	Blade Dancer 

Elven society greatly values swordmanship. Every member of the community has, at least, a passing familiarity with either rapier or long sword. Most elves remain only apprentices, but some seek to excel in swordplay and make mastery of this fine art their goal in life. Elven warriors and fighters wielding blades are many, as are the different ways to wield them. Amongst those is the legendary blade dance. 

The basics techniques of the blade dance emerged in the early days of the Elven empires. Popular amongst commoners, because it versatility and elegance. It removed the need for heavy armor. This meant that a single elf with naught but an ordinary blade was able to escape a confrontation with several opponents relatively unscathed. Through experience, the steps and motions were perfected. Gradually those who passed on the tradition were teaching an increasingly more coherent set of principles to their pupils. They were called upon many times during the times of the Elven empires, being especially suited for situations where discretion and a quick response were required. The blade dance is still used and taught by elves to this day. 

Based on position and maneuverability, a blade dancer prefers speed and precision to the pragmatic application of force. A blade dancer in combat is in continuous flowing motion. Each action a combatant takes constrains the possible actions either combatant can take next. By taking note of the implications of the opponents' actions, a form of 'foresight' is granted to the observant practitioner. Using this 'foresight' the blade dancer chooses position such that harm is unlikely to befall him. By taking note of the implications of their own actions, blade dancers limit the possible reactions of their opponent, while maximizing their own. Speed and maneuverability are all important to accomplish this level of swordmanship. Therefore blade dancers abandon the use of all but the lightest of armor and focus on nothing but one blade. 

To a blade dancer, swordplay becomes a game of the mind, a fight against a worthy adversary like a challenging game of chess. They thrive on conflict, seeing it as another opportunity to hone their skill. Nowadays, a normal life in an Elven community does not provide these opportunities anymore. A blade dancer will seek them elsewhere, before settling down to pass on the tradition themselves. 
Hit Die: d10 

Requirements 

To qualify to become a blade dancer, the character must fulfill all the following criteria: 

  Race: Elf 

  Base Attack Adjustment: +6 

  Feats: Cleave, Dodge, Mobility, Power Attack, Quick Draw, Weapon Focus (weapon of choice), Weapon Specialization (weapon of choice). 

  Special: A blade dancer to-be must pick a weapon of choice when taking this prestige class. This can be any bladed weapon in which the blade dancer is proficient. Once the choice has been made it cannot be altered at a later time. 

Level
Attack Bonus
Fort. Save
Ref. Save
Will Save
Special
1

+1

+2

+2

+0

Ac Bonus (Int), Initiative Bonus.

2

+2

+3

+3

+0

Improved Dodge*

3

+3

+3

+3

+1

Precise Strike* +1d6

4

+4

+4

+4

+1

Improved Weapon Focus*

5

+5

+4

+4

+1

Precise Strike* +2d6

6

+6

+5

+5

+2

Improved Weapon Specialization*

7

+7

+5

+5

+2

Precise Strike* +3d6

8

+8

+6

+6

+2

Improved Mobility*

9

+9

+6

+6

+3

Precise Strike* +4d6

10

+10

+7

+7

+3

Improved Cleave*

Class Skills 
The blade dancer's class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Hide (Dex), Jump (Str), Listen (Wis), Move Silently (Dex), Ride (Dex), Search (Int), Spot (Wis) and Swim (Str). See Chapter 4: Skills in the Players Handbook for skill descriptions. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features 
All of the following are class features of the blade song prestige class. 

  Weapon and Armor Proficiency: A blade dancer is proficient with all simple and martial weapons and light armor. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble. Also, Swim checks suffer a -1 penalty for every 5 pounds of armor and equipment carried. 

  Restrictions: All the following class features assume the blade dancer is wearing no or light armor. They are unusable when wearing medium or heavy armor, or when using a shield. The features marked with a '*' only apply to the blade dancers weapon of choice. 

  Ac Bonus (Int): A blade dancer adds his Intelligence modifier to Armor Class, in addition to the Dexterity modifier. Note that while armor limits your maximum Dexterity bonus to Armor Class, armor does not limit your maximum Intelligence bonus to Armor Class. Any situation that causes you to lose your Dexterity bonus to Armor Class also negates your Intelligence bonus. 

  Initiative Bonus: The blade dancer receives a +2 to his initiative. This bonus stacks with any initiative bonus as if it was a dexterity modifier. 

  Improved Weapon Focus: The blade dancer receives an additional +1 attack bonus when wielding his weapon of choice. This yields a total attack bonus of +2 when stacked with the Weapon Focus feat. 

  Improved Weapon Specialization: The blade dancer receives an additional +2 damage bonus when wielding his weapon of choice. This yields a total damage bonus of +4 when stacked with the Weapon Specialization feat. 

  Improved Dodge: The blade dancer receives an additional +1 dodge bonus to his Dodge feat. Thus yielding a total dodge bonus of +2 when wielding his weapon of choice. 

  Improved Mobility: The blade dancer receives an additional +4 dodge bonus to his Mobility feat. Thus yielding a total dodge bonus of +8 when wielding his weapon of choice. 

  Improved Cleave: The blade dancer is allowed to make a 5-foot step before making the extra attack granted by the Cleave or Great Cleave feat. This only applies when: the blade dancer's previous attack action permits a 5-foot step, he has not already taken this 5-foot step and he uses his weapon of choice. 

  Precise Strike: The blade dancer deals extra damage when using his weapon of choice. The amount of extra damage is 1d6 at 3rd level, increasing by another extra 1d6 at 5th, 7th and 9th level. Precise Strike functions only on living creatures with discernable anatomies; undead, constructs, oozes, plants and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is also not vulnerable to Precise Strike. The blade dancer cannot cause the extra damage while striking a creature with concealment (see Table 8-10: Concealment, page 133 in the Players Handbook) or striking the limbs of a creature whose vitals are beyond reach. 


