Dualist








Adventures: Dualist become adventures to either escape the crowds, the law, or just feel that that is where they belong. Then at other times the want to teach the dueling arts to other travlers on the road at which they must trust them.


     


Religion: No faith is predominant among dualist but they usually follow Erthnul because of the thrill of killing. 





Background: These Dualist usually found on the streets at a young age or is just born with it.





Classes:     All Dualist are trained to work well with wizards and clerics, working in teams to use weapons and spells to best effect. Dualist are also trained to work together with small unit tactics. 





Abilities: The abilities most important for the Dualist are Str, Dex, & Cha.  








Special : 


    Attck Bonus		   Fort	Ref         Will		Special


			  Save    Save       Save


1	+1		+2	+2	+0		Weapon finnes for any blade, Evasion                   


2	+2		+3	+3	+0		Bonus Feat


3	+3		+3	+3	+1		


4	+4		+4	+4	+1		Can use ranged Attack Bouns instead of  Meele 


5	+5		+4	+4	+1		Bouns Feat, Fast Movement/ 1 per Day 


6	+6/+1		+5	+5	+2		Improved Evasion


7	+7/+2		+5	+5	+2		


8	+8/+3		+6	+6	+2		Bonus Feat


9	+9/+4		+6	+6	+3		Fast Movement/ 2 per Day


10	+10/+5		+7	+7	+3		


11	+11/+6		+7	+7	+3		Bouns Feat


12	+12/+7/+1	+8	+8	+4		Fast Movement/ 3 per Day		               


13	+13/+8/+2	+8	+8	+4		Dobble attack


14	+14/+9/+3	+9	+9	+4		


15	+15/+10/+4	+9	+9	+5		Whrilwind attack, Fast Movement/ 4 per Day


16	+16/+11/+5	+10	+10	+5		Bonus Feat


17	+17/+12/+6/+1	+10	+10	+5		


18	+18/+13/+7/+2	+11	+11	+6		Fast Movement/ 5 per Day


19	+19/+14/+8/+3	+11	+11	+6		Bonus Feat


20            +20/+15/+9/+4        +12         +12          +6		Timless Bodie, Fast Movement/ 6 per Day





	Dobble Attack : Can attack an extra round


	If using two weapons they suffer no penatelys if those two weapons are of medium sized or smaller.


	Skill points at first level :(4+Int modifier) x4


	Skill points per level: 4+Int modifier


	Proficiencies: All simple &martial, Light & Medium armor


	HD : D10


	Class Skills : Skill : Balance (dex), Climb (str), Craft (int), Hide (dex),  Listen (wis), Move Silently (dex),  Ride (dex) Spot (wis), Intimidate (Cha), Intuit Danger (Wis),Intuit Direction (Wis), Jump (Str), Listen (Wis), Perform(Cha), Search (Int),Sense Motive (Wis), Swim (Str), concentration (Con).


	Weapon of choice: Dualist soldiers may select one melee weapon at first level to be their weapon of choice; with that weapon they gain a +1 to attack, damage, and initiative rolls. As they gain levels their bonuses with their weapon of choice also increases to +2 at 5th-level,  +3at 10th-level, +4 at 15th-level,and +5 at 20th-level.Once selected their weapon of choice cannot be changed.


	Alignment: Any


