activates another aura of the same kind (major or minor). A captain can have an aura active continually; thus, an aura can be in effect at the start of a combat encounter even before the captain takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling, or calming allies. A captain sizes up the enemy, allies, and the terrain, then gives allies the direction that they can use to do their best.

Unless otherwise noted, a captain's aura affects all allies within 60 feet (including himself) who can hear the captain. An ally must have an Intelligence score of 3 or higher and be able to understand the captain's language to gain the bonus. A captain's aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.

A captain begins play knowing one minor aura of his choice. As his captain level increases, he gains access to new auras, as indicated on Table 1-5: The Captain.

All bonuses granted by a captain's auras are circumstance bonuses that do not stack with each other.

Minor Aura: A minor aura lets allies add the captain's Charisma bonus (if any) to certain rolls.

· Accurate Strike: Bonus on rolls made to confirm critical hits. 

· Art of War: Bonus on disarm, trip, bull rush, and sunder attempts. 

· Demand Fortitude: Bonus on Fortitude saves. 

· Determined Caster: Bonus on rolls to overcome spell resistance. 

· Force of Will: Bonus on Will saves. 

· Master of Opportunity: Bonus to Armor Class against attacks of opportunity. 

· Master of Tactics: Bonus on damage rolls when flanking. 

· Motivate Charisma: Bonus on Charisma checks and Charisma-based skill checks. 

· Motivate Constitution: Bonus on Constitution checks and Constitution-based skill checks. 

· Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks. 

· Motivate Intelligence: Bonus on Intelligence checks and Intelligence-based skill checks. 

· Motivate Strength: Bonus on Strength checks and Strength-based skill checks. 

· Motivate Wisdom: Bonus on Wisdom checks and Wisdom-based skill checks. 

· Over the Top: Bonus on damage rolls when charging. 

· Watchful Eye: Bonus on Reflex saves. 

Major Aura: Beginning at 2nd level, a captain can project a major aura in addition to his minor aura. A major aura lets allies add +1 to certain rolls. This bonus improves by +1 at 7th, 14th, and 20th level.

· Hardy Soldiers: The captain's allies gain damage reduction equal to the amount of bonus the aura provides. For example, if the captain is 10th level, everyone affected gains DR 2/-. 

· Motivate Ardor: Bonus on damage rolls. 

· Motivate Attack: Bonus on melee attack rolls. 

· Motivate Care: Bonus to Armor Class. 

· Motivate Urgency: Allies' base land speed is increased by a number of feet equal to 5 x the amount of bonus the aura provides. For example, the allies of a 10th-level captain (+2 major aura) add 10 feet to their base land speed. 

· Resilient Troops: Bonus on all saves. 

· Steady Hand: Bonus on ranged attack rolls. 

Skill Focus (Diplomacy): Because a captain has a way with people, he gains this feat as a bonus feat. If the captain already has the feat, he can choose a different one.

Summon Familiar (Su): As no moderately successful captain can be without his emulating-the-monarchy animal companion, captains gain the supernatural ability to summon a familiar (parrot, dog, cat, rat, monkey, or snake (small or medium viper). Doing so requires 24 hours to hunt for and capture said beast. Once trained, the creature serves as a companion and servant. Parrots can even talk for you if your tongue is cut out, although no one’s yet figured how. The captain chooses the kind of familiar he gets. As the captain advances in level, his familiar also increases in power. If the familiar dies or is dismissed by the captain, the captain must attempt a DC 15 Fortitude saving throw. Failure means he loses 200 experience points per captaincy level; success reduces the loss to one-half that amount. However, a captain's experience point total can never go below 0 as the result of a familiar's demise or dismissal. A slain or dismissed familiar cannot be replaced for a year and day. A slain familiar can be raised from the dead just as a character can be, and it does not lose a level or a Constitution point when this happy event occurs.

Grant Move Action (Ex): Starting at 4th level, a captain can direct and motivate his allies to act immediately. Once per day, as a standard action, he may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies' initiative count; the round continues normally after the captain's turn is over. (This may mean, for example, that an ally whose initiative count immediately follows the captain's may get an extra move action from the captain, followed directly by a full round worth of actions on the ally's turn.)

At 8th level, a captain gains the ability to grant an extra move action to his allies twice per day. The frequency increases to three times per day at 12th level, four times per day at 16th level, and five times per day at 20th level.

A character can take only one extra move action per round. (In other words, two captains can't use this ability on the same ally in the same round.) If an ally chooses not to take the extra move action, it is lost.

Ship Synergy (Sp): When a captain has stayed with one ship long enough, he becomes attuned to its rhythms, its ways, its spirit. The captain’s ship synergy bonus then applies to any navigation, maneuvers, or races the captain executes on ‘his’ ship. Synergy stacks every two levels, but is treated as a temporary point loss if the captain is on another ship for more than seven days, the points going down 1 per day every day thereafter.

CLERIC

Clerics are followers of the High Elven gods, whether Humanist or Elfist. They serve a chiefly missionary function now, as magic both divine and arcane have waned, but they are still the foremost healers in the world, and still have that…thing about the undead.

CORSAIR

Corsairs are the ‘gentlemen pirates,’ the noble born (or good impersonators) who go to sea for a woman’s love, noble revenge, or some other higher cause. While some of them may do detestable things, they are, on the whole, dedicated to good, in their odd fashion. Think Westley from Princess Bride.

Alignment: Any good.

Hit Die: d8

Class Skills

The corsair’s class skills (and the key ability for each skill) are Balance (Dex), Bluff (Cha), Board (Int), Diplomacy (Cha), Disguise (Cha), Dread Piracy (Cha), Escape Artist (Dex), Heal (Wis), Intimidate (Cha), Jump (Str), Knowledge (nobility and royalty) (Int), Listen (Wis), Profession (Wis), Search (Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), and Use Rope (Dex). 

Skill Points at 1st Level: (8 + Int modifier) x4.

Skill Points at Each Additional Level: 6 + Int modifier.

Table: The Corsair

Level
Base Attack Bonus
Base AC
Fort Save
Ref

Save
Will

Save
Special

1st
+1
+3
+0
+2
+0
Code of conduct, aura of good, dispatch1/day, Aerials

2nd
+2
+4
+0
+3
+0
Canny defense, Mobility, evasion

3rd
+3
+4
+1
+3
+1
Aura of courage

4th
+4
+5
+1
+4
+1
Improved reaction +2, Weapon Finesse

5th
+5
+5
+1
+4
+1
Summon familiar, dispatch2/day

6th
+6
+6
+2
+5
+2
Uncanny Dodge

7th
+7
+6
+2
+5
+2
Grace

8th
+8
+7
+2
+6
+2
Improved reaction +4

9th
+9
+7
+3
+6
+3
Spring Attack

10th
+10/+5
+8
+3
+7
+3
Dispatch3/day, enhanced mobility

11th
+11/+6/+1
+8
+3
+8
+3


12th
+12/+7/+2
+9
+4
+8
+4
Improved reaction +6

13th
+13/+8/+3
+10
+4
+8
+4
Improved Uncanny Dodge

14th
+14/+9/+4
+10
+4
+9
+4


15th
+15/+10/+5
+11
+5
+9
+5
Acrobatic charge, dispatch4/day

16th
+16/+11/+6/+1
+11
+5
+10
+5
Improved reaction +8

17th
+17/+12/+7/+2
+12
+5
+10
+5
Elaborate parry

18th
+18/+13/+8/+3
+12
+6
+11
+6


19th
+19/+14/+9/+4
+13
+6
+12
+6


20th
+20/+15/+10/+5
+13
+7
+12
+7
Improved reaction +10, dispatch 5/day

Class Features

Weapon and Ship Proficiency: The corsair is proficient with all simple and martial weapons, but no type of ship. The ponces.

Dispatch (Ex): Like a paladin of old’s "smite", a corsair may dispatch an evil enemy or one he has sworn his life against. She adds her Charisma bonus (if any) to her attack roll and deals 1 extra point of damage per corsair level. However, the corsair must make a Witty Remark before doing so. Something along the lines of "My name is Inigo Montoya. You killed my father. Prepare to die." or "You have been fighting a lady, and now this lady shall kill you." If the corsair accidentally dispatches a creature that is neither evil nor sworn against, the dispatch has no effect, but the ability is still used up for that day. Dispatch, if successful, adds +2 to one's Glory.
At 5th level, and at every five levels thereafter, the corsair may dispatch a sworn or evil enemy one additional time per day, as indicated on Table: The Corsair, to a maximum of five times per day at 20th level.
Aura of Good (Ex): The power of a corsair’s aura of good (see the detect good spell) is equal to her corsair level.

Code of Conduct: Corsairs are, on the whole, an odd lot, but they all abide by similar rules. Corsairs believe in love and friendship, and must do all they can to aid those they love and cherish, and do not strike a lady first (but at some point you have to admit that when Anne Bonny strikes you you have to fight back). They must be fair to sworn enemies, and respectful of them, even as they mean to kill them. Above all, they must aid the common good when the common good comes up to them, tears open her shirt, and begs them to have their way with her.

Canny Defense (Ex): When un- or lightly encumbered, a corsair adds 1 point of Intelligence bonus (if any) per corsair class level to her Dexterity bonus to modify Armor Class while wielding a melee weapon. If a corsair is caught flat-footed or otherwise denied her Dexterity bonus, she also loses this bonus.

Evasion (Ex): At 2nd level and higher, a corsair can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. A helpless corsair does not gain the benefit of evasion.

Aura of Courage (Su): Beginning at 3rd level, a corsair is immune to fear (magical or otherwise). Each ally within 10 feet of her gains a +4 morale bonus on saving throws against fear effects.

This ability functions while the corsair is conscious, but not if she is unconscious or dead.

Improved Reaction (Ex): At 4th level, a corsair gains a +2 bonus on initiative checks.

At 8th level, the bonus increases to +4. This bonus stacks with the benefit provided by the Improved Initiative feat.

Grace (Ex): At 7th level, a corsair gains an additional +2 competence bonus on all Reflex saving throws. This ability functions for a corsair only when she is carrying nothing or a light load.

Uncanny Dodge (Ex): Starting at 4th level, a corsair can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a corsair already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.

Enhanced Mobility (Ex): When not using the ship as cover, a corsair gains an additional +4 bonus to AC against attacks of opportunity caused when she moves out of a threatened square.

Improved Uncanny Dodge (Ex): A corsair of 8th level or higher can no longer be flanked.

This defense denies another corsair the ability to sneak attack the character by flanking her, unless the attacker has at least four more corsair levels than the target does.

If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum corsair level required to flank the character.
Acrobatic Charge (Ex): At 15th level, a corsair gains the ability to charge in situations where others cannot. She may charge over difficult terrain that normally slows movement. Depending on the circumstance, she may still need to make appropriate checks to successfully move over the terrain.

Elaborate Parry (Ex): At 17th level and higher, if a corsair chooses to fight defensively or use total defense in melee combat, she gains an additional +1 dodge bonus to AC for each level of corsair she has.

Summon Familiar (Su): See “Summon Familiar” under Captain.

GUNNER

Gunnery, like sorcery before it, is the perfect place to attract the antisocial misfits who aren’t big and brawny enough to fit in with the other antisocial misfits. Gunners have one job and one job only: They make things go boom. Preferably a few times over.

Alignment: Any neutral

Hit Dice: d6

Class Skills: The gunner’s class skills (and the key ability for each skill) are Balance (Dex), Gunnery (Int), Climb (Str), Knowledge (any, taken seperately) (Int), Machining (Int), Repair (Int), Swim (Str), and Use Rope (Dex).

QUARTERMASTER

While the Captain is the official leader of the crew, anyone who’s been to sea knows that it’s the Quartermaster who runs the show. Nominally in charge of rationing, the Quartermaster rations everything: Food, booty, work, the anal ones even ration whores. Quartermasters get where they are through integrity and trickery, and have learned a trick or two along the way.

Alignment: Any

Hit Dice: d6

Class Skills: The quartermaster's class skills (and the key ability for each skill) are Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Decipher Script (Int), Diplomacy (Cha), Disguise (Cha), Dread Piracy (Cha), Escape Artist (Dex), Forgery (Int), Gather Information (Cha), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge (local) (Int), Listen (Wis), Move Silently (Dex), Navigation (Wis) Perform (Cha), Profession (Wis), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Swim (Str), Tumble (Dex), and Use Rope (Dex).

Class Features
All of the following are class features of the quartermaster.

Weapon and Armor Proficiency: Quartermasters are proficient with all simple weapons, plus the pistol, blunderbuss, and rapier or cutlass. Quartermasters are familiar with light and medium ships, or medium and heavy ships.

Skill Focus (Diplomacy): A quartermaster automatically gains Skill Focus (Diplomacy) on first level.

Skill Focus (Dread Piracy): Quartermasters must learn how to handle their Fortunes if they are to ever proceed in the world, and acquire Skill Focus (Dread Piracy) at third level.

Sneak Attack: If a quartermaster can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.

The quartermaster's attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the quartermaster flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two quartermaster levels thereafter. Should the quartermaster score a critical hit with a sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is within 30 feet.

With an unarmed strike, a quartermaster can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual -4 penalty.

A quartermaster can sneak attack only living creatures with discernible anatomies-undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak attacks. The quartermaster must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A quartermaster cannot sneak attack while striking a creature with concealment or striking the limbs of a creature whose vitals are beyond reach.

Officer Type (Ex): At 5th level, a quartermaster must choose which kind of officer he shall become, a navigator or an administrator. If he chooses to be a navigator, he immediately gains a +4 bonus on his navigation rolls. If he chooses to be an administrator, he gains a +1 bonus on any Bluff, Diplomacy, Sense Motive, Intimidate, or Dread Piracy checks he makes on his own crew.

Uncanny Dodge (Ex): Starting at 4th level, a quartermaster can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a quartermaster already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.

Officer, Second Class (Ex): A quartermaster by 10th level has become much more skilled in the methods he employs in his chosen field. A navigator-type quartermaster gains the feat of Uncanny Navigation and Uncanny Chase and a second +2 bonus to his navigation roll. An administrator-type quartermaster gains an additional +2 to his previous bonuses.

?Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked.

This defense denies another rogue the ability to sneak attack the character by flanking her, unless the attacker has at least four more rogue levels than the target does.

If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum rogue level required to flank the character.

Officer, First Class (Ex): I don’t know what it does, but whatever it is, it’s really cool!
Slippery Mind (Ex): This ability represents the quartermaster's ability to wriggle free from magical effects that would otherwise control or compel her. If a quartermaster with slippery mind is affected by an enchantment spell or effect and fails her saving throw, she can attempt it again 1 round later at the same DC. She gets only this one extra chance to succeed on her saving throw.

Opportunist (Ex): Once per round, the quartermaster can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the quartermaster's attack of opportunity for that round. Even a quartermaster with the Combat Reflexes feat can't use the opportunist ability more than once per round.

Crew Synergy (Ex): A 3rd level quartermaster leading his crew gains the bonus from his crew synergy score, applying to any Boarding or Mass Intimidate rolls, as well as repairs, careening, and bonuses sea speed (+1 = half a day) and land speed (+1 = 10’). Unlike ship synergy, a quartermaster cannot lose his crew synergy bonus except under special circumstances (such as being captured, held captive for a year, and then signing on with an entirely new crew. That’d do it.)

SHAMAN

From the depths of the darkest Southlos, or the green wilds of the westernmost islands of Milaunar, come the shamans, for clerics what barbarians are for fighters. Drawing their divine magic to the fore in strange and frightening ways, shamans upset the gentry and make their ladies titter nervously. Shamans are shunned from Eldland high society, and are another class of the outcasts you can find in the central and eastern Milaunar.

Alignment: Any

Hit Dice: 

SWASHBUCKLER

Swashbucklers: The cheap alternative to corsairs. These rough and tumble types change quite readily into quick and nimble types, making them quite effective at hand-to-hand combat. Swashbucklers are attracted to the seafaring life because it promises action, booty, and combat. As they’re in it more or less for themselves, they don’t take kindly to strict, authoritarian chains of command.

Alignment: Any nonlawful

Hit Dice: d10

Class Skills: The swashbuckler's class skills (and the key ability for each skill) are Board (Int), Climb (Str), Concentration (Con), Craft (Int), Heal (Wis), Hide (Dex), Jump (Str), Knowledge (????) (Int), Knowledge (????) (Int), Knowledge (nature) (Int), Listen (Wis), Move Silently (Dex), Profession (Wis), Ride (Dex), Search (Int), Spot (Wis), Survival (Wis), Swim (Str), and Use Rope (Dex).

Skill Points at 1st Level: (6 + Int modifier) x?4.

Skill Points at Each Additional Level: 6 + Int modifier.

Table: The Swashbuckler








Level
Base Attack Bonus
Base AC
Fort Save
Ref Save
Will Save
Special

1st
+1
+3
+2
+2
+0
1st favored enemy, Aerials 

2nd
+2
+4
+3
+3
+0
Combat style, Skill Focus (chase)

3rd
+3
+4
+3
+3
+1
Endurance

4th
+4
+5
+4
+4
+1
Animal companion

5th
+5
+5
+4
+4
+1
2nd favored enemy

6th
+6/+1
+6
+5
+5
+2
Improved combat style

7th
+7/+2
+6
+5
+5
+2
Luck

8th
+8/+3
+7
+6
+6
+2
Aero Fighter

9th
+9/+4
+7
+6
+6
+3
Evasion

10th
+10/+5
+8
+7
+7
+3
3rd favored enemy

11th
+11/+6/+1
+8
+7
+7
+3
Combat style mastery

12th
+12/+7/+2
+9
+8
+8
+4


13th
+13/+8/+3
+9
+8
+8
+4
Humiliating Strike

14th
+14/+9/+4
+10
+9
+9
+4


15th
+15/+10/+5
+10
+9
+9
+5
4th favored enemy

16th
+16/+11/+6/+1
+11
+10
+10
+5


17th
+17/+12/+7/+2
+11
+10
+10
+5
Hide in plain sight

18th
+18/+13/+8/+3
+12
+11
+11
+6


19th
+19/+14/+9/+4
+12
+11
+11
+6


20th
+20/+15/+10/+5
+13
+12
+12
+6
5th favored enemy

Class Features
All of the following are class features of the swashbuckler.

Weapon and Ship Proficiency: A swashbuckler is proficient with all simple and martial weapons, and has no inherent proficiency with ships. The dunces.

Aerials (Ex): Swashbucklers and corsairs share the common bond of the capacity for Aerials. Aerials are specialized Tumble checks for Aerial maneuvers of doubtful efficiency (such as running ahead, jumping, grabbing a chandelier, swinging on it, leaping off, and landing in ready stance next to your sworn enemy who is just running off with your bodice-ripping heroine).

DC
Aerial

10 


20 


25 


40 
Running from a balcony, jumping and grabbing a chandelier in midair, swinging, leaping off it, and landing in ready stance 40’ from your starting point (one full turn, you’re damn lucky it’s not two)

Favored Enemy (Ex): At 1st level, a swashbuckler may select a type of creature or ship from among those given on Table: Swashbuckler Favored Enemies. The swashbuckler gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against the selected creatures. The swashbuckler gains +2 bonus on Board, Spot, Sabotage, Chase, and Survival checks when using these skills against the selected ships. Likewise, he gets a +2 bonus on weapon damage rolls against a favored enemy.

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the swashbuckler may select an additional favored enemy from those given on the table. In addition, at each such interval, the bonus against any one favored enemy (including the one just selected, if so desired) increases by 2. 

If the swashbuckler chooses humanoids, ships or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table. If a specific enemy falls into more than one category of favored enemy, the swashbuckler's bonuses do not stack; he simply uses whichever bonus is higher.

Table: Swashbuckler Favored Enemies

Type (Subtype)
Type (Subtype)

Aberration
Humanoid (reptilian) 

Animal
Magical beast 

Construct
Monstrous humanoid 

Dragon 
Ooze 

Elemental
Outsider (air) 

Fey
Outsider (chaotic) 

Giant
Outsider (earth) 

Humanoid (aquatic)
Outsider (evil) 

Humanoid (dwarf) 
Outsider (fire) 

Humanoid (elf) 
Outsider (good)

Humanoid (goblinoid) 
Outsider (lawful)

Humanoid (gnoll) 
Outsider (native)

Humanoid (gnome)
Outsider (water) 

Humanoid (halfling) 
Plant 

Humanoid (human) 
Undead 

Humanoid (orc) 
Vermin 

Ship (galleon)
Ship (war galleon)

Ship (fast galleon)
Ship (frigate)

Ship (merchantman)
Ship (cargo fluyt)

Ship (barque/ntine)
Ship (sloop)

Ship (pinnace)
Ship (oar)

Skill Focus (Chase) (Ex): At 2nd level, a swashbuckler is treated as having the feat skill focus (chase).

Combat Style (Ex): At 2nd level, a swashbuckler must select one of two combat styles to pursue: cutlass or rapier and dagger (two-weapon combat). This choice affects the character's class features but does not restrict his selection of feats or special abilities in any way.

If the swashbuckler selects cutlass, he is treated as having the Hack Away feat, even if he does not have the normal prerequisites for that feat.

If the swashbuckler selects two-weapon combat, he is treated as having the Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

The benefits of the swashbuckler's chosen style apply only when he is merely Skilled at shipboard combat. He loses all benefits of his combat style when he becomes Savvy enough to employ the ship.

Endurance: A swashbuckler gains Endurance as a bonus feat at 3rd level.

Animal Companion (Ex): At 4th level, a swashbuckler gains an animal companion selected from the following list: chicken, crocodile, dog, riding dog, cat, Medium shark, monkey, parrot, pig, porpoise, snake (Small or Medium viper), squid, or tortoise. This animal is a loyal companion that accompanies the swashbuckler on his adventures as appropriate for its kind.

Improved Combat Style (Ex): At 6th level, a swashbuckler's aptitude in his chosen combat style (cutlass or rapier and dagger) improves. If he selected cutlass at 2nd level, he is treated as having the Employ Rigging feat, even if he does not have the normal prerequisites for that feat.

If the swashbuckler selected two-weapon combat at 2nd level, he is treated as having the Improved Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the swashbuckler's chosen style apply only when he is merely Skilled at shipboard combat. He loses all benefits of his combat style when he becomes Savvy enough to employ the ship.

Luck (Su): Beginning at 7th level, a swashbuckler gains the incredible aspect of Luck, able to reroll any dice once a day. His Luck increases every four levels thereafter, to a maximum of four uses of Luck at level 20.

Aero Fighter (Ex): At 8th level, a swashbuckler no longer takes a –2 penalty when attempting any Aerial.

Evasion (Ex): At 9th level, a swashbuckler can avoid even magical and unusual attacks with great agility. If he makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, he instead takes no damage. Evasion can be used only if the swashbuckler is Skilled or less. A helpless swashbuckler does not gain the benefit of evasion.

Combat Style Mastery (Ex): At 11th level, a swashbuckler's aptitude in his chosen combat style (cutlass or rapier and dagger) improves again. If he selected cutlass at 2nd level, he is treated as having the Flynn Maneuver feat, even if he does not have the normal prerequisites for that feat.

If the swashbuckler selected rapier and dagger combat at 2nd level, he is treated as having the Greater Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the swashbuckler's chosen style apply only when he is merely Skilled at shipboard combat. He loses all benefits of his combat style when he becomes Savvy enough to employ the ship.
Humiliating Strike (Ex): When fighting their foes, swashbucklers of 13th level can embarrass opponents and degrade their will to fight. The swashbuckler must declare he is using this ability prior to making an attack. The attack deals only half damage, but imposes a –1 morale penalty to attack, saves, and skill checks against the swashbuckler. These penalties are cumulative, but cannot exceed –10 for any given opponent. These penalties only apply against the swashbuckler. Opponents may make a Will saving throws DC 10 + swashbuckler’s Charisma modifier, to negate the penalties. A saving throw must be made for each cumulative penalty. Penalties to opponent's morale are negated after 1 hour.
This ability only functions against creatures with an Intelligence score of 5+. (A classic example of this ability is the hero Zorro, who slashed a letter “Z” into his opponents’ flesh. Though not seriously injuring them, he invariably degraded their ability to fight effectively against him.)
NOHide in Plain Sight (Ex): While in any sort of natural terrain, a swashbuckler of 17th level or higher can use the Hide skill even while being observed.

SKILLS

· Medicine

· Dread Piracy

· Gunnery

· Navigation

· Repair

· Sabotage

· Machining

· Boarding

· Mass Intimidate

· Ship Focus

· Tumble (when attempting any activity defined as an Aerial, take a –2 penalty)

· Chase

A note: as far as C&C is concerned, any musical Perform skill (strings, percussion, etc.) synergizes at 5 ranks to +2 with every other musical Perform check. As a musician myself, I think this better reflects how IRL music learning actually operates.

FEATS

· Mageblooded

· Sea Legs

· Knack, the

· Uncanny Navigation

· Improved Navigation

· Unbathing

· Hack Away

· Repel Boarders

· Uncanny Gunnery

· Improved Gunnery

· Uncanny Medicine

· Improved Medicine

· Employ Rigging

· Flynn Maneuver

· Improved Flynn Maneuver

· Dread Pirate

· Monkeyhands
· Guybrush

· Costa Guardia

· Zen Gunnery

· Ship Specialization

· Chase

· Unorthodox Attacks

· Acrobatic

· Artist

· Athletic

· Alertness

· Blindsense, 5’ radius

· Brew Potion

· Death Blow

· Dash

· Daylight Adaptation

· Dirty Fighting

· Education

· Extra Rage

· Extra Music

· Eyes in the Back of your Head

· Faster Healing

· Favoured Critical

· Flamboyance

· Flick of the Wrist

· Hamstring

· Instantaneous Rage

· Intimidating Rage

· Jack of All Trades

· Knock Down

· Mercantile Background

· Militia

· Off-hand Parry

· Persuasive

· Power Critical

· Power Lunge

· Prone Attack

· Quicker than the Eye

· Remain Conscious

· Requiem

· Sharp-Shooting

· Silver Palm

· Snatch

· Snatch Weapon

· Spring Attack

· Street Smart

· Superior Expertise

· Survivor

· Throw Anything

· Thug

· Trustworthy

UNBATHING

Prerequisites: Dread Piracy 5 ranks, never bathes

Benefit: You acquire a –3 to all CHA checks, except Dread Piracy (+6), Intimidate and Mass Intimidate (+3)

Normal: Normal people tend to bathe, yes. Even in the 1700s.

KNACK, THE

Prerequisites: none

Benefit: +2 on all Machining, Gunnery, or Craft (for at least partly motional items) check. +4 on all Repair checks.
GUYBRUSH

Prerequisites: Swim 4 ranks

Benefit: You can hold your breath for ten minutes.

Normal: Most can hold their breath for their CON bonus in minutes.

Special: No, this is not a reference.

MONKEYHANDS

Prerequisites: none

Benefit: +2 Climb checks. You don’t lose DEX bonus to AC or give attacker +2 bonus when attacked climbing.

Normal: When climbing rigging, or anything else, you lose your DEX bonus (sneak attack prone) and any attacker gains +2 on his attack roll.

Special: An Buccaneer may take this as one of his fighter bonus feats.

EMPLOY RIGGING
Prerequisites: Climb 5 ranks

Benefit: Somehow, you always seem to be standing next to the rigging, and can take 10 on a climb check to climb it and then drop on your enemies below. By doing so, you inflict 1d8 extra damage every ten feet, however, for each ten feet, your selected enemy gains +1 on his reflex bonus (for half damage). This maneuver gains +1 glory if successful.

Normal: Other people just can’t do it.

Special: The Swashbuckler gains this feat at sixth level if he selected to specialize in the cutlass. An Buccaneer may take this as one of his fighter bonus feats.

FLYNN MANEUVER

Prerequisites: Cha 13+, Monkeyhands, Employ Rigging, Mobility

Benefits: Insane. You are capable of climbing the rigging, finding a free rope, and then swinging across the ship, kicking with your cutlass in your teeth. You may attack everyone as you swing by, they get an AoO on you at reduced bonus. While you are, in fact, attacking unarmed, you do not take any penalties for doing so. Any Flynn Maneuver gets a +1 to glory for every enemy successfully hit. A Flynn Maneuver lasts one round, and when the next round comes, you can elect to take 10 on a Jump or attempt to drop on another enemy.

Normal: Mere mortals are incapable of such power!

Special: The Swashbuckler gains this feat at eleventh level if he selected to specialize in the cutlass, even if he does not meet the prerequisites. An Buccaneer may take this as one of his fighter bonus feats.

FLYNN FINALE

Prerequisites: Flynn Maneuver

Benefits: You have now mastered the Flynn Maneuver to such a degree that you can deliver its coup-de-grace. At the end of a Flynn Maneuver, successful or un-, you may select one enemy to knock overboard with your boots. The enemy gains a reflex save at DC 10+cha bonus+dex bonus. If successful, the enemy is now Overboard and must attempt to climb back on deck. A successful Flynn coup-de-grace gains +4 glory, stacking with the glory gained by the Flynn Maneuver proper.

Normal: A Flynn Maneuver executed without this feat cannot finish except by jumping off the rope.

Special: An Buccaneer may take this as one of his fighter bonus feats.

ZEN GUNNERY

Prerequisites: Base attack bonus +3, Wis 13+

Benefits: You can use Wis Mod instead of Dex Mod when using ranged attacks in ship-to-ship (but not boarding).

Normal: Dex mod at ship-to-ship range.

PRESTIGE CLASSES

· Cabin Boy

· Navigator

· Voodoo Healer

· Witty Repartee Fighter

· Pirate Queen

EQUIPMENT

· Weapons

· Goods

· Ships

FORTUNE AND GLORY

· Fortune

· Glory

FORTUNE

“You'd be surprised how much trouble a reputation can be.  If you don't watch it, that is.” – Capt. Finn Devlin, the Whirling Scottish Devil

GLORY

“The Champs-Elysees, full of sunshine and people, was nothing but glare and dust, the two elements of glory." - Victor Hugo, Les Miserables

Only a few of your battles will be man-to-man duels. Most of the time, you’ll be leading your stalwart crew against the enemy.

COMBAT

· Ship-to-ship

· Boarding

· Hand-to-hand (crew)

SPECIAL COMBAT

· Ship-to-ship

· Boarding

· Hand-to-hand

· Man Overboard

· Flynn Maneuver

· The Crow’s Nest

· Rigging

· Yardarm Dueling

THREE SHEETS TO THE WIND

ALL ASHORE

YE’RE OFF THE EDGE OF THE MAP, MATE. HERE THERE BE MONSTERS!

· Undead Pirate

· Impious Ghost

· Demon Pirate

· Ninja

· Midget Pirate

· Acid-Shooting Nipple Siren

‘OW DOES ‘E DO IT? IT’S FOCKIN’ MAGIIIIIIIC!


ARCANE

· Bardic

· Other

DIVINE

· Cleric

· Voodoo

· Sacrifice

