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The Dancer PC Class
by Nicole Massey based on original concepts by Lee Conner

"Stand and Deliver!"

Olivia glanced at her companion, Lord Kirkjoy, and saw
his face fall. Obviously his "reports" were incorrect, as
highwaymen were still working the second post road.
The lord said nothing as the door wrenched open with a
crude bang and the cloaked man motioned inside with a
long slender blade.

"Oy, what do we 'ave 'ere? Poncy folks, we do. Git out
'ere and start turnin' over yer purses and jewelry, milord
and lady."

The man was crude and obviously of low station, but his
sword showed a facility at crossing class barriers.

Olivia looked at his lordship and mouthed, "let me out
first."

As she stepped lightly out of the carriage she moved
several paces away from the coach. She continued to step
light, her motions ones of fluid grace. She reached up and
unclasped her cloak. As she did so she kept careful eyes
on the three robbers, noted their positions, and then
smiled slightly as she realized this was going to be child's
play.

With a pop of her wrist her cloak engulfed the closest
one. She jumped and with a lashing kick rocked the head

back of the one to his right, only shifting slightly so that
her foot came down on the left knee of the one entangled
in her cloak. A clear popping sound heralded the scream
of agony as his knee failed, forever ruined. She whirled
on pointed toe without breaking her motion and slapped
the third one hard on his left ear, then followed with a jab
to the eyes, a quick grip of his wrist, and then a wrench
as she spun him around and pinned his arm behind him.
As she dropped to one knee in the man's back her right
foot lashed out once more, striking the center man in the
head and stopping his wailing as he lost consciousness.

She glanced up at Lord Kirkjoy, still framed in the door
of the coach. "Milord, perhaps it would be wise to secure
these ruffians. I'm sure there's a bounty out for them, and
though I don't suspect they'll wake soon, we do have a
ball to attend."

The lord said, "Good lady, just how did you do that?"

"'Twas simple, milord. A touch of galliard, a touch of
ballet, and a small touch of dervish. It's all in the dance,
milord."

As Lord Kirkjoy turned to his footmen to have them
secure some rope, he marveled at the choice to invite the
dance mistress to accompany him. It was a lucky and
propitious choice, it seemed …

Dating back at least to the feudal era of the middle ages
in the 12th century dance was a fundamental part of
noble life. A dance was a regular event and was not only
a good place for younger nobles to meet potential mates
but also for everyone to exchange gossip, carry on
business transactions, and impress other nobles with
their clothes and the entertaining skill of the host and
hostess. But dancing wasn't all a social event for the
nobles. Dancing was also a common social event for the
lower classes, with feats of agility replacing the careful
adherence to proper form and step, and warriors also
learned to dance to master footwork and learn how to
move. And the dance hall was a primary social place
where young women and girls congregated. So dance
wasn't the feminine oriented activity that many folks
think of it today – quite the contrary, as young men often
won the hearts of young women by their athletic prowess
on the dance floor. Finally, the dance style often called

belly-dance was specifically developed to strengthen the
abdominal muscles to help in childbirth, though some of
the standard props like the saber also incorporated
martial skills. To this end there is the dancer class, a type
of fighter that incorporates martial arts and a focus on
dexterity instead of strength.

Why a dancer class? Why not just play a monk? For all
the attempts to revise the monk, it still doesn't work for
many players and referees. The monk is also an oriental
class in an occidental world. So a martial artist type is
needed for the non-OA campaign, especially since
according to the Oriental Adventures tome the monk
class is now moved into oriental campaigns. Lee Conner
originally developed this class as an AD&D class based
on Rolemaster's dancer and dervish classes, but he ran a
campaign with a much higher level of lethality and more
powerful characters than the by the book game, so
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substantial re-working is required to make it balance
with the other official classes.

The dancer is a variant of the fighter class, with far less
weapon and armor emphasis and more focus on
movement and form. The prime requisites for dancers are
dexterity and comeliness (if comeliness isn't used, use
charisma instead) the sum of which must be 30 or higher.
If their sum is 35 or greater the dancer will receive a 10%
experience bonus. A Dancer may be human, elf (any type
except for aquatic elf or wild elf), or half elf of any
alignment. The referee may also allow other races to be
members of this class, as dance is a feature in all societies.
Drow may be Cleric/Dancer characters, while the rest of
the elves may be dancer/magic-users or dancer/thieves as
well as dancer/clerics or dancer/druids. The guild limits
non-human dancers to the same level as fighters of that
race, though as outlined in Unearthed Arcana the dancer
may exceed that level with exceptional ability scores. For
each two points of combined dexterity and comeliness (or
charisma if comeliness isn't used) add one additional
level to the level limit for the particular dancer.

Dancers may not wear armor of any type, even if multi-
classed. They may use the dagger, knife, gunsen,
(fighting fan) cestus, chakram, saber, cutlass, dart, whip,
chain, bola, or sling. The dancer's first weapon must be
the dagger, knife, or fighting fan. Multi-classed dancer
characters cannot use any of their dancer abilities if they
are using any weapon not usable by a dancer, so it's best
to stick to the dancer list of weapons. They also make
attacks unarmed, using open and closed hand attacks
and kicks. When a dancer scores a hit using his or her
hands or feet and hits with a roll five or more over what
he or she needed to hit, before any to hit bonuses due to
strength, then the struck opponent is stunned for d6
rounds.

Dancers may use oil but cannot use poison unless they
are evil.

Dancers save and attack as fighters. Dancers have 8-sided
hit dice, starting with one and adding an additional one
up to name level. They cannot specialize in a weapon,
and they don't gain the multiple attacks per round that
fighters gain against creatures under one hit die. Dancers
have the same ability score benefits as fighters, with the
same strength bonuses and ability to show exceptional
strength and the hit point bonuses for constitution.
Dancers may dodge missile attacks by making a save
against petrification. Likewise if a dancer saves vs. an
attack requiring a save he or she takes no damage from
the attack.

Table I: Ability Score Minimums

Stat Min Score

Strength 9

Intelligence 6

Wisdom 3

Dexterity 12 *

Constitution 9 **

Charisma 9

Comeliness (If Used) 12 *

* the total of these two ability scores must be 30 or
higher. A total of 35 or higher grants 10% to gained
experience

** bonus hit points granted as a fighter

Table II: Basic Class Abilities

armor none

shield capes and cloaks only

weapons dagger, knife, gunsen, (fighting
fan) cestus, chakram, saber,
cutlass, dart, whip, chain, bola,
or sling

oil yes

poison evil only

alignment any

attacks per round as fighter

saving throws as fighter

starting money as fighter

weapons of proficiency 1 + 1/3 levels.

non-proficiency penalty -3

non-weapon
proficiencies

4 + 1/3 levels ***

*** The dancer must take Dance – Social and Etiquette
before establishing a dancing school.

Dancers prefer to travel light and to avoid things that
confine, encircle, or bind. A dancer won't wear belts or
things that attach to a belt on his or her person, instead
preferring sheaths tied into place or pockets in clothing.
Clothing fits comfortably and doesn't encumber but is
fairly form fitting so it doesn't get in the way. Vests are
popular as places to store things, and a backpack will
generally have a single strap for holding so it can be
dropped at a moment's notice. (Dancers also tend to pack
carefully so that dropping a pack doesn't break anything)
Dancers also like cloaks, capes, and robes, especially ones
that are attractive and flow well with their movements.
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Table III: Experience, Title, Hit Dice, and Abilities I

Level Experience Hit die Title AC Mod Move
MA

Damage Speed
1 0 - 2,250 1 Apprentice 0 13" 1d4 1
2 2,251 - 4,500 2 Journeyman -1 13" 1d4 1
3 4,501 - 10,000 3 Waltzer -1 14" 1d6 2
4 10,001 - 20,000 4 Bransler -2 14" 1d6 2
5 20,001 - 40,000 5 Pavanner -2 15" 1d8 2
6 40,001 - 90,000 6 Estampier -2 15" 2d4 3
7 90,001 - 150,000 7 Galliardist -3 16" 1d10 3
8 150,001 - 225,000 8 Choreographist -3 16" 1d10 3
9 225,001 - 325,000 9 Dancer -3 17" 2d6 3

10 325,001 - 650,000 10 Master Dancer -3 17" 2d6 4
11 650,001 - 975,000 10+2 Master Dancer (11) -4 18" d12 4
12 975,001 - 1,300,000 10+4 Master Dancer (12) -4 18" 3d4 4
13 1,300,001 - 1,625,000 10+6 Master Dancer (13) -4 19" 2d8 4
14 1,625,001 - 1,950,000 10+8 Master Dancer (14) -4 19" 4d4 4
15 1,950,001 - 2,275,000 10+10 Master Dancer (15) -4 20" 3d6 5
16 2,275,001 - 2,600,000 10+12 Master Dancer (16) -4 20" 2d10 5
17 2,600,001 - 2,925,000 10+14 Master Dancer (17) -4 21" 2d12 5
18 2,925,001 - 3,250,000 10+16 Master Dancer (18) -4 21" 3d8 5
19 3,250,001 - 3,575,000 10+18 Master Dancer (19) -4 22" 3d12 5
20 3,575,001 - 3,900,000 10+20 Master Dancer (20) -5 22" 3d12 5

325,000 experience points per level for each additional level beyond the 15th. Dancers gain 2 hp per level after the 15th. 1 AC for
every 5 levels after the 15th. Attacks and speed do not increase after 19th level. Speed is the number of hand attacks per round.

Dancer Table IV: Class Abilities II

Level
Move

Silently
Climb
Walls

High
Jumping

Standing
Broad
Jump

Running
Broad
Jump

Tumbling
Attack

Tumbling
Evasion Falling

1 15 90 0 0 0 0 0 0
2 21 91 0 0 0 0 0 0
3 27 92 0 0 0 0 0 0
4 33 93 0 0 0 0 0 0
5 40 94 0 0 0 0 0 0
6 47 95 4' 4' 8' 6% 10% 25%/10'
7 55 96 4-1/4' 4-1/2' 8-1/2' 7% 15% 50%/10'
8 62 97 4-1/2' 5' 9' 8% 20% 75%/10'
9 70 98 4-3/4' 5-1/2' 9-1/2' 9% 25% 25%/20'

10 78 99 5' 6' 10' 10% 30% 50%/20'
11 86 99.1 5-1/4' 6-1/2' 10-1/2' 11% 35% 75%/20'
12 94 99.2 5-1/2' 7' 11' 12% 40% 25%/30'
13 99 99.3 5-3/4' 7-1/2' 12' 13% 45% 50%/30'
14 99 99.4 6-1/4' 8' 13' 14% 50% 75%/30'
15 99 99.5 6-1/2' 8-1/2' 14' 15% 52% 20%/40'
16 99 99.6 7' 9' 15' 16% 54% 40%/40'
17 99 99.7 7-1/2' 9-1/2' 16' 17% 56% 60%/40'
18 99 99.8 8' 10' 17' 18% 58% 80%/40'
19 99 99.9 8-1/2' 10-1/2' 18' 19% 60% 20%/50'
20 99 99.9 9' 11' 19' 20% 60% 40%/50'
21 99 99.9 9' 11' 20' 20% 60% 60%/50'
22 99 99.9 9' 11' 21' 20% 60% 80%/50'
23 99 99.9 9' 11' 21' 20% 60% 20%/60'

Note: racial and dexterity modifications also apply.
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Dancers use cloaks and capes as defensive items, with a
+1 for a cape against one opponent or a +1 for a cloak
against up to 3 opponents like a shield. Dancers, even
when multi-classed, cannot used shields or bucklers of
any type. Dancers may use magic items usable by monks
or fighters. Dancers pack light. Starting money for a
Dancer is as a fighter.

Dancers have certain special abilities gained at higher
levels. Starting at fifth level the dancer may, once per
day, dance a dance that is so enthralling and
mesmerizing that it acts as a charm spell, which is at a +4
save vs. charm. The dancer gains skill with this dance so
that each two levels gained after fifth the dance is one
more difficult to save against, meaning that the save vs.
charm for a sixth level dancer's charming dance is at +3,
+2 for ninth, etc., up to a -4 save penalty for dancers of
21st level and above. The dancer must dance for one
round before the charm is initiated and can dance for up
to one round per level plus the dancer's current points of
constitution before tiring. The charm lasts for an equal
number of rounds to the time of the dance, and the so
charmed creature will have a +25% reaction bonus when
dealing with the dancer from that point on unless the
dancer does him or her some clearly definable harm.

At 11th level the dancer becomes immune to Haste and
Slow spells, while at 12th level the dancer may act as if
wearing a Ring of Free Action. At 13th level the dancer
gains the ability to take only half damage for all attacks,
even if the save is failed, like the monk class.

The dancer of 15th level
ability or higher gains
the ability to, once per
day, initiate an attack
called "The Whirling
Dervish", which allows
the dancer to attack
creatures within a 10'
radius using either hand,
foot, or melee weapon
attacks, though the melee
weapon used must be no
larger than a dagger. All
attacks must be the same
type of attack. The
dancer may attack 1
creature for every two
levels of experience he or she has, rounded down, so a
15th level dancer could attack seven creatures in this
attack, with an additional one added at 16th level and
one more every two levels thereafter. The dancer takes 1

point of damage for each target so attacked, and after this
attack the dancer fights at a -4 penalty until he or she has
rested with no other strenuous activity greater than a
slow (6") unencumbered walk for 1 turn. This attack also
costs the dancer six points of constitution until proper
rest is taken, and the attack cannot be initiated by any
dancer with a dexterity under 17.

Upon reaching name level (10th, or Master/Mistress
Dancer) a Dancer may choose to establish a dancing
school where young men and women (mostly women) go
to learn how to dance, as Dancers are proficient in both
the combat style of dancing as well as the more prosaic
dances used in a polite society. (They also tend to know
the more exotic tribal style dances used for ritual and
belly dance skills too, often used in childbirth and as a
social/presentation form) The dancer will establish a
Dance studio and teach classes to 10D12 students looking
to learn basic social dancing and 4D6 students looking to
learn to be combat dancers themselves. The dance school
will also serve as a major social hangout for the young
unattached women of noble families in the area, much
like how the dueling school acts this way for young men,
so many dance mistresses and dance masters place their
schools in close proximity to the school of the fencing
master or mistress. The Dancer will gain 1GP per week
for each social dancing student in a big city and 4SP per
week if his or her dancing school is placed in a rural
village, while the apprentices will pay half that and also
help out in teaching the social students how to dance.

Other Dancer Options
There are some additional options for dancers. First, a
referee may choose to allow any race capable of being
a fighter to be a dancer, with the same level limits as
if the character is a fighter. This also means that any
class that can multi-class as a fighter type can also
multi-class as a dancer instead. This option opens up
more opportunities, and will probably involve more
styles of dancing.

If the referee allows this, then it's also possible to have
a character that starts out as a dancer instead of a
fighter on the way to becoming a bard. Level limits
are the same, and such a bard uses the dancer weapon
options instead of the bard ones, though dancer based
bards cannot use whips, chain, or cestus while also
playing an instrument. This version of the bard will
also reduce the problem of so many hit points that the
bard class has.


