Fencer Prestige Class

Prerequisites 

· Base Attack Bonus: +5 

· Feats: Expertise, Improved Disarm, Weapon Focus or Finesse: Rapier, Saber, Cutlass, or Thinblade 

· Skills: Balance: 5 Ranks, Jump 3 Ranks 

	Level
	Attack
	Fortitude
	Reflex
	Will
	Abilities

	1
	+1
	+0
	+2
	+0
	Deflect & Disengage, Beat

	2
	+2
	+0
	+3
	+0
	Select Style

	3
	+3
	+1
	+3
	+1
	Parry & Riposte, Leaping Lunge

	4
	+4
	+1
	+4
	+1
	Select Style

	5
	+5
	+1
	+4
	+1
	Improved Expertise

	6
	+6
	+2
	+5
	+2
	Select Style

	7
	+7
	+2
	+5
	+2
	Masterful Disarm

	8
	+8
	+2
	+6
	+2
	Select Style

	9
	+9
	+3
	+6
	+3
	Maneuver

	10
	+10
	+3
	+7
	+3
	Select Style


Hit Die: D8

Skill Points: 2 + Int Bonus per level

Skill List: Balance, Concentration, Jump, Spot.

Class Abilities
Fencing Weapons: The following Weapons may be used as Fencing Weapons: Rapier, Saber, Cutlass, Thinblade. The Fencers abilities are usable with all of these weapons, but none others. Additionally, the Fencers abilities are also only usable if he is unencumbered; thus he may not use his abilities if wearing anything heavier than light armor or while carrying an encumbering load.

Beat: At 1st level the Fencer is adept at tapping his opponents blade out of line to create an opening. As a full attack option, the Fencer may declare a Beat attempt versus a single foe in melee combat that he threatens. The selected foe must make a Reflex save versus the Fencers highest attack bonus with the fencing weapon he is using. If the opponent fails this save the Fencer may make a single attack at his highest attack bonus with competency bonus to hit equal to his class level. If the opponent passes this save the Fencers full action is wasted to no effect. This is an extraordinary ability.

Deflect and Disengage: At 1st level the Fencer is adept at protecting his blade; he gains a +4 competency bonus against opponent attempting to strike his weapon and applies a -4 competency penalty to foes attempting to disarm him.

Select Style: At 2nd level and every other level thereafter the Fencer may select a Fighting Style for free (see Killer Shrikes Fighting Styles). The Fencer must meet the prerequisites of the Fighting Style, and the Fighting Style is only usable with any of the following weapons: Rapier, Saber, Cutlass, Thinblade.

Parry and Riposte: At 3rd level the Fencer can easily deflect incoming attacks and then press his own. When using Expertise, the Fencer takes half of the normal penalty to hi to hit roll. Therefore, If the Fencer decides to allocate +5 to his AC, then he takes a -3 penalty to hit rather than the usual -5 penalty. The following summarizes to hit penalty taken and AC bonus gained using this ability: -1/+2,-2/+4,-3/+5. This is an extraordinary ability.

Leaping Lunge: At 3rd level as a full attack action the Fencer may attack an opponent up to 10 feet away once at his highest attack bonus and then return to his exact current position without attracting any attacks of opportunity from his target. If the attack hits the opponent, it inflicts bonus damage equal to the Fencers class level divided by 2, added before critical multipliers are applied. However, the Fencer does draw attacks of opportunity from other foes that threaten the area he is lunging thru as normal. This is an extraordinary ability.

Improved Expertise: At 5th level the Fencer may take a penalty of up to +10 on his attack roll and apply a like bonus to his AC until his next action. This ability overlaps (does not stack with) Expertise. Used in conjunction with Parry and Riposte, the following summarizes to hit penalty taken and AC bonus gained: -1/+2,-2/+4,-3/+6,-4/+8,-5/+10. This is an extraordinary ability.

Masterful Disarm: At 7th level the Fencer gains a +4 competency bonus on any attempt to Disarm a foe. If the Disarm is successful the opponents weapon does not land at her feet, but instead is knocked to the floor up to 15 feet away in the direction of your choice, as permitted by terrain and obstacles. This is a free bonus feat.

Maneuver: At 9th level the Fencer is adept at moving about in a smooth gliding fashion while keeping his opponent at bay. Whenever taking a 5-foot step, the Fencer may move 10 feet instead. In other words, the Fencer may move a total of 10 feet, but still counts as having made only a 5-foot step for all purposes. This is an extraordinary ability.

