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Characteristics: The Swashbuckler is the physical Jack-Of-All-Trades.  He has is very skilled in fighting with flair and has learned many other skills.  The Swashbuckler is versatile and comes in many flavors.  Unlike Fighters, however, the Swashbuckler focuses more on avoiding damage than surviving it.


Alignment: A Swashbuckler cannot be Lawful Good, Chaotic Evil or Neutral.  The Swashbuckler does not focus on any particular extreme and must always be on his toes, morally.


Religion: Swashbucklers often favor Chaotic and Neutral gods.


Adventuring: A Swashbuckler adventures for the excitement and the opportunity to advance in ability.


Weapons and Armor: The Swashbuckler’s weapon training focuses on graceful weapons.  Thus a Swashbuckler can use Short Swords, Rapier, Scimitar, Long Swords, Daggers, Hand or Light Crossbows, Whips, Shuriken and Quarterstaffs.  Swashbucklers are proficient in the use of all Light and Medium armor, but not shields.

        Multiclassing: A Swashbuckler cannot multiclass with Fighter.  He has already ingrained Swashbuckler fighting styles too far into his mind and he cannot unlearn it.

Class Features:


Weapon Specialization: On achieving 4th level or higher, as a feat, the Swashbuckler can take Weapon Specialization.  Weapon Specialization adds a +2 damage bonus with a chosen weapon.  The Swashbuckler must take Weapon Focus with that weapon to take Weapon Specialization.  If the weapon is a ranged weapon, this damage bonus only applies if the target is within 30 feet, because only at that range can the Swashbuckler strike precisely enough to hit more effectively.  When a Swashbuckler is wielding a weapon he has Specialized in but not attacking with it, he gains a +2 parry to his AC while not flat-footed.  If the Swashbuckler is using a Double Weapon he is Specialized in, and not using it as a Double Weapon, he can also get a +2 parry bonus to his AC for that round if not flat-footed.


Skills: The Swashbuckler’s class skills (and the key ability for each skill) are Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Gather Information (Cha), Hide (Dex), Innuendo (Wis), Intimidate (Cha), Intuit Direction (Wis), Jump (Str), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Perform (Cha), Pick Pocket (Dex), Profession (Dex), Read Lips (Int), Ride (Dex), Search (Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), Use Magic Device (Cha), and Use Rope (Dex)

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

Skill Points at Each Additional Level: 4 + Int modifier
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Bonus Feats: At 1st level, the Swashbuckler gets a bonus feat in addition to the feat that any 1st level character gets and the bonus feat for humans.  The Swashbuckler gains an additional bonus feat at 2nd level and every two levels thereafter (4th, 6th, etc.).  These bonus feats must be drawn from the following list: Ambidexterity, Blind-Fight, Combat Reflexes, Dodge (Mobility, Spring Attack), Endurance, Expertise (Improved Disarm, Improved Trip, Whirlwind Attack), Great Fortitude, Improved Critical, Improved Initiative, Lightning Reflexes, Mounted Combat (Mounted Archery, Trample, Ride-by Attack, Spirited Charge), Quick Draw, Run, Toughness, Two-Weapon Fighting (Improved Two-Weapon Fighting, Weapon Finesse, Weapon Focus, Weapon Specialization.


Some of the bonus feats available to a Swashbuckler cannot be acquired until the Swashbuckler has gained one or more prerequisite feats; these feats are listed parenthetically after the prerequisite feat.  Some feats may be selected more than once, but it must be for a different weapon each time.  A Swashbuckler must still meet all prerequisites for a feat, including ability score and base attack bonus minimums.


Important: These feats are in addition to the feat that a character of any class gets every three levels.  The Swashbuckler is not limited to the list included here when choosing those feats.

          Evasion: At 5th level, a Swashbuckler gains evasion.  If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage (such as a fireball), he takes no damage with a successful saving throw.  Evasion can only be used if the Swashbuckler is wearing light armor or no armor.  It is an extraordinary ability.

          Uncanny Dodge: Starting at 7th level, the Swashbuckler gains the extraordinary ability to react to danger before his senses would normally allow him to do so.  At 7th level and above, he retains his Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker.  This also includes any Parry bonus to AC if he happens to have a weapon he is Specialized in one hand.   At 11th level, he cannot be flanked; he can react to opponents on either side of him as easily as he can to a single attacker.  This defense denies a rogue the ability to use a flank attack to sneak attack the Swashbuckler.  The exception to this defense is that a rogue who is at least two levels higher than the Swashbuckler can flank him (and thus sneak attack him).  The Swashbuckler does not get the bonus reflex saves against traps that a Barbarian does.


