Sailor

The Sailor is… [flavour text still needed]

Select this advanced class if you want your character to be able to act effectively when on-board a ship.

The fastest path into this advanced class is from the Fast hero basic class, though other paths are possible.

REQUIREMENTS

To qualify to become a Sailor, a character must fulfil the following criteria.

Base Attack Bonus: +2

Skills: Balance 6 ranks, Climb 3 ranks, Sailing 6 ranks

Class Information

The following information pertains to the Sailor advanced class.

Hit die

The Sailor gains 1d8 hit points per level. The character’s Constitution modifier applies.

Action points

The Sailor gains a number of action points equal to 6+ one-half his character level, rounded down, every time he attains a new level in this class.

Class skills

The Sailor’s class skills (and the key ability for each skill) are: Balance (Dex), Climb (Str), Gather Information (Cha), Jump (Str), Knowledge (current events, popular culture, streetwise, tactics) (Int), Listen (Wis), Navigate (Int), Profession (Wis), Read/Write Language (none), Sailing (Dex), Speak Language (none), Spot (Wis), Survival (Wis), Swim (Str), Use Rope (Dex).

Skill Points at Each Level: 5+ Int Modifier

Table: The Sailor

Class

Level
Base
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Bonus

 1st
+0
+1
+1
+0
Rope swing 
+1
+0

 2nd
+1
+2
+2
+0
Wind at your back
+1
+0

 3rd
+2
+2
+2
+1
Bonus feat
+2
+0

 4th
+3
+2
+2
+1
Shifting deck
+2
+1

 5th
+3
+3
+3
+1
Fast movement
+3
+1

 6th
+4
+3
+3
+2
Bonus feat
+3
+1

 7th
+5
+4
+4
+2
Improved evasion
+4
+2

 8th
+6
+4
+4
+2
Move anywhere
+4
+2

 9th
+6
+4
+4
+3
Bonus feat
+5
+2

10th
+7
+5
+5
+3
Fight anywhere
+5
+3

CLASS FEATURES

All of the following are features of the Sailor advanced class.

Rope Swing

If a number of overhead ropes are nearby (and on a ship, they almost always are), a Sailor can grab one and swing up to 20 feet in a straight line as a move action or as the movement portion of a charge action. If he makes a successful Dexterity check, adding all Sailor levels (DC 15), this movement doesn’t provoke attacks of opportunity for moving through threatened squares. If he makes a successful Dexterity check, adding all Sailor levels (DC 25), he may pass though occupied squares without provoking attacks of opportunity. Failure in either case means the Sailor moves through the desired area but provokes attacks of opportunity normally. Rope Swing may be used on land as well – in a room with a tapestry or chandelier, for example.

Wind at your Back

A Sailor of 2nd level or higher can coerce more propulsion from the winds into his sails. Any ship he controls increases its top speed by 25%.

Bonus Feats

At 3rd, 6th, and 9th level, the Sailor gets a bonus feat. The bonus feat must be selected from the following list, and the Sailor must meet all the prerequisites of the feat to select it.

Agile Riposte, Armour Proficiency (light), Dodge, Elusive Target, Improved Initiative, Firearms Proficiency, Great Fortitude, Large Vessel Training, Lightning Reflexes, Mobility, Point Blank Shot, Run, Sailing Expert.

Shifting Deck

As a free action, a Sailor of 4th level or higher can attempt a Balance check (DC 15). Success negates one point of penalties for uneven ground, such as a ship’s rolling deck, and any high-ground bonuses that opponents might otherwise have. For every 5 points the check result exceeds 15, another point of penalty is negated.

Fast Movement

At 5th level, a Sailor gains the ability to move quickly while balancing on a precarious surface or climbing. He may use the Accelerated Movement use of the Balance skill without taking a –5 penalty. He also ignores the first multiple of his charging speed for determining any penalty on Balance checks. He may use the Accelerated Climb use of the Climb skill without taking a –5 penalty.

Improved Evasion

If a Sailor of 7th level or higher is exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage, he suffers no damage if he makes a successful saving throw and only half damage on a failed save. Improved evasion can only be used when wearing light armour or no armour.

For an Sailor who does not have evasion (see the Fast hero class description), improved evasion counts as evasion for the purpose of meeting the prerequisites on the Fast hero’s defensive talent tree.

Move Anywhere

At 8th level, a Sailor can move normally even while balancing on a precarious surface or climbing. In either case, he moves his speed with each move action, and can even ‘run’ if desired, as long as he does so in a straight line. Furthermore, he can take 10 on any Climb and Balance checks unless engaged in melee combat.

Fight Anywhere

By 10th level, the Sailor can fight normally even while climbing or balancing on something. This means, for example, that he could climb a few steps up a nearby wall to gain an attack bonus for higher ground while engaged in melee. He must, however, keep at least one hand free to climb.

