Weapon Master

 
	Be it the tribesman with his spear, the dwarf with his axe, or the warrior with his sword, the weapon master has no equal with his chosen weapon.  Most weapon masters learn from a mentor though a few are self-taught.  Regardless of how they learn their art, the weapon master gives up his general fighting ability in order to uncover the secrets of one particular weapon.  This makes the weapon master potent in combat but if he should be disarmed or otherwise lose his weapon, he becomes a sub-standard warrior.


 
 
	Requirements

Feats: Weapon Focus (Chosen Weapon), Weapon Specialization (Chosen Weapon)
Skills(Ranks): Balance(4), Concentration(4), Perform[Display Weapon Skill](4), Knowledge[Chosen Weapon](4)
Base Attack +6

	Hit Die: 1d8

	Skill Points: 2 + Int modifier

	Class Skills

Balance (Dex), Bluff (Cha), Concentration (Con), Climb (Str), Craft (Int), Jump (Str), Knowledge [Chosen Weapon] (Int), Perform (Cha), Profession (Wis)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+0
	+2
	+0
	Hit Bonus (+1), Quick Feint

	2
	+1
	+0
	+3
	+0
	Weapon Secret

	3
	+2
	+1
	+3
	+1
	Uncanny Accuracy (1/day)

	4
	+3
	+1
	+4
	+1
	Weapon Secret

	5
	+3
	+1
	+4
	+1
	Hit Bonus (+2)

	6
	+4
	+2
	+5
	+2
	Weapon Secret

	7
	+5
	+2
	+5
	+2
	Uncanny Accuracy (2/day)

	8
	+6
	+2
	+6
	+2
	Extra Attack

	9
	+6
	+3
	+6
	+3
	Hit Bonus (+3)

	10
	+7
	+3
	+7
	+3
	Deadly Critical


 
	Class Features

Weapon and Armor Proficiency: none
 
Note:  The chosen weapon referred to below must be a melee weapon.
 
Hit Bonus - The weapon master gains the listed bonus to attack rolls with his chosen weapon.
 
Quick Feint - When the weapon master uses the Bluff skill to feint he does so as a move-equivalent action instead of a standard action.  This only applies to the weapon master’s chosen weapon.
 
Weapon Secret - The weapon master discovers something about his chosen weapon that allows him to use it with greater effectiveness.  He may choose one of the following abilities.  Each ability may be selected more than once and only applies to the weapon master's chosen weapon.
Secrets:
+1 bonus to attack rolls with the chosen weapon
+2 bonus to damage with the chosen weapon
+2 bonus to disarm attempts (and when one attempts to disarm him) with the chosen weapon
+2 bonus to trip attempts with the chosen weapon (if the weapon can be used to trip)
+2 bonus to Armor Class when using the fight defensively action or total defense action with the chosen weapon
+4 bonus to damage against a charge (if the weapon can be set against a charge)
 
Uncanny Accuracy - The weapon master may roll the d20 twice for an attack roll with his chosen weapon, taking the most favorable result.  The player must declare that he using this ability before the rolls are made.  This ability may only be used the listed number of times per day.
 
Extra Attack - The weapon master gains one extra attack with his chosen weapon at his highest base attack bonus when using the full attack action.
 
Deadly Critical - Whenever the weapon master scores a critical hit with his chosen weapon, he adds an additional 3d6 to his damage.  This damage stacks with other effects such as sneak attack damage.


