Musketeer

Medium Humanoid

	Hit Dice
	2d8 (9 hp)

	Initiative
	+2

	Speed
	30

	AC
	13 (no armor), 15 (leather)

	Attacks
	+7 ranged (>60ft), +6 ranged (31-60ft), +5 (0-30ft), +2 melee 

	Damage
	Musket: 2d10 (18-20, x2), rapier 1d6 (18-20, x2)

	Face/Rch
	5x5 / 5ft

	Saves
	Fort +2, Reflex +2, Wil +1

	Abilities
	Str 11, Dex 15, Con 10, Int 12, Wis 13, Cha 9

	Skills
	Hide +4, Ride +3, Swim +4, Listen +3, Spot +3, climb +2, search +2

	Feats
	Exotic Weapon: Firearms, Weapon focus: Musket, rapid reload, dodge

	Climate
	Any

	Organization
	2-4, 6-11, 12-18

	CR
	2

	Treasure
	Standard

	Alignment
	Usually evil

	Advancement
	By class (warrior or fighter)


COMBAT:

Feats:  Musketeers lose all medium and heavy armor proficiencies and gain exotic weapon: firearms at 1st level and rapid reload at 2nd level. 

Ranged bandits usually carry:  A rapier, a powderhorn with 8-16 oz of powder, and a like number of shots.  They have a musket and might have leather armor if in small groups and expecting a large resistance.  They have the following currency:  2d6 cp, 2d4 sp, 1d4 gp.

