
The Master of the Sword Invented by Malakai 

 

Throughout history, few weapons have been as revered and refined as the sword.  Almost every culture has a record of 

such a weapon within their history, from the great Zweihander of the Germans to the curved scimitars and falchions of 

the Arabian tribes. 

This widespread dissemination has lead to many different techniques and uses of the sword.  Through every eon there 

have been masters of every type, ranging from the samurai of Japan to the knights of Europe.  The Master of the Sword 

has studies these techniques, and their blade is a deadly extension of themselves. 

 

Adventures: 
The Master of the Sword approaches adventures for any number of reasons, the most common being money and the 

perfection of technique.  As most Masters are sell-sword mercenaries anyway, this works rather to their advantage. 

 

Characteristics: 

The most blatantly obvious feature of the Master of the Sword is their use of the blade.  Nobody has as many skills with 

the sword as the Master. 

 

Religion: 

Religion is not of much importance to most Masters of the Sword.  It is simply not in their nature to serve devout 

religion when their own sword arm does so much more for them in their lives.  Those that do worship often find solace 

in the houses of deities who promote self-advancement and physicality. 

 

Background: 

The Master of the Sword is a jack of all trades as far as the blade goes.  He has been from one end of the globe to the 

other, studying techniques and finding a way to mesh them together into a coherent style of fighting.  As such, they 

could come from any background, the disillusioned prince running from the palace, the peasant tired of bending his 

back for the lord, the villainous rogue who has travelled far and wide in search of wealth.  All are candidates for this 

class. 

 

Races: 

Humans, with their propensity for roaming and warlike behaviour, make the best Masters of the Sword, and elves, with 

their natural inclinations towards the art of the blade also find their niche here.  Dwarves find that their natural bulk and 

slowness deter them in this art, and tend to push towards other weapons, while halflings and gnomes cannot properly 

wield a sword (save the short sword, which is more of a dagger anyway!)  Half-orcs can be surprisingly good with this 

class, using their natural strength and ferocity to their advantage.  They fail, however, to grasp the nuances of the styles 

they learn.  Monstrous races are almost never Masters of the Sword, save those with a natural propensity for the 

weapon. 

 

Classes: 

Of all the classes, it almost goes without saying that Fighters are attracted to this prestige class.  It meshes well with the 

abilities they have already culminated, and also adds to their combat abilities significantly. Other classes such as the 

Rogue or Wizard might take some levels of this class in order to flesh out their physical combat abilities and add to 

their repertoire, while most other classes shun it, not requiring it to become stronger. 

 
HD: d10 

 

Requirements 
To qualify to become a Master of the Sword, the character must meet the following requirements. 

 

Alignment: Any Lawful.  Not just anyone can take up the path of the Master, after all.  It requires much devotion. 

Base Attack Bonus: +7 

Feats: Weapon Focus (Any Sword), Weapon Finesse 

 

Class Skills 
The Master or the Sword class skills (and the key ability for each skill) are; Balance (Dex), Bluff (Cha), Climb (Str), 

Jump (Str),  and Swim (Str) See Chapter 4 in the Core Rulebook 1 for skill descriptions. 

 

Skill Points at 1st Level: (2+ Int modifier) x 4 

Skill Points at each additional Level: 2 + Int modifier 



Class Features 
All of the following are class features of the Master of the Sword; 

 

Weapon and Armour Proficiency: A Master of the Sword is proficient with all type of armour.   Weapon 

proficiencies are limited to all swords and dagger-like weapons. 

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. 

 
Blade Finesse: At 1

st
 Level, and every other level thereafter (i.e. 1

st
, 3

rd
, 5

th
, 7

th
, and 9

th
)  the Master of the Sword gains 

the ability Blade Finesse.  Once per day per level, the Master may apply this bonus to any roll made using his sword 

(which, if one is innovative, need not necessarily be an attack.)  This includes feint checks against an opponent. 

 

Master of the Sword: At 10
th
 Level, the Master of the  Sword becomes a true Master, having learned everything there 

is to know about their art and perfected it.  Every strike with his blade is treated as if the weapon were keen (see the 

Core Rulebook 3, Page 187 for details) and he may attempt a coup de grace attack as long as his opponent is flat-

footed, as opposed to helpless once per day (see page 133 of the Core Rulebook 1 for more information on the coup de 

grace attack.) 

 

Table: The Master of the Sword 
 

 

Level 

Base 

Attack Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

 

Special 

1
st
  +1 +0 +2 +0 Blade Finesse +1 

2
nd

  +2 +0 +3 +0  

3
rd

  +3 +1 +3 +1 Blade Finesse +2 

4
th

  +4 +1 +4 +1  

5
th

  +5 +1 +4 +1 Blade Finesse +3 

6
th

  +6 +2 +5 +2  

7
th

  +7 +2 +5 +2 Blade Finesse +4 

8
th

  +8 +2 +6 +2  

9
th

  +9 +3 +6 +3 Blade Finesse +5 

10
th

  +10 +3 +7 +3 Master of the Sword 

 


