Corac the Reaver
Pirate of the Red Brotherhood
You’re going to kill that bastard.
You’re a pirate of the Red Brotherhood. You sailed with Valeria herself back in the day, and you’ve sacked more ports and taken more ships than you can count (admittedly, that’s not hard – even counting on fingers and toes these days only gets you to seventeen-and-a-half, and you’re sure it’s more than that). For a while, you even had your own ship, the Weeping Maid.  
Your partner-in-crime in all this was your greatest friend, a fellow pirate called Red Ubar. You are Argossean-born, while he is a true reaver, a Vanir barbarian from the distant north, but you were blood brothers, your friendship forged in salt and fire.


Or so you thought. You discovered that Red had his own secret deal in some city in the distant south, and while you were cutting throats and risking your skin to pay for both the crews of the Weeping Maid and his ship, the Merry Crone, he was raking in gold like some fat Zingaran merchant. You confronted Red, demanding that he cut you in for half, like he should have done from the start.

He agreed, and you drank to seal the deal…the next thing you remember is waking up in a slave’s cage in the hold of the Merry Crone.  The other cages were filled with dancing girls and other pleasure-slaves, and you realised you were bound for the south. From Red’s ship, you were dragged to some little prison cell on the shore, where there were another few prisoners waiting. You recognised one of them as the famed thief Jan Three-Knives, notoriously skilled and sharp-tongued. Whatever happens next, you know your destiny – revenge on that backstabbing whoreson Red Ubar!
Corac the Reaver

4th level Pirate
STR:
14 (+2)

INT: 12 (+1)

Fortitude Save: +5
DEX:
15 (+2)

WIS: 10 (+0)

Reflex Save: +6
CON:
12 (+1)

CHA:
13 (+1)

Will Save: +1
Initiative Bonus: +6



Dodge: +6
Hit Points: 23




Parry: +5
Fate Points: 3
Skills: Balance +5, Bluff +5, Climb +7, Escape Artist +3, Gather Information +3, Intimidate +7, Listen +2, Jump +6, Move Silently +6, Search +1, Spot +6, Survival +2, Swim +8, Tumble +5, Use Rope +5 


Feats: Parry, Dodge, Alertness
Abilities: 
· Ferocious Attack: At the start of a fight, you can get a +2 bonus to Initiative, attack rolls and damage for one round, but suffer a -2 penalty to defence. Furthermore, you cannot combine a Sneak Attack and Ferocious Attack
· Sneak Attack: If you attack a foe who cannot defend himself or is flanked, you get a +1d6 bonus to damage. You can also choose to make this subdual damage.

· To Sail A Road Of Blood And Slaughter: You can make Coup de Grace attacks as a free action once per round. 

· Uncanny Dodge: You retain your Dex and Strength bonuses to Dodge and Parry even when surprised.
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Base Attack: +3
Grapple: +5
Weapon

	Type
	Damage
	Critical
	Armour Piercing

	Fist/Punch
	1d3+2
	
	

	
	
	
	

	
	
	
	

	
	
	
	


