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ALL WARRIOR CLASSES

Level 1: May use shields as both a shield and as a weapon at the same time if the character's highest level is in Warrior group.

Level 1: Gain "Bash". 1P: Do 1 attack, if you hit do normal damage and target is stunned for 1d4 segments (save).

Level 1: Exceptional Strength and Constitution.

Level 1: Can specialize in weapons.

Level 1: #Attacks = level if creatures being fought are less than 1 HD.

Level 3: Gain "Dirt Kick".  1P: Do 1 kick attack, if you hit do normal damage and target is blind for 1d10 segments (save).

Level 5: Gain "Whirl".  1P: Do 1 attack on every target within 10'r (one group usually).

Level 7: Gain "Windpipe".  1P: Do 1 attack, if you hit do no damage and target is stunned for 1d6 segments (save /segment).

Level 9: Gain "Impale".  1P: Do 1 attack per weapon you are wielding (+1 more attack with your primary hand if you are hasted).

Impale hit = 20-(your level), regardless of target's AC.  Apply no modifiers to this roll except the weapon's magical plusses.

Impale dmg = (avg dmg of the weapon with no modifiers except it's own magical plusses)*(your Warrior level).

Level 9: Name Level: Attracts up to 100 followers (0-level men-at-arms).  Dividing the warrior's XP by 1000 is a good indication of how many (maximum) followers he could have at any one time.

Level 9: Automatically gains 1 XP per year per follower if sets up a stronghold, and spends at least half of his time there (6 months per year).

[PC1] Warrior Group Classes (continued)
2nd Edition Warriors (from High Level Campaigns book):

Level 10: Bravery:  You gain an additional save vs. charm effects (even if the original effect has no save).

Level 11: Adaptation:  You do not suffer combat penalties due to being in an unusual environment.

Level 12: All-Around Attack:  1P: Deal (CL/2)d8 base damage to all creatures within 5' (apply Str, weapon, and magical bonuses as if you were doing a weapon strike).  This strike is resisted using IR (InnateR), not WR, and ignores blah-skins.

Level 13: Frighten/Challenge:  1M: Cause fear or taunt one group of creatures (save).

Level 14: Captivate:  1M: Suggestion (as spell)  (save)

Level 15: Inner Focus:  1M: +2 (or a set score of CL+3) to Str, Dex, or Con, -2 to the other two (maintained effect).

Level 16: Signature Item:  Pick one item you own.  It cannot be dispelled, twisted, picked, or fail an item save.

Level 17: Signature Mount:  You gain a familiar which must be a mount.  You may instead combine the Signature Item and Signature Mount abilities to have an "Intelligent Magic/Psionic Item" familiar (assuming the item is intelligent).

Level 18: Sense Danger:  1M, 1/turn:  You know if you are about to be ambushed.  You know whether a creature is ready for combat.  You know if you are about to be backstabbed.  You know if there is something invisible/hidden nearby.  Lasts for 1r.

Level 19: Death Blow:  1P: Make one attack against one target.  That attack has "save or be slain".

Level 20: Hardiness:  1M, may borrow from the future:  Delay one special effect from affecting you for (CL-10) rounds.  When you do suffer the effect, you get no saving throw.  You may not have more than Hardiness running at a time.

Level 21: Breech Immunity:  Add +(CL-20) to what weapon you are considered to hit.  You don't actually get a bonus to hit.

Level 22: Extra Followers:  +2d6 followers.  +2d6 more followers every 5 levels hereafter.

Level 23: Intimidation:  1M: Area effect: Lose Morale  (no save).  Has no effect on creatures who can't possibly lose morale.

Level 24: Can use scrolls and magic items specifically designed for another class.

Level 25: If you have a Wizard progression, can write Wizard scrolls.  If you have a Priest progression, can write Priest scrolls.

Level 26: Considered a Wizard/Priest of CL=9 for using items specifically requiring those classes (e.g. Sphere/Annihilation).

Level 27: Immune to disease, lycanthropy, mummy rot.

ANTI-PALADIN1

Level 1: +level Cml or -level Cml (your choice, you may switch sign during a reset).

Level 1: +2 to hit with all weapons.

Level 1: +2 saving throws.

Level 1: Immunity to disease.

Level 1: 1M, 1/d: Cause 2*level hp damage by touch (no save) or cure same amount to self.

Level 1: Protection from Good cont.

Level 1: Backstab x(level/9+2), round down.

Level 1: Poison Use proficiency.

Level 1: Control Undead as if a Cleric 2 levels lower.

Level 3: Attract undead followers.

Level 4: Summon Warhorse: usually a demonic beast or a Nightmare.

Level 6: Begins getting Cleric spells.
ARCANE ARCHER3

Level 1: Every arrow you shoot may over-write it's bonus (if any) with a +1/+1 bonus.

Level 2: You may place spell effects that you can cast on an arrow; the effect is delivered when the arrow hits.  The arrow must be used within 1 turn of placing it on the arrow or the effect is lost.

Level 3: Every arrow you shoot may over-write it's bonus (if any) with a +2/+2 bonus.

Level 4: Seeker Arrow:  0, 1/d: An arrow you shoot can move around corners to strike a known enemy.

Level 5: Every arrow you shoot may over-write it's bonus (if any) with a +3/+3 bonus.

Level 6: Phase Arrow:  0, 1/d: Can shoot an arrow through solid objects.

Level 7: Every arrow you shoot may over-write it's bonus (if any) with a +4/+4 bonus.

Level 8: Hail of Arrows:  1P, 1/d: Fire CL arrows, max 1 per target.

Level 9: Every arrow you shoot may over-write it's bonus (if any) with a +5/+5 bonus.

Level 10: Arrow of Death:  Can have a single arrow which will slay (Fortitude save vs. 20) a target.

ARCH-ARCHER1

Gets Archer1 "Level:" abilities.

Uses the "Barb1" line for specialization.

Level 1: True Point Blank: If within 5' per level, double ALL of the damage for the arrow (including bonuses).

ARCHER-RANGER1

This simply combines the abilities of Archer1 and Ranger1.

[PC1] Warrior Group Classes (continued)
ARCHER1

Level 1: Point Blank: Archer bow damage at point blank (10' per level) is double the die roll for the arrow (don't double anything else).  If the campaign is using a Str bonus limit equal to the max damage of the arrow, the max damage is double for this shot.

Level 1: No penalty for called shots with missile weapons.

Level 1: Free single specialization in one missile weapon (spend 1 slot to double spec.); free Point Blank proficiency (1 slot).

Level 1: Divide actual range by 2 when determining range to target (only applies to missile weapons).

Level 4: Considered 3 levels higher when using a specific missile weapon (chosen by archer) for purposes of number of attacks.

Level 9: Full Str bonus with missile weapons that are listed as "½Str".

Level 9: Ability to cast mage spells as a ranger, specializations as an Evoker or as a Conjurer are allowed instead of ranger choices.

Level 9: A target with partial cover is considered to have no cover.  Full cover is not affected.

Level 9: The archer may prepare special arrows (40 times normal cost) which can "carry" a spell in the missile's head and activate when they hit.

ARISTOCRAT3

Level 9: +(LVL-8) Chr.

AVENGER0, KNIGHT0, PALADIN0

Gets "Over Hit", "Weapon Mastery", and "Disarm" of Fighter0.

Level 1: Detect evil/good/non-balance continuous.

Level 3: Cast Priest spells using progression of Cleric0 at 1/3 level (round down).  Caster level = actual level.

Level 3: Turn/Command Undead at 1/3 level (round down).  [Avenger0/Paladin0 only]

Level 3: 1M,1/d: Summon level/3 fighters of level/2 to fight for you.  [Knight0 only]

BARBARIAN1

Level 1: Save adjustments: PPD +4, RSW +2, PP +3, BW +2, SP +(level/4, round down)

Level 1: Super Dexterity bonus for free as long as fairly bulky or non-bulky armor is worn; otherwise, exceptional Dex applies.

(If Super abilities scores are not being used: +2 AC per Dex over 14)

Level 1: Super Constitution bonus.  (If Super abilities scores are not being used: +2 hp/HD per Con over 14)

Level 1: May buy Super Strength bonus for 1 weapon proficiency slot.

Level 1: +3 bonus to movement rate.

Level 1: Cannot use any magic items or cast spells even if has another class that is a spellcaster.  (Ignore this restriction)
Level 1: Climb Cliffs & Trees = 10+5*level % (as Climb Walls); Hide in Natural Surroundings = 15+5*level % (as Hide in Shadows).

Level 1: Detect Illusion 5*level % (requires 1 mental action) 1/r.

Level 1: 1M, 1/r: Detect Magic (other than Illusion/Phantasms) 25%, does not give schools or spheres, but does give intensity.

Level 1: Free Wilderness Survival proficiency (1 slot).

Level 1: First Aid: equal to Healing proficiency except requires no Wis check and gives only 1 hit point back.

Level 1: Free Tracking and Hunting proficiencies, each has slots equal to the Barbarian's level ( 3, rounded up.

Level 1: Choose two of the following as free proficiency slots (1 slot each): Animal Handling, Signaling, Running, Small Water Craft, Sound Imitation, Wild Fighting, Jumping, Back Protection, Direction Sense, or Set Snares.

Level 3: May use magical potions. (Ignore this restriction)
Level 4: May use magical weapons. (Ignore this restriction)
Level 4: Can hit targets that require a +1 or better weapon to hit without such a magic weapon.

Level 5: May use magical armor. (Ignore this restriction)
Level 7: May use miscellaneous magic items and magical rings.

Level 8: Can hit targets that require a +2 or better weapon to hit without such a magic weapon.

Level 9: May use all magic items that a regular Warrior could use. (Ignore this restriction)
Level 9: May cast spells if has another class that is a spellcaster. (Ignore this restriction)

BARBARIAN3

Level 1: Barbarian Rage:  0, (LVL/4)+1 /d:  +4 Str, +4 Con, +2 Will saves, -2 AC penalty, cannot use M actions, effect lasts for 3+(Con modifier) rounds.  Afterwards, is Fatigued (see [C8]) for 1 turn.

Level 1: Fast Movement:  +4" to movement rate.

Level 2: Uncanny Dodge:  Gets Dex bonus to AC even if being attacked from behind or by an invisible creature.

Level 5: Cannot be flanked.  Enemies do not get a "flank bonus" to hit you.

Level 10: +1 AC and +1 saves vs. traps.

Level 11: Damage Reduction:  -1 damage per attack.

Level 13: Total of +2 AC and +2 saves vs. traps.

Level 14: Damage Reduction (see Level 11) is now -2 damage per attack.

Level 15: Barbarian Rage (see Level 1) gains an extra +2 Str, +2 Con, and +1 Will saves.

Level 16: Total of +3 AC and +3 saves vs. traps.

Level 17: Damage Reduction (see Level 11) is now -3 damage per attack.

Level 19: Total of +4 AC and +4 saves vs. traps.

Level 20: No longer fatigued after Barbarian Rage (see Level 1).

Level 20: Damage Reduction (see Level 11) is now -4 damage per attack.

[PC1] Warrior Group Classes (continued)
BEAST (originally BEHOLDER) FIGHTER

Level 1: Gets Exceptional Con.

Level 1: +level to hit with bite attacks.

Level 1: On a bite, can transfer one minor innate power he has through the bite.  The power can still be used this round.

Level 4: Can transfer a major through a bite.  (max 1 power per bite)

Level 8: +1V action.

Level 9: +1 mouth's P.

Level 9: Can transfer a grand through a bite.  (max 1 power per bite)

Level 16: Can transfer a super through a bite.  (max 1 power per bite)

BEASTMASTER

Level 1: Get "Level:" and spellcasting abilities of Ranger1 or Ranger2 (your choice).

Level 1: Get 1 normal familiar.

Level 1: 1M, level/d: Animal Friendship

Level 2: Get "Level:" abilities (but not spellcasting) of Druid1 or Druid2 (your choice) of half your level (round down).

Level 2: Speak with Animals cont.

Level 3: Get another normal familiar (total 2).

Level 4: All animals within 10' of you gain +1 Int as long as they remain near you.

Level 5: Gain 1 Psi1 minor.  Your PSPs in Psi1 = (Int+Wis+Chr+Level).  You are not considered Psi for purposes of Psi1 attacks.  Gain another minor every 3 levels afterwards (level 8, level 11, ...).

Level 6: Get another normal familiar (total 3).

Level 9: All non-offensive animals within 100' of you take 1/5 damage from all effects.

Level 10: Get another normal familiar (total 4).

Level 15: Get another normal familiar (total 5).

Level 18: All animals (offensive or not) within 100' of you take 1/10 damage from all effects.

Level 21: Get another normal familiar (total 6).

Level 27: 1M: Shape Change to any animal form.

Level 28: Get another normal familiar (total 7).

Level 36: Get another normal familiar (total 8).

Level 36: You may see through the eyes of and cast spells/psionics through any animal within 10 miles of your location.

BERSERKER1

Level 1: +1 to # of attacks with all attack forms (weapon, natural, etc.).

Level 9: 1M: Enter "Pissed" mode.  (see [C8])

BLACKGUARD3

Level 1: 1M: Detect Good.

Level 1: Poison Use proficiency.

Level 1: Dark Blessing:  Add Chr modifier as a bonus to all saving throws.

Level 1: Can cast Priest/Warrior spells, gets Wisdom bonus.

Level 2: Smite Good:  0, 1/d: +(Chr bonus) TH, +LVL dmg with one attack vs. a good creature.

Level 3: Aura of Despair:  All enemies within 10 feet get -2 on all saves.

Level 3: Can Command Undead as if a cleric of two levels lower.

Level 4: Sneak Attack:  If you could theoretically backstab someone, deal an extra [(LVL-1)/3]d6 damage (this damage is not multiplied by anything).  You many Sneak Attack with a backstab (again, the Sneak Attack damage is not multiplied).  You may Sneak Attack with a ranged weapon if within 30 feet.

Level 5: Fiendish Servant:  Gain a familiar from the following list: Bat, Cat, Horse, Pony, Rat, Raven, Toad (or any of their variants).

[PC1] Warrior Group Classes (continued)
BLACKSMITH2

Level 1: +1 TH and +2 dmg with hammers.

Level 1: Can make metal items (incl. weapons/armor) at half normal cost.  Note that a "crap item" (that is already half cost) becomes one-quarter cost.

Level 1: Can make items up to his CL as an "S" number on the unusual materials chart.  If the "S" number is below CL, it is at half cost.

Level 1: Free Blacksmithing, Armorer, Weaponsmithing proficiencies.

Level 1: Reads on the "non-Warrior" line for weapon specialization number of attacks.   (DM Note: Yeah that sucks, I know.  The original class can't specialize at all!)

Level 2: Can make items up to his CL/2 (round down) as a TL number on the technological items chart.  The items must be generally made of metal (no chemical reactions, electronics, etc.).

Level 2: Can make "finely balanced weapons" (see wielding multiple weapons) and "custom fitted armor" (-1 bulk) at x1.5 cost (it's only an additional x[+0.5] for unusual materials, so a x3 item becomes x3.5 for cost).

Level 2: Can repair non-magical armor and weapons.

Level 4: Can repair magical armor and weapons, each turn spent restores a "half-plus" or a lost ability.  The losses must have been physical in nature (crushing blow, etc.).

Level 4: Attracts one 1st level apprentice per level.

Level 8: Can repair magical armor and weapons, even from non-physical sources (drained, disenchanted, etc.). Disintegrated items *can* be restored if the Blacksmith2 is at the location where the item was disintegrated. Disjuncted, Annihilated, and Pixelated items cannot be restored.  DM Note: Annihilated items can be restored if you are at Sigil or higher in the Funnel.
Level 9: Can make "Items of Quality".  Weapons are +1 TH and +1 dmg, Armor is +1 AC and +1 saves.  These are non-magical plusses, but count as plusses for purposes of what you need to hit monsters.  Items of quality do not cost any extra money to make, and do not increase the XP sale value of the item (so a Long Sword +1/+1 of Quality [+1/+1] sells for the same amount as a simple Long Sword +1/+1).

Level 9: Can make existing items into Items of Quality, it takes 1 hour per item.

Level 10: Attacts one level (CL-5) apprentice per level.

Level 18: Items of Quality are now +2 for each half-plus.  Or they can be 3 total half-plusses (distribute as you like).

Level 27: Items of Quality are now +3 for each half-plus.  Or they can be 5 total half-plusses (distribute as you like).

Level 36: Items of Quality are now +4 for each half-plus.  Or they can be 7 total half-plusses (distribute as you like).

BRICK

Level 1: Troll-like regenerate level hp per segment.

Level 1: +level/+level to hit and damage with all weapons.

Level 1: +level/+level AC and saves.  You do not get the save bonus vs. mental effects.

BUSHI1

Level 1: Weaponsmith, Armorer, Bowyer proficiencies.

Level 1: Pay half-price for basic equipment [E1].

Level 1: Pick Pockets 20% + 2% per level.

Level 1: Kini (Ki Shout): 1 M action, +2 levels (hp, saves, etc.) for 1t. (1/d)

Level 5: +1 AC (combines with everything).

Level 10: +1 AC (combines with everything).

CAVALIER-PALADIN1

Has the abilities of both Cavalier1 and Paladin1.

CAVALIER1

Level 1: Pick weapon of choice; are considered 5 levels higher for # of Attacks purposes.

Level 1: +1 to hit per 6 levels (round up) with mounted lance, and +1 damage per level with lance.

Level 1: Free Riding (land-based) proficiency (1 slot).

Level 1: Immune to Fear; Protection from Fear 10'r

Level 1: Resistance of 23+2*level % versus the following effects: Beguiling, Charm, Domination, Hold, Hypnosis, Magic Jar, Possession, Sleep, Suggestion, and Psionic/Mind Blast. 

Level 1: Can operate at negative hit points equal to 1st lvl Cavalier hp total.  (Cannot be offensive in this state)

Level 1: Effective Chr with warriors of lesser level than the cavalier is increased by the level difference (maximum bonus = 5).

Level 1: +1 on all saving throws; not cumulative with paladin or knight bonus.

Level 1: +2 saves vs. Illusions

Level 3: +1 to hit per 3 levels (round down) with any one type of sword (Cavalier's choice).

Level 3: +1 Str, Dex, or Con  (replaces percentage rules)

Level 4: Weapon of Choice: The PC selects one weapon (which he does not have to specialize in), and the Cavalier is considered 3 levels higher for purposes of number of attacks per round.  This must be a melee weapon.

Level 5: +1 to hit per 5 levels (round down) with mace, flail, or military pick (Cavalier's choice).

Level 6: +1 Str, Dex, or Con, must be a different stat from the one picked at Level 3

Level 7: Free Riding (air-based) proficiency (1 slot).

Level 9: +1 Str, Dex, or Con, the last stat not picked from the Level 3 and Level 6 picks.

[PC1] Warrior Group Classes (continued)
CEREBRAL KNIGHT2

See Mystic Knight1.

COMMONER3

Level 9: Divide the cost of all General equipment (from [E1]) by (LVL-7).

CRIMSON SEEKER1JG

Level 1: Can use a limited number of Psi1 powers.  Get 1 "progression point" per level; it costs 1 progression point for a minor, 4 for a major, 9 for a grand (cannot get supers).  You may change your progression each reset.  PSPs are as per Psi1A class.

Level 1: +LVL dmg.

Level 3: +LVL/3 AC.

Level 4: Soul Armour:  1M, X*10 PSPs: +X AC and +X dmg for this turn.  Automatically Energy Control X HD per effect.

Level 5: Scarlet Seeker:  Can pick a Specialty God as if a Priest (see [PC3]), but can wear only non-bulky armor (even if in a campaign where armor restrictions are not enforced).

Level 5: If using Scarlet Seeker (see Level 5), can:  1M: Summon Aid LVL*5%

Level 6: Scarlet Haze:  1M, 1/d: Double attacks on your next P action.  At -4 AC penalty for rest of round.

Level 7: Scarlet Phase:  0, 1/d: Your Psionic Blasts do triple damage vs. Psi1 targets for LVL turns.  At -1d4 AC penalty during this time.

Level 8: Can pick a Specialty God as if a Priest (see [PC3]) without the Scarlet Seeker restriction (see Level 5).  Does not stack with Scarlet Seeker.

Level 8: 1M: Summon Aid LVL*5%

DEATH  MACHINE

Has abilities (and spell/psi progressions) as per Barbarian, Cavalier, Monk, Paladin, Ranger, Druid, Bard, Thief, Psionicist.  Pick 1st or 2nd edition version for each class (cannot pick variant classes such as Monk1S).  When picking an "edition number" for this class, you must pick 1 or 2.

Level 1: Can weapon specialize up to true quadruple (12 half-plusses).

Level 1: +1 bracket lower on the weapon specialization table.

Level 1: One free Kit per level.  You cannot pick the same kit more than once.

Level 1: Gets Dex bonus "to hit" with melee weapons.

DUELIST1

Level 1: Surprised only on a 1 on 1d6.

Level 1: Code of honor: cannot attack by surprise when fighting one-on-one.

Level 1: Choose weapon: +1 TH/+1 dmg/+1 AC; +1 TH/+1 dmg when facing the weapon. This bonus is gained again at every third level plus 1 (4,7,10,etc).  You may combine the bonus on the same weapon or select a different one.

Level 1: Parry Death Blow: If a weapon would cause Duelist to go below 0 hp, save vs. death or no damage.  -1 on save for each blow beyond 1st.

Level 1: +(level/2, round up) slots in Speed proficiency.

Level 1: Identify weapons 5% per level.

DWARF0

Level 2: Abilities of a Thief2 at level/2.  Gets 20 Rogue points per level.

Level 9: Can use "Smash" and "Parry" as per Fighter0.

Level 14: Resist Magic.

DWARVEN DEFENDER3

Level 1: Defensive Stance:  0, [(LVL+1)/2] /d: +2 Str, +2 Con, +2 all saves, +4 AC, cannot move, cannot use V actions, lasts for 3+(Con bonus) rounds.  Afterwards, at -2 Str for 1 turn.

Level 2: Defensive Awareness:  Gets Dex bonus to AC even if being attacked from behind or by an invisible creature.

Level 5: Cannot be flanked.  Enemies do not get a "flank bonus" to hit you.

Level 6: DR (Damage Reduction) 3/-.

Level 10: +1 saves vs. traps.

Level 10: DR (from Level 6) becomes 6/-.

ENGINEER2

Level 1: Free Engineering, Carpentry, Mining, and Stonemasonry proficiencies.

Level 1: Reads on the "non-Warrior" line for weapon specialization number of attacks.   (DM Note: Yeah that sucks, I know.  The original class can't specialize at all!)

Level 1: Design an engineering task.

Level 1: Construct a designed engineering task.

Level 1: Evaluate the design or construction of some engineering task already done (building, bridge, etc.).

Level 6: Gain one 1st level apprentice per level.

Level 9: Gain one or more apprentices per level, combined level is equal to CL/2, round up.

Level 12: Gain one level (CL-4) apprentice per level.
[PC1] Warrior Group Classes (continued)
EXPERT3

Level 1: +2 Nonweapon proficiencies per level.

FIGHTER0

Level 1: Over Hit: If you hit someone by more than 20, add +1 damage for each number over what you needed to hit.


Example: You need a -15 to hit someone, and you roll a 12.  Damage bonus = Roll - Needed - 20 = 12 - -15 -20 = 7.

Level 1: +1 slot in Weapon Mastery per level.

Level 1: Fighting Withdrawal: 2V: Disengage melee combat without receiving a parting shot.

Level 9: Smash: 0: Get -5 to hit, but add an additional Str bonus to damage.

Level 9: Parry: +N AC for each weapon you are wielding (N=0 for small, N=1 for medium, N=4 for large).

Level 9: Disarm: 0: An attack you do does no damage, roll 1d20+(your Dex)-(target's Dex)*2, if greater than 0 he is disarmed.

Level 12: If you need a 2 or less to hit a target, you may attack it twice for each attack.

Level 24: If you need a 2 or less to hit a target, you may attack it three times for each attack.

Level 36: If you need a 2 or less to hit a target, you may attack it four times for each attack.

FIGHTER1 & FIGHTER2

Level 4: Great Swing: Can choose to make 1 attack per physical action (regardless of how many weapons the PC is using) instead of normal number of  attacks.  This "great swing" has no extra bonus to hit but does 5 times normal damage and has a 1% per level of fighter of instantly killing any one mortal target (as per assassination).  Great swing is not cumulative with Rogue's Backstab or Assassin abilities, but can be used with missile or natural weapons.

Level 9: Can build a freehold and attract followers.

Level 9: Mental link with a number of lieutenants (followers that are Warriors of at least 4th level) equal to Fighter's level (this operates on its own unique psionic frequency).

Level 12: Automatic proficiency in all weapons that the fighter has seen in operation (does not count as "free" slots, so 2 slots are still needed to single specialize, etc.).

Level 12: Can transfer 1/10 of total XP to one of the fighter's children upon natural (mental aging) death.

Level 18: Fighter's hit points are maximum (consider all hit die rolls to be maximum possible, even if the fighter has non-warrior classes).

Level 18: Can automatically hit any mortal creature with a non infinite negative Armor Class when using "Great Swing".

Level 18: Mental link to lieutenants now gives the lieutenants the ability to cast 1 first level priest spell per day (casting level = 1).

Level 27: Raise Self: The fighter will be able to Raise Dead on himself 1 day after death (as long as the death was due to physical damage).  This ability cannot be used more than once per year.

Level 27: Maximum age doubles (the fighter may be lowered 1-2 age categories).

Level 27: Ability to grant a total of (#followers) priest levels of spells (maximum spell level = 4) to followers (or himself).  The spell recipient must be able to memorize the spells the question (be a ranger, have a priest class, etc.).  The fighter may grant spells to himself, even if he cannot normally cast spells (in this case, caster level = 9).

Level 36: Fighter may have his "home plane" switched to that of his alignment.

FIGHTER1JG

Level 1: +LVL dmg.

Level 3: +(LVL/3) AC.

Level 8: Can pick a Specialty God as if a Priest (see [PC3]).

Level 8: 1M: Summon Aid LVL*5%

FIGHTER3

Level 1: Does double damage on a natural 20.  With a size L+ weapon, hits and does double damage on a natural 19-20.

Level 1: In addition to the normal number of feats, Fighter3 gets one feat at level 1, then 1 feat every even level afterwards.

The list of allowed bonus feats are: Ambidexterity, Blind-Fight, Combat Reflexes, Dodge, Exotic Weapon Proficiency,

Improved Disarm, Improved Trip, Whirlwind Attack, Improved Critical, Improved Initiative, Improved Unarmed Strike,

Deflect Arrows, Stunning Strike, Mounted Combat, Point Blank Shot, Power Attack,Quick Draw, Two-Weapon Fighting,

Weapon Finesse, Weapon Focus, Weapon Specialization (+0/+2).  Until these are "collectivized", see PH3 for details.

FIGHTER4

Level 1: Rolls 1d30 to hit and for saves.  Automatically hits (succeeds) on a natural 29-30.  Automatically misses on a 1.

Level 1: Rolls 1d30-10 for proficiency checks.

Levels 1 to 11: Gains 1 Psi9 minor per level.

Levels 12 to 22: Gains 1 Psi9 major per level.

Levels 23 to 33: Gains 1 Psi9 grand per level.

Levels 34 to 36: Gains 1 Psi9 super per level.

[PC1] Warrior Group Classes (continued)
GLADIATOR2
Gets Exceptional Str, Dex, & Con.  Can take Super Str (but not the other 2) for 2 weapon prof.

Level 1: Automatically proficient with all weapons.

Level 1: Can charge (1V: +4 to hit, double damage) with any melee weapon.

Level 1: Normal (non-Troll-like) Regeneration at (level) hp/r.

Level 1: Weapon Specialization uses the "Spec Barb1" line in the Number of Attacks table.

Level 2: Automatically single specialized with all melee weapons (if the character is Western).

Level 3: Triple Specialization is 9 half-plusses if selected for a melee weapon.

Level 4: AC bonus of +level/4 (round down) if wearing armor.

Level 5: 0: Convert 1P action to 2P actions which can only be used for melee attacks.

Level 6: Death Blow: 1P: Make one attack, damage is per normal, target must save vs. PPD or die.

Level 10: Quadruple Specialization is 12 half-plusses if selected for a melee weapon.

Level 12: Can use an additional 1P action per segment (if you have such actions to spend); this

  1P action can be used only for melee attacks.

Level 20: Quintruple Specialization is 15 half-plusses if selected for a melee weapon.

Level 30: Sextuple Specialization is 18 half-plusses if selected for a melee weapon.

GRUNT

Has all special abilities of Fighter.

Level 1: +1P action, -1M action.  The character still gains the 1P action even if he has no 1M action to lose.

Level 2: +1 TH, +1 dmg, -1 AC penalty, -1 save penalty.

Level 3: Another +1P action, -1M action, as per level 1.  (total +2P, -2M)

Level 4: Another +2 TH, +2 dmg, -2 AC penalty, -2 save penalty.  (total +3/+3/-3/-3)

Level 5: Another +1P action, -1M action, as per level 1.  (total +3P, -3M)

Level 6: Another +3 TH, +3 dmg, -3 AC penalty, -3 save penalty.  (total +6/+6/-6/-6)

Level 7: Another +1P action, -1M action, as per level 1.  (total +4P, -4M)

Level 8: Another +4 TH, +4 dmg, -4 AC penalty, -4 save penalty.  (total +10/+10/-10/-10)

Level 9: Another +1P action, -1M action, as per level 1.  (total +5P, -5M)

Level 9: May convert 2P -> 1QP (Quick Physical).

Level 10: Another +5 TH, +5 dmg, -5 AC penalty, -5 save penalty.  (total +15/+15/-15/-15)

Level 11: Another +1P action, -1M action, as per level 1.  (total +6P, -6M)

Level 12: Another +6 TH, +6 dmg, -6 AC penalty, -6 save penalty.  (total +21/+21/-21/-21)

Level 13: Another +1P action, -1M action, as per level 1.  (total +7P, -7M)

Level 14: Another +7 TH, +7 dmg, -7 AC penalty, -7 save penalty.  (total +28/+28/-28/-28)

Level 15: Another +1P action, -1M action, as per level 1.  (total +8P, -8M)

Level 16: Another +8 TH, +8 dmg, -8 AC penalty, -8 save penalty.  (total +36/+36/-36/-36)

Level 17: Another +1P action, -1M action, as per level 1.  (total +9P, -9M) 

Level 18: Another +9 TH, +9 dmg, -9 AC penalty, -9 save penalty.  (total +45/+45/-45/-45)

Level 18: -1P, Lose ability to use Mental actions this segment, 1/s: +1QP (Quick Physical) you can use this segment.

Level 27: Another +1P action, -1M action, as per level 1.  (total +10P, -10M)  This is the last level this occurs.

Level 27: May convert 2P -> 1 OppP (Opposing Physical).

Level 28: Another +10 TH, +10 dmg, -10 AC penalty, -10 save penalty.  (total +55/+55/-55/-55)  This is the last level this occurs.

Level 36: You auto-hit any target (and they auto-hit you) on a natural 2 or better.  You may use an extra 10 segments per round; but you can use only 1P during those segments (instead of the normal 1P/1V/1M).  You auto-miss any save unless you roll a 20.

GUARD

Needs only a Str of 6 to qualify.

Gets Exceptional Str & Con.  Can take Super Str & Con for 2 weapon proficiencies each.

Level 1: 1V: Deflect 1P action worth of attacks from any target within (5*level)' to yourself.

   You cannot then deflect these attacks away; you must actually be hittable by the attacks.

Level 5: Great Swing as per Fighter.

GUIDE2

Level 1: Direction Sense, Local History and Local Geography proficiencies.

Level 1: Tracking as per a Ranger2.

Level 1: Avoid Getting Lost:  If an effect would make you considered lost, you have a 25% chance of ignoring it (and you are not lost).  This goes up by 10% for each Nonweapon proficiency you spend on this ability.  This works even on special effects like Tricks and the Maze spell.

Level 1: Speaking (but not Read/Write) Languages cost only ½ of a Nonweapon per language.

Level 1: Climb Walls 65+LVL*15%.  Can assist others, giving them a Climb Walls score at 50% below yours.

Level 1: Can sense dungeon depth, shifting rooms, new construction, etc. as per the Dwarf race.

[PC1] Warrior Group Classes (continued)
KENSAI1

Level 1: Natural AC = 23 - Dex - level/3.

Level 1: +1 on initiative, +1 more at each level divisible by 4 plus 1.

Level 1: +1 on saving throws, immune to fear.

Level 1: Deal maximum damage with chosen weapon (can use level times per day).

Level 2: +1 dmg with chosen weapon.  +1 dmg at levels 5,8,10,12.

Level 3: +1 to hit with chosen weapon, and is considered a +1 magic weapon. +1 more at levels 5,8,10,12.

Level 4: Meditation.

Level 6: Surprised only on a 1 on 1d6.

Level 7: Two-Weapon Fighting and Ambidexterity.

Level 9: Whirlwind Attack: Can attack ALL targets within 10' with normal # of attacks each with chosen weapon.  Lasts for 1r, usable 1/d.

KNIGHT0

See Avenger0 entry.

KNIGHT1

Level 1+: Knights get all the special abilities of fighters.  Any fighter may at the end of a gaming session switch to the knight class (as long as he qualifies due to Chr).  There is no adjustment in level as both the fighter and knight classes use the "Ftr" XP advancement. If a character ever loses knighthood, he cannot gain it back for 1 year (unless it was an alignment drift that was corrected in one session).

Level 1: A knight may request any other knight, paladin, or cavalier to give him sanctuary in their castle or stronghold.  Unless the Good-Evil axis of the two warriors are in opposition, the castle/stronghold owner must agree to give the knight food, drink, clothing, and shelter for at least 3 days, and cannot challenge him for that period of time. If the knight challenges the owner or has attacked him in the past, this benefit is lost.

Level 1: A knight may align himself with a prince, king, emporer, or lord (9th level warrior or higher).  He is then provided all the necessities of life for free for the return of his services should the land be attacked.  In addition, the knight may request a number of retainers (usually 0 level men-at-arms) equal to his level at no cost.

Level 1: If a call to arms is sounded for a force comparable to the knight's alignment, the knight must respond or lose knight status.

Level 1: +1 to hit with lances, swords, maces, and flails.

Level 1: +1 on all saving throws; not cumulative with cavalier or paladin bonus.

Level 4: Weapon of Choice: A knight may select any one weapon and be considered three levels higher for purposes of how many attacks per round he has.

Level 4: Effective Charisma with warriors of lesser level than the knight is increased by 1 per 4 levels of the knight (round down, limit=9 at 36th).  The fighter bonus is used instead for those levels where it is higher.

Level 4: The Knight may call upon a special war horse as a paladin does.

KNIGHT OF THE CROWN1

Except for the data in the XP table, this is identical to the Cavalier1 class.

KNIGHT OF THE ROSE1

This is a Knight of the Sword1 (including spells) which gains the Paladin1 "Level:" abilities.

Unlike Knight of the Sword, the Knight of the Rose does get Wisdom bonus for spells.

KNIGHT OF THE SWORD1

Except for the data in the XP table, this is identical to the Cavalier1 class, except it gains a Clerical spellcasting ability at level 6.

Knight of the Sword does NOT get Wisdom bonus for spells.

[PC1] Warrior Group Classes (continued)
KNIGHT OF QUALITY1

Level 1: Pick weapon of choice; are considered 6 levels higher for # of Attacks purposes.

Level 1: +(level+2)/3 to hit with lances, swords, maces, and flails.

Level 1: May shatter a magical, psionic, or innate effect that is currently running.  It requires 10 dmg per spell level of the effect to shatter it.  This doesn't require a Holy Avenger.

Level 1: If holding a Holy Avenger, +10*N% MR (where N is the weapons TH bonus) and can Dispel Magic

Level 1: Gets spellcasting ability equal to Cleric1, but without Wisdom bonus. 

Level 1: Turn Undead as a cleric of same level.

Level 1: Detect Evil (Range 60', requires 1 mental action) as the spell, except the evil creature must have evil intent in order to be picked up as an evil creature.

Level 1: 1M: Sense Danger.

Level 1: Protection from Evil 10'r (continuous, but may be lowered).

Level 1: Immunity to all forms of natural (non-magical) disease.

Level 1: +3 on all saving throws; not cumulative with any other cavalier, knight, or paladin bonus.  

Level 1: A additional +3 saves vs. illusions.

Level 1: Immune to Fear; Protection from Fear 10'r

Level 1: Resistance of 24+3*level % versus the following effects: Beguiling, Charm, Domination, Hold, Hypnosis, Magic Jar, Possession, Sleep, Suggestion, and Psionic/Mind Blast. This is treated similar to Magic Resistance, but does not combine with

 MR (take the higher of the two for the above effects).  This Resistance does work against Psionic effects of the above type.

Level 1: Regenerate lvl hp/r.

Level 1: Can operate at negative hit points equal to -10*level.  While in this state, you cannot make any type of attack (magic, psionic, physical, or otherwise).

Level 1: Lay on Hands: Cure 3 hit points per level (Range T, uses 1 mental), once per day.  This curing ability may be divided between two or more creatures, and does function on outer planar targets.

Level 1: Cure Disease: can be done once per week per 4 levels (round up).

Level 1: Effective Charisma with other warriors is increased by your level.

Level 1: Free Riding (land-based) proficiency (1 slot).

Level 2: Greater Swing: As per Great Swing but does 6 times normal damage and has a 2% per level of instant killing.

Level 2: Gets Psi6G powers.  DPPs are the same as a Psi6G: (Chr+Wis+Int)*level.


Dominion:

1st


2nd


3rd


4th


5th


6th


7th


8th+


Level Gained:
2


5


8


11


17


23


29


never


# of Powers:

lvl-1


lvl-4


lvl-7


lvl-10

(lvl-15)/2

(lvl-21)/2

(lvl-26)/3

none

Level 2: +1 Str, Dex, Con, or Chr  (replaces percentage rules)

Level 3: 1M: Invisibility.

Level 3: Free Action cont.

Level 3: Free Riding (air-based) proficiency (1 slot).

Level 4: +1 Str, Dex, Con, or Chr; must be a different stat from the one picked at Level 2

Level 4: May call upon a special war horse as a paladin does.

Level 4: Immune to Sharpness and Vorpal effects.

Level 4: Can build a freehold and attract followers. Automatically gains 1 XP per year per follower if sets up a stronghold.

Level 4: Mental link with a number of lieutenants (followers that are Warriors of at least 4th level) equal to your level (this operates on its own unique psionic frequency).

Level 4: Gain "Whirl" (slightly improved in area of effect).  1P: Do 1 attack on every target within 15'r (one group usually).

Level 5: Gain 40+level*5% WR.

Level 6: +1 Str, Dex, Con, or Chr; must be a different stat from the ones picked at Level 2 and 4

Level 6: +1 QP action.

Level 6: Automatic proficiency in all weapons that you have seen in operation (does not count as "free" slots, so 2 slots are still needed to single specialize, etc.).

Level 6: Can transfer 1/7 of total XP to one of your children upon natural (mental aging) death.

Level 7: 1M: +1 Str this round.

Level 7: Gain "Impale"; see the generic Warrior Level 9 ability.

Level 8: +1 Str, Dex, Con, or Chr; must be a different stat from the ones picked at Level 2, 4, and 6

Level 8: Do not suffer penalties for fighting in an unusual environment (underwater, zero gravity, whatever).

Level 9: Your hit points are maximum (consider all hit die rolls to be maximum possible, even if you have non-warrior classes).

Level 9: Can automatically hit any mortal creature with a non infinite negative Armor Class when using "Great Swing" or "Greater Swing".

Level 9: Mental link to lieutenants now gives the lieutenants the ability to cast 1 first level priest spell per day (casting level = 1).

Level 10: Considered a x2 creature.

Level 10: 1F: Double your Str, Dex, Con, or Chr shift from 10 until end of round (example: a 23 stat becomes 23+13 = 36)

Level 13: Raise Self: Raise Dead on yourself 1 hour after death (as long as the death was due to physical damage).  This ability cannot be used more than once per month.

Level 13: Maximum age doubles (you may be lowered 1-2 age categories).

Level 13: Ability to grant a total of (#followers) priest levels of spells (maximum spell level = 4) to followers (or yourself).  The spell recipient must be able to memorize the spells the question (be a ranger, have a priest class, etc.). 

Level 18: May have you "home plane" switched to that of your alignment.

[PC1] Warrior Group Classes (continued)
LEGIONNAIRE

Cavalier-Legionnaire and Knight-Legionnaire are legal mixed class combinations.

Level 1: 1P: Do 1 attack, and roll a natural 19.

Level 2: Immune to fear.

Level 3: Identify weapons 5% per level.

Level 4: 1P: Do 1 attack, and roll a natural 20.

Level 5: Does not suffer secondary target penalties, or penalties of –5 or less due to cover.

Level 6: Immune to charm.

Level 7: 0, 1/r: Reroll a 1 you just rolled on an attack.  This ability becomes 2/r (max 1/s) at level 14 and 1/s at level 21.

Level 8: Immune to curse.

Level 9: 1P: Do 1 attack, roll a natural 20, ignore WR and requirements on plusses needed to hit.

Level 9: Mental link with a number of lieutenants (followers that are Warriors of at least 4th level) equal to Legionnaire's level (this operates on its own unique psionic frequency).

Level 12: Automatic proficiency in all weapons that the legionnaire has seen in operation (does not count as "free" slots, so 2 slots are still needed to single specialize, etc.).

MYSTIC KNIGHT1  (also CEREBRAL KNIGHT2)

Has the abilities of the Knight1 class.

Psionic Strength = (Int+Wis+Chr)/5*(level+18)

Gains Psi1 abilities at half the Mystic Knight's level (round up).

"Casting Level" is the Mystic Knight's level minus 1.

DM Note:  There is also a similar "Cerebral Knight" class for Psi2.  Req SIWK; PSPs = (Wis+Int+Con)*2-60+(Wis-10)*level.

Other data as per Mystic Knight.

PALADIN0

See Avenger0 entry.

PALADIN1 & PALADIN2

Level 1: May shatter a magical, psionic, or innate effect that is currently running.  It requires 10 dmg per spell level of the effect to shatter it.  This doesn't require a Holy Avenger.

Level 1: Detect Evil (Range 60', requires 1 mental action) as the spell, except the evil creature must have evil intent in order to be picked up as an evil creature.  This may done as often as the paladin wishes.

Level 1: Immunity to all forms of natural (non-magical) disease.

Level 1: Lay on Hands: Cure 2 hit points per level (Range T, uses 1 mental), once per day.  This curing ability may be divided between two or more creatures, and does function on outer planar targets.

Level 1: Cure Disease: can be done once per week per 5 levels (round up).

Level 1: Protection from Evil 10'r (continuous, but may be lowered).

Level 1: Turn Undead as a cleric of 2 levels lower.

Level 1: +2 on all saving throws; not cumulative with cavalier or knight bonus.

Level 1: Cannot retain more than 10 magic items (2 armor, 4 weapons, 4 any).  (Ignore this restriction)
Level 1: 10% of all treasure must be given to a religious institution (this is called the tithe).  Leftover wealth not spent is also donated.  (Ignore this restriction)
Level 1: If holding a Holy Avenger, +10*N% MR (where N is the weapons TH bonus) and can Dispel Magic

Level 3: Effective Charisma with lower level warriors increased by level-1.

Level 4: The paladin may call upon a special war horse (which is treated as a mage's familiar).  Possible mounts include the following: War Horse, Pegasus/Unicorn, Dragon Horse, Dragon, Opinicus, and Ki-Rin.

It takes 17-24 hours for the mount to arrive, and the Hit Dice of the mount cannot be higher than the paladin's level.  If the mount is lost, another can be called after the paladin spends 1 week praying (but no more than 2 mounts can be employed in a single decade).

Level 9: Automatically gains 1 XP per year per follower if sets up a stronghold.

PALADIN3

Level 1: 1M: Detect Evil.

Level 1: Divine Grace:  Add Chr bonus to all saving throws.

Level 1: Lay on Hands:  1V, 1/d, touch: Cure LVL*(Chr bonus) hp, or Cause same amount to an undead creature.  This can be "broken up" among multiple touches.

Level 1: Divine Health:  Immune to disease, mummy rot, lycanthropy.

Level 2: Aura of Courage:  Immune to fear.  All within 10' resist fear.

Level 2: Smite Evil:  1 attack, 1/d: +(Chr bonus) TH, +LVL dmg with next attack vs. an evil creature.

Level 3: Remove Disease:  1M, [LVL/3] /week: Cure Disease.

Level 3: Turn Undead as if a Priest of 2 levels lower.

Level 4: Can cast Priest spells; gets Wisdom bonus.

Level 5: Special Mount: Gain a familiar which must be a mount (the familiar list in [S0.5] indicates which types can be mounts).

[PC1] Warrior Group Classes (continued)
PSYCHIC WARRIOR3

Has Psi3 powers, see progression at beginning of [PC1].

P3P calculation = (Level*Level+2*Level-3)/3+Stat/4.

Level 1: +1 feat.

Level 1: Gain two psionic combat modes.  Gain 1 extra mode at each of the following levels: 3, 7, 9, 10, 12, 13, 15, 16.

Level 2: +1 feat.  Gain another feat every 3 levels after level 2.

Level 6: Gain the Weapon Specialization feat.

RANGER1 & RANGER2

Level 1: Free Tracking proficiency, number of free slots = Ranger's level ÷ 2.  

Trailing, Wilderness Survival, Two-Weapon Fighting proficiencies.

Level 1: +4 to hit and +1/level damage versus a species enemy.  This can be either a single race without qualifier ("All dragons", "All demons", but not "All demi-humans") or "Giant-class" (which includes all creatures who have 2 arms, 2 legs, and have skin, fur, or scales; but does not include humans and demi-humans).

Level 1: Rogue abilities as per Scout (see [PC4]).

Level 1: Surprise 50% of time, is surprised only 1 in 6.

Level 1: Excess goods/treasure must be donated as per paladin.

Level 1: Cannot hire men-at-arms  (Ignore this restriction)
Level 1: Cannot operate with more than 2 other Rangers  (Ignore this restriction)
Level 4: Locate Object/Animal/Plant (level÷4) times per day (as Priest spells).

Level 8: Ability to cast druid spells (no wisdom bonus), see table in [S1].

Level 8: Can now hire men-at-arms

Level 9: Ability to cast wizard spells (can specialize in charm/divination), see table in [S1].  (Ran2 does not get this ability)

Level 10: Can use Priest and Wizard items that are not written.

Level 10: Attract 2-20 followers

Level 18: Find the Path 1/day (as the Priest spell).

RANGER3

Level 1: Gain Track feat.

Level 1: Favored Enemy:  Pick a type of creature.  +1 dmg & proficiency checks vs. that enemy.  Every 5 levels, gain another Favored Enemy and all previous Favored Enemy bonuses increase by +1.

Level 1: Can take Improved Two-Weapon Fighting feat even if doesn't have prerequisites.

Level 4: Can cast Priest spells; gets Wisdom bonus.

RONIN1JG

Level 1: Immune to Pain.

Level 1: Go without food or water for LVL extra days.

Level 1: Can break objects with bare hands (object makes save vs. crushing blow at -LVL).

Level 1: Gets "Ability to take Martial Arts" kit.  Does not actually gain any Martial Arts styles or abilities (you need to purchase those).

Level 1: If Martial Arts is learned, on each level: One requirement of a style is considered "filled" (without actually filling it).

Level 2: +LVL/2 dmg.

Level 2: +LVL/2 AC.

Level 2: Open hand damage is (LVL/2)d2.

Level 3: One arrow/quarrel is automatically deflected per round.  This increases by one per 3 levels.

Level 4: Feign Death.

Level 17: Can break energy fields and wall spells with bare hands (no damage to Ronin, effect gets no save but can roll ER).

SAILOR1JG

Level 1: Not at a fighting penalty on a rocking boat (or other moving surface, or during an earthquake on land).

Level 1: Predict Weather 25+LVL*5%  (up to LVL/2 days in future)

Level 1: Legend Lore 5+LVL*2%

Level 1: Ride out Storm 60+LVL*2%  (ship is assumed to have survived storm if roll made, severe storms may have penalty)

Level 2: +LVL/2 dmg.

Level 3: Determine true north (LVL-2)*10%

Level 4: +LVL/4 AC.

Level 7: Point in direction of desired location (LVL-6)*10%

Level 14: Locate Object (LVL-13)*10%

[PC1] Warrior Group Classes (continued)
SAMURAI1

Level 1: Gets Monk's progression in Psi0 powers.

Level 1: Gets a Martial Arts style and 1 maneuver slot per level.

Level 1: Focus Ki:  Mouth's V, LVL/d: Str becomes 18 for 1 round.

Level 2: +(LVL+1)/3 dmg.

Level 3: Surprised only 1 in 6.

Level 5: Immune to fear.

Level 6: Gaze causes fear to all creatures of 1 HD or less.

Level 7: Gain 10 bushi and 1d4 samurai followers of level=1d3.

Level 8: Gain 10d10 bushi followers of level 1.

Level 9: Gain 2d10 samurai followers of level 1.  Gain 1d6+1 specialist followers (armorers, weaponsmiths, etc.).

Level 9: Great Kiai (Paralyzing Shout):  Mouth's V, 1/d: Str becomes 18 for 2 rounds; all enemies within 10' must save or be paralyzed for 1 round.

SHIFTER1JG

Considered a Lycanthrope (pick a type, some are included in the Racial Adjective rules in [P3.5]).  You can choose to not suffer the XP divisor penalty, but you also do not gain the lycanthrope's racial modifiers.

Level 1: Know normal animal abilities and weaknesses, and how to trap them.

Level 1: Gaze charms animals of the same type as your lycanthropy.  Can control 2*LVL in HD of these animals at a time.  The effect is permanent, but you can drop control as a 0 action.  If you make a Control Animals check of 35+LVL*5%, the effect has no saving throw (the animal may still roll Charm Resistance).

Level 1: +LVL dmg.

Level 1: Tracking as per a Ranger1.

Level 1: Obscure Trail 70+LVL*15%  (reduce tracking on you by % made)

Level 3: +LVL/3 AC.

SMITH1

The Smith's first HD is a 1d10.  Afterwards, the Smith gets 1d4 per level.

Level 1: +1 weapon proficiency per level, which can only be used to become proficient (not specialized) in a weapon.

Level 1: Build level^2 gp value of weapons or armor per day.  There is a chance the item has a "half-plus" somewhere:

Chance = (level)*5+(Dex-16)*3%

Level 1: Can work unusual materials (see section [E]) with "S" number equal to level or less.

Level 5: Can fashion mechanical locks.

Level 12: Identify raw ores on sight.

Level 13: Can fashion magical and/or combination locks.

SMITHIE1JG

Level 1: Divide the cost of buying or making an object of unusual materials by LVL.

Level 1: Determine flaw in a weapon or armor.

Level 1: Identify weapon or armor LVL*5%.

Level 1: +LVL dmg.

Level 2: Can cast Wizard spells, see progression at beginning of [PC1].  Is specialized in Elemental school (the "spells cost half" version of specialization; the "+1 spell per level" version cannot be used).  Has normal access to Alteration, Divination and Enchantment schools.  All other schools are at double spell cost.

Level 4: Weapons and armor created are +0/+0.  These are nonmagical plusses, but count versus creatures that require a "+0 weapon to hit".

Level 5: The "S" number (indicating which unusual materials are available, see [E5]) is increased by LVL/5.

Level 9: Weapons and armor created are +1/+1 nonmagical.  This increases by +1/+1 every 5 additional levels.

[PC1] Warrior Group Classes (continued)
SURVIVALIST
Gets Rogue abilities at 20 points per level; abilities:

Lvl
Survivalist Ability | -50% | -100% | -150%









Act

Base
Penalty
Bonus


 1
("Twist") Find/Remove Wizard Abjuration/Priest Protection  (-1% per CL)



V

0

Dex-16
Dex-20

 1  
Evasion (0, make by 5% per amount hit: no dmg from weapon)





V

10

Dex-11
Dex-15

 2
Hold Breath || Hold Life













0

50

Con-12
Con-15


 4
Missile Deflection | Missile Reflection | Spell Deflection | Volley





V

20

Dex-9
Dex-12

 7
Dispel Exhaustion ||| Heal













M

0

Con-14
Con-18

 9
Any Rogue 9 ability














-

-

-

-



11
Ask the Local Lord | Highest Lvl in Plane | Chosen God | Ultraplanar | DM a question
VM

0

Chr-11
Chr-21

16
Escape Bonds | Escape Binding | Escape Imprisonment/Time Stop




P

50

Str-12
Str-14

22
Energy Control | Adaptation | Immune to Hostile Environments





PV

30

Con-9
Con-12

Gets spells; these cost 1M to cast (no 1P needed) and cannot use material componenting. 

Wizard Schools: Abjuration, Alteration, Divination.   Priest Spheres: Astral, Divination, Elemental, Guardian, Healing, Protection, Travelers, Wards.   All other spells are opposite (2 spells from memorization to cast).

Level 1: Does not suffer secondary target penalties.

Level 1: Does not suffer from secondary weapon/arm penalties.

Level 1: Is not hit by parting shots when leaving melee.

Level 1: Can affect creatures that require +1 or better weapons to hit.

Level 2: Troll-like Regeneration at (level/2) hp/r.

Level 2: Immune to fear.

Level 3: Immune to disease and curses.

Level 3: 1M: Sense Danger.

Level 4: Can affect creatures that require +2 or better weapons to hit.

Level 5: All-Around Attack: 1P: Attack every target within (level*2)' with one attack.

Level 7: Can affect creatures that require +3 or better weapons to hit.

Level 9: 1M: Your Efficiency, Balance, or Fitness becomes (level+9) for this round only.

Level 9: WR (Weapon Resistance) and various "Immunity to Weapon" spells/psi abilities have no effect versus your weapons.

Level 10: Can affect creatures that require +4 or better weapons to hit.

Level 15: 1V: Delay any (non-hp damaging) harmful effect by (level-14) segments.  At the end of that time, the effect resolves.

TRACKER1JG

Level 1: LVL slots distributed among Tracking and Trailing proficiencies.

Level 1: Identify Animals by sight.

Level 1: Identify Monster LVL*3%.  Chance goes up to LVL*5% with an hour of research in a library.

Level 1: Obscure Trail 70+LVL*15%  (reduce tracking on you by % made)

Level 2: +LVL/2 dmg.

Level 3: Determine true north (LVL-2)*10%

Level 4: +LVL/4 AC.

Level 7: Point in direction of desired location (LVL-6)*10%

Level 14: Locate Object (LVL-13)*10%

TRAINER1JG

Level 1: LVL slots distributed among Animal Training and Animal Handling proficiencies.

Level 1: Identify Animals by sight.

Level 1: Calm Animal by gaze 25+LVL*5%

Level 1: Charm a calmed Animal by gaze 35+LVL*5%  (can attempt to charm a non-calmed animal, suffer -50% penalty).

Level 1: Does full damage when subduing animals.

Level 4: Pick LVL/4 specific races (e.g. "White Dragons", not "Dragons").  Those races are considered "Animals" to you.

Level 8: You are considered all classes in the Collective for purposes of training others.

Level 9: Full reset of F actions: Target gains 1 weapon or nonweapon proficiency permanently.  You may target yourself.

Level 10: Full reset of F actions: Target gains (LVL)^2 XP permanently.  You may target yourself.

WARRIOR1JG

Level 1: +LVL dmg.

Level 3: +LVL/3 AC.

Level 5: Berserker Option:  Can pick a Specialty God as if a Priest (see [PC3]), but can wear only non-bulky armor (even if in a campaign where armor restrictions are not enforced).

Level 5: If using Berserker (see Level 5), can:  1M: Summon Aid LVL*5%

Level 6: Berserker State:  1M, 1/d: Double attacks on your next P action.  Become Exhausted (see [C8]) for rest of round.

Level 8: Pick a Specialty God as if a Priest (see [PC3]) without Berserker restriction (see Level 5).  Doesn't stack with Berserker.

Level 8: 1M: Summon Aid LVL*5%

WARRIOR3

Level 9: Pick any other Warrior class you could qualify for.  You gain all abilities of that class as if you were 8 levels lower.










