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The Swashbuckler 
 
The Swashbuckler uses fancy footwork and witty repartee to mask the terror and pain of combat. 
 
Inherent—Evasive 
• You can either wear armor or take your Daring bonus to raise your Armor Class from base 8. 
 
Limitation—HeaRtbreaker 
• Commitments are boring. You need new romance, new adventure, new challenge! You love to get 

into positions of power and the hearts of lovers, but you don’t care to stay there. 
 

Levels Starting Equipment Attribute +/- Experience 
1st   Pirate 
2nd  Marine 
3rd   First Mate 
4th   Captain 

Pistol, 10 shots, sword and dagger, 
rum, fine leather boots, grungy hat. 
 
Starting Coin: 1d12 sp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Surefooted. Constant ability. Gains +4 to ability checks or saves to manage treacherous footing, like 

heaving wet ship decks or patchy rope bridges or the rooftops of market stalls. 
 
• Cutting Wit. Once per arena. A stream of insults against one or more foes in the same arena (or an 

adjacent arena if they are using ranged weapons). Foes targeting the character must roll an extra die, 
and drop the highest. 

 
• Cheater. Once per arena. On a successful Cunning vs. Commitment test, switch a foe’s bonus to a 

penalty until the foe takes a focused action to repair the cheat or switches tactics to get around it. 
 
• Blather. Rested. Focus action.  Immobilize a single foe with a stream of half-sensible commentary, 

questions, and demands. The foe must test Commitment against your Cunning to be free of the 
effect—until free, the target can do nothing but stand there. 

 
• Ha HA! Once per arena. In a burst of enthusiasm, add Daring bonus to melee attack rolls. 
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Alternative Adventuring Goals 
1. No one can seduce the local [powerful figure]’s young adult child. Except you, naturally. 
2. You will captain your own ship someday. 
3. Men, women, children, and pets have died so that this treasure map could come into your possession. 
4. Until you break the curse, going out in the open sea could be very, very dangerous for you. 
5. Your long lost kinsman is forcibly held in the local magistrate’s prison. That cannot stand. 
6. They thought you were murdered by pirates, but you joined the crew. Now you’re back. 
7. Loyal to the captain, you were left on a spit of sand by a mutinous crew. You’ve been rescued. 
8. You are the only one still living that has been to the legendary lost island. 
9. They say your father was a powerful pirate lord. You’d like to meet him. 
10. The local law hung several of your crewmates for piracy. MOST irritating. 

Blackpowder Firearms 
In Hand to Hand. Pistols and blunderbusses count as light weapons in hand to hand. Muskets count as a 
heavy weapon in hand to hand. When loaded, they count as ranged weapons as well. 

Shooting Damage. Firing pistols and muskets and blunderbusses happens in the “shoot” phase. However, 
the damage done by pistols and muskets is as a Very Heavy Weapon, doing 2 wounds or 4 if they hit the 
AC by +5 or more. 

A blunderbuss does not roll to hit; damage is in a cone effect. Everyone that might be hit must test 
“Daring” or take 1 wound. This can be modified by distance or cover. A target may spend an AP (or the 
DM may feed one to the bowl per NPC) to automatically avoid being hit. 

• The only difference between shooting with pistols and muskets is that muskets are +1 to hit as a 
ranged weapon. 

Reloading. Reloading is a focus action, beginning in the “focus” part of the round and concluding 
successfully in the “focused events” part of the round if the reloading character is uninjured for the rest of 
the round. If the character is injured during that time, the reload is ruined, and it will take a focus action to 
clear the weapon so it can be loaded again. 

If the gun gets wet, it must be cleared as a focused action and loaded as normal. 

Misfire. Any time the character rolls doubles, the gun misfires. If the character spends an AP, the gun still 
fires but is now broken and needs repair. If the character does not spend an AP, the gun blows up and 
does 3 wounds to the shooter. 

Cost. The pistol costs 25 gold, a musket costs 50. A blunderbuss costs 50. Each shot costs 1 gold worth of 
equipment–powder, shot, wadding, routine repairs to powderhorn and ramrod, polish, etc. 

Gruesome Carnage. Any target hit in the face takes double damage. 

Morale. Those hit with gunfire, or unaccustomed to it, may need to test Commitment or flee from the 
terrifying noise and destructive power. (DM option) 

 


