CARAT STUBIGS BREATS

At least one level each of barbarian and pirate
are necessary to become a sea devil, after which the
player should decide which class(es) will fulfill the
prestige class’ remaining qualifications at the desired
rate. Additional barbarian levels will meet the combat
requirements faster, but a few more levels of pirate will
certainly make the sea devil a better sailor.

Hit Die: d10
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Race: Sub-arctic dwelling northman
Attribute: Str 13+, Con 13+
Base Attack Bonus: +6
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“gnash your shi€lds and strap on the
TRON, LAdS. WE'RE WaveEBOUNDS”

Wise men know to fear the squared sails of the
northmen’s fleet, for upon the decks of those
shallow boats are ruthless raiders with looting
mirrored in their eyes and murder panting in their
hearts. The “sea devils” are the worst of these
northmen, so named for their pitiless greed and
the screaming fury that possesses them in a fight,
allowing them to swoop down upon a settlement
and ravage it as though they were not men, but demons
sent from hell itself.

Codes of Honor: Barbaric

Feats: Cleave, Fighting-Madness,
Power Attack

Skills: Balance 6 ranks, Climb 6
ranks, Jump 4 ranks, Profession (Sailor) 8
ranks, Use Rope 4 ranks

Despite their violent thievery and savagery in
battle, sea devils are not evil nor are they inherently
corrupt. Raiding is their livelihood as much as
animal husbandry or farming is the trade of
others. It does not occur to them that the
communities they live upon consider their
raiding immoral and foul, for it is the only
life they know. It is a life granted them by
the gods and they honor that gift through
the glory of death, killing and plunder
from the decks of their dragonships.

CAMPAIGN Us€

Obviously, a sea devil is ideal for
seaborne games, especially along
frigid coastlines, but they will fit
in just about any other game with
a bit of imagination. A sea devil
who finds himself out of place
plundering warmer climates can
be an interesting challenge, as can 3
one who finds himself stranded g, modifier.
ashore. Northmen feel out of place "
in southern cities as it is (or any city, for that
matter), but how would a sea devil react to long (uss F‘AT“R“

Special:  Seamanship  +1,
Fearless

CLASS SKILLS

Theseadevil'sclassskills (and
the key ability for each skill) are
Balance (Dex), Climb (Str), Craft
(Any Mundane) (Int), Intimidate

(Cha), Jump (Str), Knowledge
(Geography) (Int), Knowledge (Local)
(Int), Move Silently (Dex), Profession
< is), Survival (Wis), Swim (Str),

Use Rope (Dex.)

Skill Points At Each Level: 4 + Int

months without the smell of salt water in his All of the following are class features of the
nostrils, the feel of the sea’s winds in his hair, or the sea devil prestige class.
rocking of a sturdy deck beneath his feet?




TABLE 1-1: $€A DEVIL REPUTATION MODIEIERS

action reputation modfier
Become captain of a raiding ship +2
Become commander of a raiding fleet +5
Lose a ship -5
Capturing a larger warship +2
Conducting a raid that earns the crew 5,000-10,000 sp +2
Conducting a raid that earns the crew 10,000-25,000 sp +3
Conducting a raid that earns the crew 25,000-50,000 sp +5
Conducting a raid that earns the crew 50,000-100,000 sp +6
Conducting a raid that earns the crew 100,000-999,999 sp +8
Conducting a raid that earns the crew 1,000,000+ sp +15
Conducting a raid that is repulsed -2
Form a raider’s camp in enemy territory +2
Lose a raider’s camp the character led -3
Razing a small settlement +1
Razing a medium settlement +3
Razing a large settlement +5

WEAPON AND ARMOR PROFICIENCY

The sea devil is proficient with all simple and martial
weapons, two-weapon combat, light and medium
armor, and shields.

RAIDER

Along with standard Reputation Modifiers, a
sea devil's reputation is affected by activities directly
related to raiding ships and settlements. See Table 1-1:
Sea Devil Reputation Modifiers. At the Gamemaster’s
discretion, other classes may also benefit from these
reputation modifiers, at full or reduced value.

HOWLING FURY

A 2nd level sea devil can enter a Fighting-Madness
2/day, as per the feat (this includes the 1/day from the
feat.) Once the enraged state ends, the character cannot
enter it again for at least 3 rounds. At 6th level the sea
devil can enter a Fighting-Madness 3/day and 4/day at
10th level.

WEATHERED HIDE

3rd level sea devils are so accustomed to spending
months on end upon the high-seas of the north that he
gains a +4 competence bonus to saving throws against
all cold effects.

GREAT CLEAVE

At 4th level, the sea devil gains the Great Cleave
feat.

BOARDING

Due to practice while boarding ships, a 5th level sea
devil can conduct a charge that includes a single jump
or swinging action. All other obstacles impede a charge
as normal.

Furthermore, any ship the sea devil is captaining
gains a +2 competence bonus to Boarding Maneuvers
with his vessel.

<RUSHING BLOW

By successfully sundering an opponent’s shield or
weapon, a 7th level sea devil can make an attack against
the shield or weapon'’s wielder as a free action, but only
using his base attack bonus and with a -4 penalty to the
attack roll.

RAID TO ¢LORY

When leading raiders against an enemy, an 8th level
sea devil grants any shipmates in the unit he leads a +4
bonus to their Military Cohesion.

RAIDER'S GRACE

9th level sea devil’s are so accustomed to fighting
under the influence of their Howling Fury ability that
they no longer suffer the -2 penalty to their Defense
Value while caught up in their Fighting-Madness.




TABL€ 1-2: THE $€A DEVIL

Base Base Bpase maagc
attack 60dGe pParry attack fort ref will
lLevel Bonus BONUS BONUS BONUS SAVE SAave Save sSpecial
1 +1 +0 +0 +0 +2 +2 +0 Raider
2 +2 +1 +1 +0 +3 +3 +0 Howling Fury 2/day
3 +3 +2 +1 +0 +3 +3 +1 Weathered Hide
4 +4 153} 12 Al +4 +4 Sl Great Cleave
5 +5 +3 +2 +1 +4 +4 +1 Boarding
6 +6/+1 +4 +3 +1 AHo AHo +2 Howling Fury 3/day
7 +7/+2 +5 +3 +1 +5 +5 +2 Crushing Blow
8 +8/+3 +6 +4 +2 +6 +6 +2 Raid to Glory
9 +9/+4 +6 +4 +2 +6 +6 +3 Raider’s Grace
10 +10/+5 +7 +5 +2 +7 +7 +3 Howling Fury 4/day

DESLARATION Of OPEN GAME CONTENT

All text pertaining to game mechanics and statistics, along with the
class” name, is declared Open Game Content. All graphics, logos and
trade dress are Product Identity and the property of Misfit Studios™
and cannot be used without written permission.




OPEN GAME LIKENSE VI.OA
The following text is the property of Wizards of the Coast, Inc. and

is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)”Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added
to or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or
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distributing, and You must add the title, the copyright date, and the
copyright holder’s name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of
each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with
the owner of such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Modern System Reference Document Copyright 2002, Wizards of the
Cost, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles
Ryan, based on material by Jonathan Tweet, Monte Cook, Skip
Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes,
Andy Collins, and JD Wiker.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell,
based on original material by E. Gary Gygax and Dave Arneson.

Conan the Roleplaying Game is (C) Conan Properties International
LLC.
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character, names, and distinctive likenesses thereof are trademarks
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All Rights Reserved. Mongoose Publishing Ltd Authorized
User.

OGL BARBARIAN: The Sea Devil Copyright 2005;
Author Steven Trustrum, Misfit Studios.




