
Swashbuckler Invented by Magecraft 

 

The swashbuckler is the sophisticated, witty, lightly armed and armored hero more common to large cities. Favoring 

agility and wit over brute force, the swashbuckler excels both in combat situations and social interactions, making him 

a versatile character indeed. 

 
Adventurers: 

Most swashbucklers look at an adventure as an opportunity to relieve their boredom, or in some cases, let their 

reputation cool a bit. However, if a situation presents itself that would allow the swashbuckler to gain wealth, prestige, 

or the humble adoration of the female population, he would most likely jump at the chance. 

 
Characteristics: 

Swashbucklers are nimble, intelligent fighters trained in making precise attacks with light weapons, such as the rapier. 

They prefer to take full advantage of their quick reflexes and wits in a fight, rather than wear bulky armor. Their non-

combat skills tend to be more versatile than fighters however, demonstrating a particular affinity for more disreputable 

skills resorted to when money is short. But because most swashbucklers have at least token connections with the upper 

classes and, in any event, have a gallant’s desire to impress those around them, they are usually proficient with social 

skills, as well. 

 
Alignment: 

A swashbuckler can be of any alignment, with most being neutral or good, as opposed to evil. A swashbuckler tends to 

follow his own moral compass, thus those who chafe under societal restrictions tend to be chaotic, while those who 

uphold honorable traditions may well be lawful. 

 

Religion 
Most swashbucklers prefer to rely on their own resourcefulness, rather than the fickle whims of the gods. Those who 

bother with religion at all tend to worship Fharlanghn or, much less often, Heironeous, Kord, or Olidammara. Gnome 

swashbucklers are something of an exception: many of them worship Garl Glittergold, who shares many of their 

attitudes. 

 
Background: 

In theory, a swashbuckler can come from nearly any background – he simply has to have an appreciation for the 

artistry of dueling and the carefree nature to follow his whims. In practice however, most swashbucklers come from 

the wealthier classes, since individuals from this stratum tend to have more free time to pursue the life of a vagabond. 

Many swashbucklers have the support of their families, but just as many have fallen into disfavor by pursuing such a 

dangerous and impractical lifestyle. 

 
Races: 

The mentality of the swashbuckler most often appears in humans, half-elves, gnomes, and Halflings. They tend to have 

the carefree attitude required to maintain a flippant lifestyle.  Elves may be drawn to the lifestyle by their aesthetic 

sensibilities but are usually restricted by their rigid upbringing. Dwarven swashbucklers are normally quite rare as they 

usually lack the grace and charm to become proficient swashbucklers. Half-Orc swashbucklers are very rare, since the 

typically primitive conditions of their upbringing are not conducive to this sort of lifestyle and they usually lack the 

charisma required to live by your wits. 

 
Other Classes: 

Swashbucklers tend to be social and charismatic people and, thus, can get along with almost anyone – when they want 

to.  Unfortunately, since many are arrogant, or at least, cocky, those they meet may not always welcome their 

company. Swashbucklers are seldom really good team players; however, they do occasionally recognize the value of 

joining forces with others who possess skills they lack, particularly spellcasters. They share certain attitudes with 

sorcerers, especially when it comes to their reasons for adventuring, so they may be best matched with these 

individuals. 

 



 

GAME RULE INFORMATION 
Swashbucklers have the following game statistics. 

 
Abilities: Dexterity is of prime importance to swashbucklers, since they rely much more on finesse than brute strength 

in combat. They tend to wear light armor, or none at all, so they can always use the defensive advantage and Dexterity 

also affects many of their skills. A low Intelligence is best avoided, since it will restrict the swashbuckler’s choice of 

feats. Charisma is important, since it affects many skills, not to mention the swashbuckler’s ability to impress the 

locals. As with any combatant, the swashbuckler can always benefit from a good Constitution, particularly as it affects 

his hit points. 

 
Alignment: Any Starting Wealth: 5d4 x 10 gp 

Hit Die: d8 Starting Age: As fighter 

 

Class Skills 
The swashbuckler’s class skills (and the key ability for each skill) are Appraise {Int}, Balance {Dex}, Bluff {Cha}, 

Climb {Str}, Craft {Int}, Diplomacy {Cha}, Disable Device {Int}, Disguise {Cha}, Escape Artist {Dex}, Forgery 

{Int}, Gather Info {Cha}, Hide {Dex}, Intimidate {Cha}, Jump {Str}, Knowledge (local) {Int}, Listen {Wis}, Move 

Silently {Dex}, Open Lock {Dex}, Perform {Cha}, Profession {Wis}, Search {Int}, Sense Motive {Wis}, Sleight of 

Hand {Dex}, Speak Languages {n/a}, Spot {Wis}, Swim {Str}, Tumble {Dex}, and Use Rope {Dex}. See Chapter 4 

of the Player’s Handbook for skill descriptions. 

 

Skill Selection: (6 + Intelligence modifier) x 4 

Skill Progression: 6 + Intelligence modifier per level 

 

Class Features 
All of the following are class features of the swashbuckler. 

Weapon and Armor Proficiency: Swashbucklers are proficient with all simple and martial weapons, plus the hand 

crossbow and parrying dagger. Swashbucklers are proficient with light armor and the buckler shield. 

Canny Defense (Ex): A swashbuckler is a master of fighting while lightly armored. While wearing no armor, a 

swashbuckler adds one point of Intelligence bonus (if any) per class level as a dodge bonus to his Armor Class. 

When wearing light armor, the Maximum Dexterity bonus for his armor is increased by 1 and the Armor Check 

Penalty is reduced by 1. 

Trapfinding: Swashbucklers (like rogues) can use the Search skill to locate traps when the task has a Difficulty Class 

higher than 20.  

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + 

the level of the spell used to create it. 

Swashbucklers (like rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC 

of 25 + the level of the spell used to create it. 

A swashbuckler who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it 

works, and bypass it (with his party) without disarming it. 

Weapon Finesse: A swashbuckler gains Weapon Finesse as a bonus feat at 1
st
 level, even if he does not qualify for the 

feat. 

Table 1: Swashbuckler 

   Base Fort Ref Will  

 Level Attack Save Save Save Special 
  1st  +1 +2 +2 +0 Canny Defense, Trapfinding, Weapon Finesse 

  2nd  +2 +3 +3 +0 Improved Disarm, Roguish Charm 

  3rd  +3 +3 +3 +1 Insightful Strike 

  4th  +4 +4 +4 +1 Uncanny Dodge 

  5th  +5 +4 +4 +1  

  6th  +6/+1 +5 +5 +2 Snatch Weapon 

  7th  +7/+2 +5 +5 +2 Acrobatic Charge 

  8th  +8/+3 +6 +6 +2 Amazing Luck (1/day) 

  9th  +9/+4 +6 +6 +3 Improved Uncanny Dodge 

  10th  +10/+5 +7 +7 +3 Armed Deflect Arrows 

  11th  +11/+6/+1 +7 +7 +3  

  12th  +12/+7/+2 +8 +8 +4 Charming Smile 

  13th  +13/+8/+3 +8 +8 +4 Acrobatic Skill Mastery 

  14th  +14/+9/+4 +9 +9 +4 Amazing Luck (2/day) 

  15th  +15/+10/+5 +9 +9 +5 Weakening Critical 

  16th  +16/+11/+6/+1 +10 +10 +5  

  17th  +17/+12/+7/+2 +10 +10 +5 Slippery Mind 

  18th  +18/+13/+8/+3 +11 +11 +6  

  19th  +19/+14/+9/+4 +11 +11 +6 Wounding Critical 

  20th  +20/+15/+10/+5 +12 +12 +6 Amazing Luck (3/day) 



 

Improved Disarm: A swashbuckler gains Improved Disarm as a bonus feat at 2
nd

 level, even if he does not qualify for 

the feat. 

Roguish Charm: At 2
nd

 level and beyond, a swashbuckler learns how to use his influence on those he can charm and 

seduce. He receives a +2 bonus on all Charisma-based checks when interacting with humanoids of the opposite sex. 

Insightful Strike (Ex): At 3
rd

 level, a swashbuckler becomes able to place his finesse attacks where they deal greater 

damage. He applies his Intelligence bonus (if any) as a bonus on damage rolls (in addition to any Strength bonus he 

may have) with any light weapon, as well as any other weapon that can be used with Weapon Finesse, such as a rapier, 

whip, or spiked chain. Targets immune to sneak attacks or critical hits are immune to the swashbuckler’s insightful 

strike. A swashbuckler cannot use this ability when wearing medium or heavy armor or when carrying a medium or 

heavy load. 

Uncanny Dodge (Ex): Starting at 4
th

 level, a swashbuckler can react to danger before his senses would normally allow 

him to do so. He retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible 

attacker. However, he still loses his Dexterity bonus to AC if immobilized. A swashbuckler is denied this ability when 

wearing medium or heavy armor or when carrying a medium or heavy load. 

If a swashbuckler already has uncanny dodge from a different class, he automatically gains improved uncanny dodge 

(see below) instead. 

Snatch Weapon (Ex): Beginning at 6
th

 level, a swashbuckler that succeeds in disarming an opponent while keeping 

one hand free can grab the weapon instead of letting it fall. If he is proficient with the weapon and can wield it in one 

hand, he can immediately make a single attack with it (at the same base attack bonus), though he still suffers the usual 

penalties for attacking with an off-hand weapon. 

Acrobatic Charge (Ex): A swashbuckler of 7
th

 level or higher can charge in situations where others cannot. He may 

charge over difficult terrain that normally slows movement or allies blocking his path. This ability enables him to run 

down steep stairs, leap down from a balcony, or to tumble over tables to get to his target. Depending on the 

circumstances, he may still need to make appropriate checks (Jump or Tumble checks, in particular) to successfully 

move over the terrain. 

Amazing Luck (Ex): Beginning at 8
th

 level, the swashbuckler gains the ability to overcome obstacles that would 

normally prove disastrous. Once per day, the swashbuckler may reroll any failed attack roll, skill check, ability check, 

or saving throw. The character must take the result of the reroll, even if it’s worse than the original roll. This ability 

increases to an additional time per day at 14
th

 and 20
th

 level. 

Improved Uncanny Dodge (Ex): A swashbuckler of 9
th

 level or higher can no longer be flanked. 

This defense denies a rogue the ability to sneak attack the character by flanking him, unless the attacker has at least 

four more rogue levels than the swashbuckler’s level. A swashbuckler is denied this ability when wearing medium or 

heavy armor or when carrying a medium or heavy load. 

If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved 

uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum 

rogue level required to flank the character. 

Deflect Arrows (Ex): At 10
th

 level, a swashbuckler gains the benefit of the Deflect Arrows feat when using any light 

weapon, as well as any other weapon that can be used with Weapon Finesse, such as a rapier, whip, or spiked chain. 

Charming Smile (Sp): At 12
th

 level, a swashbuckler has learned to use his charm and wit to influence and win over 

otherwise unfriendly acquaintences. Once per day while talking to an individual, a swashbuckler can use his own 

natural persuasiveness as a charm person spell cast by a bard of the swashbuckler’s level. 

Acrobatic Skill Mastery (Ex): At 13
th

 level, a swashbuckler becomes so certain in the use of his acrobatic skills that 

he can use them reliably even under adverse conditions. When making a Jump or Tumble check, a swashbuckler may 

take 10 even if stress and distractions would normally prevent him from doing so. 

Weakening Critical (Ex): A swashbuckler of 14
th

 level or higher who scores a critical hit against a creature also deals 

2 points of Strength damage to the creature. Creatures immune to critical hits are immune to this effect. 

Slippery Mind (Ex): When a swashbuckler reaches 17
th

 level, his mind becomes more difficult to control. If the 

swashbuckler fails his save against an enchantment spell or effect, he can attempt the save again 1 round later at the 

same DC (assuming he is still alive). He only gets this one extra chance to succeed at a certain saving throw. 

Wounding Critical (Ex): A swashbuckler of 19
th

 level or higher who scores a critical hit against a creature also deals 

2 points of Constitution damage to the creature. (This damage is in addition to the Strength damage dealt by his 

weakening critical class feature.) Creatures immune to critical hits are immune to this effect. 



 

Apprentice-Level Swashbuckler Characters* 

 

Base Fort Ref Will 

Attack Save Save Save Special 
 +0 +1 +1 +0 Trapfinding, Weapon Finesse 

 

* For games that use the optional rules for apprentice-level characters found in the 3E Dungeon Masters Guide. 

 

Class Evaluation 
 

Modified from the Swashbuckler class found in the Complete Warrior 

Evaluated by the Class Construction System v1.5 by Magecraft 

(System can be found on www.dragoneers.com) 

 

Class Features Cost 

Hit Dice: d8 20 

Weapon Proficiencies: Simple & Martial 28 

Armor Proficiencies: Light + 1 11 

Skill Points: 6 51 

Class Skills: 27 27 

Attack Progression: High 25 

Save Progression: 2 High 12 

Special Abilities (1-5): Canny Defense (Normal), 

Trapfinding (Normal), Weapon Finesse 

(Normal), Improved Disarm (Normal), Roguish 

Charm (Normal), Insightful Strike (Normal), 

Uncanny Dodge (Normal) 

48 

Special Abilities (6-10): Snatch Weapon 

(Normal), Acrobatic Charge (Normal), Amazing 

Luck 1 (Normal), Improved Uncanny Dodge 

(Normal), Armed Deflect Arrows (Normal) 

16 

Special Abilities (11+): Charming Smile 

(Normal), Acrobatic Skill Mastery (Normal), 

Amazing Luck 2-3 (Normal), Weakening Critical 

(Normal), Slippery Mind (Normal), Wounding 

Critical (Normal) 

12 

Restriction: Light or No armor -4 

Mystical Ability: None 0 

  

Total: 214 

 


