
The Blade Maiden Invented by Malakai 

 

In a field largely dominated by men, adventurers often forget that women too can be extremely deft in a combat 

situation.  Oft times, they are relegated to the roles of healer and supporter, expected to stand back and send the males 

into combat. 

Not so for the Blade Maiden.  Sworn to the arts of the sword and dagger at a young age, these women forsake the 

normal rites of their meek, fairer gender for the life of an adventurer.  They refine their skill with the blade, rivalling the 

men who so often spurn their combat abilities, only to discover themselves on their knees with the tip of a sword at their 

throat. 

 

Adventures: 

The greatest incentive of a Blade Maiden is not money, nor is it a sense of duty.  A Blade Maiden is almost always 

driven by a sense of rebellion, a desire to prove that women can do anything a man can do, and be better at it.  As such, 

they tend to grate against other adventurers, who are largely male, and scorn their “lesser” counterparts, women who 

choose more docile paths than that of the violent blade. 

 

Characteristics: 

The chief weapons of the Blade Maiden are the sword and dagger, and to this end they develop their skills.  Specializing 

in two-weapon fighting, mixed with the gentler arts of healing.  As such, where they are accepted they are revered as 

both warriors and protectors. 

 

Religion: 

While there is no prerequisite religion for the Blade Maiden, many find a certain solace in religion, worshipping 

feminine deities, or deities that revere strength and self-improvement above all else.  However, their healing abilities do 

not stem from religious fervor like those of the paladin or cleric, but from long-standing tradition and training from their 

mothers before them. 

 

Background: 

Most frequently, a Blade Maiden comes from an area where women are not only treated as objects, but scorned and 

reviled.  They take up the blade as a way of rebelling against the male-dominated society in which they find themselves, 

standing tall where other women shrink back. 

 

Races: 

Obviously, races where women are treated as equals to men see little need for the Blade Maiden class.  These people 

allow women to fulfil the same roles as men, and thus exposure to such rebellious instinct is unlikely.  In other races, 

such as the human cultures and Dwarven clans, the women are likely to pursue such a path, driven by oppression to 

action. 

 

Game Rule Information 
The most conspicuous requirement of this class is the necessity for the character to be female.  Additionally, although it 

may seem like a somewhat piddling detail, the character must be a maiden (a maiden is defined as a woman who has 

never known the intimate company of a man.) 

 

Alignment: Any Chaotic; Lawful women stick to the law after all, and in many places where Blade Maidens spring up, 

the law puts women down. 

 
Hit Die: d6 

 

Class Skills 
The Blade Maiden class skills (and the key ability for each skill) are; Bluff (Cha), Climb (Str), Craft (Any 

Domestic)(Int), Disguise (Cha), Heal (Wis), Jump (Str), Perform (Any)(Cha), Profession (Any)(Wis), Ride (Dex), Spot 

(Wis), and Swim (Str). 

See Chapter 4 in the Core Rulebook 1 for skill descriptions. 

 

Skill Points at 1st Level: (6 + Int modifier) x 4 

Skill Points at each additional Level: 6 + Int modifier 

 



Class Features 
All of the following are class features of the Blade Maiden 

 

Weapon and Armour Proficiency: A Blade Maiden is proficient with all type of simple and martial weapons, and 

light and medium armour.  

Note that wearing armour heavier than leather imposes a penalty to the ranger skills Climb, Hide, Jump, and Move 

Silently. Swim checks also suffer a –1 penalty for every 5 lbs. of armour or equipment carried. 

Gentle Tradition: At 1
st
 Level, and again at 5

th
, 10

th
, 15

th
, and 20

th
 levels the Blade Maiden gains the ability Gentle 

Tradition.  This special ability allows the Blade Maiden to make a Heal check at a +5 competence bonus.  If the Heal 

check is successful, the subject of the healing automatically stabilizes and gains 1d4 hit points/level back. 

Twin Weapon Style: With this special ability, the Blade Maiden may fight with a weapon in either hand as if she had 

the feats Ambidexterity and Two-weapon Fighting.  The off-hand weapon must still be lighter than the primary weapon, 

or the bonus is negated.  See Table 8-2: Two-Weapon Fighting Penalties on page 125 of the Core Rulebook 1 for 

information and penalties for fighting with two weapons. 

Rebellion: At 3
rd

 Level, the Blade Maiden gains the ability to use her natural stubbornness to bolster her will.  Once per 

day, she may add +2 to any will save to avoid mind effects and compulsions. 

Perseverance: At 6
th

 Level, the Blade Maiden learns how to push herself beyond the limits of the admittedly-frail 

female form.  She may make partial actions when at 0 hit points without running the risk of falling unconscious. 

Anything You Can Do…: At 11
th

 Level, the Blade Maiden is determined to prove that she can do anything a man can.  

Once per day, she may make and Intelligence check (DC 15)  to mimic any feat that she has directly observed a male 

using.  For instance, if the Blade Maiden has observed a man in a barfight using the Power Attack feat, she may attempt 

to do the same.  This ability must be used within 10 rounds of the original action, or be lost. 

Battle Mistress: At 20
th

 Level, the Blade Maiden has finally made her skill evident.  She is accepted, however 

grudgingly, in male company, and even respected, no matter where she goes, no matter how chauvinist the population.  

In addition, she may now fight with two weapons with no penalties, and her Heal check for the Gentle Tradition ability 

is modified with a +10 competence bonus rather than a +5 bonus as originally.  Finally, a Blade Maiden of this level 

may pass on her teachings to another young maiden, starting the cycle all over again. 

 

Table: The Blade Maiden 

 

Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Special 

1
st
 +0 +0 +2 +0 Gentle Tradition 1/day, Twin Weapon Style 

2
nd

 +1 +0 +3 +0  

3
rd

 +2 +1 +3 +1 Rebellion 

4
th

 +3 +1 +4 +1  

5
th

 +3 +2 +4 +2 Gentle Tradition 2/day 

6
th

 +4 +2 +5 +2 Perseverance 

7
th

 +5 +3 +5 +3  

8
th

 +6/+1 +3 +6 +3  

9
th

 +6/+1 +4 +6 +4  

10
th

 +7/+2 +4 +7 +4 Gentle Tradition 3/day 

11
th

 +8/+3 +5 +7 +5 Anything You Can Do… 

12
th

 +9/+4 +5 +8 +5  

13
th

 +9/+4 +6 +8 +6  

14
th

 +10/+5 +6 +9 +6  

15
th

 +11/+6/+1 +7 +9 +7 Gentle Tradition 4/day 

16
th

 +12/+7/+2 +7 +10 +7  

17
th

 +12/+7/+2 +8 +10 +8  

18
th

 +13/+8/+3 +8 +11 +8  

19
th

 +14/+9/+4 +9 +11 +9  

20
th

 +15/+10/+5 +9 +12 +9 Battle Mistress, Gentle Tradition 5/day 

 

Moderator’s Notes:  This class, when tested against the fighter, cleric, and rogue classes, was found a bit wanting in 

the area of combat.  This is due largely to the lowered attack rolls and saves, which reflect the slightly more frail nature 

of the fairer gender. However, the player that used this class in the adventure managed to save the party with her 

“Anything You Can Do…” ability, when she mimicked the Great Cleave ability of the party’s Barbarian to eliminate a 

small group of Orcs closing in for the kill.  Finally, I might add that I think females are just as competent as men in the 

arena of combat, having faced more than a few of them myself in sanctioned competitions.  This class is in no way an 

attempt to debase the equality of the feminine gender, but rather to emphasize it.  This class would probably work best 

as a campaign specific idea. 

 


