Free Lord

Bandit Kingdoms Prestige Class

For centuries, banditry has been a way of life among the people of the Combination of Free Lords, better known as the Bandit Kingdoms. This way of life has bred a freedom-loving mentality, and the free lord is the best example of what the people of this land epitomize. Stealth, fighting prowess, ruggedness, and leadership are qualities that the people of this area have relied on for generations to provide the impetus for the raids that are their bread-and-butter. As the saying goes, “why grow what exists to be stolen?”

Now that the forces of Iuz are occupying the land, free lords have begun to concentrate their efforts to strike back. No wagon train is safe from attack by well-armed bandit groups led by free lords, for unlike in the past, the bandits now have the advantage of being in their home territory. 

Free lords can be found everywhere in the Bandit Kingdoms. Groups like the Defenders of the Greenkeep, the Men of the Rift, and the Freedom Fighters of the Tangles have many members of this class. Fighters, Rogues, Rangers, and Barbarians are commonly free lords.  Wizards, Sorcerers, and Clerics are rarely free lords. Paladins and Monks, due to alignment differences, are never free lords.

The Free Lord






Class

Level
Base

Attack Bonus
Fort Save
Ref
Save
Will

Save
Special

1
+0
+2
+2
+0
Bandit influence

2
+1
+3
+3
+0
Bonus feat

3
+2
+3
+3
+1
Sneak attack +1d6

4
+3
+4
+4
+1
Uncanny dodge (Dex bonus to AC)

5
+3
+4
+4
+1
Bonus feat

6
+4
+5
+5
+2
Sneak attack +2d6

7
+5
+5
+5
+2
Uncanny dodge (can’t be flanked)

8
+6/+1
+6
+6
+2
Bonus feat

9
+6/+1
+6
+6
+3
Sneak attack +3d6

10
+7/+2
+7
+7
+3
Opportunist

Hit Die: d8

Requirements:


To qualify to become a free lord, a character must fulfil all the following criteria:

Alignment: Any non-lawful 

Base Attack Bonus: +6

Hide: 8 ranks

Move Silently: 6 ranks

Bluff: 5 ranks

Feats: Endurance, Toughness, Leadership

Class Skills:

The bandit’s class skills (and the key ability for each skill) are Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Handle Animal (Cha), Intuit Direction (Wis), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge (Local ) (Int), Knowledge (Nature)(Int), Listen (Wis), Move Silently (Dex), Ride (Dex), Search (Wis), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), Use Rope (Dex), Wilderness Lore (Wis).

Skill Points at Each Level: 4 + Int modifier

Class Features

All of the following are class features of the free lord prestige class.


Weapon and Armor Proficiency: A free lord is proficient with all simple and martial weapons, light armor, medium armor, and shields. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble. Also, Swim checks suffer a –1 penalty for every 5 pounds of armor and equipment carried.


Bandit Influence: a free lord adds “+2” to any social skill made when influencing self-acknowledged bandits to perform banditry. This applies to Bluff, Diplomacy, Intimidate, and Sense Motive skills. Furthermore, a free lord “+2” to his effective Leadership level if his followers are an active bandit group. In addition, a free lord is entitled to food and shelter from residents of the Bandit Kingdoms; this does not apply to those who are loyal to Iuz or a rival lord.

Bonus Feats: At 2nd level a free lord gets a bonus feat, and gains an additional bonus feat at 5th, and 8th levels. These bonus feats must be drawn from the following list: Ambidexterity, Blind Fight, Combat Reflexes, Dodge (Mobility, Spring Attack), Expertise (Improved Disarm, Improved Trip, Whirlwind Attack), Improved Critical*, Improved Initiative, Improved Unarmed Strike (Deflect Arrows, Stunning Fist), Mounted Combat (Mounted Archery, Trample, Ride-By Attack, Spirited Charge), Point Blank Shot (Far Shot, Precise Shot, Rapid Shot, Shot on the Run), Quick Draw, Track, Two-Weapon Fighting (Improved Two-Weapon Fighting), Weapon Finesse*, Weapon Focus*.


Some of the bonus feats available to a free lord cannot be acquired until the character has gained one or more prerequisite feats; these feats are listed parenthetically after the prerequisite feat. A free lord can select feats marked with an asterisk (*) more than once, but it must be fore a different weapon each time. A free lord must still meet all prerequisites for a feat, including ability score and base attack bonus minimums.


Important: These feats are in addition to the feat that a character of any class gets every three levels. The free lord is not limited to the list give here when choosing those feats.

Sneak Attack: At 3rd level, if a free lord can catch an opponent when she is unable to defend herself effectively from his attack, he can strike a vital spot for extra damage. Basically, any time the free lord’s target would be denied her Dexterity bonus to AC (whether she actually has a Dexterity bonus or not), the free lord’s attack deals +1d6 points of damage. This extra damage increases by +1d6 points every three levels (+2d6 at 6th level, +3d6 at 9th level). Should the free lord score a critical hit with a sneak attack, this extra damage is not multiplied.

It takes precision and penetration to hit a vital spot, so ranged attacks can only count as sneak attacks if the target is 30 feet away or less. 

With a sap or an unarmed strike, the free lord can make a sneak attack that deals subdual damage instead of normal damage. He cannot use a weapon that deals normal damage to deal subdual damage in a sneak attack, not even with the usual -4 penalty, because he must make optimal use of his weapon in order to execute the sneak attack.

A free lord can only sneak attack living creatures with discernible anatomies – undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Additionally, any creature immune to critical hits is similarly immune to sneak attacks. Also, the free lord must also be able to see the target well enough to pick out a vital spot and must be able to reach a vital spot. The free lord cannot sneak attack while striking a creature with concealment or by striking the limbs of a creature whose vitals are beyond reach.

If a free lord gets a sneak attack bonus from another source (such as rogue levels), the bonuses to damage stack.

Uncanny Dodge: Starting at 4th level, a free lord gains the extraordinary ability to react to danger before his senses would normally allow him to do so. At 4th level and above, he retains his Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (He still loses his Dexterity bonus to AC if immobilized.)

At 7th level, a free lord can no longer be flanked; he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack him. The exception to this defense is that a rogue at least four levels higher than the character can flank him and thus sneak attack him.

If the free lord has another class that grants the uncanny dodge ability, add together all the class levels of the classes that grant the ability and determine the character’s uncanny dodge ability on that basis.

Opportunist: Once per round, a 10th level free lord can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the free lord’s attacks of opportunity for that round. Even a free lord with the Combat Reflexes feat can't use the opportunist ability more than once per round.

