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The Pirates of Skellos are not your average normal band of pirates, comprising mostly of thugs, ruffians and bullies. A Skellos Pirate is a person who has been raised with the smell of salt water constantly in her nostrils, a deep respect for the sea, her crewmates and her captain. A Skellos Pirate rarely stays on land for longer than necessary, preferring berth onboard a ship to any mansion. Although she is indeed a pirate, raiding both other ships and coastal villages, she has morals, which restrict her actions. A Skellos Pirate will not attack or kill non-combatants, but will prefer to ransom them, a typical quote of the Skellos Pirate is; "Everything is worth something to someone". A Skellos Pirate will probably live her entire adult life onboard a ship, dying at sea in some escapade or other. 

	Skellos Pirate

	Lvl
	Attack

Bonus
	Fort.

Save
	Ref.

Save
	Will

Save
	Special

	1
	+0
	+2
	+2
	+0
	Sea legs +1d6

	2
	+1
	+3
	+3
	+0
	Leadership Feat, First Mate, Bonus Language, Smite Sea Creature

	3
	+2
	+3
	+3
	+1
	Sea Legs +2d6

	4
	+3
	+4
	+4
	+1
	Captain, Weapon Focus Feat, Bonus Language

	5
	+3
	+4
	+4
	+1
	Sea Legs +3d6

	6
	+4
	+5
	+5
	+2
	Commodore, Bonus Language

	7
	+5
	+5
	+5
	+2
	Sea legs +4d6

	8
	+6
	+6
	+6
	+2
	Vice Admiral, Weapon Spec. Feat, Bonus Language

	9
	+6
	+6
	+6
	+3
	Sea Legs +5d6

	10
	+7
	+7
	+7
	+3
	Admiral, Sea legs +4d6, Bonus Language


 

Requirements 

To qualify to become a Skellos Pirate, a character must fulfill all the following criteria: 

Alignment: Chaotic Good 
Base Attack +3 
Balance Ranks 5 
Profession (Sailor) Ranks 5 
Swim Ranks 5 
Use Rope Ranks 5 
Feat: Improved Initiative 
Feat: Weapon Finesse 

Class Skills

Skill Points at each level 4 + Int mod 

The Skellos Pirate's skills (and the key ability for each skill) are: 
Appraise (Int) 
Balance (Dex) 
Bluff (Cha) 
Climb (Str) 
Diplomacy (Cha) 
Intimidate (Cha) 
Knowledge (Naval) (Int) 
Profession (Sailor) (Int) 
Swim (Str) 
Tumble (Dex) 
Use Rope (Dex) 

See Player's Handbook Chapter 4, "Skills" for skill descriptions. 

Class Features 

· Hit Dice: d8 
· Weapons and Armour : Simple and Martial Weapons, Light Armour 
· Sea Legs: Beginning at 1st level, a Skellos Pirate gains a competence bonus when fighting anyone who is not a sailor whilst onboard ship. This takes the form of a +1d6 damage bonus. At higher levels, this bonus increases upto +5d6. This is a supernatural ability. 
· First Mate: The Pirate becomes second in command of a pirate ship. 
· Captain: The Pirate becomes a captain, her previous captain gives him a ship out of some recent spoils and tells him to find a crew. The pirate will still respect her prior captain, and will initially sail alongside him for a few raids while the crew is tested out. 
· Commodore: The Pirate gains another ship and makes her own first mate a captain, she now gains an extra ship each level. 
· Vice Admiral: The Pirate gains two ships at each level. 
· Admiral: The pirate gains a final three more ships, this will bring her grand total of ships up to 10, each with its own captain. Through agreements and treaties she can gain other ships by investing in one vice-admiral and two commodores, but the ships that they bring with them are really only loyal to them. 
· Leadership: The Pirate gains the Leadership feat, all followers are sailors or pirates, etc. 
· Weapon Focus: The Pirate gains the weapon Focus feat with a light weapon of her choice. 
· Weapon Specialisation: The Pirate gains the weapon Specialisation feat with a light weapon of her choice. 
· Bonus Languages : The pirate gains one additional language 
· Smite Sea Creature : Once per day, a Skellow Pirate of 2nd level or higher may attempt to smite sea creature with one normal melee or missile attack. (This is the same as the Blackguard ability Smite Good, found on page 31 of the Dungeon Master's Guide).

