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STR +3
STRENGTH

16
DEX +4

DEXTERITY
18

CON +1
CONSTITUTION

13
INT 0

INTELLIGENCE
11

WIS 0
WISDOM

11
CHA +2/+3

Circlet of persuasion: +3 competence bonus on ability
checks

CHARISMA
14/16

+1(CONSTITUTION) +2
Daring: +2 morale bonus vs. fear

=FORTITUDE +3

+4(DEXTERITY) +5
Daring: +2 morale bonus vs. fear

=REFLEX +9

(WISDOM) +2
Daring: +2 morale bonus vs. fear

=WILL +2

Daring +2 (Ex)

Crit: 18-20/×2
1-hand, S

Main hand: +9, 1d6+4
Both hands: +9, 1d6+5
Main w/ offhand: +5, 1d6+4
Main w/ light off.: +7, 1d6+4
Offhand: +5, 1d6+2

+1 cutlass

22 +5

Mobility: +4 Dodge bonus vs. Attacks of Opportunity because you moved out of or
within a threatened area

+4 +1=
10 17

+2
15

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Chaotic Neutral Humanoid (Human); Deity: Gozreh; Age:
22; Height: 6'; Weight: 200lb.; Eyes: blue; Hair: black; Skin:
Tan

Male human rogue (swashbuckler) 7 - CR 6

+8 +5= --+3

23 +5 +4= 10 -+3
See the AC section (above) for situational modifiers that may also apply to CMD

CM Bonus
BAB MiscSizeStrength

CM Defense
BAB Dexterity SizeStrength

Max Pynte

+5 42

+4

Base Attack HP
Damage / Current HP

Initiative

Speed 30 ft

Player: Bwana

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Acrobatics 2+11 DEX (4)
Appraise 5+8 INT (0)

Bluff 6+15 CHA (3)

Climb 1+7 STR (3)

Craft (traps) 1+4 INT (0)
Diplomacy 7+18 CHA (3)

Disable Device 5+14 DEX (4)

Disguise -+6 CHA (3)

Escape Artist 3+10 DEX (4)

Fly -+4 DEX (4)
Heal 1+1 WIS (0)
Intimidate 7+19 CHA (3)
Knowledge (dungeoneering) 1+4 INT (0)
Knowledge (geography) 1+1 INT (0)
Knowledge (local) 6+9 INT (0)
Knowledge (nature) 1+1 INT (0)
Linguistics 1+4 INT (0)

Perception 3+6 WIS (0)

Profession (sailor) 2+6 WIS (0)

Ride -+4 DEX (4)
Sense Motive 2+5 WIS (0)
Sleight of Hand 1+8 DEX (4)

Stealth 3+10 DEX (4)

Survival 3+3 WIS (0)

Swim 1+8 STR (3)
Use Magic Device 1+10 CHA (3)

Feats
Armor Proficiency (Light)
Dodge
Mobility
Persuasive
Power Attack -2/+4
Rogue Weapon Proficiencies
Simple Weapon Proficiency - All
Two-Weapon Fighting

Traits
Buccaneer's Blood
Shackles Seafarer

Special Abilities
Charmer (2/day) (Ex)
Evasion (Ex)
Positioning Attack (1/day) (Ex)
Resiliency (1/day) (Ex)
Sneak Attack +4d6
Uncanny Dodge (Ex)
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Experience & Wealth
Experience Points: 35000/51000
Current Cash: 150 gp

Crit: 18-20/×2
1-hand, P

Main hand: +9, 1d6+4
Both hands: +9, 1d6+4
Main w/ offhand: +5, 1d6+4
Main w/ light off.: +7, 1d6+4
Offhand: +5, 1d6+2

Brine's sting

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +8, 1d4+3
Main w/ offhand: +4, 1d4+3
Main w/ light off.: +6, 1d4+3
Offhand: +6, 1d4+1

Dagger

Ranged: +9, 1d4+3
Ranged w/ offhand: +5, 1d4+3
Ranged w/ light off.: +7, 1d4+3
Ranged offhand: +7, 1d4+1

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +8, 1d4+3
Main w/ offhand: +4, 1d4+3
Main w/ light off.: +6, 1d4+3
Offhand: +6, 1d4+1

Dagger

Ranged: +9, 1d4+3
Ranged w/ offhand: +5, 1d4+3
Ranged w/ light off.: +7, 1d4+3
Ranged offhand: +7, 1d4+1

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +8, 1d4+3
Main w/ offhand: +4, 1d4+3
Main w/ light off.: +6, 1d4+3
Offhand: +6, 1d4+1

Dagger

Ranged: +9, 1d4+3
Ranged w/ offhand: +5, 1d4+3
Ranged w/ light off.: +7, 1d4+3
Ranged offhand: +7, 1d4+1

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +8, 1d4+3
Main w/ offhand: +4, 1d4+3
Main w/ light off.: +6, 1d4+3
Offhand: +6, 1d4+1

Dagger

Ranged: +9, 1d4+3
Ranged w/ offhand: +5, 1d4+3
Ranged w/ light off.: +7, 1d4+3
Ranged offhand: +7, 1d4+1

Total Weight Carried: 34.5/230lbs,
Encumberance Ignored
(Light: 76 lbs, Medium: 153 lbs, Heavy: 230 lbs)

Gear

+1 cutlass 4 lbs
+1 Mithral chain shirt 12.5 lbs
Amulet of natural armor +2 -
Artisan's outfit (Free) -
Brine's sting 2 lbs
Circlet of persuasion -
Dagger 1 lb
Dagger 1 lb
Dagger 1 lb

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +9, 1d4+3
Main w/ offhand: +5, 1d4+3
Main w/ light off.: +7, 1d4+3
Offhand: +7, 1d4+1

Masterwork dagger

Ranged: +10, 1d4+3
Ranged w/ offhand: +6, 1d4+3
Ranged w/ light off.: +8, 1d4+3
Ranged offhand: +8, 1d4+1

Crit: 19-20/×2
Rng: 80'

2-hand, P

Masterwork underwater light crossbow
Ranged: +8, 1d8
Ranged, both hands: +10, 1d8

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +8, 1d4+2
Main w/ offhand: +4, 1d4+2
Main w/ light off.: +6, 1d4+2
Offhand: +6, 1d4

silver dagger

Ranged: +9, 1d4+2
Ranged w/ offhand: +5, 1d4+2
Ranged w/ light off.: +7, 1d4+2
Ranged offhand: +7, 1d4

Crit: ×2
Rng: 50'

1-hand, B

Sling
Ranged: +9, 1d4+3
Ranged, both hands: +9, 1d4+4
Ranged w/ offhand: +5, 1d4+3
Ranged w/ light off.: +7, 1d4+3
Ranged offhand: +5, 1d4+1

+5 Max Dex: +6, Armor Check: -
Spell Fail: 10%, Light

+1 Mithral chain shirt
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Total Weight Carried: 34.5/230lbs, Encumberance
Ignored
(Light: 76 lbs, Medium: 153 lbs, Heavy: 230 lbs)

Gear

Dagger 1 lb
Headband of alluring charisma +2 1 lb
Masterwork dagger 1 lb
Masterwork underwater light crossbow 4 lbs
Potion of cure light wounds x2 -
Potion of cure moderate wounds -
Shackles of compliance (3/day) 2 lbs
silver dagger 1 lb
Sling -
Thieves' tools 1 lb
Thieves' tools, masterwork 2 lbs

Tracked Resources
Charmer (2/day) (Ex)
Dagger
Dagger
Dagger
Dagger
Masterwork dagger
Positioning Attack (1/day) (Ex)
Potion of cure light wounds
Potion of cure moderate wounds
Resiliency (1/day) (Ex)
Shackles of compliance (3/day)
silver dagger

Languages
Common Polyglot
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Your training and reflexes allow you to react swiftly to avoid an
opponents' attacks.

Prerequisite: Dex 13.

Benefit: You gain a +1 dodge bonus to your AC. A condition that
makes you lose your Dex bonus to AC also makes you lose the
benefits of this feat.

Dodge Feat

You can easily move through a dangerous melee.

Prerequisites: Dex 13, Dodge.

Benefit: You get a +4 dodge bonus to Armor Class against attacks of
opportunity caused when you move out of or within a threatened area.
A condition that makes you lose your Dexterity bonus to Armor Class (if
any) also makes you lose dodge bonuses.

Dodge bonuses stack with each other, unlike most types of bonuses.

Mobility Feat

You are skilled at swaying attitudes and intimidating others into your
way of thinking.

Benefit: You get a +2 bonus on Diplomacy and Intimidate skill checks.
If you have 10 or more ranks in one of these skills, the bonus increases
to +4 for that skill.

Persuasive Feat

You can make exceptionally deadly melee attacks by sacrificing
accuracy for strength.

Prerequisites: Str 13, base attack bonus +1.

Benefit: You can choose to take a –1 penalty on all melee attack rolls
and combat maneuver checks to gain a +2 bonus on all melee damage
rolls. This bonus to damage is increased by half (+50%) if you are
making an attack with a two-handed weapon, a one handed weapon
using two hands, or a primary natural weapon that adds 1-1/2 times
your Strength modifier on damage rolls. This bonus to damage is
halved (–50%) if you are making an attack with an off-hand weapon or
secondary natural weapon. When your base attack bonus reaches +4,
and every 4 points thereafter, the penalty increases by –1 and the
bonus to damage increases by +2. You must choose to use this feat
before making an attack roll, and its effects last until your next turn. The
bonus damage does not apply to touch attacks or effects that do not
deal hit point damage.

Power Attack -2/+4 Feat

You can fight with a weapon wielded in each of your hands. You can
make one extra attack each round with the secondary weapon.

Prerequisite: Dex 15.

Benefit: Your penalties on attack rolls for fighting with two weapons are
reduced. The penalty for your primary hand lessens by 2 and the one
for your off hand lessens by 6. See Two-Weapon Fighting in Combat.

Normal: If you wield a second weapon in your off hand, you can get
one extra attack per round with that weapon. When fighting in this way
you suffer a –6 penalty with your regular attack or attacks with your
primary hand and a –10 penalty to the attack with your off hand. If your
off-hand weapon is light, the penalties are reduced by 2 each. An
unarmed strike is always considered light.

Two-Weapon Fighting Feat

One of your ancestors was an infamous Free Captain of the Shackles,
whose very name struck fear in the hearts of those who sailed the seas
in search of an honest living. Piracy is in your blood, and you’ve always
longed to follow in your forebear’s footsteps and plunder the shipping
lanes. You gain a +1 trait bonus on Intimidate and Profession (sailor)
checks. In addition, you gain a one-time +1 trait bonus to your
Disrepute and Infamy scores (see “The Life of a Pirate” in Pathfinder
Adventure Path #55 for details on the Infamy system).

You went to a tavern called the Formidably Maid, a notorious pirate
hangout in Port Peril, eager to start your career as a buccaneer. While
you were there, however, a dashing and flirtatious corsair caught your
eye, and after a whirlwind night of booze and romance, you found
yourself beaten senseless and stuffed in a sack, carried off to who
knows where.

Appears In: Skull & Shackles

Buccaneer's Blood Trait

You're familiar with the treacherous coastlines, currents, and tides of
the Shackles, and can use that knowledge anywhere. You gain a +1
trait bonus on Knowledge (nature) and Knowledge (geography) checks
while on the ocean. You also gain a +1 trait bonus on Swim checks,
and Swim is always a class skill for you.

Appears In: Inner Sea Primer

Shackles Seafarer Trait

Once per day, the rogue can roll two dice while making a Diplomacy
check, and take the better result. She must choose to use this talent
before making the Diplomacy check. A rogue can use this ability one
additional time per day for every 5 rogue levels she possesses.

Appears In: Advanced Player's Guide

Charmer (2/day) (Ex) Class Ability (Investigator,Rogue)

At 3rd level, a swashbuckler gains a +1 morale bonus on Acrobatics
checks and saving throws against fear. This bonus increases by +1 for
every 3 levels beyond 3rd. This ability replaces trap sense.

Daring +2 (Ex) Class Ability (Rogue)

If exposed to any effect that normally allows her to attempt a Reflex
saving throw for half damage, you takes no damage with a successful
saving throw.

Evasion (Ex) Class Ability (Rogue)

Once per day, when a rogue with this talent hits a creature with a
melee attack, she can move up to 30 feet without provoking attacks of
opportunity. The movement must end in a space adjacent to the
creature hit with the melee attack.

Appears In: Advanced Player's Guide

Positioning Attack (1/day) (Ex) Class Ability (Rogue)

Once per day, a rogue with this ability can gain a number of temporary
hit points equal to the rogue's level. Activating this ability is an
immediate action that can only be performed when she is brought to
below 0 hit points. This ability can be used to prevent her from dying.
These temporary hit points last for 1 minute. If the rogue's hit points
drop below 0 due to the loss of these temporary hit points, she falls
unconscious and is dying as normal.

Resiliency (1/day) (Ex) Class Ability (Investigator,Rogue)

Max Pynte – Abilities & Gear
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If a character can catch an opponent when he is unable to defend
himself effectively from her attack, she can strike a vital spot for extra
damage.

The character's attack deals extra damage anytime her target would be
denied a Dexterity bonus to AC (whether the target actually has a
Dexterity bonus or not), or when the character flanks her target. Should
the character score a critical hit with a sneak attack, this extra damage
is not multiplied. Ranged attacks can count as sneak attacks only if the
target is within 30 feet.

With a weapon that deals nonlethal damage (like a sap, whip, or an
unarmed strike), a character can make a sneak attack that deals
nonlethal damage instead of lethal damage. She cannot use a weapon
that deals lethal damage to deal nonlethal damage in a sneak attack,
not even with the usual –4 penalty.

The character must be able to see the target well enough to pick out a
vital spot and must be able to reach such a spot. A character cannot
sneak attack while striking a creature with concealment.

Sneak Attack +4d6 Class Ability (Rogue)

You gain the ability to react to danger before her senses would
normally allow you to do so. You cannot be caught flat-footed, nor do
you lose your Dex bonus to AC if the attacker is invisible. You still lose
your Dexterity bonus to AC if immobilized. You can still lose your
Dexterity bonus to AC if an opponent successfully uses the feint action
against you.

Uncanny Dodge (Ex) Class Ability (Rogue)

This amulet, usually containing some type of magically preserved
monster hide or other natural armor - such as bone, horn, carapace, or
beast scales - toughens the wearer's body and flesh, giving him an
enhancement bonus to his natural armor of +2.

Construction
Requirements: Craft Wondrous Item, barkskin, creator’s caster level
must be at least three times the amulet’s bonus; Cost 4,000 gp

Amulet of natural armor +2 Wondrous Item (Neck)

This delicately engraved silver headband grants its wearer a +3
competence bonus on Charisma based checks.

Construction
Requirements: Craft Wondrous Item, eagle’s splendor; Cost 2,250 gp

Circlet of persuasion Wondrous Item (Head)

This attractive silver headband is decorated with a number of small red
and orange gemstones. The headband grants the wearer an
enhancement bonus to Charisma of +2. Treat this as a temporary
ability bonus for the first 24 hours the headband is worn.

Construction
Requirements: Craft Wondrous Item, eagle’s splendor; Cost 2,000 gp

Headband of alluring charisma +2 Wondrous Item (Headband)

These battered iron manacles magically adjust themselves to fit around
the wrists or ankles of any creature from Small to Huge size and
automatically lock. A creature wearing shackles of compliance
becomes more susceptible to intimidation. Any creature attempting to
intimidate or demoralize a target wearing shackles of compliance gains
a +4 bonus on Intimidate checks. In addition, the holder of the
manacles' key can cast command (DC 25) on the wearer of the
shackles three times per day.

Shackles of compliance have hardness 10 and 10 hit points, and a DC
30 Disable Device check is required to pick the shackles' lock. A
manacled creature can break free with a DC 28 Strength check or DC
35 Escape Artist check, or the lock can be opened with a DC 30
Disable Device check.

Construction
Requirements Craft Wondrous Item, command; Cost 1,470 gp

Appears In: Ultimate Equipment, Skull & Shackles

Shackles of compliance (3/day) Wondrous Item
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