Duelist Prestige Class

This is a modified version of Monte Cooks Duelist from Dragon 275

Prerequisites 

· Base Attack Bonus; +6 

· Feats: Ambidexterity, Dodge, Mobility, Quickdraw, Weapon Proficiency: Rapier 

· Skills: Diplomacy: 3, Balance: 5 

	Level
	Attack
	Fortitude
	Reflex
	Will
	Abilities

	1
	+1
	+0
	+2
	+0
	Canny Defense, Main Gauche

	2
	+2
	+0
	+3
	+0
	Elaborate Parry, Precise Strike +1d6

	3
	+3
	+1
	+3
	+1
	Enhanced Mobility, Grace

	4
	+4
	+1
	+4
	+1
	Enhanced Reflexes

	5
	+5
	+1
	+4
	+1
	En Garde, Acrobatic Attack 

	6
	+6
	+2
	+5
	+2
	Precise Strike +2d6

	7
	+7
	+2
	+5
	+2
	Select Style

	8
	+8
	+2
	+6
	+2
	Select Style

	9
	+9
	+3
	+6
	+3
	Select Style

	10
	+10
	+3
	+7
	+3
	Select Style


Hit Die: D8

Skill Points: 4 + Int Bonus per level

Skill List: Balance, Bluff, Diplomacy, Escape Artist, Innuendo, Jump, Knowledge: Nobles & Royalty, Listen, Sense Motive, Spot, Tumble

Class Abilities
Canny Defense: At 1st level, when not wearing armor heavier than Light and wielding a Rapier a Duelist may add his Intelligence Bonus, if any, to his Armor Class as a competence bonus. This bonus is not usable flatfooted. Note that this is not usable in conjunction with a shield.

Main Gauche: At 1st level, when using a Rapier as his primary weapon, the Duelist may use the Main Gauche Fighting Style Feat,. This allows him to fight with a dagger in the off hand as if he has both the Two-Weapon Fighting and Improved Two-Weapon Fighting Feats.

Elaborate Parry: At 2nd level the Duelist gains the extraordinary ability to fight defensively as described in the Players Handbook, gaining an additional +1 Dodge bonus to his AC per Duelist class levels the character has. Note that Dodge bonuses stack.

Precise Strike: At 2nd level the Duelist gains a +1d6 competence bonus to damage inflicted by any Rapier wielded by him while not wearing Medium or Heavy Armor and not using a Shield of any sort. At 6th level the Duelist doubles this and gains a total of +2d6 competence bonus to damage with a Rapier while not wearing Medium or Heavy Armor and not using a Shield of any sort This is stackable with Sneak attack damage. This bonus damage only applies to damage inflicted with a Rapier.

Enhanced Mobility: At 3rd level, when not wearing Medium or Heavy Armor and not using a Shield of any sort the Duelist gains an additional +4 AC Dodge bonus when moving into or out of threatened areas. Note that Dodge bonuses stack.

Grace: At 3rd level when not wearing Medium or Heavy Armor and not using a Shield of any sort the Duelist gains a flat +2 competence bonus to his Reflex Save.

Enhanced Reflexes: At 4th level when not wearing Medium or Heavy Armor and not using a Shield of any sort the Duelist gains a +4 competence bonus to his Initiative, stackable with Improved Reflexes.

En Garde: At 5th level, when using a Rapier as his main weapon, the Duelist may use the En Garde Fighting Style. At his initiative, the practitioner may assume an ‘en garde’ position as a full attack action. When doing this, the practitioner holds position until an opponent moves to attack him in melee. When the first opponent makes their first melee attack the practitioner must make an attack of opportunity immediately even if he normally would not be allowed one. However, this attack of opportunity must be used in an attempt to deflect the incoming blow. The practitioner makes an attack roll against the opponents attack roll. If the practitioner equals or exceeds the opponents attack roll he successfully parries the incoming attack negating it totally; additionally the practitioner may then immediately take a single attack against that opponent (and that opponent only). After the practitioner has done this, the opponent may finish their action(s) minus their first attack. Should the practitioner fail to exceed the opponents attack roll, the opponents attack is handled as normal and the practitioners action for the round is lost. This Feat may only be used once in a round regardless of circumstances.

Acrobatic Attack: At 5th level when not wearing Medium or Heavy Armor and not using a Shield of any sort the Duelist gains a +2 competence bonus to hit and to damage any time he Jumps or Tumbles at least 5 feet into or onto his opponent. 

Select Style: At 7th, 8th, 9, and 10th levels the Duelist may select a bonus Fighting Style Feat (see Killer Shrike’s Fighting Style Feats) usable only with his Rapier.

