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On page 15, Table 2-1: Gentleman Pirate is in error. Page 2 of this download contains the corrected page 15. Below is 
also a reprint of the correct table. 
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Class Level Base  
Attack  
Bonus 

Fort  
Save 

Ref 
Save 

Will  
Save 

Special 

1 +0 +0 +0 +2 Nautical Confidence 
2 +1 +0 +0 +3  
3 +2 +1 +1 +3 Strength of Authority 
4 +3 +1 +1 +4  
5 +3 +1 +1 +4 False Modesty 
6 +4 +2 +2 +5  
7 +5 +2 +2 +5 Sway Election 
8 +6 +2 +2 +6 Transfer Reputation 
9 +6 +3 +3 +6  
10 +7 +3 +3 +7 Vocal Authority 
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with them.  Sorcerers and ex-
paladins are sometimes found in 
this profession due to their natu-
ral strength of personality, but 
few abandon their previous train-
ing for such an undertaking.  
Gentleman pirates are almost 
always officers, earning positions 
of respect and privilege, so jour-
neyman or casual sailors will 
rarely follow this path. 

Hit Die:  1d6 
 

Requirements: 
To qualify to become a Gen-

tleman Pirate, a character must 
fulfill all of the following criteria. 

Feats:   Leadership and Per-
suasive 

Diplomacy: 8 ranks 
Bluff:  8 ranks 
 

Class Skills: 
The Gentleman Pirate’s class 

skills (and the key ability for each 
skill) are Appraise (Int), Balance 
(Dex), Bluff (Cha), Diplomacy 
(Cha), Gather Information (Cha), 
Intimidate (Cha), Profession 
(Wis), Sea Legs (Dex) (B!), Sense 
Motive (Wis) and Swim (Str). 

Skill Points at Each Level: 4 
+ Int modifier 

 

Class Features: 
Weapon and Armor Profi-

ciency:  A Gentleman Pirate is 
proficient with all simple weap-
ons.  He is also proficient with 
light armor. 

Nautical Confidence:  The 
Gentleman Pirate gets a circum-
stance bonus to all Charisma-
based skill checks equal to his 
class level while on a ship or 
dealing with his crew. 

Strength of Authority:  Be-
ginning at 3 rd  level a Gentleman 
Pirate gains a circumstance bo-
nus to all saving throws against 
Mind-Affecting effects equal to 

his class level while on a ship. 
  False Modesty:  Beginning at 
5th  level a Gentleman Pirate has 
learned to craft a façade to such 
a degree, that his Leadership 
score can never drop below his 
total ranks in the Bluff skill, no 
matter how badly he treats his 
followers or how many failures 
are in his past. 
  Sway Election (Ex):  At 7 th  level 
a Gentleman Pirate may use his 
exceptional knowledge of social 
and political interactions to im-
pose his will upon the voting 
masses of a crew.  To change any 
vote, the character must make a 
Diplomacy skill check.  The per-
centage of the voters that change 
their mind in favor of the Gentle-
man Pirate’s position is equal to 
one half of the result of the skill 
check.  For example, if a Gentle-
man Pirate gets a 34 on his Di-
plomacy check, 17% of the vote 
will change from their current 
position and take up the Gentle-
man’s.  This ability is most often 
used to sway a pirate crew to vote 
in favor of the Gentleman’s ideas, 
proposed courses of action or 
determination of any officer posi-
tions. 
  Transfer Reputation:  Begin-
ning at 8 th  level, a Gentleman 
Pirate’s reputation is such that 
he can grant the powers of Nauti-
cal Confidence and Strength of 
Authority to a number of other 
characters equal to his Charisma 
modifier.  The characters gain 
these circumstance bonus while 
acting on behalf of the Gentle-
man Pirate. 
  Vocal Authority (Su):  Upon 
attaining 10 th  level, a Gentleman 
Pirate may use a mass suggestion 
as per the spell, with the caster 
level equal to their character 
level.  The DC to resist the effects 
of the ability is 20 + the Gentle-
man’s Charisma modifier. 
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Class Level Base  
Attack  
Bonus 

Fort  
Save 

Ref 
Save 

Will  
Save 

Special 

1 +0 +0 +0 +2 Nautical Confidence 

2 +1 +0 +0 +3  

3 +2 +1 +1 +3 Strength of Authority 

4 +3 +1 +1 +4  

5 +3 +1 +1 +4 False Modesty 

6 +4 +2 +2 +5  
7 +5 +2 +2 +5 Sway Election 

8 +6 +2 +2 +6 Transfer Reputation 

9 +6 +3 +3 +6  

10 +7 +3 +3 +7 Vocal Authority 
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