Blind Master

 
	The blind masters are warriors who know that they cannot always depend on their eyes.  Some become blind masters because they are truly blind, others because they see the advantage of not needing to see.  The later often wear blindfolds so that they can take advantage of their abilities.


 
 
	Requirements

Feats: Blind-Fight, Combat Reflexes
Skills(Ranks): Bluff(4), Intuit Direction(8), Listen(4)

	Hit Die: 1d8

	Skill Points: 4 + Int modifier

	Class Skills

Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Escape Artist (Dex), Hide (Dex), Intuit Direction (Wis), Listen (Wis), Jump (Str), Move Silently (Dex), Tumble (Dex)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+0
	+2
	+0
	Blind Feint (+2), Sensitive Sense (+1)

	2
	+1
	+0
	+3
	+0
	Blindsight 5-foot Radius, Blind Agility

	3
	+2
	+1
	+3
	+1
	Hard to Flank, Dodge Missiles

	4
	+3
	+1
	+4
	+1
	Blind Feint (+4), Sensitive Sense (+2)

	5
	+3
	+1
	+4
	+1
	Deflect Arrows, Blind Move

	6
	+4
	+2
	+5
	+2
	Blind Hit, Blind Strength

	7
	+5
	+2
	+5
	+2
	Blind Feint (+6), Sensitive Sense (+3)

	8
	+6
	+2
	+6
	+2
	Blind Eye, Listen Look

	9
	+6
	+3
	+6
	+3
	Impossible to Flank

	10
	+7
	+3
	+7
	+3
	Blind Feint (+8), Sensitive Sense (+4)


 
	Class Features

Weapon and Armor Proficiency: simple weapons, light armor
 
Note: The blind master can only use the following abilities when he cannot see.  Please review the effects of blindness on page 276 of the PHB.
 
Blind Feint - The blind master can fool sight dependent opponents into believing that he is unaware of their movements.  When the blind master uses his Bluff skill to feint he gains the listed bonus to his Bluff check and feints as a move-equivalent action instead of a standard action.
 
Sensitive Sense - The blind master gains the listed bonus to his Listen checks and Intuit Direction checks.
 
Blindsight 5-foot Radius - The blind master can sense creatures that are within 5 feet of him.  Darkness and Invisibility are irrelevant.
 
Blind Agility - The blind master no longer suffers the -4 penalty to Dexterity-based skills due to blindness.
 
Hard to Flank - The blind master cannot be flanked unless he is surrounded by four opponents who stand opposite of one another (each stands on one side or each stands on one corner next to the blind master).
 
Dodge Missiles - The blind master retains his Dexterity bonus to Armor Class and attackers no longer get the usual +2 bonus when the blind master is attack with a ranged weapon.
 
Deflect Arrows - The blind master gains the Deflect Arrows feat and can use it even if he does not have the required prerequisites.
 
Blind Move - The blind master can move normally and is no longer has restrictions on his moving speed.
 
Blind Hit - The blind master gains his Blind Feint bonus to his attack roll after a successful feint.
 
Blind Strength - The blind master no longer suffers the -4 penalty to Strength-based skills due to blindness.
 
Blind Eye - The blind master knows the location of all objects within 30 feet but does not know what the objects are.  Darkness and Invisibility are irrelevant.  Objects that are 5 pounds or less cannot be detected.
 
Listen Look - The blind master can determine the exact location of a creature with a successful listen check.  Using this ability is a standard action.
 
Impossible to Flank - No matter the number or position of his attackers, the blind master cannot be flanked.


