PIRATE

The clash of cutlasses on the deck of a burning vessel, hordes
of surly deckhands battling it out. It's a duel to the finish, two

old enemies of the sea; only one will survive this final combat.

The other will be cast to Davy Jones' locker, food for the
sharks.

The half-orc first mate spreads the weathered parchment
across the table, pinning it into place with a dagger. There,
between two criss-crossed palm trees, an X. Treasure! The
captain grins, her gold tooth glinting in the lantern light.

Erupting from the fog like an arrow, the ghost ship drives
straight for the bow of the galley. The bosun cracks the whip,
driving the rowers to make a sharp turn. Screams go out. The
ship heaves, just barely missing it. Cheers go up, except from
the captain. He knows; this is just the start.

SAILORS OF THE SEAS AND SKY

Pirates are more than just surly bandits. They are capable
navigators and able-bodied sailors. Typically in the company
of a loyal-if salty—crew, pirates find adventure through
exploration. Be it the stinging spray of the dawn wave or the
rugged winds blasting over the deck of an air ship, pirates are
travelers above all else.

LARGER THAN LIFE

Pirates are not only capable commanders of sea or air
vessels, but they exude a presence that shocks, compels, and
even frightens others. When a pirate walks into a dimly lit
saloon at the edges of civilization, they rarely go unnoticed by
the other patrons.

CREATING A PIRATE

As you build your pirate, think the origin of your high-seas
lifestyle. First, how did you get your start as a pirate? Were
you born on a ship, growing up among other pirates? Or did
you take to privateering later in life as you were looking for a
change of scenery?

Perhaps you even started on the right side of the law as a
naval officer, but the allure of treasure and adventure turned
you to the buccaneer profession.

Quick BuiLp

You can make a pirate quickly by following these suggestions.
First, Dexterity or Strength should be your highest ability
score, followed by Charisma. Second, choose the sailor
background.

CLASS FEATURES

As a pirate, you gain the following class features.

Hit PoOINTS

Hit Dice: 1d10 per pirate level

Hit Points at 1st Level: 10 + your Constitution modifier
Hit Points at Higher Levels: 1d10 (or 6) + your Consitution
modifier per pirate level after 1st

PROFICIENCIES

Armor: Light armor, medium armor, shields
Weapons: Simple weapons, martial weapons
Tools: Navigator's tools and vehicle (air or water)

Saving Throws: Dexterity, Charisma

Skills: Choose three skills from Acrobatics, Athletics,
Deception, Insight, Intimidation, Perception, Performance,
Persuasion, Sleight of Hand, Stealth, and Survival

EQUIPMENT
You start with the following equipment, in addition to the
equipment granted by your background:

¢ (a) a shortsword or (b) a rapier

¢ (a) a burglar’s pack or (b) an explorer’s pack
¢ (a) a chain shirt or (b) leather armor

A light crossbow with 20 bolts and a dagger
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THE PIRATE
Level Proficiency Bonus
Tst +2
2nd +2
3rd +2
4th +2
5th +3
6th +3
7th +3
8th +3
9th +4
10th +4
11th +4
12th +4
13th +5
14th +5
15th +5
16th +5
17th +6
18th +6
19th +6
20th +6

Features

Shipworthy, Pirate's Familiar
Pirate's Luck

Pirate Archetype

Ability Score Improvement
Extra Attack

Pirate Archetype Feature
Tenacity

Ability Score Improvement
Confident Combatant
Pirate Archetype feature
Ability Score Improvement
Ability Score Improvement
Uncanny Dodge

Ability Score Improvement
Pirate Archetype feature
Ability Score Improvement

Swashbuckler

Spells Known  1st 2nd 3rd 4th 5th
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SHIPWORTHY

Beginning at 1st level, you are intimately familiar with the
conditions surrounding your vessel. Choose a type of vessel:
airborne or waterborne. When you make a Dexterity,
Intelligence, or Wisdom check related to operating a vessel of
your chosen type, your proficiency bonus is doubled if you are
using a skill that you're proficient in. You gain the following
benefits while operating a vehicle of your chosen type:

¢ You and your ship can’t become lost except by magical

means.

e Even when you are engaged in another activity while
traveling in your vessel (such as navigating, tracking or
reveling) you remain alert to danger.

¢ Your cost to hire a crew is half of what it normally is (as
per the PHB, one skilled hireling costs at least 2 gp per
day). In addition, you can man a ship with 5 less crew than
what is normally required (minimum of 1).

¢ Because of your excellent tactics, the AC of your ships
increases by +1 when you are at the command. This bonus
increases by and additional +1 when you reach 5th level
(+2), and again at 11th level (+3), and 17th level (+4).

¢ For any waterborne or airborne vehicle that you are the
captain of with a crew of 10 or more (before your
modifier) the hit points of the vehicle increases by an
amount equal to 10 times your levels in this class. In
addition, its speed increases by 2mph.

e While your vessel is berthed, you can make faster repairs
to your ship than normal You repair your ship at a rate of
2 hp per day for a cost of 20 gp for materials and labor
instead of the normal repair rate.

PiRATE’S FAMILIAR

At 1st level, you have an animal companion that goes on
adventures with you. Choose one of the following: bat, cat,
crab, frog (toad), hawk, lizard, octopus, owl, poisonous snake,
fish (quipper), rat, raven (parrot or macaw), sea horse, spider,
or weasel

Your familiar acts independently of you, but it always obeys
your commands. In combat, it rolls its own initiative and acts
on its own turn. A familiar can't attack, but it can take other
actions as normal

You can comprehend and verbally communicate with your
familiar. The knowledge and awareness of your familiar are
limited by its intelligence, but at a minimum, it can give you
information about anything that it has perceived within the
past day such as the number of monsters in the next room or
whether or not there is a trap over in the next corridor (if it
can detect it, of course).

Its hit point maximum equals the hit point number in its
stat block or three times your pirate level, whichever is higher.
Like any creature, it can spend Hit Dice during a short rest to
regain hit points.




If the familiar dies, you can obtain a new familiar by
spending 8 hours magically bonding with another creature
from the list above that isn’t hostile to you and that meets the
requirements. You can’t have more than one familiar at a
time.

PirATE’s Luck

As a pirate, you are an expert at overcoming situations when
many others would not.

At 2nd level, when you make an ability check, attack roll, or
saving throw, you can roll a d6 and add the number rolled to
one die roll. You can wait until after you roll the d20 before
deciding to use this feature but must decide before the GM
says whether the roll succeeds or fails.

The die changes when you reach certain levels in this class.

The die becomes a d8 at 5th level, a d10 at 11th level, and a
d12 at 17th level

You can use this feature a number of times equal to your
Charisma modifier (a minimum of once). You regain any
expended uses when you finish a long rest.

SPELLCASTING

By the time you reach 2nd level, you have learned to use the
magical essence of the sea or sky to cast spells, much as a
ranger does. See chapter 10 of the PHB for the general rules
of spellcasting and the end of this article for the pirate spell
list.

SPELL SLOTS
The Pirate table shows how many spell slots you have to cast
your spells of 1st level and higher. To cast one of these spells,
you must expend a slot of the spell’s level or higher. You
regain all expended spell slots when you finish a long rest.
For example, if you know the 1st-level spell create or
destroy water and have a 1st-level and 2nd-level spell slot
available, you can cast create or destroy water using either
slot.

SPELLS KNOWN OF 18T LEVEL AND HIGHER
You know two 1st-level spells of your choice from the pirate
spell list.

The Spells Known column of the Pirate table shows when
you learn more pirate spells of your choice. Each of these
spells must be of a level for which you have spell slots. For
instance, when you reach 5th level in this class, you can learn
one new spell of 1st or 2nd level. Additionally, when you gain
a level in this class, you can choose one of the pirate spells
you know and replace it within another spell from the pirate
spell list, which also must be of a level for which you have
spell slots.

SPELLCASTING ABILITY

Charisma is your spellcasting ability for your pirate spells
since your magic draws on your overall force of will. You use
your Charisma whenever a spell refers to your spellcasting
ability. In addition, you use your Charisma modifier when
setting the saving throw DC for a pirate spell you cast and
when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your Charisma
modifier

Spell attack modifier = your proficiency bonus + your
Charisma modifier

PIRATE ARCHETYPE

At 3rd level, you choose an archetype that you strive to
emulate: Buccaneer or Salty Dog, both detailed at the end of
the class description. Your choice grants you features at 3rd
level, then again at 6th, 11th, and 18th level

ABILITY SCORE IMPROVEMENT

When you reach 4th level, and again at 8th, 12th, 14th, 16th,
and 19th level, you can increase one ability score of your
choice by 2, or you can increase two ability scores of your
choice by 1. As normal, you can’t increase an ability score
above 20 using this feature.

EXTRA ATTACK

Beginning at 5th level, you can attack twice, instead of once,
whenever you take the Attack action on your turn.

TENACITY

Whether its because you have a mind of steel or you're just
plain stubborn, at 7th level, you've learned to harden yourself
against mental attacks. You gain proficiency in Wisdom
saving throws. If you already have this proficiency, you
instead gain proficiency in Intelligence saving throws.

CONFIDENT COMBATANT

At 10th level, your overwhelming confidence thrusts you into
battle. You can give yourself a bonus to your Initiative equal to
your Charisma modifier.

UNCANNY DODGE

Starting at 15th level, when an attacker that you can see hits
you with an attack, you can use your reaction to halve the
attack's damage against you.

SWASHBUCKLER

At 20th level, you are a master duelist and fighter, easily
fending off your foes with wit and style. Once on each of your
turns, you can add your Charisma bonus to your attack roll

PIRATE ARCHETYPES

All pirates have a few things in common, including their
rakish charm, fancy footwork, and overall panache. But
different pirates use those talents for different purposes,
embodied by the pirate archetypes. Your choice of an
archetype is a reflection of your focus—not necessarily an
indication of your alignment, but a description of your
preferred techniques.

BUCCANEER

You are a daring, adventurous, and—often—reckless sailor. To
you, the pirate’s life is about good rum, good song, and plenty
of treasure.



DASHING DISPUTANT

When you select this archetype at 3rd level, your fighting style
is an enthralling sight to behold, full of panache and wonder.
Immediately after you take the Attack action against a
creature with a melee weapon on your turn, you can use your
bonus action to beguile the target. The target must make a
Wisdom saving throw against your spell save DC. On a failed
saving throw, the target has disadvantage on its attack rolls
against you until the end of your next turn.

On subsequent turns, you can use your bonus action to
maintain this effect, extending its duration until the end of
your next turn. However, the effect ends if you move more
than 5 feet away from the creature, if the creature can neither
see nor hear you, or if the creature takes damage. Creatures
immune to charm automatically succeed on their saving
throw.

You can use this feature a number of times equal to your
Charisma modifier (minimum of once). You regain all
expended uses after you complete a short or long rest.

TREASURE SENSE

At 3rd level, you have a sense for when treasure is nearby.
You can use your action and expend one pirate spell slot to
focus your awareness on the area around you. For 1 minute
per level of the spell slot you expend, you can sense whether
or not treasure (at least 100gp or more) is present within 100
feet of you. This feature doesn'’t reveal the total amount of
treasure or number.

RaAk1sH CHARM
At 6th level, as an action, you can captivate a small audience
with your wit and grace. Choose a number of creatures equal
to your Charisma modifier within 30 feet of you that can see
and hear you. Each creature must make a Wisdom saving
throw, and does so with advantage if your companions are
fighting them. If a creature fails its saving throw, it is
charmed by you. While charmed by you the creature’s speed
drops to 0, and the creature is incapacitated. The effect lasts
until the start of your next turn, if you move more than 5 feet
away from the creature, if the creature can neither see nor
hear you, or if the creature takes damage.

Once you use this feature, you can'’t use it again until you
finish a long rest.

SENSATIONAL SCRAPPER

At 11th level, you can use your action to make a melee attack
against any number of creatures within 5 feet of you, with a
separate attack roll for each target.

DuUEL oF FATE

At 18th level, you can entice a creature to face you one on
one. Choose one creature that you can see within 30 feet that
can see and hear you. Creatures that can't be charmed are
immune to this effect.

While enthralled by you, the creature must use all of its
movement to get within melee reach of you and it has
advantage on its attacks against you and you and other
creatures have advantage on attack rolls against it.

The effect lasts as long as you maintain your concentration
(as if concentrating on a spell). As an action, the enthralled
creature makes a Wisdom saving throw to regain control of
itself. On a successful save, the effect ends.

SArTY Doa

Not all pirates are charming or dashing swashbucklers.
There are those that are rotten-toothed thugs, content with
sailing the seas or skies and taking what they feel’'s owed to
them. These Machiavellian salty dogs use the pirate’s code to
manipulate and coerce others into their bidding, always
preferring simplicity and brute force over bombasity.

FIGHTING STYLE
At 3rd level, you adopt a style of fighting as your specialty.
Choose one of the following options. You can’t take a Fighting
Style option more than once, even if something in the game
lets you choose again.

Archery. You gain a +2 bonus to attack rolls you make with
ranged weapons

Dueling. When you are wielding a melee weapon in one
hand and no other weapons, you gain a +2 bonus to damage
rolls with that weapon.

BoNuUs PROFICIENCY
Also at 3rd level, you gain proficiency with heavy armor.

DURABILITY

Starting at 6th level, you gain resistance to poison damage

and you are immune to the poisoned condition. In addition,
you have advantage on Constitution saving throws to avoid
the effects of extreme cold and extreme heat.

FerocITY
At 11th level, you can make a single melee weapon attack as a
bonus action on each of your turns.

RESILIENCE

Beginning at 18th level, if you fail a Strength, Dexterity, or
Constitution saving throw you can choose to succeed instead.
Once you use this feature you can’t use it again until you
finish a long rest.




PIRATE SPELLS

Your pirate's spells are presented below in alphabetical order.

1sT LEVEL
Alarm

Charm Person
Cure Wounds
Detect Magic
Detect Poison and Disease
Faerie Fire
Fog Cloud
Hail of Thorns
Hunter’s Mark
Identify

2ND LEVEL
Barkskin

Cordon of Arrows
Darkvision

Detect Thoughts
Enthrall

Find Traps

Heat Metal

Lesser Restoration
Locate Object
Pass without Trace

3RD LEVEL
Bestow Curse
Conjure Barrage
Daylight
Lightning Arrow
Nondetection
Protection from Energy
Sending
Tongues

Water Breathing
Water Walk
Wind Wall

4TH LEVEL
Dimension Door
Confusion

Freedom of Movement
Locate Creature
Stoneskin

5TH LEVEL
Conjure Volley
Legend Lore
Mislead

Swift Quiver

Jump Protection from Poison
Longstrider Silence
Tasha's Hideous Laughter Suggestion
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