ADVENTURER�PRIVATE ��



Description:  An Adventurer is a jack-of-all-trades type of character, a free spirit who lives for the joy of discovery and the thrill of danger.  Adventurers love to investigate mysteries and explore crumbling ruins, looking for secrets of the past and treasures of the present.  They are cautious when the situation demands it, but the rely more than a bit on luck and intuition to get the job done.  Adventurers enjoy travels through the wilderness and interacting with people in cities, but it is crumbling ruins, forgotten civilizations, and treacherous dungeons that they love best, as they seem to provide the best chances for finding the treasures that are their meat and drink.  They are often suspicious of others and can be very secretive (not wanting to let on what they know for fear that somebody else will get there first), but they make friends easily and are generally welcome in any adventuring party for their special skills.



Adventurers tend to be fairly hardy as well as lucky and can handle themselves in a fight but are not particularly well-skilled in the arts of combat.  They use eight-sided hit dice and Rogue THAC0 and saving throws.  They begin play with 3 weapon and 3 non-weapon proficiencies and gain NWP slots every three levels.  Adventurers can be of any race except for half-ogres and of any alignment, though they are most often neutral or chaotic rather than lawful, as many treasure-hunting Adventurers are not too particular about acquiring ancient treasures by any means they find expedient, regardless of local laws, customs, or prior ownership (or, for that matter, current ownership).  An Adventurer must have scores of at least 13 in Charisma and Intelligence and 9 in Dexterity.



Weapon Proficiencies:  An Adventurer can use any weapon with a speed factor of 5 or lower, plus the lasso, net, and whip.  They may also use the blowgun, bolas, composite shortbow, dart, light crossbow, shortbow, and sling.



Adventurers can wear any form of armor up to and including studded leather, though armor other than leather may reduce some of their Rogue abilities.  Adventurers may use a small shield or buckler, but never a large or body shield.



Thief Abilities and Modifiers:  Appraisal, Climb Walls, Detect Magic, Find/Remove Traps, Hide in Shadows, Move Silently



Special Benefits:  Adventurers gain a limited assortment of thieving abilities at 1st level, as noted above.  In addition, at 4th level their mechanical skills and knowledge improve to the point that they gain the Open Locks skill.  At the same time (4th level), their familiarity with ancient languages enables them to gain the Read Languages ability.  An Adventurer gains 30 discretionary points at 1st level and 20 points at each level thereafter; no more than half of the points gained at any level can be placed into a single skill.



Danger Sense:  Adventurers have a sort of sixth sense that warns them of danger and helps them to avoid it.  This is partly due to their well-honed ability to read people and their intentions, partly to a developed intuition about signs of danger, and partly just to blind luck.  Anytime an Adventurer is about to set off a trap or be ambushed by another creature, they are entitled to make a save vs. paralyzation with a +2 bonus.  If this save is made, the Adventurer notices something amiss at the last moment or feels a sudden warning 'tingle' that just cannot be ignored, allowing him or her to step back without setting off the trap or to roll normal initiative against a creature that would normally have surprised him or her and take a normal action during the surprise phase.  This makes Adventurers very hard to take by surprise, especially at high levels.



In addition to the above, an Adventurer's Danger Sense makes him or her much more sensitive to observation and scrutiny, magical or mundane.  Hence, they gain a +4 (+20%) bonus to any rolls to detect observation, scrying, mind-reading, or other forms of examination, and in fact they receive a +2 bonus to resist magical or psionic divinations.



Evasion:  In combat situations, an Adventurers have a high degree of intuition about where and when an enemy is going to strike and how to dodge or otherwise avoid the blow or attack or at least minimize its effect somehow through dint of cleverness, agility, and sheer blind luck.  An Adventurer can use this ability once per day for every level of experience, though not more often than once per round in any event, and it can have one of the following effects:



 - Bonus of -5 to the Adventurer's initiative roll

 - Bonus of +3 to saving throw vs. any form of attack

 - Partial avoidance of any attack that can be dodged, halving damage inflicted (e.g., a sword blow, crossbow bolt, or dragon breath could be dodged, but magic missiles or attacks that do not inflict points of physical damage (e.g., charm person, disintegrate, flesh to stone) cannot be reduced in effect in this way.



Note that an Adventurer must know an attack is coming in order to use Evasion; if attacked from surprise, this ability cannot be used.  However, it can be used against attacks from invisible creatures or other dangers that the Adventurer cannot see, as long as he or she is not surprised.  This ability cannot be used if the Adventurer is held, stunned, asleep, slowed, paralyzed, entangled, or otherwise prevented from quick reaction to perceived threats.



Legends & Lore:  Adventurers learn a little bit of everything in their studies and travels.  An Adventurer's love of study allows him or her to learn NWPs from all proficiency lists without penalty, and in addition he or she gains new proficiency slots every two levels (2nd, 4th, etc.).  In addition, an Adventurer has a 5% per level chance to know something about virtually any topic.  This ability rarely gives specific information about magical items and the like, but it can provide a great deal of historical or cultural information about people, places, and objects (e.g., the cultural taboos of certain barbarian tribes, the style of swords manufactured in a particular nation, the race or nation that built a certain ruined city), particularly if the person, place, or thing being examined has some legendary significance or is famous in some way.  Because of their extensive familiarity with a wide variety of cultures, traditions, taboos, customs, and the like, Adventurers gain a +2 reaction bonus with intelligent humanoid NPCs (other intelligent races may afford him or her this benefit, at the DM's option).















As a side benefit of this ability, each time an Adventurer goes up a level he or she can attempt to roll this percentage as a chance that he or she finds a treasure map (or possibly one or more clues or rumors) that gives information about some place or item of legend.  Even if such a map or information is found, it is up to the Adventurer to decide whether or not to follow up on the information discovered therein.



Special Hindrances:  None.



BONUS PROFICIENCIES:  Cartography, Local History, Reading/Writing

PREFERRED PROFICIENCIES:  Ancient History, Direction Sense, Languages (Ancient), Languages (Modern), Lightning Reflexes, Luck, any Rogue proficiencies

�ADVENTURER KITS



Acrobat



Description:  As entertainers, most Acrobats are typically found accompanying carnivals or circuses, although a troupe of Acrobats can put on a remarkable show all by themselves.  The often perform in large taverns or in clubs, using their arts to draw in the crowd and captivate them long enough for the proprietor to drain their purses.  Acrobats are flashy and love to show off their skills; whatever they do, they like to do with a sense of style and a flair for the dramatic.  Acrobats often become cat burglars extraordinaire, and they are also useful adventuring allies, as they can squeeze into places where others cannot go without the age of magic.  Their skill at avoiding traps and other dangers also makes them excellent scouts.  Any race except half-ogres can produce Acrobats, with humans, elves, and half-elves unlimited in the level that they may attain, and with other races limited to 9th level.  Acrobats may be of any alignment and must have scores of at least 13 in Strength and Constitution and 15 in Dexterity.



Weapon Proficiencies:  Acrobats gain weapon proficiencies at the same rate as thieves, and they may become proficient in the following weapons:  chain, dagger, dart, javelin, knife, lasso, spear, staff, whip.



Acrobats must take proficiency in either staff or whip at first level, and must gain proficiency in both by the time he or she reaches 5th level.



Thief Abilities and Modifiers:  Climb Walls (+10), Escape Bonds (+10), Move Silently (+10)



Special Benefits:  Acrobats gain the ability of Evasion that is common to all Adventurers, and their acrobatic skill grants them an array of additional abilities, as described below:



Defensive Dodging:  Acrobats are extremely adept at dodging attacks on their person.  Acrobats have the same Evasion ability shared by all Adventurers, but in addition to this whenever an the Acrobat is targeted with a missile fired from a fixed point (e.g., a trap or siege engine) or an area-effect attack that can be dodged, he or she can substitute a save vs. petrification, modified positively by his or her Dexterity Defensive Adjustment, to avoid the effects of the attack completely.  A failed save indicates normal damage until an Acrobat reaches 9th level, at which point even a failed save results in only half normal damage being taken.  Note that this save is taken in lieu of any normal saving throw allowed--it is not an extra saving throw.



Note that in addition to Evasion and Defensive Dodging, Acrobats are able to use their Juggling proficiency to catch or deflect certain types of missile weapons, as described below.



Gymnastics & Acrobatics:  Acrobats are absolute masters of the Juggling, Jumping, Tightrope Walking, and Tumbling proficiencies.  At every level of experience (including 1st), an Acrobat can choose to add a +1 bonus to any one of these proficiencies.  An Acrobat's skill target can exceed 20 in this manner, since although a natural roll of 20 indicates failure, excess skill above 20 can counteract penalties that may be imposed by environmental conditions (e.g., high winds while Tightrope Walking).  In addition, a proficiency check is made by a margin of 10 or more results in a special result, as described below:



  Juggling:  The standard Juggling proficiency allows an Acrobat to attempt to catch small weapons hurled at him or her by making a successful attack roll vs. AC 0, and a special result allows an Acrobat add his or her level to this attack roll.  If such an item is caught, the Acrobat can immediately and without penalty to any of his or her other actions in the round hurl the weapon or item just caught at any target within range (including its originator).  In addition, hurled weapons too large to be caught (e.g., javelins, spears) can be deflected harmlessly away with a successful attack roll vs. AC 0, so long as they are hurled by a creature of size L or smaller.  Larger missiles and missiles launched from a device cannot be effectively caught or deflected with Juggling.



  Jumping:  A special result with this proficiency increases the distance (or height) of an Acrobat's jumps by 50%.  In addition, encumbrance penalties, both for jumping and vaulting, are reduced by 5 percentage points per encumbrance level.  When pole vaulting, an Acrobat can use a pole up to 15 feet longer than he or she is tall, and can execute a vault with only a run of 30 feet (15 feet plus the length of the pole).  Further, a special result or a second successful normal proficiency check will enable the Acrobat to avoid dropping the pole, if desired.



  Tightrope Walking:  Acrobats reduce the normal penalties for Tightrope Walking checks by one for every two levels of experience (rounding up); further, a special result indicates automatic success, regardless of negative conditions or penalties that might apply.  This includes the ability to make missile or melee attacks while Tightrope Walking with no chance of falling.  In addition, an Acrobat who gains a special result gains his or her full normal Dexterity bonuses when engaging in combat while Tightrope Walking.  Being struck by any attack still requires a check to see if the Acrobat has been knocked off balance.



  Tumbling:  Acrobats gain the usual +4 bonus to AC in any round in which initiative is won when Tumbling is used (successful proficiency check required).  In addition, a special result allows an Acrobat to take his or her full allotment of attacks (either unarmed or with a weapon) in the same round without penalty.



When falling, an Acrobat who obtains a special result can double the usual benefit from Tumbling (i.e., no damage from a fall up to 20 feet and half damage from a fall up to 120 feet).



Unarmed Combat:  Because of their practice in using gymnastic moves in unarmed combat, Acrobats are able to ignore the 'weapons in defense' rule when fighting unarmed against armed enemies.  When attacking unarmed, an Acrobat gains a +2 bonus to hit (increased to +4 if a special Tumbling result has been gained that round) as well as multiple attacks as a warrior of his or her level.  Each unarmed combat 'attack' by an Acrobat actually reflects a whole series or routines of punches, kicks, head butts, and so on that inflicts 1d4 points of damage, plus one point per two levels of the Acrobat (rounding up).  Note that creatures of size L or H or with a natural AC of 2 or better suffer only half damage from such attacks, while size G creatures cannot be harmed at all.



Special Hindrances:  Acrobats can wear only leather armor and may not use shields.  In addition, an Acrobat carrying more than his or her maximum unencumbered weight allowance cannot gain any special results from his or her enhanced proficiencies.



In addition to this stringent encumbrance restriction, Acrobats do not gain the Danger Sense and Legends & Lore abilities of standard Adventurers.  They also are prohibited from using shields and have a much smaller weapon list.  Finally, because they spend so much time practicing their acrobatic and gymnastic skills they neglect taking the time and effort to acquire new thieving abilities as they advance in level, and they also gain fewer discretionary points than typical Adventurers, receiving 20 at 1st level and 15 per level thereafter.  Likewise, they gain non-weapon proficiency slots only every four levels, as their concentration on acrobatics takes away from their time for study of other fields.



BONUS PROFICIENCIES:  Juggling, Jumping, Tightrope Walking, Tumbling

PREFERRED PROFICIENCIES:  Blind-fighting, Contortionist, Direction Sense, Endurance, Fleet-footed, Instant Stand, Lightning Reflexes, Luck, Rope Use, Running

�ADVENTURER KITS



Blade



Description:  Blades are master artisans with their weapons.  They perform amazing displays of skill and control as they flash various weapons all around their bodies in amazing displays of rapid weapon movement, offensive and defensive spins, and ritual dances.  They often perform in carnivals and circuses, using their superb control and mastery of trick throws and trick shots to entertain.  If there is a showy way to wield, throw, or perform with a weapon, a Blade knows how to do it better than anyone.  Blades run the gamut of personality from vibrant and flamboyant to dark and mysterious, but they always carry a certain air of confidence and showmanship about them.  They are very confident in their abilities and their trusty blades to get them through any scrape.  Blades can be of any race except half-ogre and can be of any alignment.  A Blade must have Constitution and Charisma of 13 or more and Dexterity of 15 or more.



Weapon Proficiencies:  A Blade begins at 1st level with Broad Group Proficiency in Blades, but receives no other weapon proficiencies until such are gained through advancement in level.



Thief Abilities and Modifiers:  Climb Walls (+10), Escape Bonds (+10), Hide in Shadows, Move Silently



Special Benefits:  All Blades have a certain level of skill in showy combat methods, as reflected by their required proficiencies.  Their highly trained agility and intuition in combat situations grants them the standard Adventurer's Evasion ability.  In addition, they gain a +1 bonus to their Display Weapon Prowess proficiency for every four levels of experience (rounding up).  In addition, Blades train and perform with weapons in both hands as a matter of course.  Because of their extensive experience with this style of fighting, they suffer no penalty when attacking or parrying with a weapon in either hand or with a weapon in each hand simultaneously, so long as the weapon in the primary hand is not larger than size M and the weapon in the secondary hand is not larger than size S.  Two size M weapons may be used simultaneously, so long as neither is a weapon that can be effectively wielded two-handed.  Note also that the speed factor of a size M secondary weapon is in�creased by 3; a size S secondary weapon entails no speed factor penalty.  



Blades are also extremely skilled in the art of Blind-fighting, as many of their performances involve mock duels or combats or trick throws performed while blindfolded.  Hence, a Blade may use his or Blind-fighting proficiency with respect to hurled weapons within 30' as well as to melee attacks.  Further, as they advance in level, their Blind-fighting proficiency increases.  At 5th level a Blade suffers only a -1 penalty for fighting in darkness, while a Blade of 9th level or above suffers no combat penalties for fighting blind.



In addition to the above general areas of training for Blades, they receive a number of specialized abilities that they may use when wielding any weapon from the Blades broad group, as described below:



Bladesmanship:  Blades are masters of swift, serpent-like strikes and maneuvers with all blade weapons, gaining multiple attacks as a warrior two levels lower than his or her actual level (i.e., 3/2 at 9th level and 2/1 at 15th level) and also decreasing the speed factor of any blade weapons used by one for every four levels of experience (rounding up, minimum speed factor of 0).  Blades are also exceptionally skilled at parrying, gaining a +1 bonus to their Armor Class for every four levels (rounding up) whenever using a general passive parry.  This bonus may also be applied to the Blade's attack roll when attempting an active parry.  Any time a Blade engages in parrying, he or she may combine it with the use of the Display Weapon Prowess proficiency if desired; he or she can execute simple, crisp, and effective parries or can show off his or her remarkable blade skill in performing flamboyant, scintillating, and equally effective parries with all the florid flair for which Blades are famous.



In addition, when fighting with any blade weapon a Blade is automatically able to use his or her Display Weapon Prowess proficiency as a part of normal combat as he or she engages in a fearsome display of weapon-wielding dexterity, flipping, twirling, and otherwise brandishing his or her weapon in most dazzling fashion.  If his or her proficiency check is successful, this display lowers the morale of any opponent within 10' with Low (5) or higher intelligence who can see the display by 2 and increases the morale of allies who can see the display by 1.  In addition, a Blade's flurry of feints, stylized combat stances, and generally intimidating weapons skill is so distracting in combat that any opponent within 10' suffers a -1 penalty to hit and a +1 penalty to its Armor Class.  In addition, versus a weapon-using foe a Blade gains a +1 bonus to his or her attack roll for every four levels of experience (rounding up) due to his or her skill at feinting a defender out of position and shifting weapon strokes and striking angles with blinding speed to take advantage of momentary vulnerabilities.



Precision Strike:  Blades are very deft and have a degree of control over their blades that is difficult to match.  They reduce the penalties (both to initiative and the roll to hit) for attempting a called shot of any kind by one for every four levels of experience (rounding up).  In addition, at 5th level a Blade's are sufficiently precise that he or she can attempt to Backstab an opponent as a thief four levels lower than his or her actual level (representing their lesser degree of training in learning vital parts of the anatomy).



Trick Throw:  This ability is similar to the precision strike described above, but it allows a Blade to reduce the penalty for attempting a called shot with any hurled weapon in which he or she is proficient (even weapons other than blades).  A Blade can also attempt to hurl any size S or M blade weapon as a missile with a range of 10 yards, with one such throw possible per round, with normal chances to hit and inflicting full normal damage.  Also, when a Blade attempts to use his or her Juggling proficiency to catch small objects hurled at him or her, the attack roll (see the proficiency description) is made using the Blade's level as a bonus.  This ability also works the a Blade's ambidexterity to allow the character to hurl weapons using either hand with no penalty.



A Blade who advances in level also learns the use of two special maneuvers.  Each of these may be performed no more than once per day.  When making an attack with either special maneuver, the benefits listed above under bladesmanship should be included as well, as if the Blade was making a normal attack and had succeeded in his or her Display Weapon Prowess proficiency.



Whirlwind Attack:  A Blade who wishes to use this ability must first spend at least one round parrying and observing the combat situation, noting the fighting styles and of the combatants near him or her, gauging their strengths and weaknesses, sizing up his or her opponents and skillfully positioning him- or herself just right in the midst of the fray.  Once the Blade is ready to use the whirlwind attack, he or she may attempt a Display Weapon Prowess check for every opponent within 10' of his or her position at the beginning of the round.  Against every opponent for whom the check is successful, the Blade can take a normal round's attack or attack sequence.  If the check is failed, that opponent cannot be attacked that round.  A Blade can only make as many checks as he or she has levels, but if any checks are left over at the end of a round, he or she can continue the whirlwind attack into the next round, until he or she has used up all checks.  If the Blade spends a round without attacking an opponent, the whirlwind attack is ended, even if he or she had potential checks remaining.  A Blade may move up to 10 yards per round while engaging in a whirlwind attack.  A Blade learns this maneuver at 5th level.



Note that it is possible to perform the equivalent of a whirlwind attack using hurled knives or daggers rather than the usual melee weapons (sword and dagger being the classic Blade combination).  If this is done, a successful Juggling check must be made in addition to a Display Weapon Prowess check for each creature to be attacked, though each check allows a full round's worth of hurled daggers or knives to be thrown at that creature.  This variant maneuver is typically referred to as a bladestorm.



Steeldance:  This maneuver is similar to the whirlwind attack but is far more deadly.  This skill enables the Blade to weave his or her weapon in a blinding flurry of parries, feints, swift slashes, and darting thrusts, becoming a veritable whirling dervish of deadly steel.  As with the whirlwind attack, before initiating this ability, a Blade must spend at least one round parrying and observing a combat, noting the fighting styles and body mechanics of the combatants near him or her and gauging their strengths and weaknesses and probable responses to any of a variety of actions.  At the beginning of the next round, the Blade must make a successful Display Weapon Prowess proficiency in order to initiate the steeldance.  If the check is failed, the Blade may continue parrying and attempt the check again on the next round and on the following rounds thereafter, though with a cumulative -4 penalty per round after the first.  If the attempt fails, the steeldance is wasted for the day.



If the check is successful, the steeldance has begun.  For as long as the steeldance lasts, the Blade can attack any and all targets within 10' with a normal melee round's attack or attack sequence, similar to the whirlwind attack, though no proficiency check is required to gain an attack against a given foe.  A Blade can move up to 10 yards per round while performing a steeldance, and thus literally is able to carve a swathe of destruction through tightly packed ranks of enemies.  The whirling blades flashing and whistling about the Blade's person deflect many attacks, improving his or her Armor Class versus attacks from all sides (including behind), with a +1 bonus vs. attacks with device launched missiles, +2 vs. hurled weapon attacks, and +3 vs. melee attacks.  In addition, the Blade's lethal lunges and deadly bladework are so awesome and terrifying to any weapon-using opponent with an Intelligence of Low (5) or greater that any successful hit requires the Blade's opponent to make an immediate morale check at -2 or be forced to flee at least 10' from the Blade and will attempt to keep that distance for the remainder of the combat, seeking out other opponents if possible, or fleeing in panic if the Blade is the only available combatant.  Anytime the Blade is within vision range of such a cowed opponent for the remainder of that battle, that creature suffers a -1 penalty to attack rolls.  If the morale check succeeds, the creature fights on even in the face of this cyclone of dancing death, and no creature who has previously struck the Blade during an encounter can be forced to make a morale check by the use of this ability.



This steeldance is very strenuous, and it can only be undertaken once during a given combat.  The Blade can continue the steeldance for up to 1d4 rounds plus one round for every level above 9th.  A new Display Weapon Prowess proficiency must be made each round after it has been initiated, however, with a cumulative -1 penalty for every round after the first.  Failure indicates that the Blade's concentration has been disrupted and the steeldance has been ended.  The steeldance maneuver is learned upon reaching 9th level.



Special Hindrances:  Blades are restricted to wearing studded leather or lighter armor and may not use shields.  Also, if a Blade is carrying more than his or her unencumbered weight allowance, all of his or her special abilities that have functions determined by level operate at only half normal effectiveness.



Because they concentrate so much on improving their bladesmanship, Blades do not take the time and effort required to gain more thieving skills as they advance in level.  They also receive fewer discretionary points for their thieving abilities, gaining 20 points at 1st level and 15 points for each level gained thereafter.  Likewise, they gain non-weapon proficiency slots only every four levels, as their concentration on bladework takes away from their time for study of other fields.  Finally, Blades do not gain the Danger Sense and Legends & Lore abilities of standard Adventurers.



BONUS PROFICIENCIES:  Blind-fighting, Display Weapon Prowess, Juggling, Tumbling

PREFERRED PROFICIENCIES:  Blacksmithing, Charm, Contortionist, Dancing, Direction Sense, Disguise, Endurance, Instant Stand, Intimidation, Jumping, Leatherworking, Lightning Reflexes, Luck, Seduction, Sixth Sense, Tannery, Tightrope Walking, Venom Handling, Weaponsmithing

�ADVENTURER KITS



Buccaneer



Description:  Buccaneers are roguish raiders of the lakes, rivers, and seas, accustomed to swift moves and running battles over open water.  They exist on the borders of society, travelling between the great seaports with no single place to call home, continually preying on those unable to defend themselves.  Not all Buccaneers are pirates, though most are.  Some are privateers in the employ of nations, traders, or even explorers.  Many heard the call of the sea when the law of the land had just about caught up with them.  Whether sailing the ocean in a mighty galleon or riding a river's currents in a handmade raft, the Buccaneer finds the world's waters an endless source of wonder.  A sailor and adventurer, the Buccaneer has an extensive understanding of weather patterns at sea and the behavior or marine animals, specializing in combat both on and under the water.  Though they prefer to remain at or near the sea, Mariners will occasionally find themselves drawn inland for extended period.  It is in aquatic settings, however, that Mariners are most at home.  Buccaneers can be of any non-lawful alignment, but they must be fairly nimble and sturdy enough to withstand the rigors of sea travel and must be smart enough to keep track of the infinite variables of sea travel, and so must have at least a 13 in Intelligence, Constitution, and Dexterity.



Weapon Proficiencies:  All Buccaneers must take proficiency in the cutlass at first level, and at least half of the Buccaneer's weapon proficiency slots must be spent on the following weapons:  chain, club (belaying pin), crossbow (any), dart, firearms (any), gaff/hook, knife (any), net, spear (any).  Other weapon proficiencies may be gained, but at least half of the Buccaneer's weapon proficiency slots must be spent on these weapons.



Thief Abilities and Modifiers:  Appraisal, Climb Walls (+20 if a rope used, -20 if a rope not used), Detect Noise, Escape Bonds, Move Silently, Pick Pockets



Special Benefits:  Buccaneers gradually learn how to apply the written word to their advantage in the sea trade, gaining both the Forge Document and Read Languages thieving abilities at 4th level, gaining the usual amount of discretionary points for Adventurers.  Their skill and nimbleness similarly grant them the Evasion ability common to all Adventurers.  In addition to these abilities, Buccaneers have the following special powers:



Aquatic Combat:  Buccaneers can fight with a weapon in each hand without penalty (as a Ranger), though their primary weapon must be a cutlass and their secondary weapon must be a belaying pin, gaff/hook, or knife (any).



Buccaneers have a fine sense of balance, developed from years of working on pitching decks and shimmying up masts and yardarms.  Under normal circumstances, the Buccaneer will never slip or fall when negotiating narrow, unsteady, or precarious footing.  If forced to make a Dexterity check or saving throw to maintain his or her balance, the Buccaneer gains a +2 bonus.  This allows them to keep their bearings even on the wildly pitching deck of a ship in stormy seas.  In fact, Buccaneers never suffer a penalty to initiative when fighting in aquatic or waterborne settings, though this does not allow them to use non-thrusting weapons effectively underwater.  When fighting creatures on board ship or in aquatic settings who are not themselves aquatic creatures or skilled aquatic combatants, they gain a -2 initiative bonus and a +1 bonus to hit and on AC.



Water Skill:  Buccaneers are exceptionally skilled at virtually all seaborne tasks.  Their Seamanship and Swimming NWPs improve by +1 for every three levels of experience (rounding up).  In addition, due to their rigorous training and a natural affinity for the water, Buccaneers are able to swim 50% faster than normal for a character with the Swimming proficiency, and they can also hold their breath 50% longer than normal.  A Buccaneer who falls into the water while heavily encumbered can always (unless unconscious, held, or otherwise restrained) get free of such encumbrance without danger of drowning.  Buccaneers can also swim (or paddle small craft) in almost perfect silence (treat as a Move Silently skill roll at double the normal chance of success), applying a -2 penalty to surprise rolls versus other creatures in such waterborne situations.



Because of their knowledge of and intuition about prevailing winds, currents, and other general aquatic conditions, Buccaneers can sense the presence of land (including islands and reefs that break the surface of the water), including direction and distance, within 10 miles per level of experience.  If the Buccaneer has ever been to that land before, he or she has a 10% chance per level of identifying the land mass precisely.



Special Hindrances:  A Buccaneer must come from an Aquatic background, though they may be of any social class.  Buccaneers are restricted to wearing leather armor only, and they prefer to go unarmored whenever possible.  With regard to shield use, Buccaneers can use bucklers if they wish, though more often they choose to fight with a secondary weapon.



Buccaneers gain only a limited form of the Legends & Lore ability of standard Adventurers.  Their area of knowledge extends only to people, places, and things related to the sea or other bodies of water (including rivers, lakes, and swamps).  They gain new nonweapon proficiencies at the normal rate, rather than the accelerated rate described for Adventurers, and do not gain free access to all NWP lists as an Adventurer does.  Buccaneers gain the reaction bonus for Legends & Lore only with respect to aquatic or seagoing creatures.  They have the same chance as a standard Adventurer to find treasure maps and clues, but those found by a Buccaneer will always relate to the sea or other bodies of water (e.g., buried pirate treasure on a remote tropical island, ruined temple in a sunken city).  Buccaneers do not gain an Adventurer's Danger Sense ability at all.



In addition to the above, land-dwelling NPCs tend to regard all sailors as rather unsavory characters, and the Buccaneer will suffer a -2 reaction penalty when dealing with such NPCs, who can easily spot the Buccaneer as a man of the sea unless he or she is magically disguised.  In addition Buccaneers who engage in acts of piracy (not an uncommon calling for characters of this class) gain a certain reputation or degree of infamy.  As a result, seafaring NPCs who are not also Buccaneers or engaged in piratical activities have double the normal reaction penalty if they are aware of a Buccaneer's reputation.







Finally, Buccaneers also have a very strong emotional attachment to the sea.  If he or she must remain away from large bodies of water for more days than he or she has points of Wisdom, he or she will suffer a -2 penalty to morale (if an NPC), saves vs. mind-affecting attacks, and ability checks and will suffer -1 on rolls to hit in combat.



BONUS PROFICIENCIES:  Direction Sense, Distance Sense, Seamanship, Swimming

PREFERRED PROFICIENCIES:  Artillerist (naval), Boat Building, Boating, Carpentry, Cartography, Drinking, Endurance, Engineer-Shipwright, Excellent Vision, Fishing, Gaming, Haggling, Jumping, Mercantilism, Navigation, Riding (Sea-based), Rope Use, Seamstress/Tailor, Signaling, Survival (ocean surface), Tattooing, Tightrope Walking, Tumbling, Weather Sense

FORBIDDEN PROFICIENCIES:  any General Rural, Subterranean, or Wilderness proficiencies

�ADVENTURER KITS



Explorer



Description:  The restless spirit of the Explorer makes him or her the most nomadic of all characters.  Their travels take them around the world, continually seeking new lands to investigate and new cultures to study.  No region is too remote, no society too primitive to pique the Explorer's interest.  An expert in communication, survival, and anthropology, the Explorer's skills are invaluable for safely navigating uncharted terrain and negotiating with suspicious natives.  Motivated as much by curiosity as money, the Explorer spends more time planning expeditions than looking for employment.  They are often in high demand as guides, mapmakers, and scouts, often leading expeditions and directing the activities of other scouts and members of an exploring party.



Explorers can be of any alignment and any race except for aasimar, half-orcs, and half-ogres.  In addition to normal Adventurer minimum ability scores, an Explorer must have a Constitution score of at least 14.



Weapons & Armor:  Explorers favor quick, lightweight, easy-to-use weapons, and they may use only melee weapons with a speed factor of 4 or less or the light crossbow, hand crossbow, short bow, or short composite bow.  The exception to this is that they may use firearms of any sort, due to their interest in and familiarity with exotica.



They are not specifically limited in their choice of armor, though they are most comfortable in light armor.  Explorers also disdain heavy shields, and will use only a buckler or small shield, never a large or body shield.



Thief Abilities and Modifiers:  Appraisal, Bribe Official, Climb Walls, Forge Document, Move Silently, Read Languages



Special Benefits:  Explorers are most at home on the open road, blazing new paths through virgin wilderness and visiting strange and exotic locales, and they possess an array of special abilities that help them get around in the world:



Danger Sense:  As a standard Adventurer, but an Explorer's intuition for danger extends to a sense for approaching storms, earthquakes, landslides, and other natural disasters within one hour, allowing them to hunker down and survive such phenomena and then continue with their mission.



Empathic Welcome:  Explorers possess an empathic ability similar to the animal empathy possessed by Rangers, save that an Explorer can use this ability not with animals but when encountering any humanoid creature with Low or better Intelligence.  The Explorer must be at least 10' from others in his or her party.  In addition, the creatures must be able to see and hear the Explorer and the area must be relatively free of distractions, such as loud noises, combat, etc.  If these conditions are met, then the creatures in question, if not being overtly threatened, will not attack the Explorer.  He or she must then spend 1d6+4 rounds calmly soothing the creatures.  At the end of this period, the creatures must save vs. rods, with a -1 penalty per three levels of the Explorer (rounding up), or have their reaction modified by one step in any direction desired by the Explorer (e.g., Cautious to Indifferent or Hostile to Threatening).  If the Explorer is interrupted or breaks off soothing before the time requirement passes, the creatures will resume their previous reaction attitude.



Legends & Lore:  As a standard Adventurer, but an Explorer is even more in tune with regional and local customs and norms and therefore gains a +4 reaction adjustment with intelligent creatures of cultures other than his or her own (retaining the normal +2 bonus within their own culture).



In addition to the standard uses of Legends & Lore, Explorers have acquired a vast stock of travel tips and tidbits about geography (including all manner of 'short cuts'), ecology, weather patterns, and the like.  This allows an Explorer to attempt a Legends & Lore check at double the normal chance of success (i.e., 10% per level) in lieu of a Survival proficiency check for any terrain type.  Thus, at 10th level and above an Explorer gains the benefits of Survival proficiency in all terrain types with automatic success.  In addition, once per week an Explorer traveling in the wilderness can attempt a Legends & Lore roll at double the normal chance of success in order to figure out the correct path to travel in order to arrive at a desired geographic location.  This guidance will suffice for one day's worth of travel, eliminating any chance of getting lost that day and cutting movement point costs for overland travel by half for all terrain with an MP cost of 2 or greater.



Linguistics:  One of an Explorer's advantages is their facility with languages.  They have the ability to apply their Read Languages ability to speak and understand foreign tongues (representing their prodigious memories and vast store of words, phrases, and bits of jargon from hundreds of different languages).  This requires a check against half the Explorer's base Read Languages score, and this check must be made each time the Explorer attempts to interpret foreign speech or address a creature whose language he or she does not actually know.  In addition to this unique ability, Explorers who spend proficiency slots to learn languages can pick up new languages in only half the normal amount of time and at half the normal cost in proficiency slots.



Special Hindrances:  An Explorer will never settle down and set up a fortification or castle of any sort, nor will they ever attract a group of men-at-arms to serve them.  Preferring to avoid unnecessary attachments and relationships, they will never have more than one henchman or retainer at a time, though the total number of henchmen they can have, as determined by their Charisma score, is not affected.  They likewise do not like to be encumbered in the material sense, and though they are not limited in the value of their possessions, they (and/or their mount) must be able to carry everything they own.  In addition, an Explorer will suffer a -1 penalty to attack rolls if wearing armor heavier than studded leather.



While Explorers have a certain intuition for avoiding danger, they are not as facile as other Adventurers at getting out of harm's way in life-and-death situations.  Thus, they do not gain the Evasion ability.  Also, they gain only 20 discretionary points at 1st level and 15 points per level thereafter, and they do not gain any additional thieving abilities beyond those possessed at the start.









BONUS PROFICIENCIES:  Cartography, Navigation, Reading/Writing

PREFERRED PROFICIENCIES:  Ancient History, Camouflage, Direction Sense, Distance Sense, Endurance, Fire-building, Fishing, Foraging, Herbalism, Hunting, Languages (Ancient and Modern), Mountaineering, Rope Use, Signalling, Survival, Swimming, Trail Marking, Trail Signs, Weather Sense

�ADVENTURER KITS



Swashbuckler



Description:  Swashbucklers tend to be happy-go-lucky rogues with flashing wit as sharp as their steel.  They combine graceful acrobatics and skillful swordplay with snappy (some would say irritating) patter and rakish charm.  They are most at home in city environments, bouncing about the rooftops or attending stylish parties, drawing attention to themselves and then slipping away in a moment.  Most Swashbucklers come from a wealthy or aristocratic background.  Their interest in fencing, stealth, and acrobatics stems more from idle whim and boredom with the stodginess of high society, rather than a need to survive (as with thieves) or a desire to perform and entertain (as with bards).  Most such young rakes retire to run the family business, but a few exceptional individuals carry on their activities, either in secret (slipping away at night bedecked in a mask or disguise) or openly.  Not all Swashbucklers are such purposeless thrill-seekers and flakes, however; some are driven vigilantes or crusading adventurers, while others are colorful highwaymen or simply footloose travelers with a taste for adventure, romance, and the finer things in life.  All Swashbucklers, however, possess unflappable self-confidence and a deeply-held belief that things will work out for them in the end.  Any race except dwarves, half-orcs, and half-ogres can have Swashbuckler members, with level limits as for other Acrobats.  Swashbucklers need not necessarily be chaotic, but they may not be of lawful alignment.  They must have scores of at least 15 in both Dexterity and Charisma.



Weapon Proficiencies:  Swashbucklers may gain proficiency in the following weapons:  crossbow (hand, light), dart, firearm (any), knife (main-gauche, razor, stiletto), staff, sword (rapier, sabre), whip.  In addition, they must choose a single melee weapon from this list as their "weapon of choice" (see Special Benefits).



Swashbucklers share the armor and shield restrictions of typical Adventurers.



Thief Abilities and Modifiers:  Bribe Official, Climb Walls, Escape Bonds, Hide in Shadows, Move Silently, Pick Pockets



Special Benefits:  Swashbucklers tend to be very lucky individuals, gaining a +1 bonus to all saving throws and a +1 bonus to Gaming proficiency checks for every three levels of experience (rounding up).  In addition, their luck and intuition in combat situations grants them the Evasion ability common to all Adventurers.  In addition to this generally lucky nature, Swashbucklers gain the following special abilities:



Fencing & Fighting:  When a Swashbuckler is fighting with his or her "weapon of choice," he or she attacks with the THAC0 of a Fighter of equal level and gain multiple attacks as if a Fighter of equal level.  This benefit does not apply to any other weapons of proficiency of the Swashbuckler.



In addition to this benefit, Swashbucklers are very skilled in fencing, gaining Fencing Proficiency automatically at 1st level without needing to spend slots to gain it.  At 6th level or thereafter, a Swashbuckler can opt to train in Fencing Specialization without needing to spend a slot on it, though any normal costs will need to be paid and a chance of success rolled, with a +20% bonus.  At 11th level or later, a Swashbuckler can likewise learn Fencing Mastery without needing to spend a slot.  These skills can be learned previous to these levels by spending a proficiency slot.



Secret Admirers:  Finally, Swashbucklers often have secret and open admirers and patrons who take a vicarious thrill in the Swashbuckler's lifestyle and exploits.  They often will leave gifts or presents for the Swashbuckler, doubling the normal chance for an upper class character to receive gifts each game month and each time he or she advances a level.  A Swashbuckler can also draw upon the financial resources of his or her family and wealthy friends from time to time.  He or she can demand shelter from any noble for him- or herself and up to one companion per level.  He or she can request double the normal loan amount allowed for an upper class character, and in addition to this can request a cash advance from his or her family or wealthy friends once per experience level to cover expenses incurred while adventuring of up to 100 g.p. per level.  He or she need not pay back this advance, but any money left over should be returned and an accounting of what the money was spent on is usually expected.  In lieu of money, the Swashbuckler may receive the loan or use of a mount, weapons, or other equipment that he or she may need.



Suave Sophistication:  Swashbucklers have a considerable amount of charm and appeal, gaining the Charm proficiency free at 1st level, granting a +1 bonus to Charisma checks and reaction rolls if they can converse with a non-hostile creature for at least 1d6 rounds.  In addition, they gain an extra +1 bonus to reaction rolls with members of the opposite sex for every three levels of experience (rounding up), though this is halved with respect to members of the opposite sex of other races.



If a Swashbuckler spends 1d10 rounds flattering and charming a member of the opposite sex, he or she can force that person to make a saving throw vs. rods at -1 for every three levels of the Swashbuckler (rounding up) or have his or her reaction modified by one in the direction desired by the Swashbuckler.  If the save succeeds, the object of the Swashbuckler's flattery finds him or her crass and rude and has their reaction modified by one level in the opposite direction.



Swashbucklers love social interactions and tend to be incurable gossips.  In fact, their love for eavesdropping and finding out the secrets of others allows them at 4th level to gain the thieving abilities of Detect Noise and Read Languages.  They gain normal discretionary points for Adventurers (i.e., 30 at 1st level and 20 per level thereafter; no more than half at each level in any one skill).



Tales of Ribaldry:  Swashbucklers also have the ability to inspire and rally their allies, requiring 1d4+1 rounds cheering on his or her allies with rousing tales of ribald glories and tales of merrymaking of the past and expressions of confidence for the future.  The Swashbuckler can affect a number of companions equal to his or her level, granting a +2 bonus to morale and saves vs. fear and charm-based spells and effects and a +1 bonus to their attack rolls for 1 round per level of the Swashbuckler.  This inspiring speech does not affect animals, other Swashbucklers, or the Swashbuckler him- or herself.  This must be undertaken before combat of any sort is begun, and it cannot be interrupted by other activity without wasting the effect.



Special Hindrances:  Swashbucklers love to live the high life.  As a result, they will always demand the highest quality money can buy; e.g., they will never buy watered wine when a fine vintage is available or sleep in the common room of an inn when a private suite is open.  Additionally, they must always pay 10% times their level more than the asking price for any items, goods, or services that they purchase.  Failing to do so results in a loss of his or her reaction bonus and their ability to rally others with their Tales of Ribaldry until the Swashbuckler has made as many consecutive full-price (i.e., counting the full markup) purchases as he or she has levels.



Swashbucklers must come from an upper-class upbringing and an Urban background, thus allowing them the overabundance of free time and taste for finery and flippant frippery that only the urban wealthy can enjoy.  Due to their idle, misspent youth, Swashbucklers gain only half the normal number of non-weapon proficiency slots (including any bonus slots due to high Intelligence) at 1st level, and their lack of application to study causes them to gain new proficiency slots only every four levels.  Along these lines, a Swashbuckler gains a only very limited form of the Adventurer's Legends & Lore ability, being restricted to information about wealthy and noble people (including their notable possessions and alliances/enmity with others) and high-class food, fashion, and the like.  A Swashbuckler gains a +2 reaction bonus with Upper Class characters as a result of their knowledge of the effete ways of the nobility, but they gain none of the other benefits that accompany a standard Adventurer's Legends & Lore.  A Swashbuckler does not gain the Danger Sense ability at all.



Swashbucklers' carefree attitudes also seem to get them into trouble, and danger of various sorts seems to seek out the Swashbuckler at inopportune times.  Swashbucklers are often challenged to duels or subjected to ridicule for their foppish dress and manners or otherwise called upon to defend their honor.  They often seem to be singled out by nubile young ladies, often with deadly secrets and deadlier pursuers, who just happen to stumble upon the dashing Swashbuckler while fleeing danger.  Life conspires to make things interesting for Swashbucklers, and they tend to be on the receiving end of a little more good-natured bad luck than other characters.



In addition, at some time after reaching 4th level the Swashbuckler will acquire a personal nemesis.  This is an NPC of a level of approximately equal level to the Swashbuckler whose goal in life, for whatever reason, is to unmask, apprehend, foil, capture, or kill the Swashbuckler, often for some real or imagined slight dealt out by the Swashbuckler at some time in his or her early adventuring career.



BONUS PROFICIENCIES:  Charm, Etiquette, Tumbling

PREFERRED PROFICIENCIES:  any Arts, any Urban, Appraising, Bribery Etiquette, Disguise, Display Weapon Prowess, Drinking, Eating Fast-talking, Forgery, Gaming, Heraldry, Jest, Juggling, Jumping, Persuasion, Reading Lips, Seduction, Tightrope Walking, Ventriloquism, Voice Mimicry

�
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***DISCLAIMER***



As with all postings by me of classes or races, it should be noted that portions of the information contained herein were inspired by or derived from information in published works of TSR, Inc., and may contain references to those works, quotations or passages of text (especially in the area of 'Character Description', where applicable sections from TSR works were often carried over more or less intact into my campaign world), or particular powers or abilities invented by TSR staff writers.  No relationship with TSR, Inc., is to be implied by this use, nor is any attempt being made to solicit profit or remuneration of any kind.  I have read the TSR Online Policy document, and have tried to accommodate the stipulations contained therein. 



In instances where I have lifted an essentially complete class or race without significant alteration, I have not included these in my postings but instead have inserted a reference to the appropriate D&D sourcebook for those curious in including it in their campaign.  Only variations that include a significant component of original work, alteration, or reformulation (including the compositing elements from various TSR sources into new combinations) of have been included in this set of postings. 





<a href="mail to:tjaden@u.washington.edu">Jason Eric Nelson </a> < tjaden@u.washington.edu >
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