Brigand

	 
	Human, 1st-Level Warrior

	 
	Medium Humanoid (Human )

	Hit Dice:
	1d8+1 (5 hp)

	Initiative:
	+1

	Speed:
	30 ft. (6 squares)

	Armor Class:
	15 (+1 Dex, +3 studded leather, +1 light shield), touch 11, flat-footed 14

	Base Attack/Grapple:
	+1/+2

	Attack:
	Longsword +3 melee (1d8+1/19–20) or light crossbow +2 ranged (1d8/x3)

	Full Attack:
	Longsword +3 melee(1d8+1/19–20) or light crossbow +2 ranged (1d8/x3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	None

	Special Qualities:
	Elven traits

	Saves:
	Fort +3, Ref +1, Will –1*

	Abilities:
	Str 12, Dex 13, Con 12, Int 8, Wis 9, Cha 9

	Skills:
	Climb +2, Intimidate +1, Swim +3

	Feats:
	Weapon Focus (longsword), Varies

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Advancement:
	By character class


Ricaur’s main force of pirates are made up of his brigands: versatile and mobile foot soldiers.  Rugged, resourceful, and more then occasionally uncouth, these troops serve Ricaur both out of loyalty to his cause and for a share of the loot.  Most receive advanced combat training from Ricaur’s more experienced allies, and many have a personal agenda against Ricaur’s common enemies.
2 brigands make for an EL 1 encounter, 4 brigands for an EL 2, or 6 of them for an EL 3 encounter.  They can also combine with other units (treat 2 brigands as a single CR 1 creature).

COMBAT

If possible, brigands like to begin combat with a hale of crossbow bolts from a pre-arranged hiding place, using cover to aid their mediocre hiding ability and give them a measure of defense.  They won’t shun melee combat, however, as their swordplay is relatively decent.  They are intelligent enough to look for flanking opportunities and avoid provoking attacks of opportunity, but they are occasionally reckless, and enjoy employing charge attacks if possible.
NOTES

I intentionally left the second feat slot blank: this lets you suit a brigand for a particular task.  The most common (and simple) feats to add are Toughness, Alertness, Stealth, fitting brigands for such roles as bodyguard, sentry, or infiltrator.  Also, you can switch Weapon Focus to crossbow instead of longsword for a more “archer” feel.  As written, they have 2 ranks in Climb and Intimidate, and 4 in Swim.
Other Notes:


All three of the captains (see PEARS) are probably well out of the parties reach, but they shouldn’t even be encountered yet, in most likelyhood, especially not aggressively.  Ricaur will rank in about 15 or 16, with Abie and GaTong around 8-12, not sure yet.  A number of lesser lieutenants can be generated, CRs between 4 and 6.  I’ll get on those specific stats later, when they become a little more necessary.


It might be fun to use Kirk as a representative of the three captains, a face for the party to meet.  At level 7 in his super-shiny full plate, the party should be more willing to reason with the aims of the pirate clan then to fight their raging dwarf outright, and if they do, feel free to lay down an arbitrary smackdown.
