Master of Arms

 
	The master of arms is a warrior who studies a broad range of weapons.  From the master of arms’ point of view, it is better to prepared with many weapons than to only know one.  Fighters make perfect masters of arms but occasionally other classes may pick up the profession as well.  Masters of arms are often hired as instructors due to their versatility.


 
 
	Requirements

Feats: Exotic Weapon Proficiency (any two weapons), Martial Weapon Proficiency (any two weapons), Simple Weapon Proficiency
Skills(Ranks): Knowledge[Weaponry](4)
Base Attack +5

	Hit Die: 1d10

	Skill Points: 2 + Int modifier

	Class Skills

Climb (Str), Craft (Int), Handle Animal (Cha), Jump (Str), Knowledge [Weaponry] (Int), Profession (Wis), Ride (Dex), Swim (Str)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+1
	+2
	+0
	+0
	Exotic Weapon Proficiency

	2
	+2
	+3
	+0
	+0
	Weapon Familiarity

	3
	+3
	+3
	+1
	+1
	Exotic Weapon Proficiency

	4
	+4
	+4
	+1
	+1
	Focus on Weapons

	5
	+5
	+4
	+1
	+1
	Exotic Weapon Proficiency

	6
	+6
	+5
	+2
	+2
	Specialize with Weapons

	7
	+7
	+5
	+2
	+2
	Exotic Weapon Proficiency

	8
	+8
	+6
	+2
	+2
	Focus on Weapons

	9
	+9
	+6
	+3
	+3
	Exotic Weapon Proficiency

	10
	+10
	+7
	+3
	+3
	Learn any Weapon


 
	Class Features

Weapon and Armor Proficiency: simple weapons, martial weapons, light armor, medium armor, shields
 
Exotic Weapon Proficiency - The master of arms gains a free Exotic Weapon Proficiency feat.
 
Weapon Familiarity - The master of arms only suffers a -2 penalty when using weapons that he is not proficient with instead of a -4 penalty.
 
Focus on Weapons - The master of arms gains the Weapon Focus feat for any two weapons that he is already proficient with.
 
Specialize with Weapons - The master of arms gains the Weapon Specialization feat for any one weapon that he already has with the Weapon Focus feat.  Additionally the master of arms can now spend his feats to gain Weapon Specialization even if he does not have 4 levels of fighter.
 
Learn any Weapon - The master of arms can gain proficiency with any weapon that he is not already proficient with by studying the weapon for 6 hours.  No other actions may be performed during this time period.  A successful Knowledge (Weaponry) check is required (DC 25) at the end of the 6 hours to gain proficiency.  Failure means that the master of arms cannot become proficient with the weapon without spending a feat.


