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Introduction

Building the Perfec{ Warrior

Min/maxing gets a bad rap. Sure, there’s little role-playaatter where you are in your campaign, the chapter on
ing involved in stat-monsters, and not a lot of baclequipment will always be useful. And then there’s the

ground to create an immersive gaming experience. Buigold mine: Chapter 7, Combat. This chapter is all about
every gamer lurks the secret munchkin, wanting — eveaw to kick monster ass in the most efficient manner

craving — a bad-ass character able to survive nearly gnossible. Like we said, it's a playbook, cheat code, and
threat, overcome any trap, and kick the living crap out mfpair manual all wrapped into one handy guide for win-

anyone or anything getting in the way. This is where timng every combat you ever step into.

Power Gamer’s 3.5 Strategy Guides come into play.

The Warrior Strategy Guide gives you all the strategyLiSten Up' They’ re Cﬂll@d

and advice you need to play a combat character, whether
you sling arrows or swing a sword. While most of this
book covers fighters, barbarians, monks, rangers and pal- AI’ Chetypes

adins, there is sure to be useful information in this guide _ ) s
for any other character. Rogues, clerics and even druf@gtead of spending all of our time on specific classes, we

can become combat monsters with multiclassing or tH&€ archetypes. What's an archetype? An archetype is a

right selection of skills and feats. Likewise, war wizardd0totype, a kind of model everything else is based on. In
can benefit from the information by studying thdhis book, an archetype represents a particular style of
strengths and weaknesses of their enemy. In short, theYégrior: archer, cavalry or tank. With the right feat and
something for everyone. class choices, you can build a warrior modeled after any
one of the archetypes. On the other hand, it's not neces-

) sary to use one of these types — there’s plenty of info in
Where's the New Stuff? this book to keep it useful no matter how you handle it.

. o Nonetheless, the archetypes are handy for organization
The Power Gamer’s Strategy Guide’s primary purpose_is . . i

; ; - ~and thematic choices, perhaps opening a door to a combo
to make sure you can use it. Instead of loading this book

. : : or {eature you hadn'’t though of before. Figure out what
with questionable prestige classes, sketchy feats, and e . :

. : , |{1d of warrior you want to play, and see if one of the
another way to use the Profession skill, we've torn apart, ones matches. If so. vou won't be disappointed
the mechanics of the 3.5 game, looked at them, ang cP ' Y PP '
slapped them back together. With just the 3.5 core
mechanics, this book gives you everything you need|to
roll up the character of your dreams. Moreover, becayse Hipe THis BOoOk!
everything is straight out of the three core books, no gne S o .
rulebooks — you don't want your DM to read it. Just think, all these

. S ful tips and suggestions in the hands of the guy who runs the mor
How Do I Use thls Book: Shudder. Keep this one tucked away or you'll regret it.

You use this book the same way a football coach uses a

playbook, the same way a video game champion uses his

cheat codes, and the same way an auto mechanic uses his Archer

repair manual. This book gives you the strategies and

technigues you need for winning 3.5 combats. If you'fEhe archer’s the guy in the movies that makes the impos-
rolling up a new character, the chapters on ability scorsiyle shot. Specializing in ranged attacks, most archers
races, and classes will help you get started on the rightploy some sort of bow, but this could include anyone

foot. If you have an existing character, the chapters wfo makes more ranged attacks than melee attacks.
skills and feats will help you plan his progression. Narchers are typically fighters or rangers.

Page 3




Cavalry Infantry, Heavy

From the steel-encased knight to the lightly armorétktavy infantry characters excel at wading into the thick
horse barbarian, any character fighting from the back &f combat. Sometimes called bricks or tanks, the heavy
a mount lumps into this category. Mounted charactdrgfantry archetype uses heavy armor and high-damage
don't just ride horses. Small characters can employ rigeaponry, has a low Dexterity, and lacks any semblance
ing dogs, while higher-level characters can gain cohorés,grace. When you think fighter, you’re probably think-
like dragons, to use instead of the more common steeidg. of a tank, but some paladins and clerics fall into this
Cavalry often consists of paladins or fighters. category as well.

Guerrilla Skirmisher

The guerrilla is a specialized warrior whose role is tevery group has to have a generalist. The skirmisher
take out a specific threat. Such opponents could inclusigecializes in nothing, opting to fill other roles as need-
wizards, goblinoids, or even demons. These guys &w Don't let their lack of focus fool you; these guys are
super-specialized, but good enough to adapt to problegmod in enough things to be able do some serious dam-
when the situation demands. Guerrillas are often rangage. Moreover, they have the ability to get in where
or monks. they’re needed, and get out when things get too nasty.
Multiclass warriors typically wind up as skirmishers.

posed to win.

No PERFECT WARRIORS OK, So Where Do I Go
Just because an archetype defines what you're good at, it doesn'{ mean
it's the only way you'll be fighting. Cavalry can lose their mounts, fme Here?

archers are in deep trouble in melee, and heavy infantry drown when

submerged. Your DM will challenge you. But you know what? Thefe idlow it’s time to get started on the fun part: building the
no perfect warrior. Don't think this book or the archetypes presgntggerfect warrior! It's helpful to have a copy of the PHB
make invulnerable characters. That's not what this is about. It's @boamnd your character sheet handy as you read through the
staying alive as long as you can and winning the game you're nof supst of this book, since you'll be constantly thinking

about how to get most juice out of both your character
and your rules. Read carefully, think hard about your

Page 4

1ae-ig Seo (order #36310)

character, and be prepared to start winning lots of com-
Infantry, Light bats. A_nd remember, there’'s nothing your DM can do
about it. After all, every strategy we discuss comes

Light infantry characters are warriors who don’t uséfraight from the PHB!
much armor. Preferring mobility and speed to the slow

pace of the tank, these characters are fast and effective at

taking out the larger opponents. Despite their lack of pro-

tection, they still fight on the front lines. Light infantry

consists most commonly of barbarians or monks.




Chapter One

Ability Scores

For many players, ability scores are their character’s
most important trait. Ability scores provide the blueprint

I@cnaracter creation, define the character's strengﬁ?aﬁere is a stat you can overlook, Intelligence should not

and weaknesses, establish the framework for roIe—pl% it. If you have two bad rolls, though, stick one of them

ing, and set the boundaries of the character’s limitations, . X | S
o . here. Intelligence affects your skills. While important,

Of course, not all ability scores carry the same weight. . : : g 3
. . skills don't define warriors like they do rogues.

Most warriors never have use for Charisma or evel)

Intelligence, while Strength and Constitution are vital t owevelr, certain feats like CombigeisEliseyEr e

almost all martial characters. This section overviews t g or better Intelligence, so if an AC WeSIIESHOHNEEE

abilities best suited to each archetype, and addresse e d better suck it up and count on this SRURRISIREN

e
occasional exception in the monk, paladin, and ranger.

among the better ones.
Abilities & What They Do

Intelligence

Wisdom

Enchantment spells wreak havoc on a party of adventur-
ers.Dominate person, suggesticamdeven charm per-
Stfength son can pit you directly against your allies, bad news
, ) indeed for them. You want to avoid letting this happen.
Here’s one you should know already: Strength is youisqom improves your Willpower save, helping to resist

most important stat. It's vital for melee, special attackg o slimy spells. Put a decent stat in your Wisdom.
like sunder and grapple, and breaking down doors. It

functions as the key ability for most movement-related
skills like Climb, Jump, and Swim. To access the best
fighting feats, you need a 13 Strength.

Charisma

Charisma sucks. About the only way it comes into play
D . for warriors is for Intimidate checks and for feint maneu-
exterify vers. Sure, rangers need it to cuddle with their critters,

and paladins need it for smiting demons and boosting

Dexterity is nearly as good as Strength. It beefs up Afyeir saves, but for monks, fighters, and barbarians,
Initiative, and Reflex saves, and for the mobile types, ftores just no reason to waste the roll. So, if you wind up
serves as the key ability for Hide, Jump, Move Silently.., - 6 put it here.

and Tumble. Finesse characters, like the archer, light
Abilities and Archetypes

infantry, or guerrilla, need at least a 13 Dexterity.

By now, you know why certain attributes are vital to war-
A solid Constitution is the best defense a warrior carors and why others aren’t. More importantly, you need
have, even more so than Dexterity, because you keaepknow where to put them for the greatest effect. Each
gaining the bonus to your hit points every time yoaf the following sections recommends stat placement for
advance. Bonus hit points let you take damage and kélep appropriate archetype using the assumption that
fighting. Despite its minimal impact on skills, a highyou've rolled the following scores: 15, 14, 13, 12, 10,
Constitution improves your Fortitude save, beefing ugnd 8. Use the archetypes as a model for placing the
your chances to resist negative energy levels, poison, aesults of your die rolls.
disease.

Constitution
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Archer Guerrilla

Archers need Dexterity for accurate ranged attacks, Aoguerrilla’s stat placement should reflect the nature of

avoid ranged spells (they are likely to be in the batke opponent. Against creatures who predominately use

ranks), and to beef up their AC. Constitution is the netduch attacks, guerrillas should probably have a high

most important stat for obvious reasons (hit points), frexterity. Against creatures with a high AC, like con-

with little to no armor, you need more staying powestructs, a Strength score is critical. In general, guerrillas

Finally, Strength follows as it adds to damage from corahould place their stats in the following order, though see

posite bows and thrown weapons. The rest falls in a Idge ranger entry under archer (above) for another possi-

ical order. Archers should place their initial stats as fdbility: Str 14, Dex 15, Con 13, Int 12, Wis 10, Cha 8.

lows: Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 8.

Players with rangers as archers may want to adjust their Infantty, Light

stats slightly to help in spellcasting and the development

of their animal companion: Str 14, Dex 15, Con 12, IMexterity and Constitution offer a higher AC and more

8, Wis 13, Cha 10. hit points, which are vital components of this archetype.
As damage potential relies on Strength, that’s where the

Cavalry third good stat should go. Any extra high stat should

always go into Wisdom, so as to resist those nasty spells.

Strength is the key ability for mounted characters, féf recommended stat placement follows: Str 13, Dex 15,

when using a lance on a charge, they multiply the@on 14, Int 10, Wis 12, Cha 8. If you're playing a monk,

Strength damage in addition to the dice rolled. In otheonsider this variant: Str 12, Dex 14, Con 13, Int 10, Wis

words, Strength lets them do lots of damagé5, Cha 8.

Constitution is the next best choice, with Dexterity being

a close third as it's the key ability for Ride. Charisma Infantr‘y' Heavy

comes in fourth, helping you to improve your mount

through tricks (see Handle Animal in the PHB). CavaliMeavy infantry need Strength and Constitution. Period.

should place their die rolls as follows: Str 15, Dex 1nything else is an added benefit. Tanks follow this stat

Con 14, Int 8, Wis 10, Cha 12. Players with paladins pgicement: Str 15, Dex 12, Con 14, Int 10, Wis 13, Cha 8.

cavalry may want to place their stats differently to aid in

spellcasting and their class abilities, perhaps as: Str 14, Skirmishers

Dex 8, Con 13, Int 10, Wis 13, Cha 15.

Skirmishers need higher stats to assist them in covering
all the bases. These characters are just as likely to pick up
a bow as they are to swing a greatsword. Given their var-
ied techniques, its best to distribute your major stats

thusly: Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8




Chapter Two

Races

With your archetype selected and stats placed, it's timeglay any other warrior class, the bonus feat gives you an

start thinking about what race to play. Some races clearira resource.

ly make better warriors, while others are suited to sling-

ing spells or driving a knife between the bad guy’s shoul- favored Class

der blades. This chapter takes a detailed look at what

races are worth playing as warriors and the big benef{aving no favored class allows you to fully min/max

of each. Just because we say a race sucks as a figf@F character. Maybe you take 1 level of barbarian for

doesn’t mean you shouldn't play them. Feel free to pléiye rage and fast movement, or pick up a few levels of

a weirdo gnome paladin, or a half-elf bard. There are bgigthter and a level or two of rogue, just to round things

ter strategic choices for your warrior, but then again, dut. Of the other races, only half-elves have this capabil-

you're looking for quirky oddball characters, you'réty, but their lack of useful warrior abilities makes them

probably not reading this book anyway. a less attractive choice. If you plan on multiclassing your
character, pay special attention to this racial feature.

Humans Best Archetypes

Humans are the,most populqr race to play, and with g(ﬂ?gu can rest assured the human works best for any arche-
reason. Humans get extra skill points, a bonus feat at f&rst ] e
or character class or multiclass combination, large-

: . . e
level, and they are the best choice for multiclassing. BIé'lﬁ:or the lack of ability score penalties and the enhanced
before we just give in and celebrate how cool humaﬁ(s

are, we need to talk about what these benefits mean. enefits.
Skills Dwarves

The bonus skill points dont mean much to fighterBwarves have many racial abilities, more than any other
except to make up for low Intelligence. For other warrigace. They move at full speed in heavy armor. They still
classes, these skill points can help expand into othgbve at full speed when encumbered, and they can see
areas. Translating into 23 extra skill ranks by the time the dark, use exotic weaponry, and much more.

your character reaches 20th level, this racial feature

offers something no other race provides. The ranger and Skills

the monk gain the biggest benefit from this racial feature,

as neither character has to sacrifice a stat to beef-p;m)ugh dwarves don't get the extra 23 skill ranks that
Intelligence to access the full range of skill choices. humans gain, they have an impressive number of skill
bonuses allowing them to surpass humans with equal
Special Abilities ranks. With these bonuses, dwarves are always better at
a particular thing than a human could ever hope to be.
Before you get all sweaty about the bonus feat being t8ll, some of the dwarven racial bonuses are not exactly
best feature of this race, consider what you sacrifiade most useful for the combat monster dwarf. Not too
This free feat is front-ended and does not give you theany warriors spend their time crafting new items. Nor
longer-lasting benefits of other races like dwarves ag@ warriors — at least those focused on combat — spend a
halflings. You're likely to use this free feat to start buildiot of time determining the value of a metal urn.
ing a feat tree early, like Power Attack, Mountegtonecunning is useful, but better for dwarven rogues
Combat, or Point Blank Shot. If you're a fighter, thoughwho have a knack for this sort of thing.
the bonus feat is not as a big boon when you consider
how many other feats you get. On the other hand, if you
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Special Abilities Elves

Dwarves don't get bonus feats. Instead, they get racial . - ,
abilities resembling feats. Against poison, they haveEAf racial abilities lend themselves to be useful with other

distinct advantage with their racial bonus, higﬁla§ses like wizards aqd rogues. Neverthele_ss, of all t.he
Constitution, and great Fortitude saves. Spells and spkicial features suggesting another class choice, there is a
like abilities have a tough time getting past the dwarfREnefit making elf warriors attractive. Elves have a +2
natural resilience to such things. Giants can't hit theREXterity, influencing ranged attacks, initiative, AC, and
(+4 AC), and orcs and goblinoids fall before them lik@ ton of mobility skills. Abonus to such a score is a huge
wheat to the scythe. They're stable. Don't forget abofifivantage. Of course, you can't forget low-light vision,
the two weapons they're familiar with, translating as twgiectively doubling your awareness in dungeons. You
bonus feats for warriors, and darkvision, the equivaleffft t0 Sink an arrow in a target before anyone else, and
of a permanent second level spell. If you add these alilyoU Want to be sure you're going to hit, you'd better
ities up, they far outweigh the benefits provided by a siftke @ long look at this race.

gle bonus feat.

Skills

avored Class
F v Elves have a +6 total bonus broken up among three

With fighter as a dwarf's favored class, they are free §(l)<ills. Like dw_arves,_ elves excel i_n these areas compared
ursue other classes, while using fighter levels [8 humans. Listen is a class skill for barbarian, monk,

p .
enhance their feat selection, hit dice, and base att&¢ ranger, and Spot is one for monks and rangers. The
LS. bonuses to these skills have little to offer elven fighters,
except at lower levels, where they are more likely to use
them to avoid surprise.
Archetypes P
Dwarves are best as heavy infantry. Look at the table Special Abilities

below. It takes the standard ability scores for each arche- , _
type (as discussed in the previous chapter) and appﬁé%es don’t get much in the way of useful feats. They get

the dwarf's racial bonuses to them (+2 Constitution afg@rtial weapon proficiencies, something all warriors
_2 Charisma, in case you've forgotten). Notice how tfXCEPt monks already have. The immunity to sleep is a
dwarf retains its Strength, but has a higher ConstitutidiP'verful benefit at low levels when Will saves for war-
Coupled with their bonus to saves against spells affa'S aré abysmal, but is less useful at higher levels.
spell-like abilities, they are nearly bulletproof againdt@UPled with the racial bonus to saves against enchant-
magic. As cavalry and light infantry, dwarves are suff€nt spells and effects, your elf warrior has a bit more
prisingly not terrible. Using a mount helps with the chaft than initially expected.

acter’s awful speed. If they are a monk or barbarian, as

light infantry, the class bonuses help to overcome their Favored Class

slow speed. Dwarves aren’t too bad at archery and as

skirmishers, but have no special advantage over dape of the worstracial features for elven warriors is their
other class with these archetypes. favored class. In other party roles, a multiclass wizard

could be an excellent option. As a warrior, however,
unless you're working towards some prestige class or

esoteric class combination, a warrior multiclassing into
an arcane spell user is rarely an exemplary choice. In
exchange for the ability to cast cantrips and a handful of
1st-level spells, you suffer an arcane spell failure check
13 15 16 10 12 6 whenever you wear armor. You gain 2.5 hit points per
level on average, and worst of all, wizards have the worst
BAB (base attack bonus) in the game. These drawbacks
potentially cripple a warrior, preventing elves from mul-
ticlassing effectively.

Archetypes

From the table on the facing page, it's clear the archer is
the best choice for elves. They retain a Con bonus. They

TABLE 2-1: DWARF STAT COMPARISON
Archetype Str Dex Con Int Wis Cha
’ Archer
Cavalry 15 13 16 8 10 10
Guerrilla 14 15 15 12 10 6
Infantry, Light 13 15 16 12 10 6
L Infantry, Heavy 15 12 16 10 13 6
Skirmisher 15 13 16 10 12 6
Page 8
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have a high Dex and a good Wisdom. Moreover, you can
still deal some extra damage with the composite long-
bow. Elves also make great light infantry. They are not




bad as cavalry or guerrillas. As skirmishers, they getaaful as archers, this archetype should not be your first
solid Strength and Dexterity, allowing them to slip intehoice without exceptional ability scores. Gnomes are

the variety of rolls needed in the party.

Gnomes

Gnomes have a fair selection of interesting abilitie
ranging from spell-like abilities, skill bonuses, attac
modifiers against certain opponents, and a small size.
the other hand, with a low Strength, they carry less, wg
lighter armor (medium or heavy drops their speed to
feet!), and are forced to use small weapons, winding
less effective in combat than almost any other race.

Skills

Gnomes receive +8 divided between three skills, one h

poor heavy infantry, being super-slow in heavy armor
and lacking the punch needed to deal foe-dropping dam-
age.

S
K

Orb make a kick-ass elf warrior, check with your DM to see if she al
relven subraces in her games. Of course, the only way you'd want t
L2n aquatic elf (+2 Dex, -2 Int!) is if you're in a water-based world;
UBrwise you're probably not going to have any fun. And drow, well,
talk about monsters later. Wild and wood elves, on the other han
awesome elven warriors. Wild elves get a +2 Dex and a -2 Intellig
Sure, their favored class is sorcerer, but you could probably md
work. The best, by far is the wood elf. These guys are seriously
hFhey have a +2 Strength, +2 Dexterity, —2 Constitution, —2 Intelligg

ELF SUBRACES

ing zero value to warriors: Craft (alchemy). For warrior

this skill has absolutely no use. The bonuses to Listen

(+2) and Hide (+4 due to size) aren’t bad, but warrio

should be engaging foes, not skulking about looking for

b,and a favored class of ranger — how can you go wrong with that?

rs

the best opportunity to strike. This kind of tactic results
the monsters cutting the rest of the party into ribbons.
you're a multiclass rogue, these benefits are fine, but
short, not the best in the world for a front-line fighter.

Special Abilities

Proficiency with illusion magic confers a stackable Sped
Focus (illusion). However, as warriors don’t cast much
the way of illusion spells, this racial ability falls flat.
Gnomes do get a +2 racial bonus to saves against i
sions. Anything helping a warrior defend against mag
is good. Their familiarity with the gnome hooked ham
mer (functioning as an Exotic Weapon Proficiency fe

f

TABLE 2-2: ELF STAT COMPARISON

in

Archetype Str Dex Con Int Wis Cha
Archer 13 17 12 10 12 8
Cavalry 15 15 12 8 10 12
:«Iﬁuerrilla 14 17 11 12 10 8
I&gfantry, Light 13 17 12 12 10 8
idnfantry, Heavy 15 14 12 10 13 8
| Skirmisher 15 15 12 10 12 8

for warriors) and their bonus to attack kobolds and g

linoids (staple foes in this game) help to overcome the
restrictions and other useless abilities granted by this

race.

Favored Class

By multiclassing into the bard, you can make use of ill
sion spells, and even gain some better saves. E
though bards are the least desirable of the classe
skilled gnome prankster can make an interesting, if 1
effective, warrior.

Archetypes

The favored class section hinted at it, but the best arc

TABLE 2-3: GNOME STAT COMPARISON

type for the gnome is a skirmisher. They retain a Stren

Archetype Str Dex Con Int Wis Cha
Archer 11 15 16 10 12 8
en
b,Cavalry 13 13 16 8 10 12
ot
Guerrilla 12 15 15 12 10 8
Infantry, Light 11 15 16 12 10 8
Infantry, Heavy 13 12 16 10 13 8
13 13 16 10 12 8

'Qkirmisher
th

and Dexterity modifier, have a solid Constitution and not

too bad of a Wisdom. When used with the bard class, the
gnome fills in where needed on the battlefield. Gnome
cavalry do well, especially when using a riding dog. The
dog gives the gnome speed and extra attacks, letting him
close with his enemies quickly and efficiently. While not
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Half-elves Half Orcs

The smattering of skill bonuses in exchange for no bondalf-orcs make great warriors. Their bonus to Strength is
feat places the half-elf in the unfortunate position @h advantage over other core races in the PHB. It lends
being one of the worst races in the game. Despite thiself to the character being more physical in regard to
half-elves are solid as multiclassed skill-oriented charagkills, allowing half-orcs to climb faster and jump fur-
ters, putting them at their best in the specialized classlesr, all the while not being restrained by such irritating

like ranger, paladin, and monk. things as doors, locked chests, and any other obstacles.
The Strength bonus boosts melee attacks and damage
Skills rolls, and if their Strength is high enough, they can be a

true terror with Power Attack. In exchange, half-orcs sac-
Half-elves get a total +7 bonus divided between 5 skilifice Intelligence and Charisma, the two least useful
Like the elf, Listen and Spot are real boons only f@bilities for warriors in general.
monks and rangers. Diplomacy is only useful to paladins

and Gather Information is not useful for any warrior Skills
class whose function is to kill. Worse, half-elves lack the
elf's knack for detecting secret doors. Half-orcs don't get any bonuses to skills. In fact, the
penalty to Intelligence cripples them in the skill depart-
Special Abilities ment.
These poor guys don't get much here. Low-light vision Special Abilities

is good, but half-elves are not the archers elves are, nor

do they get the extra feat to shore up the differenc@hough half-orcs do not get any feats, they do get dark-
They have immunity to sleep and gain a racial bonuswusion. They can see in almost any combat condition,
saves against enchantment spells and effects, bothgieing them an advantage over their human counterparts,
which are worthwhile, but not enough to justify selectingspecially as they are not stuck holding a torch or lantern,
this race over the human. and are ready to fight at a moment’s notice.

Favored Class Favored Class

Like the human, half-elves are best when abusing tHalf-orcs favor the barbarian class. That says it all. By
multiclass rules. If you're committed to playing a halfblending in the bonus feats of the fighter class, you guar-
elf, you'd better multiclass as much as possible. Thisastee your half-orc will kick some serious butt on the
the only real appeal to this race as far as warriors go, doadtlefield.

when humans get it too, it's hard to choose playing a

half-elf over a human. Archetypes

Archetypes Half-orcs are best at being the guerrilla archetype, espe-

cially when they use both the barbarian and fighter class.

Half-elves are equally suited to any archetype, but probhey do well as tanks and skirmishers, and as light
ably the skirmisher stands out as their best choidefantry. They are not bad as archers, especially when
Through multiclassing, these characters can fill jussing mighty composite longbows to deal a chunk of

about any role in the party. Just don't expect to
heavy damage dealer.

beeatra damage. As light infantry, they make surprisingly
effective monks. Having a 6 Intelligence is crippling to a
ranger, and half-orcs inclined to pursue this class should
multiclass into barbarian and fighter to maximize their

How MucH ORc 1S ToOO MUCH?

Given the benefits of a high Strength, you might consider playing &
blooded orc. Sure, they're stupid and lack any recognizable pers
ties, but so are most warriors, right? Orcs have no level adjustme
L you can play them right away. If you're stuck with a low Intellige
and Charisma, and your DM allows playing full-blooded orcs,

should consider it. After all, a PC'’s ability scores can't fall below 3

ing character generation.

strengths and minimize their weaknesses.

full- Halflings

pbnali-

Nt 1I8§ou’re thinking about playing a halfling warrior, first

'C€&onsider a few of their drawbacks. Halfling have a poor

yOtrength. They're slow (and even slower in heavier

Hurarmor) and given their size, they're stuck using small
weapons. With those drawbacks, halflings seem worse
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than gnomes. However, they have high Dexterity scores,
bonuses to AC and attack rolls because of size, great




saves, and a number of other fantastic special abilitie§ to
overcome their few drawbacks. HALFLING SUBRACES

Skills The MM lists two possible subraces of halflings you may consjder.
Tallfellows lose the bonuses to Climb, Jump, and Move Silently in
Halflings get bonuses to a ton of skills, mostly physicgl€xchange for the ability to detect secret doors as an elf and bonyses to
They receive bonuses to Climb and Jump, overridipd-isten, Search, and Spot. Warriors, especially halflings, need to nove
their lower Strength. Their bonus to Move Silently, thearound the battlefield. Avoid using a tallfellow for your halfling warrfor.
size bonus to Hide, and the extra goodness for Listen|dieep halflings, on the other hand, trade their physical skill bonusgs for
combine to make these characters awesome at assegsigkvision, and some dwarf traits. Freeing your hands to wield more
the battlefield and moving where they are most needgdweapons is a proven benefit.

Special Abilities

As far as saves go, halflings are the best, especially T ABLE 2-4: HALF-ORC STAT COMPARISON
against fear effects. They can also use thrown weappns
with unmatched accuracy, though Weakened by 'size Em&irchetype Str Dex NCOH Int Wis Cha
strength. Even with the size considerations, halflings cgn
hold their own against humans, at least insofar as wpArcher 15 15 14 8 12 6
rlors go. Cavalry 17 13 14 6 10 10

Favored Class Guerrilla 16 15 13 10 10 6
Multiclassing into rogue is rarely a bad thing. It operjsifantry: Light = 15 o I L 6
the door to a great selection of skills, sneak attack, eYanfantry, Heavy 17 12 14 8 i3 6
sion, and a bunch of other combat options. However, py
doing so, you lose the hit points of a fighter. This is dapSkirmisher 17 13 14 8 12 6

gerous considering armor’s effect on a halfling’s spedd
If you can stand not being a frontline fighter, abuse the
rogue class as much as possible.

Archetypes TABLE 2-5: HALFLING STAT COMPARISON

Skip playing halfling heavy infantry; the armor not only Archetype Str Dex Con it s e
slows the halfling down, but the whole party. Halflings Archer 11 17 14 10 12 8
make great cavalry; the mount helps overcome their slpw
speed. As archers, they are effective and accurate whé&rvalry 13 15 14 8 10 12
using slings and thrown weapons. The best warrogerrilla 12 17 13 12 10 8
archetype, however, is the guerrilla. The halfling’s high
Dexterity boosts their AC, and compliments two-weapqrinfantry, Light 11 17 14 12 10 8
fighting and the archery paths nicely. Infantry, Heavy 13 14 14 10 13 p

Other Races Skirmisher 13 15 14 10 12 8

For some reason, gamers keep going back to monsterléyertheless, some folk just don’t listen. Just to make
play as characters. Monsters look cool, they have cdl¢ point perfectly clear, have a look at the two charac-
abilities, and they fulfill a weird sense of verboten sters below. Both are the equivalent of 4th level characters
many players want to explore. Better still, they're exoti&ECL 4), and both started with the same base ability
and break the monotony of the standard fantasy fare. scores before modification for race.

Monstrous characters advance in their own racial levetsyman Rgr 4 (ECL 4): HD 4d8+4; hp 22; Init +3; Spd 30
which grant specialized humanoid hit dice. Of all racidt-; AC 16 (+3 Dex, +3 studded leather), touch 13, flat-
drawbacks, humanoid hit dice are the worst. They gra%?)?tled 13; Baj)e Atk +4; Gdrp ;3'6(31?;3" ;n/el3eel+7 (gd8+)2/|:1 91[
leric’s BAB, low skill points, no class features, and ifi.; ‘°NSsWord) or ranged « *+17x3, longbow); Fu
a cleric’s BAB, low skill points, no class features, and i,/ “\ 5 "2 " 1 18.57/19.20 (ongsword), melee +6

general, give nothing in return. Add to these Worth|¢§£?6+1/19-20, shortsword), or ranged +6/+6 (1d8+1/x3,

levels the level adjustment, and you've found the reci gbow); Space/Reach 5 ft./5 ft.; SA animal companion
for disaster.'So, before you fall into the monster trayolf-tricks: attack), combat style (two-weapon fight-
always consider the trade offs for cool factor. ing), favored enemy (gnoll) (+2); SQ wild empathy +6;

AL LG; SV Fort +5, Ref +7, Will +2; Str 14, Dex 16, Con
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12, Int 8, Wis 13, Cha 10.

Skills and Feats: Handle Animal +7, Hide +10, Listen
+8 (+10 against gnolls), Move Silently +10, Spot +8 (+10
against gnolls), Survival +8 (+10 against gnolls);
Endurance, Point Blank Shot, Rapid Shot, Track, Weapon
Focus (longsword).

Spells (1; DC 11 + spell level): 1st-longstrider.

Gnoll Rgr 1 (ECL 4): HD 2d8+4 plus 1d8+2; hp 23; Init
+2; Spd 30 ft.; AC 15 (+2 Dex, +3 studded leather), touch
12, flatfooted 13; Base Atk +2; Grp +6; Atk melee +6
(1d8+4/x3, battleaxe) or ranged +4 (1d8/x3, longbow);
Full Atk melee +6 (1d8+4/x3, battleaxe) or ranged +4
(1d8/x3, longbow); Space/Reach 5 ft./ 5ft.; SA favored
enemy (humans) +2; SQ wild empathy (+0); AL CE; SV
Fort +7, Ref +4, Will +1; Str 18, Dex 15, Con 14, Int 6,
Wis 13, Cha 8.

Skills and Feats: Listen +3 (+5 against humans),
Spot +4 (+6 against humans), Survival +5 (+7 against
humans); Cleave, Power Attack, Track.

trained to attack, meaning he has more opportunities to
hit the target in a round of combat than gnoll. The more
rolls you get, the better the chances are you're going to
hit your foe and deal some damage.

Should you play a monster? In almost all cases, no.
Monsters are threats to a party of adventurers. When con-
ceived as player races, to maintain game balance, you
have to put some restrictions on the monster to make it
suitable for play, hence level adjustments. The big prob-
lem with the gnoll above is he's stuck with two levels of
humanoid, offering nothing but hit points. If the player
had stuck with a core race, he’d have gotten those hit
points and a slew of cool abilities all by the time the
party reached 4th level. Adding in the difficulty of the
level adjustment, the monster-as-character never catches
up to the other characters in versatility, usefulness, and
raw combat potential, despite great stats and cool mon-
ster abilities that most humanoids lack. Don’t get suck-

Now look at tables 2-7 and 2-8. Looking at the numbergyeq into the monster option. It's just not worth it.
the gnoll has an advantage in his attack modifier for

melee attacks. He has an extra hit point and an impres-

sive array of ability scores. Look closely at the human

ranger. The human ranger has multiple attacks through

Rapid Shot and through Two-Weapon Fighting (class

ability). He gains the help of a wolf animal companion

TABLE 2-7: HUMAN-GNOLL ANALYSIS
Category Human Gnoll

Hit Points 22 23

AC 16 15
Atk-melee +7/+3 (6.5+4.5)* +6 (8.5)
Atk-ranged +8 (5.5) +4 (4.5)
Full Atk-melee +5/+4/+3 (6.5+4.5+4.5)* +6 (8.5)
Full Atk-ranged +6/+6 (5.5+5.5) +4 (4.5)
*Includes wolf

TABLE 2-8: EXPECTED HiTs (AND DAMAGE) DEALT OVER 4 ROUNDS

Target AC

10 15 20
Gnoll — Attack and full attack melee 3.4 hits (28.9) 2.4 hits (20.4) 1.4 hits (11.9)
Human* — Attack melee 6.4 hits (36) 4.4 hits (25) 2.4 hits (14)
Human* — Full attack melee 9 hits (46.9) 6 hits (31.4) 3.05 hits (15.9)
Gnoll — Attack and full attack ranged 3 hits (13.5) 2 hits (9) 1 hit (4.5)
Human — Attack ranged 3.8 hits (20.9) 2.8 hits (15.4) 1.8 hits (9.9)

Human — Full attack ranged

*Includes wolf

6.8 hits (37.4) 4.8 hits (26.4) 2.8 hits (15.4)

See page 16 for an explanation of how these numbers are calcu
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Chapter Three

Classes

Bar none, the most important component of your charac-
ter is your class selection, and choosing a class best

Qifancing your intended archetype _al_lows you to Cre%\%n though the fighter has a number of advantages over
a character capable not only of surviving, but also Cape}her characters, he also falls short in a few areas. The

ble of kicking ass. This chapter takes a close look at igehter’s skill selection, and the points allotted to them, is

warrior classes, examining all the tricks and tweaks yo ; : 3
; weak. His skills serve to help him move around on the
can do to make your warrior the best he can be. Rangéa

. . o : ; 5%tlefield; that’s it. While this is good, he can add little
and paladins muck things up a bit with their spellcastlrtl the party. He's not qoing to hear the bad quvs around
capabilities, but their sections provide the skinny, in party. going guy

. g he corner. He’s not going to know what the rune on the
brief, on how these spells can make the difference or , .
. gor means. He’s not going to be the front man for the
these characters. Throughout this chapter, everyth

balances against the fighter. Ipr)lagrty..FinaIIy, yvhile feats are great, th(_a_fighter never gets

anything else: no spells, no class abilities, nothing. For

. some, it's a willing sacrifice, but for most, the feat trees

flghter play themselves out too early, leaving the player yearn-
ing for something more.

One of the biggest mistakes in this game is when people

hand off the fighter to the newbie who doesn’t know the Archetypes

rules well. It's possible people are living in earlier edi-

tions of the game, where the fighter was nothing mofdl warrior archetypes do well by advancing in the fight-
than a simple tool, not so unlike the weapons he wield.class.

However, in the current edition of the game, the fighter

is just as important (and as complicated) as the wizard, Breaking the game

cleric or any other class. The fighter uses a bunch of

feats, has to worry about a slower speed due to arnfegats: Feats get their own coverage a later chapter, so
and worse, if the player screws up and the fighter diege’re not going to waste space here saying the same
everyone else dies, too. Not much fun for anyone. Sothings twice. However, a few things need mentioning.
you have a newbie or some savant who doesn't know ffiest, people who play fighters latch onto a feat tree at
rules, let them fool around with the wizard, or if you'rdirst level. The most common, of course, is the Power
cruel, a commoner.

Banes

Boons THE CLASSES AND THE FIGHTER

Why is the fighter so good? Feats, lots and lots of fegtsa|| warrior classes start with the fighter. Period. Some classes redu
You get to choose what class features your fighter hag. Ait dice (the monk and ranger). Another grants a higher die (the b
good selection of feats gives you an extra edge in gnin). Some classes knock off bonus feats in exchange for some co
conflict. No other character in the game has access tofthges, or even knock off a few more feats for improved skill poi
sheer destructive capabilities of this class. The fightegpells, or a bunch of other things. Regardless of how visible the fi
has a great hit die, averaging 5.5 hit points per leyek in each of these other warrior classes, he’s still there. All warrior ¢
before his Constitution modifier. He fights better thahes are equal, right? Yeah, right. When it comes down to it, you ha
clerics, wizards, and rogues, being adept as a frontlngsk yourself “Why shouldn't | play a fighter?” when creating your W
combatant. He has a good Fortitude save, allowing hirior. If you can come up with an answer, and there are several, th
to resist poison and annoying spells. Furthermore, he ¢ahead and try out another warrior class. Otherwise, stick with the fi

use just about any weapon he picks up, suit up in anyr. |t gives you all the tools you need to succeed.
armor, and take advantage of the awesome tower shigld.
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Attack and Weapon Focus tree. While these are greath the high AC. Of the feats in your tree, fill up your
choices — if they weren't, why would so many peopligghter bonus feats first in the planning stage to avoid
take them? — if you select all the feats in both trees, thaipping back into EFBOS.

account for ten feats. Fighters, by the time they reach

20th level, have a total of 18 feats. So, what are you séﬁ(—ip 4;':::” In: }At class Iefvelts whﬁre Yo§ don't hr&:ve at
posed to do with the other feats before you start diggi f? ected feat, focus on feats enhancifjERuQREEREIEEtS

in for epic play? Would you start a new feat tree at 12 € Ru.n, Endurance, apd Dlehard,. o, Rl
level, starting with Point Blank Shot or Moumeoenhancmg feats (especially Iron Will), and so on. It

Combat? If so, why? You've survived all those IeveI‘Q’OWt hurt you to take them and they make you a more

without needing a bow, and by the time you get to thoggluable member of the party when you can avoid the

levels, you may feel like you're just wasting feats. HoRasty stuff.
many Weapon Focus feats do you need? This is called . .
Early Fighter Burn-Out Syndrome (EFBOS). Exclusive Feats Analysis

EFBOS Prevention The fighter gains access to three feats no one else can
gain. They are Weapon Specialization, Greater Weapon

Step 1-Eliminate Useless Feat3p avoid EFBOS, look Focus, and Greater Weapon Specialization. These feats
at all 20 levels of your character. Over the course of give benefit to the key areas of your character: attacks
levels, a character gets 7 character feats. If the charaetedl damage, useable with all of your attacks. The nature
is human, they get 8. The fighter class provides 11. Safahese feats runs counter to the central idea behind the
20th level fighter should have 18 or 19 feats, dependifighter class. Fighters are supposed to be versatile, unlike
on race. Each feat tree requires a set number of selectiives ranger who fights with either two weapons or
to derive all the benefits of the tree. Many trees requiaechery, or the barbarian who specializes in melee, or
ability score requirements. Look at your attributes. If yoeven the paladin who employs Mounted Combat to the
can't take the feat immediately or you can say througjneatest effectiveness. Placing four feats into one
ability score increases you cannot meet the required abieapon could be dangerous when that weapon is vulner-
ity scores of the higher level feats to derive the full beable to attacks, such as a sunder or failed saving throw on
efits of the feat tree, cross it off the list. For example,yaur part. Further, using these feats require you to use the
fighter with a 13 Dex but with an 8 Intelligence shouldame kind of weapon throughout your character’s career.
not even think about the Combat Expertise tree. HaWlhat if you can't find a magic kukri? If you opt to use
need to be 20th level without magic items to be able tteese feats for your fighter, make certain you choose a
take the first feat. The same is true for the fighter with ttemmon weapon first, and then always carry spares.
8 Dex, who should eliminate Two-Weapon FightingVhile they may not be as nifty cool as yet® axiomat-
(he’ll never meet the prerequisites), Dodge, Combiatflaming warhammera +1 version of the same weapon
Expertise (no point if he can’t attain the highest feature$fs you keep on swinging.

d bably d Point Blank Shot. )
AR The following table shows how the fighter-exclusive

Step 2-Select TreesOnce you eliminate the uselesseats can assist a character. The table shows expected hits
feats, look at those you can take. Of the ones left, coanid average damage in each round of combat, against a
how many feats are available in each tree. For exammgesen AC. It assumes use of a longsword (average dam-
Mounted Combat has 5 feats and Power Attack has 6atfe 4.5), but does not include a Strength modifier nor
the number of feats is equal to or less than your magies it take into account critical hits. The WF, WS, GWF,
mum feats, you can move on to Step 3. The poor fightetd GWS entries show the statistics of a fighter who has
with the 8 Dexterity has open to him the Mountethken these feats, compared to a fighter without them.

Combat, Power Attack, and Weapon Focus trees. The | | . .
total number of feats from these trees equal 15. He %ats apparent is Weapon Focus by itself offers little to

plenty of room, leaving 3 or 4 feats left unallocated. ﬂ:g ters. It gives o_nly a very slight a_ld\_/ant.age.to average
you still have more feats than you know what to do witf2mage. Even with Weapon Specialization, its hard to

focus on trees playing to your character’s strengths, eliff£/0te o feats for such a marginal gain at the lower
vels. However, as your fighter gains multiple attacks

;nhac;cg}g trzgtsriec?;gnui;gelnilotg 2? gefgae?;:;; ny event, yde%ach round, along with the benefits of Greater Weapon
Focus and Greater Weapon Specialization, you double

Step 3—Planning:Looking at the feat trees open to youthe amount of damage you can do before Strength and

you should determine at character creation the feats ynagical modifiers. If you plan to go the Weapon Focus

plan to take and when, with a focus on versatility. Takgth, be prepared to go the distance and take all four feats

your feats at the earliest levels you can get them. Tineorder to secure any serious advantage.

greater the prerequisite, the better the feat. Then select , .

from a good mixture of your feat trees to enhance yo pr example, a Ie\{el 3 fighter with Weapon F(_)cus

versatility and your usefulness. Don’t be seduced by t gngsword) would hit an AC 15 target 50% of the time,

virtues of Power Attack alone. It's a great feat, but you’l‘\é'JIUSing an average of 2.25 points of damage on each

going to wish you had Weapon Focus against the bastﬁ?ﬂnbat round. If he didn’t have Weapon Focus, he would




hit only slightly less
often (45%) and caus¢g
almost the same damagg
on average (2.025).

But now look at the
20th level fighter. With
none of these feats
against an AC 15 target

he causes an average gf*

14.625 damage each
round. With  just
Weapon Focus, his
average damage in{
creases by barely ond
point, to 15.075. Adding
Weapon Specialization
causes a 44% jump in

damage, to an averag¢

of 21.775. All those
extra attacks each roung
really make even slight
bonus damage mordg
worthwhile.  Adding
Greater Weapon Focus
causes only a nomina
increase, but combining
it with Great Weapon
Specialization  more
than doubles averags
damage per round — ar
average of 29 points pe
round versus only 14
without the feats! That's
a good reason to spend
four feat slots, if you
ask me.

Attack Bonus

Expected Hits (and Average Damage) per Round vs. Target AC

TABLE 3-1: THE FIGHTER AND FIGHTER-EXCLUSIVE FEATS

Level Feats (Damage Bonus) 10 15 20 25

1 None +1 .6 (2.7) .35 (1.575) .1 (.45) .05 (.225)
WF +2 .65 (2.925) .4 (1.8) .15 (.675) .05 (.225)

2 None +2 .65 (2.925) 4 (1.8) .15 (.675) .05 (.225)
WF +3 .7 (3.15) .45 (2.025) .2 (.9) .05 (.225)

3 None +3 .7 (3.15) .45 (2.025) 2 (.9 .05 (.225)
WF +4 .75 (3.375) .5 (2.25) .25 (1.125) .05 (.225)
None +4 .75 (3.375) .5 (2.25) .25 (1.125) .05 (.225)
WF +5 .8 (3.6) .55 (2.475) .3(1.35) .05 (.225)
WF, WS +5 (+2) .8 (5.2) .55 (3.575) .3 (1.95) .05 (.325)

5 None +5 .8 (3.6) .55 (2.475) .3(1.35) .05 (.225)
WF +6 .85 (3.825) .6 (2.7) .35 (1.575) .1 (.45)
WF, WS +6 (+2) .85 (5.525) .6 (3.9) .35 (2.275) .1 (.65)

6 None +6/+1 1.45 (6.525) .95 (4.05) .45 (2.025) .15 (.675)
WF +7/+2 1.55 (6.975) 1.05 (4.725) .55 (2.475) 2(.9)
WF, WS +7/42 (+2) 1.55 (10.075) 1.05 (6.825) .55 (3.575) .2 (1.3)

7 None +7/+2 1.55 (6.975) 1.05 (4.725) .55 (2.475) 2(.9)
WF +8/+3 1.65 (7.425) 1.15 (5.175) .65 (2.925) .25 (1.125)
WF, WS +8/+3 (+2) 1.65 (10.725) 1.15 (7.475) .65 (4.225) .25 (1.625)

8 None +8/+3 1.65 (7.425) 1.15 (5.175) .65 (2.925) .25 (1.125)
WF +9/+4 1.7 (7.65) 1.25 (5.625) .75 (3.375) .3(1.35)
WF, WS +9/+4 (+2) 1.7 (11.05) 1.25 (8.125) .75 (4.875) .3(1.95)
WF, GWF, WS +10/+5 (+2) 1.75 (11.375) 1.35 (8.775) .85 (5.525) .35 (2.275

9 None +9/+4 1.7 (7.65) 1.25 (5.625) .75 (3.375) .3(1.35)
WF +10/+5 1.75 (7.875) 1.35 (6.075) .85 (3.825) .35 (1.575)
WF, WS +10/+5 (+2) 1.75 (11.375) 1.35(8.775) .85 (5.525) .35 (2.275
WF, GWF, WS +11/+6 (+2) 1.8(11.7) 1.45 (9.425) .95 (6.175) .45 (2.925

10 None +10/+5 1.75 (7.875) 1.35 (6.075) .85 (3.825) .35 (1.575
WF +11/+6 1.8 (8.1) 1.45 (6.525) .95 (4.05) .45 (2.025)
WF, WS +11/+6 (+2) 1.8 (11.7) 1.45 (9.425) .95 (6.175) .45 (2.925)
WF, GWF, WS +12/+7 (+2) 1.85 (12.025) 1.55 (10.075) 1.05 (6.825) .55 (3.575]

11 None +11/+6/+1 2.4 (10.8) 1.8(8.1) 1.05 (4.725) .5 (2.25)
WF +12/+7/+2 2.5 (11.25) 1.95 (8.775) 1.2 (5.4) .6 (2.7)
WF, WS +12/+7/+2 (+2) 2.5 (16.25) 1.95 (12.675) 1.2 (7.8) .6 (3.9)
WF, GWF, WS +13/+8/+3 (+2) 2.6 (16.9) 2.1 (13.65) 1.35 (8.775) .7 (4.55)

12 None +12/+7/+2 2.5 (11.25) 1.95 (8.775) 1.2 (5.4) .6 (2.7)
WF +13/+8/+3 2.6 (11.7) 2.1 (9.45) 1.35 (6.075) .7 (3.15)
WF, WS +13/+8/+3 (+2) 2.6 (16.9) 2.1 (13.65) 1.35 (8.775) .7 (4.55)
WF, GWF, WS +14/+9/+4 (+2) 2.65 (17.225) 2.2(14.3) 1.5 (9.75) .8(5.2)
All +14/+9/+4 (+4) 2.65 (22.525) 2.2 (18.7) 1.5 (12.75) .8 (6.8)

13 None +13/+8/+3 2.6 (11.7) 2.1 (9.45) 1.35 (6.075) .7 (3.15)
WF +14/+9/+4 2.65 (11.925) 2.2(9.9) 1.5 (6.75) .8 (3.6)
WF, WS +14/+9/+4 (+2) 2.65 (17.225) 2.2(14.3) 1.5 (9.75) .8(5.2)
WF, GWF, WS +15/+10/+5 (+2) 2.7 (17.55) 2.3 (14.95) 1.65 (10.725) .9 (5.85)
All +15/+10/+5 (+4) 2.7 (22.95) 2.3 (19.55) 1.65 (14.025) .9 (7.65)

14 None +14/+9/+4 2.65 (11.925) 2.2(9.9) 1.5 (6.75) .8 (3.6)
WF +15/+10/+5 2.7 (12.15) 2.3 (10.35) 1.65 (7.425) .9 (4.05)
WF, WS +15/+10/+5 (+2) 2.7 (17.55) 2.3 (14.95) 1.65 (10.725) .9 (5.85)
WF, GWF, WS +16/+11/+6 (+2) 2.75 (17.875) 2.4 (15.6) 1.8 (11.7) 1.05 (6.82p
All +16/+11/+6 (+4) 2.75 (23.375) 2.4 (20.4) 1.8 (15.3) 1.05 (8.925

15 None +15/+10/+5 2.7 (12.15) 2.3 (10.35) 1.65 (6.75) .9 (4.05)
WF +16/+11/+6 2.75 (12.375) 2.4 (10.8) 1.8(8.1) 1.05 (4.725
WF, WS +16/+11/+6 (+2) 2.75 (17.875) 2.4 (15.6) 1.8 (11.7) 1.05 (6.824
WF, GWF, WS +17/+12/+7 (+2) 2.8(18.2) 2.5 (16.25) 1.95 (12.675) 1.2 (7.8)
All +17/+12/+7 (+4) 2.8 (23.8) 2.5 (21.25) 1.95 (16.575) 1.2 (10.2)

16 None +16/+11/+6/+1 3.35 (15.075) 2.75 (12.375) 1.9 (8.55) 1.1 (4.95)
WF +17/+12/+7/+2 3.45 (15.525) 2.9 (13.05) 2.1(9.45) 1.25 (5.625
WF, WS +17/+12/+7/+2 (+2) 3.45 (22.425) 2.9 (18.85) 2.1 (13.65) 1.25(8.12
WF, GWF, WS +18/+13/+8/+3 (+2) 3.55 (23.075) 3.05 (19.825) 2.3 (14.95) 1.4 (9.1)
All +18/+13/+8/+3 (+4) 3.55 (30.175) 3.05 (25.925) 2.3 (19.55) 1.4 (11.9)

17 None +17/+12/+7/+2 3.45 (15.525) 2.9 (13.05) 2.1(9.45) 1.25 (5.62
WF +18/+13/+8/+3 3.55 (15.975) 3.05 (13.725) 2.3 (10.35) 1.4 (6.3)
WF, WS +18/+13/+8/+3 (+2) 3.55 (23.075) 3.05 (19.825) 2.3 (14.95) 1.4 (9.1)
WF, GWF, WS +19/+14/+9/+4 (+2) 3.6 (23.4) 3.15 (20.475) 2.45 (15.925) 1.5 (9.75)
All +19/+14/+9/+4 (+4) 3.6 (30.6) 3.15 (26.775) 2.45 (20.825) 1.5 (12.75)

18 None +18/+13/+8/+3 3.55 (15.975) 3.05 (13.725) 2.3 (10.35) 1.4 (6.3)
WF +19/+14/+9/+4 3.6 (16.2) 3.15 (14.175) 2.45 (11.025) 1.5 (6.75)
WF, WS +19/+14/+9/+4 (+2) 36 (23.4) 3.15 (20.475) 2.45 (15.925) 1.5 (9.75)
WF, GWF, WS +20/+15/+10/+5 (+2)  3.65 (23.725) 3.25(21.125) 2.6 (16.9) 1.7 (11.09
All +20/+15/+10/+5 (+4)  3.65 (31.025) 3.25 (27.625) 2.6 (22.1) 1.7 (14.45)

19 None +19/+14/+9/+4 3.6 (16.2) 3.15 (14.175) 2.45 (11.025) 1.5 (6.75)
WF +20/+15/+10/+5 3.65 (16.425) 3.25 (14.625) 2.6 (11.7) 1.7 (7.65)
WF, WS +20/+15/+10/+5 (+2)  3.65 (23.725) 3.25 (21.125) 2.6 (16.9) 1.7 (11.05
WF, GWF, WS +21/+16/+11/+6 (+2) 3.7 (24.05) 3.35 (21.775) 2.75 (17.875) 1.9 (12.35
All +21/+16/+11/+6 (+4) 3.7 (31.45) 3.35 (28.475) 2.75 (23.375) 1.9 (16.15)

20 None +20/+15/+10/+5 3.65 (16.425) 3.25 (14.625) 2.6 (11.7) 1.7 (7.65)
WF +21/+16/+11/+6 3.7 (16.65) 3.35 (15.075) 2.75 (12.375) 1.9 (8.55)
WF, WS +21/+16/+11/+6 (+2) 3.7 (24.05) 3.35 (21.775) 2.75 (17.875) 1.9 (12.35
WF, GWF, WS +22/+17/+12/+7 (+2)  3.75 (24.375) 3.45 (22.425) 2.9 (18.85) 2.1 (13.65
All +22/+17/+12/+7 (+4) 375 (31.875) 3.45 (29.325) 2.9 (24.65) 2.1 (17.85)
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shrug off even more damage through damage reduction.

Barbarian o .
The barbarian is a living tempest of destruction, capable

f dealing vast amounts of damage. He has a great selec-

The amazing assortment of feats the fighter gets and
raw power of the ranger often overshadow the barbar L
class. Despite its poor recognition, the barbarian is t
easiest of the warriors to play, as its abilities are simpE
flexible and straightforward. The barbarian is a cocc)fi

. X I llows him to switch tactics and weaponry based o
alternative to the fighter class, considering its great Clacsgmbat circumstances
features. '

Banes
Boons

The barbarian can take a lot of punishment with his d
hit die, the best of all the warriors. Through 20 levels,
barbarian gains 20 more hit points than the fighter a
paladin and 40 hit points over the ranger and monk.

ability to rage provides more hit points, better attac@a
and greater Will saves. As the barbarian advances, he o

gge barbarian has some serious drawbacks when

ing, meaning he is more likely to take damage
ther class choice. Last, though rage is his bi

{ioh of skills and good skill points, a great alternative to
brute fighter for creating a dynamic character.
fﬁally, the barbarian’s proficiency with simple and mar-
| weapons, light and medium armors, and some shields

n the

com-

red to fighters. He has a limited selection of feats; he
cgn pursue only one or two feat trees with any effect.
-urthermore, his maneuverability relies on not wearing
avy armor. Hence, he has a lower AC, especially while

than
ggest

NUMBER CRUNCHING

There are many numerical tables in this book, full of statistics showing the expected number hits per round, with an rave
age and all that. Here’s how you do it and what it means.

This is the secret behind the math. Confusing, huh? Don’t worry too much. The tables are there to back up what we'reusl
giving you a comparison between the different classes or techniques. You can customize these tables to your own chara
ply using the attack bonus row that incorporates your own BAB and Strength/Dexterity modifier. You can also change thg
damage based on the weapon you wield. It's all here.

Take a close look at these charts when building your character. An extensive analysis helps to maximize your characér

Subtract attack bonus from AC. For example, AC 10 minus BAB +1 equals 9. This is the number needed to hit the A

One less than this number tells you the highest number you can roll and still miss. In this case, the number is 8.1Misis
value.

Divide the miss value by 20. The result is the miss percentage. In the above example, 8 divided by 20 equals 0.4 on

Subtract the result of the miss percentage from 1 or 100%. The result is your hit percentage. So, the hit percent&§&4s
This tells us you will hit 60% of the time with a BAB +1 against an AC 10, or you will have 0.6 hits per round on ave
find out the average hits over four rounds, simply multiply the hits per round by four. Thus, this character would his
over four rounds. Note: you always miss on a 1 and always hit on a twenty. The maximum number of hits per round i
the minimum number of hits is 0.05. These charts do not account for critical hits, because some DMs may not use th
modify them according to their own house rules.

For multiple attacks, figure each attack and BAB separately and add the results. For example, if the warrior has a B
and he fights against an AC 10 opponent, he should have the following hits per round.

10 minus 6 equals 4. 4 minus 1 equals 3 (miss value). 3 divided by 20 is 0.15 (miss chance). 1 minus 0.15 is 0.85 (H
10 minus 1 equals 9. 9 minus 1 equals 8 (miss value). 8 divided by 20 is 0.4 (miss chance). 1 minus 0.4 is 0.6 (hit ¢
0.85 plus 0.6 equals 1.45, which is the expected number of hits per round on average.

Multiply the hits per round by the average damage result, with modifiers. Average damage is as follows.

d2: 15 d4: 2.5 dé: 3.5
ds: 4.5 d10: 5.5 dl2: 6.5

So, if the warrior with the BAB +6/+1 wields a longsword, has no Strength modifier for damage, and fights an oppor
an AC 10, he should deal 6.525 points of damage per round. (1.45 [expected number of hits per round] times 4.5 [av

age].)
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asset, it is also his greatest daf-
ger. Why? Hit points gained by} TABLE 3-2: COMPARATIVE ATTACKS FOR BARBARIAN RAGE
the rage are not lost first ag
temporary hit points, meaning Level Attack Bonus Expected Hits (and Average Damage) Per Round vs. Target AC

- Rage Attack (Dmg Mod) 10 15 20 25
when your rage ends, your hif 4 +1 6(2.7) .35 (1.575) 1 (.45) .05 (.225)
point total falls by the same , +g (+2) g5(?2'5;2)5) -;15( 1(2;3-)925) -125((1637)5) 855 ((;;g))
amount it mcreased.. If a bar +4 (+2) 75 (4.875) 5 (3.25) 25 (5.85) 05 (.325)
barian was down to just a few 3 +3 7 (3.15) 45 (2.025) 2(.9) .05 (.225)

- +5 (+2) 8(5.2) 55 (3.575) 3 (1.95) .05 (.325)
h!t po_mts f"lt the end of the rage, 4 +4 75 (3.375) 5 (2.25) 25 (1.125) .05 (.225)
his hit points could fall below +6 (+2) 85 (5.525) 6(3.9) .35 (2.275) .1 (.65)

0, even lower than -10, result} 5 s S18i0) INCTE) S e )
I ' +7 (+2) .9 (5.85) 65 (4.225) 4 (2.6) 15 (.975)
ing in a bad case of death. 6 +6/+1 1.45 (6.525) .95 (4.05) 45 (2.025) 15 (.675)
+8/+3 (+2) 1.65 (10.725) 1.15 (7.475) 65 (4.225) .25 (1.625)
7 +7/+2 1.55 (6.975) 1.05 (4.725) 55 (2.475) 2(9)
Archetypes +9/+4 (+2) 1.7 (11.05) 1.25 (8.125) .75 (4.875) .3 (1.95)
8 +8/+3 1.65 (7.425) 1.15 (5.175) 65 (2.925) 25 (1.125)
+10/+5 (+2) 1.75 (11.375) 1.35 (8.775) 85 (5.525) 35 (2.275)
Of.the arch.etypes, severall argg +0/+4 1.7 (7.65) 1.25 (5.625) 75 (3.375) 3(1.35)
suitable with the barbarian 5 +1:B//+6 (+2) 1.8 (:tl.;) ; 1.435 ((%.4(1)25)) .985 ((22725)) .%5 ((6.175))
: 1 +10/+5 1.75 (7.875 1.35 (6.075 85 (3.825 35 (1.575
C|aS.S. Cavalry is not a bag +121+7 (+2) 1.85 (12.025) 1.55 (10.075) 1.05 (6.825) 55 (3.575)
choice; the barbarian hasg 11 +11/+6/+1 2.4 (10.8) 1.8 (8.1) 1.05 (4.725) 5 (2.25)
access to Handle Animal and +14/+9/+4 (+3) 2.65 (19.875) 2.2 (16.5) 1.5 (11.25) 8(6)

. . 12 +12/+7/+2 2.5 (11.25) 1.95 (8.775) 1.2 (5.4) 6(2.7)
Ride. As gu_errlll.as, they are +15/+10/+5 (+3) 2.7 (20.25) 2.3 (17.25) 1.65 (12.375) 9 (6.75)
great at getting in and out of 13 +13/+8/+3 2.6 (11.7) 2.1(9.45) 1.35 (6.075) .7 (3.15)

. X +16/+11/+6 (+3) 2.75 (20.625) 2.4 (18) 1.8 (13.5) 1.05 (7.875)

tOUQh spots to wipe out theif ;, +14/+9/+4 2.65 (11.925) 2.2 (9.9) 1.5 (6.75) 8(3.6)
particular foe, but when rag- +17//+1%//+7 (+3) 3.8 Ez;) | 2253 ((1%25)) 1.9655 ((164%5) 152( (935)
; : 15 +15/+10/+5 7(12.15 3(10.35 1.65 (6. 9 (4.
Ing, thel.r defenses are rather +18/+13/+8 (+3) 2.85 (21.375) 2.6 (19.5) 2.1 (15.75) 1.35 (10.125)
low. As light infantry, they are| 16 +16/+11/+6/+1 3.35 (15.075) 2.75 (12.375) 1.9 (8.55) 1.1 (4.95)
skilled being mobile. fast. and +19/+14/+9/+4 (+3) 3.6 (27) 3.15 (23.625) 2.45 (18.375) 1.5(11.25)

- ! ' 17 +17/+12/+7/+2 3.45 (15.525) 2.9 (13.05) 2.1 (9.45) 1.25 (5.625)
destructive. +20/+15/+10/+5 (+3) 3.65 (27.375) 3.25 (24.375) 2.6 (19.5) 1.7 (12.75)

18 +18/+13/+8/+3 3.55 (15.975) 3.05 (13.725) 2.3 (10.35) 1.4 (6.3)

On the other hand, the barbar- +21/+16/+11/+6 (+3) 3.7 (27.75) 3.35 (25.125) 2.75 (20.625) 1.9 (14.25)
: 1 19 +10/+14/+9/+4 3.6 (16.2) 3.15 (14.175) 2.45 (11.025) 15 (6.75)
lan lacks the necessary versa +221+17/+12/47 (+3) 3.75 (28.125) 3.45 (25.875) 2.9 (21.75) 2.1 (15.75)
tility to be an effective skir-| 20 +20/+15/+10/+5 3.65 (16.425) 3.25 (14.625) 2.6 (11.7) 1.7 (7.65)
misher. Moreover, though they +24/+19/+14/+9 (+4) 3.8 (32.3) 3.6 (30.6) 3.15 (26.775) 2.45 (20.852)

have higher Dexterity scores,

the archer archetype offers little to the barbarian, as thibile raging because it does not require a command

class’s strengths rest on melee potential. The barbariawi®d or a spell trigger to function. When the combat is

armor restrictions prevent him from pursuing the heawyer, your temporary hit points vanish. If you've fol-

infantry archetype with success. lowed this advice, you should never fall victim to those
vanishing extra hit points.

Breaking the Game

Despite all the drawbacks, a barbarian’s rage can be a
. .powerful ally in combat. Table 3-2 assumes the barbarian
There gea couple of things to remember when play'ﬁges a battleaxe (scoring an average damage of 4.5) with-
a b,a rbarlgn charactgr. You hav'e a crummy A,C’ agit a Strength modifier. The table compares to the same
youte going to get hit a lot. Wh"e CRelE! h.'t die an arbarian raging. From the table, we can see there is no
oLy E}b"'ty to rage soak 'up a fair amount of this damagseo"d reason not to rage. At lower levels, the key benefit is
e r.e not carefyl you'll fall down. What fOIIO,WS, ar€ ot the additional number of times more the character is
somestips on making sure your barbarian maximizes ré')%pected to hit; rather, it is the damage dealt. On average,

class features to create the best barbarian you can. your barbarian is going to deal twice the damage while

Rage: Here’s the big one. When you rage, don't marf@ging. In fact, there is never a huge advantage to attack
your new hit point total anywhere on your charactéflls when raging, but there is a clear benefit to damage.

sheet. If your DM'is finicky, write it on a¥pos ngls ow compare the barbarian to the fighter, as shown on

stuck to ’the sheet, e}nd when hg’s not Iool'<ing, pee;l it Table 3-1. At 4th level, a raging barbarian against an
You don't want to die, and seeing the adjusted hit pog{;éu

| delud | . hinking thev h ponent with an AC 20 can expect to hit 1.4 times over
total deludes many players into thinking they have mofe - ,nds and deal about 9.1 points of damage. (This is

HigiLthey have, resulting in dropping or outright dylnQalculated by multiplying the expected hits and average
EEERLhe rage ends. damage on Table 3-2 by four, for four rounds.) The fight-

Whenever your increased hit point total falls to betwe# Of the same level and capabilities with Weapon Focus
0 to 6 hit points, run to a cleric and beg for healing, ragnd Weapon Specialization should hit 1.2 times over four
ing or not. Failing that, drink a potion — you can do thi®unds and deal 7.8 points of damage. The disparity
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between these two totals grows wider at higher levels. At
12th level, the same barbarian hits 6.6 times and deals
49.5 points of damage. The fighter at the same level W‘\W

all the feats in the Weapon Focus tree hits 6 times an nks are all about getting away fromiSiEERINEREIEIE

deals 51 points of damage. Granted, the fighter degysmdmg the h|t_s before they fall. Thgy hgve GNERUME
es, along with bonus feats, evasion, improved eva-

X ) . Sav
slightly more damage, but the barbarian maintains ab%%n, AC bonus and Wisdom bonus to AG, and so many

the sane d‘?‘mage without spending the four fean o ﬂﬁ%er things it makes the head spin. Monks are virtually
there. Looking at the 20th-level characters against the . .
ouchable unless played foolishly. Their unarmed

same AC, the barbarian hits 12.6 times and deals 10¢ . . . f
points of damage. The fighter, on the other hand, hﬂgaCkS are effective against damagg reduct!o_n W'th.
11.6 times and deals 98.6 points of damage. What dcr)ggsnarkable AT they advance, eiiphaSIEgEEIE
this tell us? If you consider the barbarian’s class featurasco0me martial qUEIEESS

and additional skill points, and its raw combat potential,

the fighter, who “runs out” of feats to take, pales in com- Banes

parison.

Boons

Monks have substandard hit points for warriors. At first

level, they'd be lucky to take two swings from a

MOl’lk longsword and walk away. In addition, monks have a ter-

rible selection of weapon proficiencies, none having a

The monk is a weird one. While it's the sole class in thesitical threat range beyond 20 or a multiplier greater
group with an average BAB, it has tons of special abiffan x2. As their weaponry lacks the punch of more tra-
ties. The monk is the hardest to play because monks r@ional weapons, monks have to hit more in a round to
on all of the special attack techniques in the Comiggal the same damage as a fighter, placing them in
chapter in the PHB. Players have to be familiar with tf@rm’s way more than not. Their base attack bonus is the
rules that all of their special abilities require. same as a cleric’s and unless they use flurry of blows
they are less likely to hit the better-protected opponents.

Archetypes
TABLE 3-3: NO FLURRY/FLURRY ATTACK COMPARISON _
Of the archetypes, the guerrilla
Level Base Attack Bonus Expected Hits (and Average Damage) Per Round Vs. Target AC and light infantry are the best
Flurry Attack Bonus (Dmg) 10 15 20 25 i
1 +0 55 (1.925) 3 (1.05) .05 (0.175) .05 (0.175) choices for these classes. The
-2/-2 (1d6) 9 (3.15) 4 (L4) 1(.35) 1(:35) monk can move around the bat-
4 2 +1 6(2.1) 35 (1.225) 2(7) 05 (0.175) tlefield, using terrain to her
-1/-1 (1d6) 1(3.5) 5 (1.75) 1 (.35) 1 (:35) dvant I th hil -
3 +2 65 (2.275) 4 (1.4) 15 (0.525) 05 (0.175) | advantage, all the while wiping
+0/+0 (1d6) 1.1 (3.85) .6 (2.1) .1(.35) .1(.35) out the major opponents behind
4 +3 7 (3.15) 45 (2.025) 2(9) .05 (0.225) - ; -
+1/+1 (1d8) 1.2 (5.4) 7(3.15) 2(9) 1 (45) enemy lines. Their versatile
5 +3 7 (3.15) .45 (2.025) 2(9) .05 (0.225) nature makes the skirmisher a
+2/+2 (1d8) 1.3 (5.85) 8(3.6) 3(1.35) 1 (.45) ;
6 + 75 (3.375) 5 (2.25) 25 (1.125) .05 (0.225) fa\éorart]) le gh?ﬁ:ce ?S r’e”' On the
+3/+3 (1d8) 1.4 (6.3) 9 (4.05) 4 (1.8) 1 (.45) other hand, they lack any appre-
7 +5 8 (3.6) 55 (2.475) 3 (1.35) 05(0.225) | ciable skill with horses. They're
+4/+4 (1d8) 1.5 (6.75) 1(4.5) 5 (2.25) 1 (.45) tuck with B thout
8 +6/+1 1.45 (7.975) 9 (4.95) 55 (3.025) 15 (0.825) | SWUCK WIth Crossbows, so withou
+5/+5/+0 (1d10) 2.15 (11.825) 1.4 (7.7) .65 (3.575) 15(0.825) dumping a feat into Rapid
9 +6/+1 1.45 (7.975) 9 (4.95) 55 (3.025) 15 (0.825) .
+6/+6/+1 (1d10) 2.3 (12.65) 1.5 (8.25) 9 (4.95) 25 (1.375) Reload, they function as average
10 +71+2 1.55 (8.525) 1.05 (5.775) 55 (3.025) 2(11) archers. Don't even think about
+7/+7/+2 (1d10) 2.45 (13.475) 1.7 (9.35) .95 (5.225) 35 (1.925) ;
11 +8/+3 1.65 (9.075) 1.15 (6.325) 85 (4.675) 25 (1.375) makmg your monk heavy
+8/+8/+8/+3 (1d10) 3.55 (19.525) 2.55 (14.025) 2.15 (11.825) 65 (3575] infantry.
12 +9/+4 1.7 (11.9) 1.25 (8.75) 75 (5.25) 3(21)
+0/+9/+9/+4 (206) 3.6 (25.2) 2.75 (19.25) 1.75 (12.25) 8 (5.6) .
13 +9/+4 1.7 (11.9) 1.25 (8.75) .75 (5.25) 3(2.1) Breakmg the Game
+0/+9/+9/+4 (2016) 3.6 (25.2) 2.75 (19.25) 1.75 (12.25) 8 (5.6)
14 +10/+5 1.75 (12.25) 1.35 (9.45) 85 (5.95) 35 (2.45)
+10/+10/+10/+5 (2d6) 3.65 (25.55) 2.95 (20.65) 1.95 (13.65) 95 (6.65| Monks have many class features,
15 +11/+6/+1 2.4 (16.8) 1.75 (12.25) 1.15 (8.05) 5(3.5) making it sometimes hard to
+11/+11/+11/+6/+1 (2d6) 4.3 (30.1) 3.45 (24.15) 2.4 (16.8) 1.2 (8.4) 2
16 1247142 2.5 (22.5) 1.95 (17.55) 1.2 (10.8) 6(5.4) keep them all stralght: However,
| +12/+12/+12/+7/+2 (2d8) 4.4 (39.6) 3.75 (33.75) 2.5 (22.5) 1426)| over half of the abilities are
17 +12/47/+2 2.5 (22.5) 1.95 (17.55) 1.2 (10.8) 6 (5.4) - ;
+12/+12/+12/+7/+2 (2d8) 4.4 (39.6) 3.75 (33.75) 2.5 (22.5) 1.4 (12.6) defenswe p natur(?, like Slow
18 +13/+8/+3 2.6 (23.4) 2.1 (18.9) 1.55 (13.95) 7(6.3) Fall, Still Mind, Purity of Body
+13/+13/+13/+8/+3 (2d8) 4.5 (40.5) 4(36) 2.95 (26.55) 16(144) | and so on. All of the defensive
19 +14/+9/+4 2.65 (23.85) 2.2 (19.8) 1.6 (14.4) 8(7.2) X
+14/+14/+14/+9/+4 (2d8)  4.55 (40.95) 4.1 (36.9) 3.1 (27.9) 18 (162 | features help the monk to avoid
20 +15/+10/+5 2.7 (29.7) 2.3(25.3) 1.65 (18.15) 9(8.1) attacks, a central idea behind this
+15/+15/+15/+10/+5 (2d10) 4.6 (50.6) 4.2 (46.2) 3.25 (35.75) 2 (22) class
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Bonus Feats:At various levels, the monk gains a bonusorcerers, and creatures like aberrations. You can use this
feat. The bonus feats end after 6th level, so it's importaatiility once per week, so make certain of your target
to choose the right one. If your monk is the warrior in tHeefore using it. Also, don’t be dramatic about it — nail the
party, you have to be offensive minded. Choose feats lilegget with the effects of the palm as soon as it is advan-
Stunning Fist, Combat Reflexes, and Improved Trip. Ftageous. Your job is to kill bad guys, not screw around
a defensive strategy, where the monk is a second warrard let the bad guys cast more spells or get in more
build Improved Grapple, Deflect Arrows, and Improvedttacks.

Disarm. These feats give you the tools to avoid attacks

and render opponents impotent. Don’t worry about feats .

you elect not to take, because you can pick them up later Paladln

with your standard feats. h ‘ _
The paladin fights just as well as a fighter; he has spells,

Flurry of Blows: Flurry of blows is the strongest featurey |oyal steed, and a ton of immunities; and he functions
of the monk class. Some folks believe the penalties {5 a great supporting member of any party. There is just
flurry of blows at earlier levels prevent you from hittingone small problem with all of this, though. He’s primari-
monsters with high ACs. That's a load of crap. Tm a supporting party member. He’s not going to be the
penalties apply a 10% lower likelihood of hitting a targ@fest choice for the only warrior in your party, as he

per attack. Most monsters have AC tied to CRyaces a greater burden on the rogues and clerics to pick
Therefore, if you're first level, you should not see mugip his slack.

more than an AC 14 or 15, meaning if you elect not to
use flurry of blows, over four rounds you should hit 1.2 Boons
times dealing 4.2 damage, if of course you don't have a

Strength modifier as Table 3-3 assumes. If you had ugefadins shine the most when fighting evil. Their ability
flurry of blows, you would hit 1.6 times for 5.6 points ofg smite evil allows them to deal an impressive amount
damage. Weird, huh? You're less likely to hit per roll, b gamage with those attacks. Considering most of what
you receive two rolls to hit, thereby improving yougoy should be fighting is evil in the first place, use smite
chances with more opportunities to strike. evil as much as possible. Paladins can stand longer than
What's sick is when you compare the monk to the ﬁghg_th_er fighters can because they can heal themsel\_/es and
er. Now, most people assume the fighter is the big guy B’ allies. Pgladm_s never ha\_/e to worry a_bout dlsea_se
the block, with all of those feats and weapons, but 5 undead. If its evil, the paladin can sense it, destroy it,
table proves that one false by a long shot. Take the 1hat least drive it away. If the party is short a cleric, the
level fighter with all four feats. Over four rounds, an§@ladin is the next best thing to have.

against a monster with an AC 25, he should hit 3.2 times

dealing 27.2 points of damage. The monk, of the same Banes

level, same stats and against the same foe, should hit 3.2

times dealing 22.4 points of damage, and without all fofier all their spell-like and supernatural abilities, paladins
of those feats, too. In fact, the monk surpasses the figck any sense of raw combat potential. Paladins need to

er at higher levels, hitting as often and inflicting morBave high Charisma scores, so many paladins sacrifice
damage. Dexterity for Charisma, forcing them to wear heavier

armor. Heavy armor slows their speed, makes them
As you advance, the need for manufactured weapismsy, and is not as efficient as the lighter armors
starts to fade. Monks by 4th level are able to deal dapangers and barbarians enjoy. Paladins also have specific
age equal to any manufactured weapon. Some playghfities, useable against evil or undead opponents. Last,
spend their hard-earned gold on buying enchantggile removing disease is a useful ability at low levels,
weapons for their monk characters. A much wiser invegtreases to be interesting at 18th level when the cleric of
ment is by putting your coin towards items boosting yolgual level can remove disease the same amount of times
stats and AC, which boosts your flghtlng abilities faés the pa|adin’ but per day instead of per week. The
more than a2 quarterstaffcould ever do. biggest problem with these characters is that the spells

Abundant Step: This ability has several combat useé.hey Canggash along with smite evil, allow them to com-
You could use it to get away from a nasty opponent, ngte v_wth other chare_tcters, but only for short durations,
beat a hasty retreat to avoid a spell, or to escape with rtﬁl@rdlng usefulness in a protracted combat.

holy symbol that you snatched from the cleric on the pre-

vious round. Avoid using this ability to cover distances Archetypes

you could cover through your normal speed. At 12th- .
level, a Medium-sized monk should be able to cover 14§/© archetypes lend themselves to paladins. They are

feet as a double move action, farther than he can see f#%@lry and heavy infantry. Paladins rarely have the
dungeon. Save this ability for when you need it. De?qenty to puII off being a decent archer (also note that
smiting requires a melee attack), and lack the speed to be

Quivering Palm: Reserve quivering palm against powgood guerrillas or light infantry. Don’t use them as skir-
erful foes having low Fortitude saves, such as wizardsjshers; they are far too specialized.
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Breaking the Game

If you have your heart set on being a paladin, you've got
your work cut out for you.

Smite Evil: Don't waste your smite evil attack; it's the
only powerful offensive ability you have. If you're not
certain about an opponent’s alignment, take a 5-foot s
and detect evil. This may seem like a wasted action,

it ensures you never use this ability against ineligible tar-
gets. Some players like to stack Power Attack with smite
evil. Unless you're certain you can hit the bad guy, this
is the best way to waste your smite evil attempt.

Spells: One way to make your paladin shine is with

L) e

Prayer: If things look ugly for your party, a well-placed

prayer can save the day. It gives all of your allies a
bonus to hit, weapon damage, saves, and skill
checks, while penalizing your foes. But don't rely

too heavily on this spell, because by the time you're
in the middle of combat, you're not going to be in a

position to start tossing spells around.

tiSJ%pel Evil: Used defensivelyispel evilis a high-level

paladin’s dream come true. However, it has a short
duration, so it's best used for short-term situations.
Don’t count on using this spell to send an evil extra-
planar creature home; they are just about guaranteed
to save against its effects when you cast it.

smart use of your spells. The problem with divine spefii®!y Sword:Paladins of 14th-level or higher can make

is they require a lot of time to set up. The other problem
is paladins don't have a lot of spells to choose from.
Here’s a tour through some of the most popular spells
paladins use.

Bless WeaporPaladins fight evil, so this spell is good to
have handy for several reasons. First, it aligns the
weapon so it bypasses damage reduction/good. It can
strike incorporeal creatures, and can strike evil crea-
tures with damage reduction/magic. Furthermore, it
confirms all critical hits against evil opponents,
though it does not help with keen or vorpal weapons.

Divine Favor: This spell is not as cool as it appears.
Divine favorlasts for 1 minute regardless of level. If

you're going to use this spell, make sure you save fl

until the first round of combat. Now recall that the

use of this spell. A 14th-level paladin at standard
wealth levels should have 140,000 gp.haly
avengerhas a market price of 120,630 gp. While
your paladin probably does not have this weapon
yet, he should be doing everything in his power to
get oneHoly swordis a good way to fill in until you
get you hands onleoly avengerBut compared to a
holy avengerthis spell sucks. You need to get the
real thing as soon as you can. Go on quests, kiss
your temple’s rear-end, beg your god for a favor, do
whatever you have to do! Don't rely on this spell as
a poor guy’s avenger, because it lasts only 1 round
per level!

nal Notes on The Paladin’s Spells

paladin’s caster level equals one-half his paladlhYu Plan on casting spells before you enter combat,
levels. Note the bonuses a paladin gains by casti%lﬁj"ays cast the spells with durations in minutes. Cast

spells with durations in rounds while in combat, based on

this spell based on her actual level: > ) ) )
the situation as it unfolds. In a standard combat, avoid

Paladin Level Bonus casting multiple spells; you’re going to need them in
4-6 +1 other fights. Don't try to be the cleric. Let the cleric do
7-12 +2 his job and you do yours, which is to kill as many bad
13-18 +3 guys as you can.

19+ +4

Protection from EvilAs one of the most well-used spells Rang er
in the game, any discussion of this spell has great

benefits. The +2 deflection bonus can keep the pghat was once the worst class in the game is now the
adin alive, and the extra save bonuses buttress Big; oyt of all the warriors. Rangers get spells, two good
already solid saving throws. Finally, because thigy es honus feats, and animal companions, all while
’ spell prevents possession, it's ideal to use Whelaining their speed and kicking the crap out of anything

fighting undead. The spell's duration is measured {fey meet. Forget 3.0, the new ranger is here, and he’s a

minutes, so cast it first, before other spells. terror. If you want to be the best archer on the block or

Buff Spells: Bear’s endurance, bull's strengtiind the two-weapon monster, this is the class for you.

eagle’s splendofwhat we call “buff spells”) are all
spells you should cast whenever possible. Providing
a flat +4 bonus to any of these stats can save your
paladin from a premature demise. In fact, if yoRangers fight as well as fighters, and better when they
have a feat and XP to burn, pick up Brew Potion antse two weapons. They get a feat tree free, allowing
manufacture these spells as potions. Using thdébem to spend their normal feats in other areas. The addi-
spells helps to level the playing field between yolion of the animal companion gives them an extra attack
and other warriors, providing you with an extrger round as well as the ability to improve the animal
advantage you need. through training. Two good saving throws and a slew of

Boons

o
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skill points and favored enemies make this class hardindividually after 9th level, so you shouldn’t select ani-
turn down. mal as a favored enemy beyond 10th level, unless your
evil ranger plans on taking a romp through a zoo.

Banes Combat Styles:This class feature defines the ranger. It

Rangers lack proficiency in medium armor, so they nega@s RS AR IERIEYINg o mechtieipleledy

a high Dexterity to boost their AC. Furthermore, thelS/ISIteS' allows multiple attacks in a round, and lets the
. ; ' -ranger deal tons of damage each round. Both styles —
need high stats to do well overall, with all six stats bei

\g/o-weapon combat and archery — are great and with the

mportant. Rangers have ‘G iNONS S meanic?ﬁht tools, making the ranger exceptional. One thing to
they average 2Quit points'less ENICINIENEEES éonsider, though, is that to gain the benefits of a magic

level. weapon with Rapid Shot, you need one magic weapon;
the bow confers the magic onto its ammunition. With
Two-Weapon Fighting, however, you need two magic

Archetypes

heavy infantry. They are excellent archers,
light infantry and guerrillas, and even perform well ag, fighting with two weapons. The result is the two-

cavalry. The ranger class is one of the best of all the w;

Wéapon ranger deals less dam-

riors and you should consider it as your choice for a%e in a round than with the

adventuring party. archer with a bow. Given howj

rangers can use their bows i
close combat by taking a 5;

foot step back, either option ig
It can't be stressed enough: rangers are tough. All of thgisple. However, as the range

Breaking the Game

X
Type

Aberration
.

abilities make them deadly combatants in any circurggyances with the two-weapom Animal

stances. There are a few points requiring highlighting ¢§8mpat style he gains morg
ensure your ranger can excel where others merely getqiyacks per round in melee

Favored Enemies This ability looks great, but sucks if®alancing the two paths.

you make a bad choice at earlier levels. There is N0 r§@e pest way to exploit the
son a ranger should ever take dragon as his favoggghpat styles is to select on
enemy at first level; the only CR 1 dragon in the gamedg,q puild the other through
a pseudodragon. While humanoids are tough, beca%gr standard array of feats
they gain class levels, you should never let their scag, example, if you choose th
dictate your choice of favored enemy because afchery style, take Two-
humanoid with class levels, at higher levels, is going Weapon Fighting, Improved
be a rare thing, an important villain or something a'°”ﬁ/vo-Weapon Fighting and the
those lines. Remember, the objective for your warrior jigst with your normal seven
to hit often and hard. Overspecialization into one MoRsats. This way, you play to
ster type tells the DM not to use the monster. You W%ur character’s strengths.

to pick monsters your DM is likely to use and use fre-

quently throughout your character’s career. Creaturé§e pages 94-95 for a statist
comprised of broad groupings are wise choices, suchc@ analysis of two-weapon
Outsider (evil), Undead, Monstrous Humanoid, arfighting.

Aberration. If you must choose a humanoid, stick WitgpeIIS' Spells are far less
the basics, like Humanoid (goblinoid). Above all, Sta?fnportént to rangers than tg
away from weird stuff like Outsider (any other subtyp aladins. If your ranger lost all
besides evil), Elementals, or Plants. You're not going 9 his sp.ells he would remain
encounter these creatures much, and a spellcaster oy ' Think of

neutralize the threat easier than you can viable ‘warrior.
y ' ranger spells as a second hel

When selecting your favored enemy, choose it basedifg of usefulness. When
CR range. Table 3-4 shows a list of monster types agelecting your spell arsenal
their standard CR ranges. Giants are an acceptable pfus on things enhancing
anywhere from 3rd to 17th level (or at 5th, 10th, or 154pur strengths. Such spells
level). They function as good in-between monsters, aiit¢lude longstrider, jump,

you are prone to face a few giants in your career. You &8ist energyandmagic fang

not likely to be fighting giants other than an ogre or twall excellent choices. Better
before 5th level, so don’t waste this class ability befoféill, you get access to buff
then. Likewise, animals cease being much of a thré&@ells like bear's endurance

. Construct
Dragon
Elemental

Fey
Giant

Humanoid (all)
Magical Beast
Monstrous Humanoid
Ooze

_Outsider (Air)
Outsider (Chaotic)
Outsider (Earth)
Outsider (Evil)
Outsider (Fire)
Outsider (Good)

)_Outsider (Lawful)
Outsider (Native)
Outsider (Water)
Plant

Undead

Vermin

Table 3-4: CRs

CR Range
2-17
1/10-9
1/2-16
1-26
1-11
1-7
3-17
1/4+
1/2-20

1-11
3-11
3-8

1/3-18
1/8-12
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andowl’s wisdom great spells to keep you on your feet and to make what few offensive spells you do have nast)

There are no bad ranger spells; each helps you in many important ways. Consider your character’s strengths, and
the spells to shore up your weaknesses.

Multiclassing Warriors

There are two major schools of thought on character classes. The first holds the character class helps define the ¢
acter. A paladin acts as he does by dint of his class selection. Likewise, a ranger is woodsy, a barbarian angry, ar
monk philosophical, all because of the nature of the classes. Multiclassed characters are slow to get the better cl
features, in some cases prevented from ever getting them. Therefore, excessive multiclassing, or even multiclass

¥ at all, creates a kind of schizophrenia for characters, blurring their focus and thereby their usefulness to a party.

The other school of thought says each class is like an a la
carte menu. Take a little from the fighter, a taste of the
WEBSTER' S DICTION OoF MONSTE ss KICKING barbarian, per.haps a little ranger and rogue, and thgn pur-

TER T ARY OF TER A sue the paladin class for kicks. The more you multiclass,
Dead Level(ded lev'uhl) Any level attained not conferring a feat, apil € More options at hand, the more versatile your charac-
ity increase, or class feature, essentially sucking. ter, and the better odds for your survival.

Gravy Level (gray'vee lev'uhl) The class levels featuring a feat an@Oth views are right and wrong. Sticking with one char-

increases to all three saves, that is 6th, 12th, and 18th level. The jlicR&Er class helps define your function and parameters in

class level is 12th, where the character gains in all three saving tHroff} 9roup. You are also stuck, not as versatile, and in

gains a feat, and gains an ability score increase. some cases ineffective agam;t cert.aln foes. Multlclassgd
characters can adapt to their environments, and retain

- some usefulness regardless of the opponent, but are never
as good as a character advancing in just one class.

Skilled Multiclassing (skil’d muhl-tee clas-eng) Maximizing gravy le
els while minimizing dead levels.

Killer Multiclassed Archetypes

The beauty of archetypes is you don’t have to multiclass to build them. You could create an archer with just the figh
er class, or a light infantry character with the monk. However, you may want to tinker with your class choices to spe
4 cialize. You may also want to monkey around with blending archetypes such as a mounted archer character, or a gt

rilla who is good
at filling many
TABLE 3-5: THE FIGHTER roles like a skir-
misher. Some-
Class _ Avg. _ times you can
Level Levels Attack Fort  Ref Will  Hp Gains get this level of
1 Ftr1  +1 +2 +0 +0 10 Feat, fighter bonus feat diversification
2 Ftr2 +2 +3 +0 +0 15 Fighter bonus feat by changing the
3 Ftr 3 +3 +3 +1 +1 21 Feat base class, or
4 Ftr4 +4 +4 +1 +1 26 Fighter bonus feat, ability increase widening your
5 Fir5 +5 +4 +1 +1 32 = focus on feats.
6 Ftr6  +6/+1 +5 +2 +2 37 Feat, fighter bonus feat Then again, you
7 Ftr 7. +7(+2 +5 +2 +2 43 - may want to pick
’ 8 Ftr8 +8/+3 +6 +2 +2 48 Fighter bonus feat, ability increase up a few levels
9 Ftr9  +9/+4 +6 +3 +3 54 Feat in another class,
10 Ftr 10 +10/+5 +7 +3 +3 59 Fighter bonus feat to complement
11 Ftr 11 +11/+6/+1 +7 +3 +3 65 = the thematic idea
12 Ftr 12 +12/+7/+2 +8 +4 +4 70 Feat, fighter bonus feat, ability incre¢asgsping your
13 Ftr 13 +13/+8/+3 +8 +4 +4 76 - character.
14 Ftr 14 +14/+9/+4 +9 +4 +4 81 Fighter bonus feat
‘ 15 Ftr 15 +15/+10/+5 +9 +5 +5 87 Feat This section
16 Ftr 16 +16/+11/+6/+1 +10  +5 +5 92 Fighter bonus feat, ability increase| details what ele-
17 Ftr 17 +17/+12/+7/+2 +10 +5 +5 98 - ments you
18 Ftr 18 +18/+13/+8/+3 +11  +6 +6 103 Feat, fighter bonus feat should focus on
19 Ftr 19 +19/+14/+9/+4 +11 +6 +6 109 - when multiclass-
20 Ftr 20 +20/+15/+10/+5 +12  +6 +6 114 Fighter bonus feat, ability increase| ing a character to
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work with an archetype. In addition, there is an example progression for multiclassed characters under each heading.
All of these combos assume the character is human to maximize the effects of multiclassing. We're here to show you
the best combos, right? So, if you're playing a dwarf, and you want to multiclass as one of the example multiclass-

es, you're going to have to tweak it a bit. Table 3-5 shows the fighter, for comparison. Notice that the fighter has six
dead levels.

Multiclassed Archer

The archer is the easiest of the archetypes to make. The ranger class gives you all the tools you need to be a power-
ful presence on the battlefield. Furthermore, the fighter class, by itself, gives you all the feats you could need to be
the consummate archer and more. With the right ingredients, you can make an archer capable of kicking the crap out

of the humdrum fighter any day. Start with the ranger, add a taste of fighter, and a pinch of rogue, and your archer
cheesecake is ready to eat.

What you get: With the fighter bonus feats, you can gain Dodge and Mobility early, letting you set up for Shot on
the Run. Your Fortitude and Reflex saves get a big boost. You only have one dead level, 17th. But by this level, noth-
ing is likely to mess with you. The rogue levels add an additional dimension to the character class, giving you
improved evasion, sneak attack for when you're hidden, and the ability to avoid booby traps designed to knock out
the rear ranks of the party. Where you miss some of the freebie feats a fighter normally gets, you pick up so many
additional abilities your character gains an edge in his versatility, letting him handle just about any situation.

What you lose:You give up a smidgen in the BAB department, your Will save progression is rancid, and you have
almost 20 total hit points less than the fighter.

Important Stuff: Make sure you build your archer progression quickly, but not overlapping the combat styles given
by the ranger class. So, build up the Shot on the Run tree first and fill in where you're missing in the Point Blank
Shot tree. With this combo, you're going to have a decent Wisdom, for the spells of course, but you may want to
invest in Iron Will to make up for your abysmal Will save. As for your animal companion, go with a large snake —
readymade poison! Oh, and you're going to have to play a human or a half-elf to pull this off.

Stat Placement:Str 14, Dex 15, Con 10, Int 12, Wis 13, Cha 8; Dex 16 (4th), Wis 14 (8th), Dex 17 (12th), Dex 18
(16th), Dex 19 (20th).

TABLE 3-6: MULTICLASSED ARCHER
Class Avg.
Level Levels Attack Fort Ref Will Hp Gains
1 Rgrl +1 +2 +2 +0 8 Favored enemy, feat, Track, wild
empathy

2 Rgr 2 +2 +3 +3 +0 12 Combat style

3 Rgr 2/Ftr 1 +3 +5 +3 +0 18 Feat, bonus fighter feat

4 Rgr 2/Ftr 2 +4 +6 +3 +0 23 Fighter bonus feat, ability increas¢

5 Rgr 3/Ftr 2 +5 +6 +3 +1 28 Endurance

6 Rgr 3/Ftr 2/Rog 1 +5 +6 +5 +1 32 Feat, sneak attack +1d6

7 Rgr 3/Ftr 2/Rog 2 +6/+1 +6 +6 +1 35 Evasion

8 Rgr 4/Ftr 2/Rog 2 +7/+2 +7 +7 +1 40 Animal companion, 1st-level spglls,

ability increase

9 Rgr 4/Ftr 2/Rog 3 +8/+3 +8 +7 +2 43 Feat, sneak attack +2d6, trap serjse +1
10 Rgr 5/Ftr 2/Rog 3 +9/+4 +8 +7 +2 48 Favored enemy

11 Rgr 6/Ftr 2/Rog 3 +10/+5 +9 +8 +3 54 Improved combat style

12 Rgr 7/Ftr 2/Rog 3 +11/+6/+1 +9 +8 +3 59 Feat, woodland stride, ability incfease
13 Rgr 8/Ftr 2/Rog 3 +12/+7/+2 +10 +9 +3 63 Swift tracker, 2nd-level spells

14 Rgr 9/Ftr 2/Rog 3 +13/+8/+3 +10 +9 +4 68 Improved evasion

15 Rgr 10/Ftr 2/Rog 3 +14/+9+4 +11 +10 +4 72 Favored enemy, feat

16 Rgr 11/Ftr 2/Rog 3 +15/+10/+5 +11 +10 +4 77 Combat style master, 3rd-level $pells,

ability increase

17 Rgr 12/Ftr 2/Rog 3 +16/+11/+6/+1 +12 +11 +5 81 -
18 Rgr 13/Ftr 2/Rog 3 +17/+12/+7/+2  +12 +11 +5 86 Camouflage, feat
19 Rgr 14/Ftr 2/Rog 3 +18/+13/+8/+3 +13 +12 +5 90 4th-level spells
20 Rgr 15/Ftr 2/Rog 3 +19/+14/+9/+4 +13 +12 +6 95 Favored enemy, ability increase
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Multiclassed Cavalry

Many view the cavalry archetype as a tank on a horse, the purview of the paladin, and ineffectual. However, as tf
book will show, mounted characters have some good advantages: increased speed, height advantage, and mor
the case of the paladin, the character gainpakemountThis steed improves as the paladin advances. Want to take

it a step further? Drop the paladin, but keep your alignment lawful good, and follow your code of conduct and al

that good stuff. Pick up some levels as fighter, then ranger, and watch the speeding ginsu machine tear his w
through the battlefield.

What you get: First, no dead levels; you get something every level. Your BAB stays where it needs to be: high. You
have a decent Reflex save and your Will save never suffers too bad. Now, you've kept your alignment all sparklin
clean to keep your paladin abilities, meaning you can still heal yourself (though not well), cast spells, turn undez
and a bunch of other things, including the massive Charisma boost to your saves. The fighter levels wind up givir
you four extra feats, while the ranger gives you the combat styles to win. With your special steed, you can zip an

where you need on the battlefield, and once there, chop up your foes, smiting too, before moving onto the next bur
of baddies.

What you lose:You suck at turning undead. You never get evasion. You're about 8 hit points behind fighters. Your
Will save improves in spurts, so you're liable to have long stretches of crummy resistance to mind-affecting spell
and effects. Again, you'll need to be a human or half-elf to do this one too.

Important Stuff: Start building your Mounted Combat tree immediately. Use the fighter feats to build Weapon Focus
and Specialization as soon as you get there. When you get to ranger, you have two choices: go the two-weapon fi
ing route, or become a mounted archer, which is also a viable choice. This is an effective combo, but is weakened
dungeon crawls, so having back-up tactics is necessary. You need a lot of good stats to do this combo well. If y
only have three good stats, go another route. Keep a lawful good alignment and stick with the code of conduct; do

lose your paladin abilities. If you're faced with losing your paladin status, you'd better go for blackguard or be pre:
pared for retirement.

Stat Placement:Str 14, Dex 13, Con 12, Int 8, Wis 10, Cha 15; Cha 16 (4th), Dex 14 (8th), Dex 15 (12th), Str 15
(16th), Dex 16 (20th).

TABLE 3-7: MULTICLASSED CAVALRY
Class Avg.

Level Levels Attack Fort Ref Will Hp Gains

il Pal 1 +1 +2 +0 +0 10 Aura of good, detect evil, feat, smite vil
1/day

2 Pal 2 +2 +3 +0 +0 15 Divine grace, lay on hands

3 Pal 3 +3 +3 +1 +1 21 Aura of courage, divine health, feat

4 Pal4 +4 +4 +1 +1 26 Turn undead, 1st-level spells, ability
increase

5 Pal 5 +5 +4 +1 +1 32 Smite evil 2/day, special mount

6 Pal 6 +6/+1 +5 +2 +2 37 Feat, remove disease 1l/week

7 Ex-Pal 6/Ftr 1 +7/+2 +7 +2 +2 43 Fighter bonus feat

8 Ex-Pal 6/Ftr 2 +8/+3 +8 +2 +2 48 Feat, ability increase

9 Ex-Pal 6/Ftr 2/Rgr 1 +9/+4 +10 +4 +2 53 Favored enemy, feat, Track, wild empathy

10 Ex-Pal 6/Ftr 2/Rgr 2 +10/+5 +11 +5 +2 57 Combat style

11 Ex-Pal 6/Ftr 2/Rgr 3 +11/+6/+1 +11 +5 +3 62 Endurance

12 Ex-Pal 6/Ftr 3/Rgr 3 +12/+7/+2 +11 +6 +4 67 Feat, ability increase

13 Ex-Pal 6/Ftr 4/Rgr 3 +13/+8/+3 +12 +6 +4 73 Fighter bonus feat

14 Ex-Pal 6/Ftr 4/Rgr 4 +14/+9/+4 +13 +7 +4 77 Animal qmamion, 1st-level rangdr
spells

15 Ex-Pal 6/Ftr 4/Rgr 5 +15/+10/+5 +13 +7 +4 82 Favored enemy, feat

16 Ex-Pal 6/Ftr 5/Rgr 5 +16/+11/+6/+1 +13 +7 +4 87 Ability increase

17 Ex-Pal 6/Ftr 6/Rgr 5 +17/+12/+7/+2 +14 +8 +5 93 Fighter bonus feat

18 Ex-Pal 6/Ftr 6/Rgr 6 +18/+13/+8/+3 +15 +9 +6 97 Feat, improved combat style

19 Ex-Pal 6/Ftr 6/Rgr 7 +19/+14/+9/+4 +15 +9 +6 102 Woodland stride

20 Ex-Pal 6/Ftr 6/Rgr 8 +20/+15/+10/+5 +16 +10 +6 106 Swift tracker 2nd-level ranger spells,
ability score increase
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Multiclassed Guerrilla

When designing a guerrilla, design the character with a particular opponent in mind, such as goblins, wizards,
demons, or whatever. The ranger epitomizes the guerrilla, because the class uses favored enemies to deal additional
damage, and skill bonuses against those foes. Adding classes to the guerrilla archetype is a good tactic. Additional
classes help to focus on defeating a particular foe. The below example blends the monk, barbarian and ranger to cre-
ate the quintessential, sneak-behind-enemy-lines, wreak havoc, get-the-hell-out-of-Dodge kind of guerrilla we all
love and hate. Note that unlike the paladin, monks retain their abilities even if their alignment changes.

What you get: With a strong monk foundation, this guerrilla provides a ton of mobility and defensive abilities, while
also getting all the flurry of blows attacks one could ever want. With great saves and cool class features this multi-
classed character can withstand just about anything he would face. One thing monks lack is ranged attacks. The
ranger levels allow the character to develop ranged combat skills for higher level play. On the other hand, how about
a monk that kicks ass with a quarterstaff? Double weapon, ranger combat techniques, mega-strength, high AC...
deadly. Finally, the barbarian levels are the coup de grace, so to speak. The rage-inflated Strength and Constitution
more than make up for the lost abilities monks gain at higher levels. Oh, and there aren’t any dead levels here either.

What you lose:By 20th level, this multiclassed character should average about 11 hit points less than a regular fight-
er. The favored enemy ability does not carry the extra effect it has in straight-classed rangers, and many of the monk’s
abilities rely on no armor to function. In addition, flurry of blows is only useful if you're using monk weapons. So,

when you pick up your barbarian levels, it's best to stick with the basics and stay with the low-damage-yielding monk
weaponry.

Important Stuff: This is another combo requiring a human or a half-elf. In this case, you want to play a human for

TABLE 3-8: MULTICLASSED GUERRILLA
Class Avg.

Level Levels Attack Flurry Fort Ref Wwill Hp Gains

1 Mnk 1 +0 -2/-2 +2 +2 +2 8 Bonus feat, flurry of
blows, unarmed strik¢
(1d6), feat

2 Mnk 2 +1 -1/-1 +3 +3 +3 12 Bonus feat, evasion

3 Mnk 3 +2 +0/+0 +3 +3 +3 17 Feat, still mind, Spd +1

4 Mnk 4 +3 +1/+1 +4 +4 +4 21 Ki strike (magic), slow fdll
(20 ft.), ability increase
unarmed strike (1d8)

5 Mnk 5 +3 +2/+2 +4 +4 +4 26 Purity of Body, AC +1

6 Mnk 6 +4 +3/+3 +5 +5 +5 30 Bonus feat, slow fall (30
ft.), Spd +20 ft.

7 Mnk 7 +5 +4/+4 +5 +5 +5 35 Wholeness of Body

8 Mnk 8 +6/+1 +5/+5/+0 +6 +6 +6 39 Slow fall (40 ft.), unarmed
strike  (1d10), ability|
increase

9 Mnk 9 +6/+1 +6/+6/+1 +6 +6 +6 44 Feat, improved evasion,
Spd +30 ft.

10 Mnk 10 +71+2 +7/+7/+2 +7 +7 +7 48 Ketrike (lawful), slow
fall (50 ft.), AC +2

11 Mnk 11 +8/+3 +8/+8/+8/+3 +7 +7 +7 53 Diamond body, greater
flurry

12 Ex-Mnk 11/Bbn 1 +9/+4 +9/+9/+9/+4 +9 +7 +7 59 Fast movement, feat, frage
1/day, ability increase

13 Ex-Mnk 11/Bbn 2 +10/+5 +10/+10/+10/+5 +10 +7 +7 66 Uncanny dodge

14 Ex-Mnk 11/Bbn 2/Rgr 1 +11/+6/+1 +11/+11/+11/+6/+1 +12 +9 +7 70 Favored enemy, Trach,
wild empathy

15 Ex-Mnk 11/Bbn 2/Rgr 2 +12/+7/+2 +12/+12/+12/+7/+2 +13 +10 +7 75 Combat style, feat

16 Ex-Mnk 11/Bbn 3/Rgr 2 +13/+8/+3 +13/+13/+13/+8/+3 +13 +11 +8 81 rapT sense +1, abilit
increase

17 Ex-Mnk 11/Bbn 3/Rgr 3  +14/+9/+4 +14/+14/+14/+9/+4 +13 +11 +9 86 Endurance

18 Ex-Mnk 11/Bbn 4/Rgr 3 +15/+10/+5 +15/+15/+15/+10/+5 +14 +11 +9 92 Feat, rage 2/day

19 Ex-Mnk 11/Bbn 4/Rgr 4  +16/+11/+6/+1 +16/+16/+16/+11/+6/+1 +15 +12 +9 97 Animal companion, 1st
level spells

20 Ex-Mnk 11/Bbn 5/Rgr 4  +17/+12/+7/+2 +17/+17/+17/+12/+7/+2 +15 +12 +9 103 Improved uncanny dodge
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the extra feat. Your feat selection should follow a monk’s normal selection (see above) and include fewer of th
ranger/barbarian feats. This guerrilla should operate safely, waiting for the right opportunity to strike. Also, start act
ing a bit chaotic around 11th-level to justify your alignment change at 12th-level.

Stat Placement:Str 12, Dex 14, Con 13, Int 10, Wis 15, Cha 8; Wis 16 (4th), Dex 15 (8th), Dex 16 (12th), Dex 17
(16th), Dex 18 (20th).

Multiclassed Heavy Infantry

Heavy infantry is the domain of the fighter, a warrior encased in steel who stands on the frontlines, hacking throuc
the front ranks of any who threaten them. While these characters are great fun to play, without the proper suppc
they can find themselves in the unfortunate predicament of having no hit points and no way to get away. This comi

addresses the problem by tossing in a few levels of cleric and paladin to complement the fighting abilities of th
fighter without compromising the role of the character.

What you gain: Aside from domains, granted powers, turning undead, 3rd-level spells, and paladin abilities througt
8th-level, you get to keep on fighting. Your Will save is better than most fighters, a good thing when facing enchan
ment spells. In addition, you gain three fighter bonus feats, giving you an extra feat tree. With the cleric spells ar
paladin abilities, you can keep fighting long after other front-line characters go down. And, no dead levels.

What you lose:You lose many feats with this multiclass combo. It's not so bad, because heavy infantry’s primary
role is to deal damage. By 20th level, you're behind the fighter in hit points by 5. Your Reflex save stinks, so you'l

have to watch out for traps. You're BAB is 2 points behind the fighter, but with all the buff spells and support mech
anisms, it's a small trade-off.

Important Stuff: You need many good stats to pull this combo off: Strength, Constitution, Wisdom, and Charisma.
Also, you'd better plan on playing a human, preferred, or a half-elf to do this, as paladin is not a favored class fc
any of the core races. This combo pretty much relegates your cleric levels as means to support your fighting abi
ties, so you're not going to be able to do much against the bad guys with spells considering your lower-than-norm
Wisdom. These characters are melee warriors. Don’t waste any time or effort on ranged attacks. Let your spec
mount carry you to the bad guys when you need to get somewhere quick.

Stat Placement:Str 15, Dex 8, Con 13, Int 10, Wis 12, Cha 14; Str 16 (4th), Wis 13 (8th), Con 14 (12th), Str 17
(16th), Str 18 (20th).

TABLE 3-9: MULTICLASSED HEAVY INFANTRY
Class Avg.
Level Levels Attack Fort Ref Will Hp Gains
1 Ftr 1 +1 +2 +0 +0 10 Feat, fighter bonus feat
2 Ftr 2 +2 +3 +0 +0 15 Fighter bonus feat
3 Ftr 2/CIr 1 +2 +5 +0 +2 20 Feat, 1st-level spells, turn undead
4 Ftr 2/Clr 2 +3 +6 +0 +3 24 Ability increase
5 Ftr 2/ClIr 3 +4 +6 +1 +3 29 2nd-level spells
6 Ftr 3/CIr 3 +5 +6 +2 +4 34 Feat
7 Ftr 4/Clr 3 +6/+1 +7 +2 +4 40 Fighter bonus feat
8 Ftr 4/Clr 4 +7/+2 +8 +2 +5 44 Ability increase
’ 9 Ftr 4/CIr 5 +7/+2 +8 +2 +5 50 Feat, 3rd-level spells
10 Ftr 4/Clr 5/Pal 1 +8/+3 +10 +2 +5 55 Aura of good, detect evil, smite evil I/day
11 Ftr 4/Clr 5/Pal 2 +9/+4 +11 +2 +5 61 Divine grace, lay on hands
12 Ftr 4/Clr 5/Pal 3 +10/+5 +11 +3 +6 66 Aura of courage, divine health, feat,|abil-
ity increase
13 Ftr 4/Clr 5/Pal 4 +11/+6/+1 +12 +3 +6 72 1st-level spells, turn undead
14 Ftr 4/Clr 5/Pal 5 +12/+7/+2 +12 +3 +6 77 Smite evil 2/day, special mount
‘ 15 Ftr 4/Clr 5/Pal 6 +13/+8/+3 +13 +4 +7 83 Feat, remove disease 1/week
16 Ftr 4/Clr 5/Pal 7 +14/+9/+4 +13 +4 +7 88 Ability increase
17 Ftr 4/Clr 5/Pal 8 +15/+10/+5 +14 +4 +7 94 2nd-level spells
18 Ftr 4/Clr 5/Pal 9 +16/+11/+6/+1 +14 +5 +8 99 Feat, remove disease 2/week
19 Ftr 4/Clr 5/Pal 10 +17/+12/+7/+2 +15 +5 +8 105 Smite evil 3/day
20 Ftr 4/Clr 5/Pal 11 +18/+13/+8/+3 +15 +5 +8 109 3rd-level spells, ability increase
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Multiclassed Light Infaniry

Light infantry characters need mobility, the ability to get in and out of ugly fights, and maneuverability to gain flanks.
Monks and barbarians make the best light infantry characters, but sometimes you just have a craving to be a little
more destructive. Start with the barbarian (12 hit points of course and decent skill points), then add the ranger, fight-

er, rogue, and you're a death-dealing horror, capable of wading through just about any fight, dodging most spells,
and with the hit points to back up your threats.

What you gain: With this combination, you don’t have any dead levels. You're fast, thanks to the barbarian levels,
and you can inflate Strength and Constitution by raging, while still being quick and good enough to avoid many of
the hits. You have a great Fortitude and Reflex save but 10 hit points less than the fighter by 20th level. Even though
you don’t have the feats of a regular fighter, you get enough other class features to replicate feats, or which are so

awesome in their own right you'll hardly miss the feats. Plus, you gain the ranger’s combat style at 3rd level. Throw
in some spells, and you're ready for anything.

What you lose:Your Will save is awful; stack on a feat like Iron Will to make up for the deficiency. You have to
wait until 19th level to pick-up Improved Two-Weapon Fighting, you'll never get combat mastery, and you're limit-

ed to one rage per day until 17th level. This combo exemplifies how the higher-level abilities can become unattain-
able.

Important Stuff: Use your rage sparingly, because

you're usually only going to have it for one combdt. MULTICLASSING AND ROGUES

Spend your feats on things enabling you to boost ypur

AC, like Combat Expertise, Dodge, and Mobility. | L Ask any player, and they're sure to tell you that the first level in
combat, take positions giving you flanks. Above all els dliclassed character should always be rogue. Yep, they're right...

use your speed and mobility to your advantage fighting‘e time. Afirst level rogue gets 32 skill points before stat modifie
the fights you can win, and getting away from those yDﬂacial modifiers, and with sneak attack, they’re pretty nasty. How
when you're making a watrrior, isn't it your job to Kill things, to stay|

fighting when all else fails? Yep. With 6 hit points, and a cleric’'s B
Stat Placement:Str 15, Dex 14, Con 13, Int 12, Wis 10, a first level rogue as a party’s sole warrior doesn’t do anyone any

L% you want the skills, go with ranger or barbarian. You'll be glad
(16th), Dex 16 (20th).

can't.

Cha 8; Str 16 (4th), Wis 11 (8th), Con 14 (12th), Dex

did when you don't have to roll up a new character.

a
m

TABLE 3-10: MUTLICLASSED LIGHT INFANTRY

Class Avg

Level Levels Attack Fort Ref Will Hp Gains

1 Bbn 1 +1 +2 +0 +0 12 Fast movement, feat, rage 1/day

2 Bbn 1/Rgr 1 +2 +4 +2 +0 16 Favored enemy, Track, wild empathy
3 Bbn 1/Rgr 2 +3 +5 +3 +0 21 Combat style, feat

4 Bbn 1/Rgr 2/Ftr 1 +4 +7 +3 +0 26 Bonus fighter feat, ability increase
5 Bbn 1/Rgr 2/Ftr 1/Rog 1 +4 +7 +5 +0 30 Sneak attack +1d6

6 Bbn 1/Rgr 2/Ftr 1/Rog 2 +5 +7 +6 +0 33 Evasion, feat

7 Bbn 2/Rgr 2/Ftr 1/Rog 2 +6/+1 +8 +6 +0 40 Uncanny dodge

8 Bbn 2/Rgr 2/Ftr 2/Rog 2 +7/+2 +9 +6 +0 45 Fighter bonus feat, ability increase
9 Bbn 2/Rgr 2/Ftr 2/Rog 3 +8/+3 +10 +6 +1 49 Feat, sneak attack +2d6, trap sense
10 Bbn 2/Rgr 3/Ftr 2/Rog 3 +9/+4 +10 +6 +2 53 Endurance

11 Bbn 2/Rgr 3/Ftr 2/Rog 4 +10/+5 +10 +7 +2 57 Improved uncanny dodge

12 Bbn 2/Rgr 3/Ftr 3/Rog 4 +11/+6/+1 +10 +8 +3 62 Feat, ability increase

13 Bbn 2/Rgr 4/Ftr 3/Rog 4 +12/+7/+2 +11 +9 +3 67 Animal companion, 1st-level spells
14 Bbn 2/Rgr 5/Ftr 3/Rog 4 +13/+8/+3 +11 +9 +3 71 Improved combat style

15 Bbn 3/Rgr 5/Ftr 3/Rog 4 +14/+9/+4 +11 +10 +4 78 Feat, Trap sense +1

16 Bbn 3/Rgr 5/Ftr 4/Rog 4 +15/+10/+5 +12 +10 +4 83 Fighter bonus feat, ability increase
17 Bbn 4/Rgr 5/Ftr 4/Rog 4 +16/+11/+6/+1 +13 +10 +4 90 Rage 2/day
18 Bbn 4/Rgr 5/Ftr 4/Rog 5 +16/+11/+6/+1 +13 +10 +4 93 Feat, sneak attack +3d6
19 Bbn 4/Rgr 6/Ftr 4/Rog 5 +17/+12/+7/+2 +14 +11 +5 98 Improved combat style
20 Bbn 5/Rgr 6/Ftr 4/Rog 5 +18/+13/+8/+3 +14 +11 +5 104

Improved uncanny dodge, ability increase
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Multiclassed Skirmisher

The skirmisher is the warrior who needs to be good at just about everything, to fill in where needed and pick up tt
slack when a better warrior falls. Most skirmishers are multiclassed characters, combining elements of warrior clas

es with rogue, wizard, or cleric. In the example below, we build the true bard, a throwback to an earlier edition, t
capture the feeling of the true skirmisher.

What you get: Everything. You get hit points, great saves all across the board, divine and arcane spells, animal con
panions, the ability to rage... the list goes on. The barbarian forms the backbone of this combo, providing the best
points, and the inflatable stats. Druid comes next to give the skirmisher more control over the battlefield, with acce:
to such spells asntangle the ability to swap spells forature’s allyand, most importantly, the ability to heal. The

bard, while an undesirable class option for most warriors, complements the combo, boosting the Reflex and the W
saves, while also opening up the character to using different kinds of magic items to improve his versatility. Fighte
is added for pure cheese, while the ranger enhances the druid abilities, while also advancing the character’s BAB

What you lose:Focus. You'll never cast spells with the same potency of other characters. Though you have som
combat potential, you don't get your first iterative attack until 8th-level. Though the bard provides some extra abili
ties, few of its spells are useful. The schizophrenic results of this class temper what gains you pick up.

Important Stuff: First, any race can pull this one off, as there aren't any level gaps, so play whatever you want
Insofar as spells go, don't waste time with cute stuff. Select spells giving you an advantage in combat, namely bt
spells. Seeing as you share spells with your animal companion, whatever you buff yourself with, so too does yo
companion buff. Finally, play like a skirmisher should. Don’t be the first to enter combat. Use your abilities to help
where most needed: defending the wizard, filling in gaps in the front ranks, using the aid another action when us
less. The joys of this combo are you can pretty much do anything in a combat round.

Stat Placement:Str 15, Dex 14, Con 10, Int 8, Wis 13, Cha 12; Str 16 (4th), Con 11 (8th), Con 12 (12th), Str 17
(16th), Str 18 (20th).

TABLE 3-11: MUTLICLASSED SKIRMISHER
P
Class Avg
Level Levels Attack Fort Ref Will Hp Gains
il Bbn 1 +1 +2 +0 +0 12 Fast movement, feat, rage 1/day
2 Bbn 1/Drd 1 +1 +4 +0 +2 16  Animal companion, nature sense,
wild empathy, 1st-level spells
3 Bbn 2/Drd 1 +2 +5 +0 +2 23 Feat, uncanny dodge
4 Bbn 2/Drd 1/Brd 1 +2 +5 +2 +4 26  Bardic music, bardic knowledge, coun-
tersong, fascinate, inspire courage, 0-lgvel
spells, ability increase
5 Bbn 2/Drd 2/Brd 1 +3 +6 +2 +5 31 Woodland stride
6 Bbn 3/Drd 2/Brd 1 +4 +6 +3 +6 37 Feat, trap sense +1
7 Bbn 3/Drd 2/Brd 2 +5 +6 +4 +7 41  1st-level spells
8 Bbn 3/Drd 3/Brd 2 +6/+1 +6 +5 +7 45  Trackless step, 2nd-level spells, apility
’ increase
9 Bbn 4/Drd 3/Brd 2 +7/+2 +7 +5 +7 52  Feat, rage 2/day
10 Bbn 4/Drd 3/Brd 2/Ftr 1 +8/+3 +9 +5 +7 57  Fighter bonus feat
11 Bbn 4/Drd 3/Brd 2/Ftr 2 +9/+4 +10 +5 +7 63  Fighter bonus feat
12 Bbn 4/Drd 3/Brd 3/Ftr 2 +10/+5 +11 +5 +7 66  Feat, inspire competence, ability ingrease
13 Bbn 4/Drd 3/Brd 3/Ftr 2/Rgr 1 +11/+6/+1 +13 +7 +7 71  Favored enemy, Track, wild empathy
14 Bbn 4/Drd 3/Brd 3/Ftr 2/Rgr 2 +12/+7/+2 +14 +8 +7 75 Combat style
‘ 15 Bbn 4/Drd 4/Brd 3/Ftr 2/Rgr 2 +13/+8/+3 +15 +8 +8 80 Feat, resist nature’s lure
16 Bbn 5/Drd 4/Brd 3/Ftr 2/Rgr 2 +14/+9/+4 +15 +8 +8 86 Improved uncanny dodge, ability in¢grease
17 Bbn 5/Drd 4/Brd 3/Ftr 2/Rgr 3 +15/+10/+5 +15 +8 +9 91  Endurance
18 Bbn 5/Drd 4/Brd 3/Ftr 2/Rgr 4 +16/+11/+6/+1 +16 +9 +9 95  Animal companion, feat
19 Bbn 5/Drd 5/Brd 3/Ftr 2/Rgr 4 +16/+11/+6/+1 +16 +9 +9 100 Wild shape, 3rd-level spells
20 Bbn 6/Drd 5/Brd 3/Ftr 2/Rgr 4 +17/+12/+6/+2 +17 +10 +10 106 Trap sense +2, ability increase
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Chapter Four

Skills

“Skills? Who needs skills?” Given the warrior's heavy
focus on combat, the use of skills does not rate high on

iggrwish list. Combined with the low skill points andl’he practical usefulness of Balance is questionable in all

limited selection of most warrior classes, players m%t the most uniaue of campaiodEENGe Rl abolication
even be tempted to disregard skills as useless fluff for . . q paig e s g". pp
IS limited to environments with “difficult” surfaces or

their characters. Skills certainly won't help the warrior " " X
swing her sword or loose her arrows. But with propésl%J flaces _Iess _than twehe mcheg W|de._Before e 2
planning, the shrewd application of skills both befor%aIngle skill point on Balance, think se_nously Sl oy
and during combat can have a dramatic effect on the b%f{en your DM has thrown your partySgigieiempldees

tle’s outcome. With that cautionary preface out of the way, it should be
Even more than with feats, the overall usefulness of aff;‘/'d I:har: ranks in Balar? ce can Ee 3 slound W vesltment _f?]r
given skill depends greatly upon the campaign setting‘jn ck.ﬁracters, . ely Iy on_ywarrl_orr] e W"f
and the environment within which the characters afe.> o' 2CC€SS ez eI Cc_)mbmed e WO”"S
adventuring. You may find the usefulness of your Sk“%otent@l_for tacticaliaVERIEN0 tHealllP .Sk'"’ ol
fluctuating significantly from session to session. For th(;"snte.r pr)]rlsmg playeedn makr(‘a [z ;n oloitguly rongiet
reason, this chapter does not focus on assigning arbitra?r%{eIt er ravgiee ‘erf""'” throughj R P USRS
values of usefulness to each skill. Instead, skills are erls of a barmaligE acrossr? chasm,_land £2.07) g
grouped by their overall function relative to their typicaﬁImp Y 10 use an escapeiroUle that is periious Tol Qi
application by warriors (i.e., how well they help you k”Fharacters to follow.
stuff). For non-monk characters of the light infantry or guerilla
archetypes, the cost of Balance may be excessive con-
Combat MOblhty sidering its narrow application (no pun intended). Again,
this analysis is left to the player for her specific charac-

o L ter and campaign.
Often underrated, the mobility of a warrior is vital to her

success in battle. Distance and movement are integfalproperly use the Balance skill to a warrior’'s advan-
elements of the 3.5 combat system. Five feet can méage, the player has to make every effort to control where
the difference between a standard attack and a full attaglattle takes place. Open, level terrain renders the skill
and something as simple as a Tumble check can meanabmpletely worthless. If a battle starts in such an envi-
difference between multiple attacks of opportunity anm@nment and odds are against the Balance-invested war-
none whatsoever. The mobility skills should be examor, it may be to her advantage to draw opponents
ined carefully. They're most important to the lightowards a more restricted location. Suitable environ-
infantry and guerilla archetypes. Though heavy infantrpents might include a ruined castle courtyard, a frozen
and cavalry warriors could find the mobility-orientedake, a muddy creek spanned by fallen trees, or even a
skills useful, chances are that they will be rendered inglisty stone floor made slick with water.

fective by heavy armor or a preference for fighting whil
mounted.

Balance

gharacters who run from melee opponents will force
their opponents to choose new tactics or pursue. Running
However, more than anything, it should be noted that themands a Balance check on hazardous surfaces, and
most frequent and important applications of the mobiligven if the check is successful, the character's movement
skills involve running away from enemies like a massivate is halved. If the check is failed, opponents will be
coward. As long as you accept this and later return halted or, better yet, fall flat on their collective faces. The
destroy the thinned-out, wheezing, prone ranks of youigh-Balance character may either completely shake her
foes, you will prosper. opponents or face them at uneven intervals as they indi-
vidually cross the hazardous terrain at mixed rates.
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Climb Jump

All standard warrior classes but paladins have accesEtaept for paladins, who can only jump when their god
Climb as a class skill, and in many campaigns, characteays so, all of the standard warrior classes can advance
will frequently have opportunities to climb surfaces dudump as a class skill. In many campaigns, the potential

ing combat. DMs playing clever archers, spellcasters afod using Jump will be fair at best, but it's still better than
other long-distance foes may place those enemies on &atance. As with many of the other combat mobility
vated surfaces like cliffs, ledges, and roofs. If a melskills, light infantry, guerilla, and some archer characters

warrior cannot reach those targets, she is effective

ly auitl probably get the most out of this skill in any appli-

of the battle. Conversely, a warrior of the archer archeable environment. Heavy infantry characters will fall to

type may wish to position herself in such a location

pritheir richly-deserved deaths and cavalry characters may

to an ambush. Without the use of magic items or tfiad it redundant when they’re sitting on an animal that’s

assistance of another character, such warriors mu
on the use of the Climb skill.

However, it has to be said that while characters ofte

st fétgly to be five times better at jumping than they will
ever be.

n fildsuming you want to buy into it, the tricky thing about

many opportunities to climb, there are a wide variety diimp isn’t finding things to jump over; it's finding
spells and magic items that make ranks in the Climb sléthough room to make the required 20-foot running start.

a questionable investment (see sidebar).

Though it's possible to make standing long jumps at dou-
ble the DC, there usually aren't practical situations where
this is a safe bet to make. Unlike Balance, where most
failed checks result in either moving slowly or falling
down for a round, a failed Jump check in many circum-
stances will result in leaving the fight as quickly as your

DonN’'T BE A CHUMP. USE PoTioNs, NOT POINTS!

A simple perusal of the PHB spell section and the DMG magic item
tion reveals several dozen ways to cheaply enhance many skills. S
skills are overrepresented and most are underrepresented. Bg
potions of invisibility, cloaks of elvenkindnd armor with thehadow
property, it's a wonder that anyone ever makes any Spot check
well-stocked campaign. Notice anything that grants a bonus to
No? That's because there’s a grand total of one.

DM can find 20d6. If your typical adventure locations

have names like “The Endless Chasms of Sorrow” or

“The Hellish Canyons of At Least Two Hundred Foot
sebrops,” it would be wise to accept that you should avoid
ev@uaiping unless you're quite sure you can make the check.

btween . . .
However, for the character with a high Jump bonus, this

iFan also be a great advantage. DMs will realize the dan-

D gr of Jumping in some circumstances, too. Though Sir
toneshoes might not hesitate to attempt a Balance check

on a slick floor, he may balk at trying to jump over a 20-

\YZ L)

As always, availability of magic for your character depends on

composition and how rich in magic the campaign is. But if, for exampl

apotion of spider climlin your campaign costs anywhere near the

artipot ravine just so he can follow your crazy monk.

e

ricéf's arguable that warriors could infrequently use Jump to

listed in the DMG, potions may be a better investment than skill r nkgl.ear small creatures, but you'd probably be better off

Spider climbnot only gives a climb speed of 20 ft. (Climb normdlly
allows only 1/4 movement rate), but the subject doesn’t even n ed!

make checks while climbing on horizontal or vertical surfaces!

duration of 10 min./level, it is almost guaranteed to last until the end

any battle. Though it could be argued that a warrior wastes a st
action just drinking a potion (and more if she had to retrieve it), sh¢

make up the lost time in accelerated movement if the distance of t 4

climb is twenty feet or greater. Plus, with a duration of 30 minutg

more, you can just drink a potion every half-hour or so — how ma

times have you wandered through a dungeon and not met an op
within half an hour?

Awarrior spending trivial amounts of skill points in a skill can still m
important checks with the right equipment. It doesn’t matter if your
rior makes a Hide check by one point or thirty; if you make it, you
it. For that reason, put your points in skills that are difficult to enh
with relatively common magic. Warriors typically do not get a lof
skill points per level, making them precious, especially when comp
to the trivial cost of most basic magic items. Stock up on potiosgio
der climb, jump,and invisibility; save your skill points for Lister]
Tumble, and Ride.

Investing in Tumble for such occasions, since Tumble
%hnically allows you roll right on through enemy crea-

¢ dures even when they're adjacent to each other. For
onks, this is an exceptionally good idea. Monks get
. h Tumble and Jump as class skills and they both grant
wiynergy bonuses to each other after five ranks.
mbined with the Acrobatic feat, it's unlikely that any-

s @ne other than another monk would be able to follow you
n@s you hop around the battlefield.

bonent .
Swim

pkelt is very rare that a playesxpectsher character to be
valswimming on any given adventure, unless the setting
akebviously lends itself to such activities. Often, players
ncsuddenly find their characters in water or at the edge of a
ofcliff with a horde of creatures close behind. Making a
areslvim check is just as often involuntary as voluntary, and

it can be just as dangerous as jumping over a chasm. In
, fact, due to the lethality of drowning rules in the DMG,

it is usually more deadly to a fighter than a long fall.
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Because the checks are often involuntary, this is the ogtyu avoid attacks of opportunity 75% of the time. With a
combat mobility skill where the fighters in the heaviestolid AC or the Mobility feat, the character will rarely
armor can benefit from having maximum ranks. If yowsuffer for a failed check.

heavy infantry or cavalry characters get thrown into the . . .
Ié] contrast, moving through occupied squares is a lot

drink, that nice suit of full plate armor has double t y :
armor check penalty that it does for other moveme .'Elrder and can have dire consequences. Not only is the

skills. Without high Strength and maximum ranks e aracter’s movement halted, but she takes an attack of

Swim, a warrior could die very quickly. With no othelo_pportunity for her efforts. You need a +15 on Tumble

modifiers, the -12 from full plate makes the check stati§'—mply to hit & 50% chance of success. If you want to
tically impossible. make use this aspect of Tumble, you need to max out

your ranks, ramp up your Dexterity, and add as much
Does this really matter to you? To answer this, you mu3éxterity-enhancing magic as fast as you can.

analyze your DM’s style of setting up encounters. Does . e ! o )
she note that Bob's paladin wears all metal armor and I_g‘éléenllas will find this skill invaluable if they take max-

all metal weapons, then drop rust monsters right next'fguMm ranks at every level; .get LLE o L AR T
him? Does she note that Suzy’s wizard memorizes or‘?l mp, and tal_<e th? Acrobatic|feat ety they HEN G
fire spells, then sends a group of salamanders straighte? f e gets like wizards and arche il frequ_ent—
her? Basically, if your DM loves to sucker-punch the P(% need to find a way around or through the meat shields

and your warrior wears heavy armor, it is in your begfat guard them. Short of magic, there is nothing that
interest to buy ranks of Swim for insurance oes this more effectively in combat than Tumble. Even

if the meat shields decide to pursue the tumbling warrior,
If you are playing one of the lightly armored warriotheir ranks will likely be broken. This allows allies to
archetypes, a few ranks in Swim can help if you everove through the space the meat shields were blocking
want to get to an inaccessible position. This is especiadigd take control of the terrain.

useful for archers. If our heavily armored foe Sir
Stoneshoes hesitates to jump over a chasm, there is no
way he is diving into the water to see if he can swim out
to your archer.

Combat Staging

Perhaps even more important than mobility is getting the
Tumble jump on the competition before combat begins. When
you start the battle, you choose the terrain, allied posi-

By this point in time, it may seem that the combat mob#O"S: and time of attack. It also gives the warrior's sup-
ity skills are only useful for warriors if you are playing?©'t crew time to load her up with beneficial spells and
cowardly ninnies. Tumble almost makes up for thapotions. In an 'otherW|se evenly maFched battle, the ele-
However, more than any of the combat mobility skill§nents of surprise and preparation will almost always turn
the usefulness of Tumble is negated by high encufh€ tide in the aggressor’s favor.

brance. In fact, you cannot use Tumble at all if youfhe skills of combat staging are traditionally the skills of
movement rate has been reduced due to encumbrancg@rscouting rogue: Hide, Listen, Move Silently, and
armor. Therefore, it is only useful for archers, lightpot. Though two classes, monk and ranger, have access
infantry, guerillas, and some skirmishers, period. to all four of these skills as class skills, they can still be
Hyeful to warriors of other classes provided they are of

There are two functions that make Tumble especia X
e appropriate archetype.

useful for warriors. The first is its ability to allow the!
warrior to completely avoid attacks of opportunity while . .
moving through threatened spaces. As if that were not Hide and Move Sllently
enough, high Tumble checks can actually allow the war-

rior to move through areas occupied by opponents. For practical purposes, Hide should be grouped with
Move Silently. It is a stealth skill, and when one check is

The player should decide if she wants to have a “casuglade, the other is usually made simultaneously. If a
tumbler or a “dedicated” tumbler. A casual tumbler onlshonk or ranger warrior wishes to invest in Hide, the
worries about avoiding attacks of opportunity wheplayer should always try to match Hide ranks with Move
moving threatened areas. A dedicated tumbler tries $@ently ranks. However, there are a few choice ways to
make those hellish DC 25 checks for tumbling throughanipulate this skill setup in a way that does not drain

an area occupied by an enemy. The casual tumblesther characters’ entire available skill point pool every
check to avoid attacks of opportunity really isn’t that difrevel.

ficult to make, and even if the character fails, she can still

move; she just has to deal with the attack of opportunigh€ first rule to follow is simple: if the warrior does not

A +5 bonus to Tumble means you can avoid attacks ¥tve Hide and Move Silently as class skills, only put
opportunity 50% of the time, statistically speaking. WitROints in Move Silently. If you attempt to put points in

a good Dexterity, you can get a +5 bonus at first lev&0th, you will wind up spending all of your points to get
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and Listen checks. If the warrior puts maximum points to choose their target. Since guerillas are dedicated to
just Move Silently, she can travel in the wake of a “legitaking out specific types of enemies and skirmishers
imate” scout character like the party rogue. The rogoéen play “cleanup,” these skills can be their key to
scouts, waits until no one is watching, and lets the wamaximum efficiency early in a battle. Archers with good
rior know when the coast is clear. If there is no line @bmbat mobility skills like Climb and Jump may also
sight to the warrior, no Spot check can be made to detfiatl these skills valuable, as stealth can allow them the
the character. If someone could spot the warrior, wetipver they need to reach their destination prior to com-
that is whatpotions of invisibilityare for. Unless your bat.
character has to sneak by a hydra in full daylight, the +20
bonus to the warrior’s Hide check should suffice.

Listen and Spot

% less a rogue, for sheer ranks, but using the skill in t Ot surprisingly, Listen and Spot go together as gl as

; : : ide and Move Silently. The skills are both used to
manner listed above will allow the warrior to successful; :
detect enemies before they spot you or, worse, before

cfﬁey are about to catch you flat-footed. Though on the
surface, it may seem that both are of roughly equal value,
As might be obvious, the heavy infantry and cavaliy is normally Listen that is of greater value for the

archetypes will find these skills close to useless. Ndefender. First, any creature with a friendly spellcasting
only are heavy infantry and cavalry characters unlike@mpanion or a cheap potion can turn invisible. But there
to be monks or rangers, but they tend to carry arouisdonly one common spell that helps with quiet move-

The character will never match a monk or ranger, muEI;

i ly reach monitored locations either for her benefit or f
the benefit of the scout.

o

large plates of shiny metal on their bodies. Horses anent:silence Unfortunately for would-be assassins and
also notoriously poor scouts, having given up subtlegpards,silenceextends outwards from them. This not
for the ability to kick a grown man through a barn dooenly potentially hurts them, but it also tips off noisy war-

Hide and Move Silently are of the greatest use for g
las and skirmishers. Choosing their position allows

uetilors when all sound ceases. The only case in which a
theptayer should be concerned about this is when a rogue is
attempting to attack from range between thirty and fif-

How 70 SPEND YOUR PoINTS, OR WHY
GENERALISTS SUCK AT HiGH LEVELS

In general, 3.5 favors the specialist. The game uses an unweighte
gression for skills, attack bonuses, saving throws, and most other i
tant things. As character bonuses and DCs increase, your char
bonus becomes far more relevant than the d20 roll to which it is al
Once the character’s bonus to a die roll exceeds half the die’s a
value, you have passed that point. In other words, once you hit +1
skill, the influence of the random die roll starts to diminish rapidly,
low levels, the die roll makes or breaks a character’s actions; at hig
els, it is often a mere formality.

While it is fine to spend broadly at low levels, especially for skirm
ers, after fifth or sixth level, players should start focusing their warr
points on a fixed number of skills. The skills chosen should be adve
with maximum points every level. If you would have to alternate sp)
ing on a skill every other level, consider cutting it from your list
“must-have” skills. It is better to consistently make checks for one
than to frequently fail checks for two skills.

Also, if a character has enough ranks and bonuses to consistently
skill checks against the only static DCs you care about, do not spef

teen feet of the target. Though this is a notable exception,
it is just that: an exception.

Remember these maxims:

* Number of spells in the PHB that directly increase
d pro- Move Silently: zero
mnpor-

L cter’s Number of skill points scouts or defensive warriors

Hded. Should put into Listen: as many as you can

€r3g&en allows the warrior to detect enemies on top of

O iMAIl, behind a door, and even under cover of darkness.

Atall a warrior needs to worry about is tipping off enemies

h I&¥hile scouting or being surprised and flat-footed during
an ambush. Whether the goal is reconnaissance or simple

shdefense, it is always better to have a high chance of mak-

ordng one check to detect an enemy than having two low

\nce@ances to detect an enemy.

BNGkrchers or guerillas may also find Spot to be as useful as
0‘fListen, since it can allow them to locate remote targets in
skithe middle of a large battle or in wide-open spaces. For

the ranger archer and the monk guerilla, both of whom
miR¥e access to Listen and Spot as class skills, equal
d étﬁ\{)estment in both can prove to be very useful.

more points in the skill. For example, if you want to use Spellcraft to

identify spells as they are cast, there is no reason to spend any
points on the skill once the warrior’s total bonus is +14. +14 gives
a 55% chance of identifying a 9th level spell, and an even higher c
of identifying lower-level spells (95% versus 1st level spells!), so uf
you want absolute certainty of each spell effect, you're entering
realm of diminishing marginal returns. Of course, for skill checks w|
the DC is an opposed skill check, continual spending may be necs
since what's important is having more skill ranks than the other gu

more Survival

you

harfc@rget all about foraging for food and water. Forget
legapout bonuses to Fortitude saves against severe weather.
thakip everything listed in the Survival task table except

herBacking. This is the only application of Survival that has

ssafy significant merit for the dedicated warrior. Tracking

V. is very useful for combat staging as it can tip the party
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off to the size and composition of a group of potentiaharacters with iterative attacks, the bluff is a waste of a
enemies. In many cases, tracking can be an effectfu## attack action and ultimately does not help with itera-
form of “pre-reconnaissance reconnaissance.” You dotiite attacks after the first.

need to risk sneaking into the caves full of ettins to kna
they’re in there. Tracking can also allow a fast-movin 3 ) : .
archer, cavalry, or light infantry warrior to locate and ru fourth or fifth level. After that point, the warrior will

down a fleeing opponent who chooses to duck out of t i | most feints agamkstbtargets thatEatter and will ha\/.eh
battle when no one is looking. the necessary attack bonus to strike most targets wit

their primary attack. However, the clever skill-focused

For rangers, taking ranks in this skill is almost a navarrior can stop spending when they have five ranks in

brainer. They get the Track feat for free, and it can liee skill, since it grants a whopping total of +8 in syner-

useful on a regular basis. For other warriors, it's vegy bonuses to four different skills.

guestionable. Barbarians are the only other characters for

whom it would not be a total waste. Even then, spending Concentration

a feat on Track when it could be spent on Power Attack...

that's a cardinal sin in the Church of Power Gaming. Immediately, this skill seems out of place for warriors.
It's a skill for spellcasters. But if you play a paladin or a

Ccmbat Tactics ranger, it is \{ital for the successful use of spells at_ high_—

er levels. Neither class has a huge arsenal of magic at its

disposal, but a timeligless weaponr longstridercan be

Bluff, Concentration, Escape Artist, Heal, Intimidat€,  ite notent. Unlike wizards, sorcerers, bards, and even

Ride, Sense Motive, and Spellcraft certainly do not seem, casional cleric or druid, paladins and rangers are

to share much in common. With a mixed bag of potentiég( ected to be in the thick of combat often. If your pal-
applications, the combat tactics skills are often best usgd, or ranger is an infantry warrior or guerilla

by a particular warrior archetype to achieve an adva”ta@Sncentration is a must to avoid spell disruption.

in combat. These skills will never take the place of gcners and cavalry characters will normally be able to

lucky critical hit, but they can certainly maximize awarkeep a safe enough distance that they can cast spells
rior's chances of success in battle. More than for any\mthout fear of reprisal.

the other skills listed, if a warrior archetype is not listed
in conjunction with a combat tactics skill, assume that it
is a poor investment for that type of character.

v¥1e optimal cut-off time for a warrior investing in Bluff

Escape Artist

Bl This skill can be useful for any warrior attacked by a
uff grappling monster or stuck in a web or similar effect. It

is most useful for low-strength warriors, especially

Normally the domain of weakling rogues and bards wh, .5 \who tend to have higher Dexterity than Strength

would rather talk their way out of a fight than get thelt, 5er base attack bonuses overall. Though monks

hair messed up, Bluff can also be useful for light angde e pest at starting grapple attacks because they have
heavy infantry warriors fighting highly agile opponents ;. 6ved Unarmed Strike, they are, statistically speak-
At low levels, a quick-footed rogue or a nimble bard Witrhg1 at a disadvantage when trying to escape from them
a few protective spells active can be frustratingly difﬁt’nrough a standard grapple check. The three principle
cult to hit. Most of those low-level characters will NOLjements of a grapple check are base attack bonus,
invest their early skill points in Sense Motive. Thigyonah modifier, and a special size modifier. More
makes them_ ripe for a feint via the BIuff skill. The feianten than not, when going up against a heavy infantry-
nega_lte,s their D_extenty bonus_to armor class for_yOH{an or any other melee warrior type, the monk will be at
warrior's next single attack which can mean the diffeyy yisaqyantage for at least two of these statistics if she
ence between a spectacular miss and a solid hit. needs to escape. If the opponent doing the grappling is

It must be said, for several reasons, that this skill is nof@nstrous, chances are that it will be both stronger and
good long-term investment for any warrior except Igrger than the warrior being attacked. In such cases, a
multi-classed rogue looking for some cheap snefronk with a high Dexterity has a much better chance by
attacks. First, the player must accept that no stand@/ing on Escape Artist than on a standard check.

warrior class has_ access to Bluff as a clas_s skill. T'?ﬁough overall this skill has a very narrow application,
characters most likely to be frustratingly agile are al?Pmay be useful for guerillas and archers, who tend to

the characters most likely to have Sense Motive, whigliyt aone and on foot, often separated from their fellow

opposes Bluff. Feint checks also allow the defender Qrty members. An opponent who grapples your warrior

add their base attack bonus to the roll. In the 1ong "YPun three of your comrades standing adjacent to the

_ s Bluff bonus. Also, the feint takes up YOUL hee_jine for the enemy wizard has a much better chance
warrior’s standard action and, even if it is successf% make your warrior's soon-to-be-short life hell.

only applies to the first attack on the next round. For




creatures yourself. High checks will also allow your
character to tame and train wild creatures like wolves,

Useful primarily for rangers with a steady cash flowv,vhICh are even more useful than standgiiEEEs

Handle Animal is a poor man’s (or woman's) route tNon-ranger cavalry characters will also find this skill

cheap combat and tracking labor. Summon monstegseful, if expensive and difficult, for the purpose of train-
what? Leadership feat... huh? Why spend valuable spej mounts to perform specific tasks. Usually, however,
and feat slots when guard dogs are 25 gp each? Guaid is not necessary for cavalry warriors to be effective.
dogs have only two hit dice, but they have a high baseill, the synergy bonus to Ride from five ranks in

movement rate, the easily-abused Scent ability (whigtandle Animal can come in useful.

you should feel free to abuse), impressive bonuses to
track, and, most annoying of all, gain free trip attacks on Heal
every bite attack without reprisal. To automatically com-

mand them for trained tasks, all you need is a +9 ffea) is a skill used by warriors to preserve the lives of
Handle Animal, or +11 if they are wounded. their more frail comrades until a party healer can arrive

A ranger with four trained guard dogs is almost guaraﬂr—'d .prowde proper a;‘d. ;Benef;_mal r|r_1|ore| forllthitmolz)|le
teed to make all but the most difficult tracking checkg‘,’a‘crjrlor tydpebs i rohnt Ine, Heg dWI Ofn € q
detect invisible opponents, and run down fleeing oppH[‘ erused by remole archers, occupled gueriias.gn

nents with ease. From a min/max perspective, this r]gavy infantry with low movement rates.

awesome. From a role-playing perspective, rangers praffre key to successful first aid use of the Heal skill is
ably shouldn’t use guard dogs as fodder. Be sure to kegReliness. A warrior who is unable to break free of her
a freshly peeled onion under the table when dogs #17&@rent engagements and administer aid at exactly the
die so the DM is confident that you are deeply affectegjnht time is useless. A cavalry warrior has the speed of
by the loss. Then wait at least five minutes before pyfrovement to be timely at leisure, as does a light infantry

Handle Animal

o

chasing dogs #21-24.

Your DM may charge high prices for pre-trained dogs
other animals. In such cases, you may find it useful ?(f)

character right next to the heart of the action.
§|kirmishers, who specifically play to the current needs
the group, will also find frequent use of the Heal skill

spend more skill points on Handle Animal and train 8 be invaluable.

In terms of character classes, this skill will be best used

DoN'T PLAY THE ROGUE’'S GAME, TOUGH GUY.
You'LL LOSE. BADLY.

You're playing a warrior. Always remember that. Even a warrior wi
high Intelligence and decent class skills still only gets, at most, six
points per level. Most get two or four. That's pretty pathetic comp
to a rogue. Skills are the domain of rogues and bards. Though the

exceptions to this general rule, do not accept a rogue’s invitation] to

challenge of skills. In most cases, you will fail. Warriors will do K
with skills when they are making checks against static DCs. The g
knows what to expect, knows her character’s bonuses, and can
make the check with confidence in the outcome.

Think about rogue and bard players in your party. They have
points than they know what to do with, make most checks by a
margin, and typically are given most skill-enhancing magic items

loot is found. How often do they say, “Man, | wish | had some mor

skills to spend all these points on?” How often do they say, “The
fifteen? Oh, | made it by... twenty-two, | guess.” How often do they

“Well, with my twelve ranks, plus six Dexterity bonus, plus five cqm

petence bonus from my cloak, plus two racial bonus for being a hal

plus two synergy bonus...” Do you really want to go up against that?

If your character is particularly well-suited for the use of a partic
skill, by all means, ignore the caution given above. A warrior 1
choose her battles carefully, but do not hesitate to seize the oppo
if you are confident of your chances. But in general, focus on
strength (killing stuff), not on skills.

with rangers and paladins. Both classes have access to
Heal as a class skill, and both classes gain additional
class benefits for having a high Wisdom. Even at low
levels, paladins often fall into the role of second string
healer, so the Heal skill makes a good tertiary backup
th aintil the cleric or druid shows up.
;‘;"ghe required check for a first aid check is stat!c, sitting
e atré':l 15 DC. To guarantee success, get the basic check up
0 +12 and carry around a healing kit at all times.
astiOVever, for cgsual healers or characters with Heal as a
Iaycrross—c:.lass skill, you may wish to only get the He_al
ofaonus into the +7 to +9 range. As long as your warrior
réaches the dying character with at least an additional
round to spare, your chances of making the check in two
moreunds are extremely high.
hhue%?ote that in particularly brutal campaigns, the DM may
make the path to a fallen comrade difficult to traverse. In
ek ese cases, mounted pavalry warriors will often have the
L& best means to get the job done: overruns and bull rushes
)ﬁerformed by a large steed with hooves the size of an
ﬂir;g,nemy’s head are generally very effective.
Intimidate
ular
hudBesides being the only speech skill available as a class
turskgll to barbarians and fighters, Intimidate has a very spe-
youific use in battle: demoralizing opponents. On the sur-
face, this looks like it may be more useful than the feint
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option offered by the Bluff skill. After all, the opponent'sfeat, which allows them to feint as a move action. This is
roll to defend has nothing to do with an opposed skilery bad for warriors, since it can open them up to
check and the penalties apply to the target’s rolls, not juspeated sneak attacks every round. Warriors other than
your attacks against the target. Unfortunately, it suffemsonks and paladins will have trouble keeping pace with
the same long-term drawbacks as the feint: the use & eogue’s Bluff skill because of the cross-class skill cost,
standard action wastes iterative attacks at higher levddst in the long run, the warrior classes’ superior base
Also, those who are mostly likely to be cowed by thattack bonus will balance out the Bluff-heavy rogue. For
warrior’s intimidation will typically be less important forthat reason, Sense Motive is a worthwhile investment for
neutralization purposes. Demoralizing a second levaaty melee-oriented character archetype fighting on foot.
rogue for one round is not very important if a raging bafrcher and cavalry characters will find the skill under-
barian is power attacking you round after round. Still, itsed.

can be useful in the right situations.

Spellcraft

Though it requires a bit of forethought, demoralization

can be very effective when used in cORIUIEHETENES Spg_n the surface, this skill would seem almost worthless

cial attacks like disarm or trip. Make a standard movg - . } s
. or warriors, especially since no standard warrior classes
towards the opponent and then demoralize her as ypur . )
. ; ave access to it as a class skill. However, for the archer,
standard action. On the next round, make a disarm or trip

. . erilla, and skirmisher, it can be invaluable. In combat,
attack. Not only will the target be at a disadvantage to Hi . ) .
. . e typical use of Spellcraft is for counterspelling enemy
your warrior, but she will be at a penalty to all oppose

attack rolls and ability score checks required for the regad'C. Idenpﬂcaﬂon c_)f the ol e icap o ento]
: : ounterspelling, and it can also be a key component of
olution of your special attacks. Another perk of demoral X . ! s Y.,
o . ; chPosmg which casters will be annihilated by a warrior’s
ization is that any adjacent allies can take advantage ? o 1
} . ) aftacks. It will find the best use with archers who have
the opponent’s shaken state. Even if your warrior does_ . : . ; , ;
) . readied actions covering a field with multiple enemy
not have Improved Trip or Improved Disarm, one of your . .
: . : casters. As a free action, your warrior can try to recog-
allies can still get the job done. : ) . g -
nize any spell being cast and determine if intercession is
Overalll, this skill is best taken by barbarians and fightereeded. Failure has no negative consequence. For char-
of the light infantry, heavy infantry, and cavalry archeacters with limited attacks of opportunity in melee com-
types. Archers who rarely enter combat, guerillas wht with casters, it can help determine if an attack of
fight opponents with low attack bonuses, and characteyportunity should be used against a specific caster, or if
without Intimidate as a class skill will find it underusedhe warrior should wait for another character to provoke

for the cost. a more important attack.

id For guerillas dedicated to taking out spelicasters, this
Ride skill has another free advantage: identifying spells that

With iling th . . di Iare already in place. When running up to a fragile wizard
Ithout spailing the great mystery, it must immediate Vlge for melee attacks, the last thing a guerilla wants to

be stated that the Ride skill is of paramount importana is find out the hard way that the old geezer is protect-

]Eolthe cavarllry archetype. Tr:jough pOSSession ofda pow&ﬁ'by dire shield As with identifying spells during cast-
ul mount, heavy armor, and numerous mounted com , identifying spells in place is an unlimited-use free

feats is very useful, the Ride skill is necessary for Cav%'étion with no penalty for failure
ry characters to be effective. There is no special trick to '

using the Ride skill successfully as long as the campai

setting permits its frequent use. iEIOW ngh Should YOU GOp

For the dedicated cavalry character, Ride allows free . . .
2}5 alluded to previously, it's not always wise to keep

ver mount’s terrifi mp skill ri ) X ] i ;
EgiEaccess o a mounts terrific Jump skill, supe famping up skill ranks indefinitely. Beyond a certain

mount movement, and free action mounts and d - t diminishing marainal returns. What's th
mounts. Archer characters, especially rangers, may arsgnt, you ge shing marginal returns. S

I 0,
find Ride helpful as it allows them to quickly repositioﬁ_’%} dlfferen_ce” bet\éveentha 9(,M’ chanctetoffs_tljcce;ssNa?d
themselves on an open battlefield. This is useful for ru 0, especially when there's no cost 1o tailures No
ning down fleeing opponents or moving away fronr1m.mh' L_Jnless you truly have nothing b_etter to spenc_;l your
incoming attackers. A mounted archer, even on a hea]?gl po_lnts on, you're befter off 'e‘?‘”"”g anew Sk'”.at
warhorse with plate barding, will still be capable o gpoint. _Table 4-1 on the f(_)llowmg page summarizes
what point the typical warrior should stop advancing

evading all but the quickest and most dedicated pursu ih°a skill, and the following paragraphs explain why.

Sense Motive Balance:At this point, the character’s ranks and bonus-

es will usually make it more than 75% likely that he’ll

To combat-oriented warriors, this skill is useful for oneross any narrow or difficult surface while running or
thing: protecting against feints, usually from roguesharging, even with one of the worst surface modifiers.
Rogues, being crafty types, may take the Improved Femless you regularly cross severely obstructed, slippery,
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sloped surfaces less than two inches wide, you shouldraeks. And at that level, it will be pretty rare that an
fine. enemy chooses to grapple instead of using more power-

. . ._ful attacks.
Bluff: Warriors will not be able to successfully feint

against most opponents after about 7th or 8th level. THandle Animal: At fifteen ranks, even slight bonuses to
five ranks in Bluff will give a +2 synergy bonus to fouHandle Animal will allow the character to do whatever
other skills, though. she wants to do with animals. Most characters can even
get away with ten or twelve ranks.

Climb: Ten ranks of Climb will suffice for all “normal”
climbing situations. For exceptional situations, use omteal: At ten ranks, the character will have at least a 75%
of the myriad magic items that boost Climb to insane leghance of successfully administering first aid. Add
els. bonuses on top of ranks, and it's almost assured. Since

a Concentration: Once a ranger or paladin reaches ﬁfteecharacters usually get first aid long before —9 hit points,
. ’ . : ﬁ\ultiple chances make it extremely unlikely that the
ranks in Concentration, they will be able to cast defepl'eal Shomk won't succecdliin S
sively with a very high success rate. Since their highest
level spell is 4, their highest DC for casting defensiveltide: The first breakpoint is when most “casual” buyers
is 19. Even with only slight bonuses, they will almosthould stop. If the warrior isn’t the primary scout for the
always make their checks. party, she should accompany the primary scout and only

- . D move when the coast is clear. The second breakpoint is
Escape Artist: A monk with Escape Atrtist is likely to befor warriors like rangers and monks who may, in fact, be

able to escape most grapples by the time she hits fift%qﬂng the majority of the party’s scouting

Intimidate: Up until about this point, it is acceptable to

TABLE 4-1 WHEN TO STOP IMPROVING SKILLS try to demoralize an opponent instead of making a full
attack. After this point, it simply is not; you're wasting

Skill Ranks: two or more attacks a round for every Intimidate check
you make. Once the secondary attack gains a bhit of a

0 5 10 15 20+ bonus, lay off the Intimidate unless it's a special occa-

Balance < X Stop - - Sl

BIuff o Stop - i v Jump: At five ranks, the casual buyer with slight bonus-
es can be reasonably confident of clearing a 10 foot wide

Climb * * Stop - - obstacle. The five ranks also give a +2 synergy bonus to

Tumble. Character classes biased towards jumping, like
monks and barbarians, can feel free to buy the skill to the
Escape Artist  * * * Stop - very limit. They will be able to make increasingly absyrd
jumps that their opponents could not dream of clearing.

3 Concentration * * * Stop -

Handle Animal * Z * Stop - ) ]
Listen: The casual or “secondary” scout can use five

Heal * & Stop - - ranks in Listen just to remain competitive with low-level
rogues and sneaky monsters of all kinds. If the character

Hide * Sto * j Sto . y . .
P P is the primary scout and has Listen as a class skill, feel
Intimidate ki i Stop - - free to take it all the way to the maximum allowed.
Jump & Stop  * & Stop Move Silently: As described in the skill analyses, Move
. 3 . n Silently will generally be more important to a “tag-
Listen Stop Stop along” scout than Hide. Accordingly, warriors should
Move Silently ~ * Stop  * * Stop buy up to about ten ranks_ and stop there unless there is a
’ . pressing need to push it. Dedicated scouts, as usual,
Ride Stop ¥ * * Stop should always max out this skill.
Sense Motive  * = % P Stop Ride: Unless the character is a serious cavalry warrior,
Spot " Stop  * * Stop only one rank of Ride is required. That's all that's neces-

sary for taking Mounted Combat and, more importantly,
Spellcraft * * * Stop - the feats beyond it. Anyone who wants to make use of
Mounted Combat will need to spend more on the Ride

| Survival . : a 9 Stop skill, but the exact amount depends on the level of com-
Swim * * Stop  * Stop mitment to fighting from horseback. Cavalry c_hara_cters,
on the other hand, should always max out this skill and
Tumble * * Stop * Stop use it to full effect.
* Keep adding skill points. Sense Motive:If feints from rogues are really a big
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problem, characters with Sense Motive as a class skill will need to continually advance the skill. If the rogues aren't
feinting you that often, or if the warrior’s class doesn’t have good access to the skill, don’t bother with it.

Spot: As with many of the combat staging skills, Spot doesn't need to be advanced much for the secondary scout or
guard. For primary scouts and guards, it should be kept at maximum ranks.

Spellcraft: For guerillas, fifteen ranks marks the spot where spell identification starts to become really easy. Even a
9th level spell will have a 50% chance of being identified. With even slight bonuses, guerillas should have no prob-
lem.

Survival: A ranger will want to continually keep this skill at maximum ranks as the DCs for tracking can be high.
Besides, few things are more satisfying than telling the DM that you made the check to track the moonlit week-old
grig trail over snow-covered stone.

Swim: Archers, guerillas, and light infantry can comfortably stop at about ten ranks in Swim. This will allow them
to make their checks more often than not, even if the water is fairly choppy. Cavalry, heavy infantry, and some skir-
mishers in heavy armor will need to max this skill out or find reliable magic to prevent their deaths when they fall
into water in their armor.

Tumble: Tumble effectively has two breakpoints which are important for the character. The first is ten ranks, which
makes it very likely for them to be able to tumble past opponents without provoking an attack of opportunity. If the
character wants to reliably tumble through a blocked area, she is going to need close to twenty ranks or significant
bonuses.

Synergy Recap

It's been said before but it's worth saying again: if you're going to take a skill, take at least 5 ranks, because more
often than not that will give you a synergy bonus. The Skills chapter in the PHB has the super-handy table 4-5 for
identifying which skills give synergies to which other skills. Read it carefully and keep it in mind as you allocate
your skills. For the typical low-skill-points watrrior, skill synergies are not a common occurrence, but simply being
aware of the possibilities might change the way you build your character.
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Chapter Five

Feats

Deciding your feat selection is one of the most importaBb how do you avoid taking the wrong feats? This chap-
parts of character generation. Where a spellslinger haswill give a comprehensive overview to help you plan
arcane magic, a thief has skills, and holies have grantedir warrior's feats throughout his career. We're not
powers or class features, warriors often have a smali@ing to level a bunch of forests by droning on about the
and weaker assortment of class features. Those warriwmsthless ones, except for maybe a few words here and
overlapping with wizards or druids find their spell capat¢here about fool's gold. Instead, we’'ll spend our time
ity is sorely limited and learn quickly not to depend otalking about the best feats in the game, focusing on the
them. This is where feats come in. core feats in a given feat tree.

Several things affect a feat's usefulness, such as the cam- ,

paign world, contextual usefulness, or even a long list of fGOl s Gold

mediocre prerequisites. Worse, you start working for a

prestige class only to discover that the class doesn’t fuhots of feats look cooler than they actually are. In fact,

tion as you thought, and now you're stuck witlmany are common feats that seem enticing on paper, but

Endurance and Alertness — ugh! Screwing up your féatplay, they suck. Here’s a list of the prime offenders.

selection has far greater consequences than any offtesy’re rarely a good choice for warriors

department in your character. See, a bad spell can be

replaced. A handful of poorly thought-out skill point Skill Buff Feats (SBFS)

placements is no big deal. But typical characters get

seven feats. Period. And unless you're human, or sagny feat that adds a +3 bonus to one skill or +2 bonus to

fice other potential cool abilities for levels in fighterX and Y checks are SBFs. Such feats include Acrobatic,

you're pretty much stuck with just a few feats. Agile, Deceitful, and the rest. These are common
through the d20 system. In fact, for warriors they are like
viruses, deluding the player into thinking that a Hide

its own feat tree. Its branches are Cleave, Improved Sunder,
Cleave, and so on. The PHB has several species of feat trees a
are as follows:

Armor Proficiency Combat Expertise

Weapon Focus

check of +27 is just that much better than +25, like Spot

WHAT’S A FEAT TREE? +3 will make that much difference over Spot +1. Maybe

these skills are acceptable for other classes, or for role-

Feat trees are the obvious combos in the feats chapter of the PHB. Th&ying (like that matters), but for characters built to
usually start with a basic feat, then progress into a list of other feat$ witlaximize killing potential, count these as wasted feats.
the basic feat as a prerequisite. For example, Power Attack is the :F,Ot of

reat Armor Feats
d they
Another stinker is the Armor Proficiency feats. It seems
these were included for completeness, mechanics, and
for options, but in fact they have next to no impact on
Endurance game play. Some warrior classes have a limited selection
of armor, true. However, if you want to beef up your

Improved Unarmed Strike Mounted Combat armor selection, just take a level in fighter. Then you get

Point Blank Shot ool all _the weapons and armor one could possibly ever want,
while gaining a bonus feat to boot.

Shield Proficiency Spell Focus

Spell Penetration Two-Weapon Fighting Metamaglc and Item Creatlon F eas

In almost every case, there are better feats for warriors to
invest in than sacking a feat for a quirky metamagic feat,




or the experience-point draining item creation varietimproved Sunder: Sunder seems like a great tactic, bet-

However, the paladin would do well to invest in Brewer when used by heavy hitters such as cavalry, heavy
Potion. Lacking the martial punch of the other combatfantry, and the occasional beefy skirmisher. The way
characters, the paladin can fulfill other needed rolestime rules are set up, hitting and destroying a piece of
the party through simply manufacturing potions and oilsquipment is easy. The only annoying part is the attack
Just think — an entire party withlessedveapons! And of opportunity the special attack provokes. This takes

with potions of cure light woundsr everyone. care of that problem easily. Considering that the only feat
prerequisite is Power Attack, itself a useful feat for heavy
Miscellaneocus Suckness hitters (not to mention one which potentially augments

the results of a successful sunder attempt), Improved
Several other feats defy classification. They may lodkunder is a good value, right?

good on paper, igghave verydlimited LSt This is all true. However, any time you destroy a piece of

Endurance: It doesn’'t matter how you dress this up, thi€quipment on the battlefield, you destroy a part of your
feat still reeks, even as a prerequisite to Diehard. Whatrigasure. Say the big scary ogre fights with2agreat-

sad is that Endurance covers all the rules most DMs glé8#b and is making mince meat out of your frontline. Do
over, such as sleeping in armor, extended swimmi¢@u sunder? Hell no. Disarm, trip, or anything else
extended running, and so on. When compared to Cle@@hieves a similar result, putting the opponent at a disad-
or Spring Attack, there is really no reason to dump one\@ntage, while keeping that tasty 2,000+ gp intact. Say
your seven feats here. However, if you're playing ¥ou're fighting a bunch of orcs. Do you sunder their
fighter, and you have a spare feat at around 12th lewsgapons or do you hack them apart? | think the answer
like so many do, go ahead, Diehard could be worth it.iS obvious. The only time to use sunder is when your

opponent is using an item of no value to you, such as an

Improved Initiative: This is an example of how a feat; weapon, artifact, poison and so on. Otherwise,
looks great, but actually sucks. Giving its greatest bengseathe this feat.

fit to the rogue and spellcasting classes, Improved

Initiative offers no tactical advantage to warriors whaffoughness:Toughness is almost unequivocally one of
soever. Melee warriors often benefit from going aftéhe worst feats for any character. It is even less useful for
their opponents. Most opponents start separated by manarrior. At low levels, the bonus hit points can be mar-
than five feet on the battlefield. This means that if theginally useful, occasionally saving a character from
wish to engage in melee, they need to close the distar@@ing down, but as the levels increase, so to do the
Moving more than five feet means they only get a singignounts of damage dealt to your character. High level
attack — whereas if they only step five feet, they can tak@aracters, especially fighters, often don't enter the
the full attack action and swing, swing, swing! Giveflying state at all. Instead, they will frequently go from
two combatants separated by any significant distang@sitive hit points to well below -10. As challenges rise,
the first combatant to make an attack almost alwaffe warrior will feel the significance of that three-point
winds up making a single attack, followed by the opp®&uffer less and less. When a 14th level fighter with 30 hit
sition’s full attack. The higher the levels of the warriorgoints left gets roasted by a red dragon’s 72-point fire
the worse the loss — if both characters have three attagitack, which will be more useful: +3 hit points, or +2 to
the first attacker loses two attacks simply to get in tfiReflex saves?

first blow! Since warriors rarely drop significant oppo-

nents in a single attack, this actually makes the slower -
warrior more likely to win the battle. All Star Feats

Improved Overrun: The problem with Improved What follows is analysis of the feats you ought to take. If
Overrun is that it actually takes away a potential advaitis not mentioned here or as a fool's gold feat, it's prob-
tage for your warrior. If we determine that the purpose ably safe to take, but it's not going to help all that much
an overrun is to move past someone, and that the purpeisiger. Here, you're going to see all the analysis one
of a bull rush is to push someone back, Improved Ovenuld ever want, with tables comparing Power Attack
run makes itnore difficultfor your character to succeedand damage dealt to standard attacks, the effects of
at an overrun because it disallows the target from st&pembat Expertise, and great combos for the others. As
ping out of the way. If all targets are forced to block, yotieats are the bread and butter for most warriors, you'd
warrior always has to roll a check. Granted, you havebatter pay close attention. Oh, and in case | forget, the
+4 bonus to that check, but having to make a check atfalits here are organized by tree, with the bad limbs
is worse than a forfeit by the defender. The other thingpeuned. Don't look for Weapon Focus in this chapter, as
remember is that overruns do not provoke attacks tbht feat tree gets some discussion under the fighter class
opportunity like a bull rush. Ultimately, Improved Bullin the Classes chapter, and Two-Weapon Fighting is
Rush will help you make bull rushes far more thaumnder combat styles in the Combat chapter.

Improved Overrun helps overruns. If you just want to

knock someone over, that's what the trip action is for.
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TABLE 5-1 1S SUPER IMPORTANT

Dog-ear this page. All of the following tables compare to the 5-1 to show
the most basic chances for a warrior to hit an opponent based on BAB
and AC, using a constant damage value.

TABLE 5-1: STANDARD ATTACK PROGRESSION FOR UNMODIFIED WARRIOR BAB wITH
UNMODIFIED LONGSWORD

Average Typical Chance of Hitting and Damage Per Round Versus Given AC
BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage
+1 4.5 0.35 1.575 0.1 0.45 0.05 0.225 0.05 0.225
+2 4.5 0.4 1.8 0.15 0.675 0.05 0.225 0.05 0.225
+3 4.5 045 2.025 0.2 0.9 0.05 0.225 0.05 0.225
+4 4.5 0.5 2.25 0.25 1.125 0.05 0.225 0.05 0.225
+5 4.5 0.55  2.475 0.3 1.35 0.05 0.225 0.05 0.225
+6/+1 4.5 0.95 4.275 0.45 2.025 0.15 0.675 0.1 0.45
+7/+2 4.5 0.9 4.05 0.55  2.475 0.2 0.9 0.1 0.45
+8/+3 4.5 1 4.5 0.65 2.925 0.25 1.125 0.1 0.45
+9/+4 4.5 1.1 4.95 0.75 3.375 0.3 1.35 0.1 0.45
+10/+5 4.5 1.2 5.4 0.85 3.825 0.35 1.575 0.1 0.45
+11/+6/+1 4.5 1.8 8.1 1.05 4.725 0.5 2.25 0.2 0.9
+12/+7/+2 4.5 1.95 8.775 1.2 54 0.6 2.7 0.25 1.125
+13/+8/+3 4.5 21 9.45 1.35 6.075 0.7 3.15 0.3 1.35
+14/+9/+4 4.5 2.25 10.125 1.5 6.75 0.8 3.6 0.35 1.575
+15/+10/+5 4.5 2.3 10.35 1.65 7.425 0.9 4.05 0.4 1.8
+16/+11/+6/+1 4.5 2.75 12.375 1.9 8.55 1.1 4.95 0.55 2.475
+17/+12/+7/+2 4.5 29 13.05 2.1 9.45 1.25 5.625 0.65 2.925
+18/+13/+8/+3 4.5 3.05 13.725 2.3 10.35 1.4 6.3 0.75 3.375
+19/+14/+9/+4 4.5 3.2 14.4 2.5 11.25 1.55 6.975 0.85 3.825
+20/+15/+10/+5 4.5 3.25 14.625 2.6 11.7 1.7 7.65 0.95 4.275

How to read Table 5-1:This table isn't nearly as complicated as it looks. Let’s look at the fifth line. This tells you the sta
warrior with a BAB of +5. He’s using a longsword (that's the point of the example), which does 1d8 damage on a hit. Th

on the basic math for calculating hit percentages (which is explained on page 16), a fighter with a BAB of +5 has a 5%0
0.55 on the table above) of hitting an AC 15 opponent. So he basically has a 55% chance of doing damage each roun

against that AC (in this case, 2.475 points). If the +5 warrior fought an AC 15 opponent for 10 rounds, he would do, on
24.75 points of damage (2.475 x 10).

Right now this table might not seem too amazing, but wait till you see the comparisons that follow. Then you'll see wior-t
tant...

s for a
P averag

result for a 1d8 is 4.5, so that's the “Average Damage” column. The mess of numbers that follows is pretty straightfoetigrd. Bas

Chance
d. Thus,

multiply the average damage (4.5) by the chance of doing damage each round (in this case 0.55) to get the typical dameége per rc

averag

s im
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Combat Expertise Tree TREE ENTRIES EXPLAINED

Number of Feats in Tree:5 Number of Feats in Tree:This is the total number of feats in the tr
including the bad ones.

Additional Trees Required?: Yes, Dodge " ! _
Additional Trees Required?: Lists what other trees are necessary to

Entry: Int 13 take the whole tree, if any.

Exit: Dex 13 Entry: The prerequisite stat to take the first feat in the tree

Archetypes: The guerilla is the most apt to take this trepExit: The prerequisite stat to take the last feat in the tree.
but usually can only attain the prerequisites by 4th level,

if using the stat array in Chapter 1. Archetypes: Based on required stats, and referring to Chapter 1: Ability
Scores, this lists which archetypes are likely to make use of the tree.

Combat Expertise

Many players see Combat Expertise as an awesome and easy way to boost their AC without much in the way of draw-
backs, and in a party of just one character, this is true. However, by dropping your attacks to boost your AC, you
reduce your chances to hit in a round, allowing the monsters more opportunities to hit you and more importantly,
your allies. If your allies fall dead, you're pretty much dead meat too. The best time to use Combat Expertise is
against heavy hitters with a low AC. This lets you minimize your chances of being hit, while still giving you a good
chance of hitting your foe as well. Check out the comparison below. At 1st level, the warrior’s AC increases by +1,
+2 at 2nd, +3 at 3rd, +4 at 4th and +5 at 5th and above. His attack bonus (“Adjusted BAB” in the table) decreases

by the same amount. The result is that the warrior hits about half as much as a standard warrior and does about half
as much damage at the higher levels.

TABLE 5-2: MAX'D COMBAT EXPERTISE

Adjusted BAB Average Typical Chance of Hitting and Damage Per Round Versus Given AC
(Expertise Mod) Damage 15 Damage 20 Damage 25 Damage 30 Damage
+0 (-1) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-2) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-3) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-4) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-5) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+1/-4 (-5) 4.5 0.45 2.025 0.15 0.675 0.1 0.45 0.1 0.45
+2/-3 (-5) 4.5 0.4 1.8 0.2 0.9 0.1 0.45 0.1 0.45
+3/-2 (-5) 4.5 0.5 2.25 0.25 1.125 0.1 0.45 0.1 0.45
+4/-1 (-5) 4.5 0.6 2.7 0.3 1.35 0.1 0.45 0.1 0.45
+5/+0 (-5) 4.5 0.7 3.15 0.35 1.575 0.1 0.45 0.1 0.45
+6/+1/-4 (-5) 4.5 1.05 4.725 0.5 2.25 0.2 0.9 0.15 0.675
+7/+2/-3 (-5) 4.5 1.2 54 0.6 2.7 0.25 1.125 0.15 0.675
+8/+3/-2 (-5) 4.5 1.35 6.075 0.7 3.15 0.3 1.35 0.15 0.675
+9/+4/-1 (-5) 4.5 1.5 6.75 0.8 3.6 0.35 1.575 0.15 0.675
+10/+5/+0 (-5) 4.5 1.65 7.425 0.9 4.05 0.4 1.8 0.15 0.675
+11/+6/+1/-4 (-5) 4.5 1.9 8.55 11 4.95 0.55 2.475 0.25 1.125
+12/+7/+2/-3 (-5) 4.5 21 9.45 1.25 5.625 0.65 2.925 0.3 1.35
+13/+8/+3/-2 (-5) 4.5 2.3 10.35 1.4 6.3 0.75 3.375 0.35 1.575
+14/+9/+4/-1 (-5) 4.5 2.45 11.025 1.55 6.975 0.85 3.825 0.4 1.8
+15/+10/+5/+0 (-5) 4.5 2.6 11.7 1.7 7.65 0.95 4.275 0.45 2.025
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Improved Trip

This feat is extraordinarily powerful for the right characters. Improved Trip, like Cleave, is a “reward for winning”
feat. Not only does it make the mechanics of pulling off a trip maneuver more favorable for the warrior, but he als
receives a bonus attack whenever he succeeds. On top of those sizeable benefits, there’s the implicit attack of opj
tunity the warrior will get when the poor sap tries to regain her feet. Combined with an adjacent ally, this sets th
opponent up for a brutal series of attacks, with the advantage of targeting a prone opponent. You can make this j
that much nastier by using it while mounted. The character gains an addition +1 for higher ground, and with a char
and a lance, let’s just say it's over for that bad guy.

Touch attacks are a breeze against most foes, removing the opponent’s natural, armor, and shield bonus to his |
The table below assumes the character makes the trip on the first attempt and shows the effectiveness of the sec
(normal) attack against the tripped sucker’s penalized AC. (Remember the —4 AC penalty for being prone in melee
Compare this table to Table 5-1 for an accurate mechanical comparison.

The advantage of Improved Trip is obvious. You make an initial attack at a lower AC (because it's a touch attack
then if you make the Strength check (which you get a bonus to thanks to the feat), you get a normal attack at a lov
AC, plus attacks of opportunity when the guy tries to stand up. And if he doesn't try to stand, he's got a -4 AC an
attack penalty until he does. If you think you can win that opposed Strength check, you can’t go wrong with this fea

TABLE 5-3: THE ADVANTAGE OF IMPROVED TRIP: 2ND (NORMAL) ATTACK AGAINST
TRIPPED OPPONENT
Average Typical Damage Per Round Versus Given AC at -4 Penalty
BAB Damage 11 (15) Damage 16 (20) Damage 21 (25) Damage 26 (30) Damage
+1 4.5 0.55 2.475 0.3 1.35 0.05 0.225 0.05 0.225
+2 4.5 0.6 2.7 0.35 1.575 0.1 0.45 0.05 0.225
+3 4.5 0.65 2.925 0.4 1.8 0.15 0.675 0.05 0.225
3 +4 4.5 0.7 3.15 0.45 2.025 0.2 0.9 0.05 0.225
+5 4.5 0.75 3.375 0.5 2.25 0.25 1.125 0.05 0.225
+6/+1 4.5 1.35 6.075 0.85 3.825 0.35 1.575 0.1 0.45
+7/+2 4.5 1.45 6.525 0.95 4.275 0.45 2.025 0.15 0.675
+8/+3 4.5 1.55 6.975 1.05 4.725 0.55 2.475 0.2 0.9
+9/+4 4.5 1.65 7.425 1.15 5.175 0.65 2.925 0.25 1.125
+10/+5 4.5 1.7 7.65 1.25 5.625 0.75 3.375 0.3 1.35
+11/+6/+1 4.5 2.3 10.35 1.65 7.425 0.9 4.05 0.4 1.8
+12/+7/+2 4.5 2.4 10.8 1.8 8.1 1.05 4.725 0.5 2.25
’ +13/+8/+3 4.5 2.5 11.25 1.95 8.775 1.2 54 0.6 2.7
+14/+9/+4 4.5 2.6 11.7 21 9.45 1.35 6.075 0.7 3.15
+15/+10/+5 4.5 2.65 11.925 2.2 9.9 15 6.75 0.8 3.6
+16/+11/+6/+1 4.5 3.25 14.625 2.6 11.7 1.7 7.65 0.95 4.275
: +17/+12/+7/+2 4.5 3.35 15.075 2.75 12.375 199 8.55 1.1 4.95
+18/+13/+8/+3 4.5 3.45 15.525 2.9 13.05 21 9.45 1.25 5.625
+19/+14/+9/+4 4.5 3.55 15.975 3.05 13.725 2.3 10.35 14 6.3
+20/+15/+10/+5 4.5 3.6 16.2 3.15 14.175 2.45 11.025 1.55 6.975
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. ; remaining three gnolls, he’ll hit 1.65 times, likely killing
Whirlwind Attack a fifth gnoll, but not a sixth.

The big difference between Great Cleave and Whirlwing short, against the gnolls, this fighter did far better with
Attack is where and when you take the extra attack&hirlwind, able to drop at least one more opponent. The
Both feats allow you to make attacks at multiple oppgame chances are basically there for the Great Cleave
nents, but Great Cleave requires you to drop a targsgtion, and for lucky characters, they very well could kill
whereas Whirlwind attack allows you to take a numbeff all the bad guys with great rolls. Nevertheless, statis-
of attacks at all foes you threaten. While it's often best tigally, the Whirlwind Attack character hits and Kkills
devote your full attention to one foe at a time, droppingore foes than the Great Cleave character.

it before focusing on another, there is an advantage to

Whirlwind Attack that Cleave just cannot give you.
. Vi Dodge Tree

When making a cleave attack, your extra free attack uses

the attack modifier of the last attack made. Whirlwinfjymber of Feats in Tree:3
Attack lets you attack all of your opponents at once with

your highest attack bonus. The route to choose depeAdilitional Trees Required?: No
on the types of foes and your positioning in combat. '
you're surrounded by a bunch of little guys, whose hl‘gntry. Pex L3
points on average are equal to or less than your maxkit: Dex 13

mum damage, use this feat. On the other hand, if your

foes are bigger and nastier, stick with the Great CleyE&enetypes: Archers, guerillas and skirmishers all do
option, dropping one at a time. well with this feat tree, being able to spend feats on this

tree at 1st level.
To demonstrate the differences, we’'ll run two scenarios
comparing the two feats. Our hero is a 6th level human Dodge
fighter surrounded by 8 bad guys with 11 hp each. Our

fighter has Str 16, Dex 14, and the following feats: 19bodge has limited applications for characters fighting in
level: Combat Expertise, Dodge, Mobility; 2nd-levelihe heart of the conflict. Ultimately, Dodge is less useful
Power Attack; 3rd-level: Cleave; 4th-level: Springhan Combat Expertise, though Dodge does not require
Attack; 6th-level: Great Cleave, Whirlwind Attack. Hishe character to sacrifice anything for her dodge bonus.
melee attack is arl greatsword at +10/+5 melee The good news, however, is that dodge bonuses stack

(2d6+5/19-20), dealing 12 points of damage on averagd this feat can be used in conjunction with Combat
per hit. The bad guys are CR 1 gnolls (EL 6) with AC 1Bxpertise.

and 11 hit points each. In this comparison, the gnolls sur- 4

round the fighter. In the first example, the fighter uséd1e lure of Dodge comes from the fact that it is a pre-

Whirlwind Attack. In the second example, the fightei€quisite for both Mobility and Spring Attack. Before

_ _ _ feats for their genuine usefulness for your character. If
Note: There’s one important thing to remember with thigou don’t plan to purchase either of those feats further

feat: By making a Whirlwind Attack, you forfeit anydown the road, it is hard to recommend Dodge.
extra attacks ordinarily gained by Cleavehaste _ )
Table 5-4 (following page) shows how many hits you

Whirlwind Attack Option: The fighter makes eight should take per round, based on your AC and your oppo-
separate attacks against each of the opponents. With agiit's attack modifier. To calculate how many hits you'll
given attack, he should hit 80% of the time, so for eighike over multiple rounds, simply multiply the fraction
I'O”S, he should hit 6.4 times, kl”lng at least six of thgy the number of rounds of combat. For examp|e, Rex
gnolls. the Barbarian has AC 18. The monster has a melee attack
Great Cleave Option: The fighter makes a full attack, bonus_of .+4' Lool_<|ng at the table, that means the le
gser will hit 0.35 times per round on average. Over five

with the same chances of hitting and killing his target ; )

. g : ropunds of combat, Rex should take 1.75 hits or, rounding

in the above example. Statistically speaking, he shm@'f 2 hits. If Rex has the Dodge feat, his AC climbs to
9

o I ; o
hit 80% of the time with his first attack (the one at a +1, " Over five rounds, Rex would instead take 1.5 hits,

bonus). If things go well, he'll hit with 80% of his first . ; o :

five attacks; and if things go really well, he’ll hit with the;oundlng_ Oﬁl’_ pr:f{)bably 0”|)|/| 1 h'f' Bu;(’)t/he S(;at'f_tlca_l dltfh

first four attack rolls, meaning he drops a gnoll with hi rence is stignt — generally only a 5% reduction in the
ance of taking a hit each round. You have to go

normal attack then Kkills three more with a cleave. B h twent ter attacks before this feat h A
after missing that fifth roll (which, statistically, he will), . oudh tWenty monster attacks betore this teat has sta-
tl§gcally really helped you.

he has to start using his second attack (the one with a
bonus), which only has a 55% chance to hit. He has only
slightly more than a 50/50 chance of getting a cleave on
this next attack. Over the course of three swings at the
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To see the effects of Mobility, simply refer to Table 5-4
and adjust your AC up by 4 for attacks of opportunity, or
Jor AoOs made by your Dodge target.

Mobility

Ideal for archers and skirmishers, useful for heavy ag
light infantry, Mobility has only one, mildly useful, pre- .
requisite: Dodge. Archers and skirmishers find they often Spring Atfack
need Mobility to get away from melee opponents, and . . .
the infantry characters will often have to deal with co >pring Attack is Ies_s of a warrior feat gnd TG, i
ering large threatened areas to reach a target. Cav @trog.ue.feat, but it does haye og:casmnal uses for gueril-
characters are better off using their Ride skill to take™ skirmishers, gnd S I|ght |nfar_1try chg_racters. The
cover when they are attacked while moving into a awback.to Spring Attack is that it sacrifices a full
through threatened spaces. Guerillas typically will nS‘E,taCk action fo.r a move and a standard attack. Though
face extraordinarily dangerous melee opponents, thOL{QIHS may be fine for Iow_—level characters, thg fegt
they may find Mobility useful if they are regularly ecomes Ie;s useful at higher levels, whgre iterative
harassed on their way to more important targets. attacks are important. On the other hand, if you know
you have to move through the enemy’s front ranks, you
When using this feat, it is important to specify the mostain use Spring Attack to move, engage, and then move
dangerous adjacent melee opponent as your Dodge tapgest the defender to get to the real target. This allows you
for the round. This effectively changes your dodge bontsmake an attack, and keep moving towards your goal.

to armor class to +5 when that opponent takes her att?.Ck toct i ¢ h infant h ¢
of opportunity against you. n perfect circumstances, a heavy infantry character

TABLE 5-4: CHANCES OF A HIT BASED ON YOUR AC AND ENEMY'S ATTACK MODIFIER
il Enemy Your AC
& Attack 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25
B’ +0 055 0.5 045 04 035 03 025 02 015 01 0.05 0.05 0.05 0.05 0.05 0.05
+1 06 055 05 045 04 035 03 025 02 015 01 0.05 0.05 0.05 0.05 0.05
+2 065 06 055 05 045 04 035 03 025 02 015 0.1 0.05 0.05 005 0.05
+3 07 065 06 055 05 045 04 035 03 025 0.2 015 01 0.05 0.05 0.05
4 +4 075 0.7 065 06 055 05 045 04 035 03 025 02 015 0.1 0.05 0.05
+5 08 075 07 065 06 055 05 045 04 035 03 025 02 015 0.1 0.05
+6 085 0.8 075 0.7 065 06 055 05 045 04 0.35 03 025 02 0.15 0.1
+7 09 085 08 075 07 065 06 055 05 045 04 035 03 0.25 02 015
+8 095 09 085 08 075 07 065 06 055 05 045 04 035 03 0.25 0.2
+9 095 095 09 085 08 075 07 065 06 055 05 045 04 035 03 0.25
+10 095 095 095 09 0.85 08 075 07 0.65 0.6 055 05 045 04 035 0.3
+11 095 095 095 095 09 0.85 0.8 075 07 0.65 0.6 055 05 045 04 0.35
+12 095 095 095 095 095 09 0.85 0.8 075 07 0.65 0.6 055 05 045 0.4
’ +13 095 095 095 095 095 095 09 0.85 0.8 075 07 065 06 055 05 045
+14 095 095 095 095 095 095 095 09 0.85 0.8 075 07 065 06 055 05
+15 095 0.95 095 095 095 095 095 095 09 0.85 0.8 075 0.7 0.65 0.6 055
+16 095 0.95 095 095 095 095 095 095 095 09 0.85 0.8 075 0.7 0.65 0.6
| +17 095 0.95 095 095 095 095 095 095 095 095 09 085 0.8 0.75 0.7 0.65
+18 095 095 095 095 095 095 095 095 095 095 095 09 0.85 0.8 075 0.7
+19 095 095 095 095 095 095 0.95 095 095 095 095 095 09 0.85 0.8 0.75
+20 095 0.95 095 095 095 095 095 095 095 0.95 095 095 095 09 0.85 0.8
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would be able to tackle the hard-hitting opponents by
herself, but sometimes that isn't possible. Also, the light The Rest Of the Tree

[RiEntgcharactiy may be e th?he other feats in this tree are self-explanatory. No one

party. In those circumstances, Spring Attack may be use- . '
ful. Skirmishers and guerillas, who often have to mo\;;eomplalns JIRNET s Sera el R (2t

into, through, and out of threatened areas, also find t\ﬁ/ﬁapon,_ S caleh Pl R anq RUTISIEEE from
. ’ whence it came. Improved Grapple is cool as a defensive
feat useful, but still not consistently.

measure to stave off being swallowed whole and the like.
If a player finds the need to be in multiple places at onboreover, even Stunning Fist isn’t too bad. The big
on the battlefield, constantly harassing a number pfoblem, though, is that if you're attracted to these feats,
opponents, try to think of the Spring Attack’s movemeiitst go after the monk class and don’t waste your time
like a knight’s chess piece. Bounce off the initial targé¥ere as one of the other archetype characters. Dabbling
then hop next to another enemy to threaten them. If theone or two here is okay, but this should not be the first
warrior needs to move out of that threatened space onfgt tree selected for any non-monk warrior.

next turn, the player can assign her character’'s Dodge

bonus to the threatening character, leaving the Mobiliky

bonus to help deflect the majority of the potential hak- HE & HGHT1 s GUERILLA’
ards. However, movement from Spring Attack never prp- T G AS FOBK

vokes A0Os from the defender. If used in this way, 1§y, chess; there is a common maneuver employed with the knight |piece
player will have to think ahead of the turn, much like tfeq5|ed the “knight's fork.” Knights are peculiar in chess because they ca
cavalry players employing Ride-By Attack. Given room;,mn over pieces on their moves. They must always move in an “L”
to move, the warrior can also cause dread and apprefjefane: two spaces forward, one space over. Because of this, knights ¢
sion in a number of weaker opponents, employing théyqsssible to contain using other pieces as barriers. They can ofly b
same tactics as used in the classic chess maneuver knoWhtained strategically. It is dangerous to let an enemy knight| hod

as the knight's fork (see sidebar). around in a section of the board densely populated with your piedes.
the knight gets into a sweet spot, it can effectively threaten one, t}o, o
Imprgved Unarmed even three pieces without fear of immediate capture or reprisal. This if
the danger of the fork: it forces the defender to make difficult decisjons
S k Lose your bishop or lose your rook? No player wants to decide, befaud
tl’l € Tree either choice results in a painful loss.

Highly mobile guerillas (especially monks) and some light infaptry §&
characters can also force the enemy to make difficult decisions. |f the
Additional Trees Required?: No guerilla makes effective use of their movement rate in conjunction|with§
the Tumble skill and the Mobility and Spring Attack feats, they car{ putf
themselves in positions where they have the option of attacking differ

Exit: Dex 15, Wis 13 ent opponents from round to round. Normally, the “whittle doyvn
method of attacking opponents is not preferred to simply beating on
Archetypes: In a perfect world, an archer should nevergpponent to death round after round, but showing yourself to be a potef
be in a situation where he would use these fedt§nreat to multiple targets at once can quickly put the enemy on the def
However, he meets the prerequisites, and Improvedive. Instead of assuming that you won't attack or assuming that they
Unarmed Strike is useful when the bad guys close on higet in a solid attack of opportunity, enemies will start to ready actjons
position, letting the archer drop his bow as a free actipfove to engage, or try to move to a safe distance. You are forcing the
and lash out with an unarmed full attack that doesn’t pfogo react to what you might do instead of what you will do. When |you
voke an AoO. Light infantry, especially monks who getaccomplish that, you are not only wasting their time, but dictating fheirfi
many of these feats free, do well with this tree, as Hactions. The warrior who dictates the actions of her opponents gins |

skirmishers, though they have to divert some of the aljilsignificant measure of control over the battle at hand.
ity score improvements to Wisdom to exit the tree.

Number of Feats in Tree:5

Entry: None

Improved Unarmed Strike

This feat only ever comes into play if your character is
disarmed. Otherwise, you probably won’t see much use
out of it unless you’re a monk. The good news is that
you're never, ever disarmed. Having your hands free
helps with grab attacks, and is great for grappling, letting
you deal lethal damage instead of nonlethal and more.
However, unless you have the monk’s ever-increasing
damage die for these attacks, a weapon is your best bet
for fighting.
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Ride-By Attack can only be used in conjunction with a
MOUI’)t@d Ccmbat Tree charge. You need a minimum of 10 feet for the charge,

but have a maximum of twice your mount’s movement.

Number of Feats in Tree:5 When choosing your target for the round at hand, think
N . about where the enemies may be next round and what
Additional Trees Required?: No spaces you can move to at the end of this round. Ideally,

at the end of every Ride-By Attack, you should be in a
position that will potentially allow you to do a Ride-By
Exit: None Attack on two enemies. This makes it almost impossible
) _for the enemies to predict whom you are going to attack.
Archetypgs. Cayalry, of course, should put every ava'IAs a result, if they choose to ready actions against you,
able feat into this tree.

at least one of them will waste their turn.

Entry: None

Mounted Combat Another optimal choice for employing Ride-By Attack is

attacking on the flanked side of an opponent. Ideally, the
A must for any cavalry character, Mounted Combat @avalry character should make her charges perpendicular
both useful and the foundation for all other cavalry-orio the standard advances of enemies and allies. Once two
ented feats. With the exception of archers, it is rare tietemies meet in melee, they will often retain that facing.
any other warrior archetype is more annoying than calhis gives the cavalry warrior repeated opportunities to
alry. Given that after a few levels a cavalry warrior ide perpendicular to the enemy’s facing and strike from
more difficult to kill than her mount, the mount willthe space opposite their ally. Combined with the bonus
eventually be the object of enemy ire. Mounted Combfiom charge, this gives the warrior a respectable +4
and a high Ride skill can help keep the cavalry warrioratack bonus.

trusty steed safe from any harm requiring an attack roll.
oin{ Blank Shot Tree
Mounted Archery P t h t T

Not only is this feat great for cavalry, it also enhances thléjmber of Feats in Tree:7

usefulness of the archer, for what's worse than a highlyiditional Trees Required?: Yes, Dodge

mobile archer on the battlefield? Combine this with Shot

on the Run, yikes! Few creatures can match pace witfalry: None

running warhorse, much less actually close to melee.EQit Dex 19

—4 penalty is still hefty, but when compared to the —8

default penalty, it isn’t bad at all. And remember: it's thArchetypes: Archers naturally advance in this feat, but

mount that's taking the move action. A warrior shootingnany guerillas benefit from the added options the

from a moving mount can take full round actions. archery tree represents. Skirmishers and light infantry
come next, seeing as they rely on high Dexterity for pro-

To see just how cool this feat is_,_compare firing from tr}‘féction and versatility. Heavy infantry and most cavalry
back of the mount normally to firing from the back of thﬁo Rt derive eI om these feats.

mount with Mounted Archery, as shown on Table 5-5
(facing page). The tables assume the archer uses a long- c
bow. As you can see, it makes a difference, adding up to P oint Blank Shot
:rfgtl-:l- Fsog:/te?]f r?lir::aagrea&eartirco\t/jv?]ir?Thzvr?rsgr?t. ;hri:r:?nefhis one’s a no-brainer. Though Point Blank Shot's ben-
gfits only apply within 30 feet, much of your adventuring
. takes place in areas no larger than this. Further, it is the
Rlde'By AttaCk prerequisite for every other archery-related feat in the
PHB. Because the bonus applies to both attack and dam-

Perhaps the most annoying of all cavalry-related fealgq 1o)is and can be used with any ranged or thrown
Ride-By Attack gives the clever player almost free re'%eapons, it is far better than the weapon-specific

(no pun intended) to harass opponents otherwise 0cgigsanon Focus feat (+1 to attack at any range). Compare
pied on the battlefield. The queann for cavalry pIayeﬁsdble 5-6 (on page 48) to Table 5-1 to see the benefits of
e 0t be gShould | take sRidEEg Attacl;’f bUbgint Blank Shot in action. Both the attack bonus and
rather, “How do | effectively use Ride-By Attack? average damage are higher at every step of the way.

The key to successful use of Ride-By Attack lies in mov-

ing in the right direction to the right distance. Think of Rapid Shot and Manyshot

your cavalry warrior’s position as you would think of the

cue ball in a game of pool. It's not enough to simply hirapid Shot is a valuable feat for archers and sometimes
a ball and knock it off of the table; you need to positidier skirmishers. Though the character takes a —2 penalty

your warrior for the next round of attacks. Remembdg all attacks, this is really no worse than a monk’s flur-
ry of blows ability. The potential for an extra arrow’s




TABLE 5-5: MOUNTED ARCHERY COMPARISONS

Double Move with No Feat (-4 penally)

Attack Average Typical Damage Per Round Versus Given AC
Bonus Damage 15 Damage 20 Damage 25 Damage 30 Damage
-3 4.5 0.15 0.675 0.05 0.225 0.05 0.225 0.05 0.225
-2 4.5 0.2 0.9 0.05 0.225 0.05 0.225 0.05 0.225
-1 4.5 0.25 1.125 0.05 0.225 0.05 0.225 0.05 0.225
+0 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+1 4.5 0.35 1.575 0.1 0.45 0.05 0.225 0.05 0.225
+2/-3 4.5 0.55 2.475 0.2 0.9 0.1 0.45 0.1 0.45
+3/-2 4.5 0.5 2.25 0.25 1.125 0.1 0.45 0.1 0.45
+4/-1 4.5 0.6 2.7 0.25 1.125 0.1 0.45 0.1 0.45
+5/0 4.5 0.7 3.15 0.35 1.575 0.1 0.45 0.1 0.45
+6/+1 45 0.8 3.6 0.45 2.025 0.15 0.675 0.1 0.45
+7/+2/-3 4.5 1.2 5.4 0.6 2.7 0.25 1.125 0.15 0.675
+8/+3/-2 4.5 1.35 6.075 0.7 3.15 0.3 1.35 0.15 0.675
+9/+4/-1 4.5 15 6.75 0.8 3.6 0.35 1.575 0.15 0.675
+10/+5/+0 4.5 1.65 7.425 0.9 4.05 0.4 1.8 0.15 0.675
+11/+6/+1 4.5 1.9 8.55 1.05 4.725 0.5 2.25 0.2 0.9
+12/+7/+2/-3 4.5 21 9.45 1.25 5.625 0.65 2.925 0.3 1.35
+13/+8/+3/-2 4.5 23 10.35 1.4 6.3 0.75 3.375 0.35 1.575
+14/+9/+4/-1 4.5 2.45 11.025 1.55 6.975 0.85 3.825 0.4 1.8
+15/+10/+5/+0 4.5 2.6 11.7 1.7 7.65 095 4.275 0.45 2.025
+16/+11/+6/+1 45 2.75 12.375 2 9 11 4.95 0.55 2.475
Double Move with Mounted Archery Feat (-2 Penalty)
Attack Average Typical Damage Per Round Versus Given AC
Bonus Damage 15 Damage 20 Damage 25 Damage 30 Damage
-1 4.5 0.25 1.125 0.05 0.225 0.05 0.225 0.05 0.225
+0 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+1 4.5 0.35 1.575 0.1 0.45 0.05 0.225 0.05 0.225
+2 4.5 0.4 1.8 0.15 0.675 0.05 0.225 0.05 0.225
+3 4.5 0.45 2.025 0.2 0.9 0.05 0.225 0.05 0.225
+4/-1 4.5 0.75 3.375 0.3 1.35 0.1 0.45 0.1 0.45
+5/+0 4.5 0.7 3.15 0.35 1.575 0.1 0.45 0.1 0.45
+6/+1 4.5 0.8 3.6 0.45 2.025 0.15 0.675 0.1 0.45
+7/+2 4.5 0.9 4.05 0.45 2.025 0.2 0.9 0.1 0.45
+8/+3 4.5 1 4.5 0.65 2.925 0.25 1.125 0.1 0.45
+9/+4/-1 4.5 15 6.75 0.8 3.6 0.35 1.575 0.15 0.675
+10/+5/+0 4.5 1.65 7.425 0.9 4.05 0.4 1.8 0.15 0.675
+11/+6/+1 4.5 1.8 8.1 1.05 4.725 0.5 2.25 0.15 0.675
+12/+7/+2 4.5 1.95 8.775 1.2 5.4 0.6 2.7 0.15 0.675
+13/+8/+3 4.5 2.1 9.45 1.35 6.075 0.7 3.15 0.3 1.35
+14/+9/+4/-1 4.5 2.45 11.025 1.55 6.975 0.85 3.825 0.4 1.8
+15/+10/+5/+0 4.5 2.6 11.7 1.7 7.65 0.95 4.275 0.45 2.025
+16/+11/+6/+1 4.5 2.75 12.375 1.9 8.55 1.1 4.95 0.5 2.25
+17/+12/+7/+2 4.5 2.9 13.05 2.1 9.45 1.25 5.625 0.55 2.475
+18/+13/+8/+3 4.5 3.05 13.725 2.3 10.35 1.4 6.3 0.75 3.375
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damage is high for the dedicated archer, and the archerseen on Table 5-7, Rapid Shot is the superior fighting
always has the option of not utilizing the feat againtchnique.

well-armored opponents. Though it may seem that Rapid

Shot is eventually rendered obsolete by Manyshot, Rapid

Shot will always be able to provide an additional attack PGWEI’ Attack Tree

and a higher average attack bonus. For example, a 16th )

level fighter using Rapid Shot can attack dYumber of Feats in Tree:6

+14/+14/+9/+4/-1 and not move or shel can attack Wiyitional Trees Required?: No

Manyshot at +8/+8/+8/+8 and still retain a move. Use

Rapid Shot when you want to take a full round action afahtry: Str 13

use Manyshot when you can only get off a standard.
attack y y y 9 al%th: None

Manyshot is a perfect fit for many archers. But befo rphe_types: Cavalry,. Il heavy .infantry, —
you jump all over this feat, you should be aware of i irmishers all benefit from select!ng this feat tree. Of
inherent costs and limitations. First, it has two feat pr e four, hovx:jever,”only thhe W57 mf::;ntry should focmas
requisites in addition to its Dexterity requirements. BotI n Improved Bull Rush, Improvedg@verrun, el
are useful feats, but neither of them is Precise Sh&\.proved sunder, as theylarsiiiSi=ieeEpe MoSHlikely
You'll need Precise Shot for your archer to make gocB% use these feats.

use of this feat. Because the maximum range at which

Manyshot can be effective is 30 feet, it's quite likely that Power Aftack
any targets the archer uses Manyshot against are proba- ) i !
bly closing to melee, if not already in it. When players think of the typical power-attacking war-

rior, they imagine a knight in full plate armor using a
The major benefit of Manyshot is not its multiple attackgreatsword to slice through some poor sap. In practice,
but the fact that its multiple attacks are performed asheavy infantry are just behind archers in having the
standard action. One attack roll, up to four arrows, afelvest opportunities to use the feat. Heavy infantry and,
the attacker can still take a move action! However, as aana lesser extent, light infantry, are the characters most

TABLE 5-6: POINT BLANK SHOT

- Adjusted Average Typical Damage Per Round Versus Given AC

5 BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage
+2 5.5 0.4 2.2 0.15 0.825 0.05 0.275 0.05 0.275
+3 55 0.45 2.475 0.2 1.1 0.05 0.275 0.05 0.275
+4 5.5 0.5 2.75 0.25 1.375 0.05 0.275 0.05 0.275
+5 5.5 0.55 3.025 0.3 1.65 0.05 0.275 0.05 0.275
+6 5.5 0.6 3.3 0.35 1.925 0.1 0.55 0.05 0.275
+7/+2 5.5 1.05 5.775 0.55 3.025 0.2 1.1 0.1 0.55
+8/+3 5.5 1 5.5 0.65 3.575 0.25 1.375 0.1 0.55
+9/+4 5.5 1.1 6.05 0.75 4.125 0.3 1.65 0.1 0.55
+10/+5 55 1.2 6.6 0.85 4.675 0.35 1.925 0.1 0.55
+11/+6 55 1.3 7.15 0.95 5.225 0.45 2.475 0.15 0.825

’ +12/+7/+2 55 1.95 10.725 1.2 6.6 0.6 3.3 0.25 1.375
+13/+8/+3 5.5 2.1 11.55 1.35 7.425 0.7 3.85 0.3 1.65
+14/+9/+4 55 2.2 12.1 15 8.25 0.8 4.4 0.35 1.925
+15/+10/+5 55 2.3 12.65 1.65 9.075 0.9 4.95 0.4 2.2
+16/+11/+6 55 2.4 13.2 1.8 9.9 1.05 5.775 0.5 2.75

: +17/+12/+7/+2 55 2.9 15.95 2.1 11.55 1.25 6.875 0.65 3.575
+18/+13/+8/+3 55 3.05 16.775 2.3 12.65 14 7.7 0.75 4.125
+19/+14/+9/+4 55 3.15 17.325 2.45 13.475 1.55 8.525 0.85 4.675
+20/+15/+10/+5 55 3.25 17.875 2.6 14.3 1.7 9.35 0.95 5.225
+21/+16/+11/+6 55 3.35 18.425 2.75 15.125 1.9 10.45 1.1 6.05
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TABLE 5-7: RAPID SHOT AND MANYSHOT COMPARISON

(INCLUDING MODIFIERS FROM POINT BLANK SHOT)

Rapid Shot,
Adjusted Average Typical Damage Per Round Versus Given AC
BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage
+0/+0 55 0.6 3.3 0.1 0.55 0.1 0.55 0.1 0.55
+1/+1 55 0.7 3.85 0.2 1.1 0.1 0.55 0.1 0.55
+2/+2 5.5 0.8 4.4 0.3 1.65 0.1 0.55 0.1 0.55
+3/+3 55 0.9 4,95 0.4 2.2 0.1 0.55 0.1 0.55
+4/+4 55 1 55 0.5 2.75 0.1 0.55 0.1 0.55
+5/+5/+0 5.5 1.4 7.7 0.65 3.575 0.15 0.825 0.15 0.825
+6/+6/+1 55 155 8525 0.8 4.4 0.25 1.375 0.15 0.825
+7/+7/+2 55 1.7 9.35 095 5.225 0.35 1.925 0.15 0.825
+8/+8/+3 5.5 1.85 10.175 1.1 6.05 0.45 2.475 0.15 0.825
+9/+9/+4 55 2 11 1.25 6.875 055 3.025 0.15 0.825
+10/+10/+5/+0 55 2.45 13.475 1.45  7.975 0.7 3.85 0.2 1.1
+11/+11/+6/+1 5.5 2.65 14.575 1.65 9.075 0.85 4.675 0.3 1.65
+12/+12/+7/+2 55 2.85 15.675 1.85 10.175 1 55 0.4 2.2
+13/+13/+8/+3 55 3.05 16.775 2.05 11.275 1.15 6.325 0.5 2.75
+14/+14/+9/+4 5.5 3.15 17.325 2.25 12.375 1.3 7.15 0.6 3.3
+15/+15/+10/+5/+0 55 3.55 19.525 25 13.75 15 8.25 0.75 4.125
+16/+16/+11/+6/+1 55 3.7 20.35 2.75 15.125 1.7 9.35 0.9 4.95
+17/+17/+13/+7/+2 5.5 3.9 21.45 3.05 16.775 1.95 10.725 1.1 6.05
+18/+18/+14/+8/+3 55 4 22 3.3 18.15 2.15 11.825 125 6.875
+19/+19/+15/+9/+4 55 4.1 22.55 3.45 18.975 2.35 12.925 1.4 st
Manyshot,
Adjusted Average Typical Damage Per Round Versus Given AC
BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage
+2 55 0.4 2.2 0.15 0.825 0.05 0.275 0.05 0.275
+3 55 0.45 2.475 0.2 11 0.05 0.275 0.05 0.275
+4 5.5 0.5 2.75 0.25 1.375 0.05  0.275 0.05 0.275
+5 5.5 0.55 3.025 0.3 1.65 0.05 0.275 0.05 0.275
+6 5.5 0.6 3.3 0.35 1.925 0.1 0.55 0.05 0.275
+3/+3 5.5 0.9 0 0.4 2.2 0.1 0.55 0.1 0.55
+4/+4 55 1 55 0.5 2.75 0.1 0.55 0.1 0.55
+5/+5 55 11 6.05 0.6 3.3 0.1 0.55 0.1 0.55
+6/+6 5.5 1.2 6.6 0.7 3.85 0.2 11 0.1 0.55
+7/+7 55 1.3 7.15 0.8 4.4 0.3 1.65 0.1 0.55
+6/+6/+6 55 1.8 9.9 1.05 5.775 0.3 1.65 0.15 0.825
+7/+7/+7 5.5 1.95 10.725 1.2 6.6 0.45 2475 0.15 0.825
+8/+8/+8 55 2.1 11.55 1.35 7.425 0.6 3.3 0.15 0.825
+9/+9/+9 55 2.25 12.375 15 8.25 0.75 4.125 0.15 0.825
+10/+10/+10 5.5 2.4 13.2 1.65 9.075 0.9 4.95 0.15 0.825
+9/+9/+9/+9 5.5 3 16.5 2 11 1 55 0.2 1.1
+10/+10/+10/+10 55 3.2 17.6 2.2 12.1 1.2 6.6 0.2 1.1
+11/+11/+11/+11 5.5 34 18.7 2.4 13.2 1.4 7.7 0.4 2.2
+12/+12/+12/+12 5.5 3.6 19.8 2.6 14.3 1.6 8.8 0.6 3.3
+13/+13/+13/+13 55 3.8 20.9 2.8 15.4 1.8 9.9 0.8 4.4

Page 49




dragon doesn’'t seem like a good plan.

IR

likely to be engaged by opposition heavy infantry arélayers will have to decide if the long-term depreciation
light infantry characters. Typically, the armor classes of the feat is an acceptable price for the feats her charac-
those enemies will be too high for the warrior to sacrifider needs.
any significant attack bonus for damage. When you can-

sider the inherent penalties of iterative attacks, droppi
five points of attack bonus when going up against a bl

H’ e real question when using Power Attack is, “How
ch attack bonus should | trade off?” It depends on

your base attack bonus and the enemy’s AC. Don't
worry, we've done the math for you! Tables 5-8 and 5-9
Skirmishers and guerillas, on the other hand, often fisiow how to max out Power Attack. First, Table 5-8

themselves attacking characters with low armor classgisies a numerical analysis of using Power Attack to

Whether they're wheezing old sorcerers trying to hide wrarying degrees against enemies of different ACs. The

_ the corner or a swarm of annoying kobold runts, Powble assumes the warrior wields the weapon in two

% Attack can help make quick work of their easily-struckands to get the better damage. Strength modifiers to hit

: hides. Cavalry characters may also find use in Powamid damage are not included.

Attack if they have the space and range to choose poorl
armored targets on a battlefield. Power Attack combin

m Table 5-8, you can see the relationship between

with a timely Ride-By Attack can take the wind out 0gamage and chances of hitting. Look at the first section,
which examines a 5th level fighter with a BAB of +5.

Against an opponent of AC 15, he normally averages
Unfortunately, though heavy infantry may not find mucB.475 points of damage each round. If he power attacks
use for Power Attack at higher levels, it is the prerequor +1, his chance of hitting drops from 0.55 to 0.5, but
site for a large number of traditional heavy infantry featkis base damage rises to 6.5, resulting in average damage

anyone’s sails.

BAB
Ftr5 +5
BAB Adjusted with Power Attack:
+4 (-1 to attack)
+3 (-2 to attack)
+2 (-3 to attack)
+1 (-4 to attack)
+0 (-5 to attack)

Ftr 10 +10/+5

BAB Adjusted with Power Attack:
+9/+4 (-1 to attack)
+8/+3 (-2 to attack)
+7/+2 (-3 to attack)
+6/+1 (-4 to attack)
+5/+0 (-5 to attack)

Ftr 15 +15/+10/+5

BAB Adjusted with Power Attack:
+14/+9/+4 (-1 to attack)
+13/+8/+3 (-2 to attack)
+12/+7/+2 (-3 to attack)
+11/+6/+1 (-4 to attack)
+10/+5/+0 (-5 to attack)

Ftr 20 +20/+15/+10/+5

L BAB Adjusted with Power Attack:
+19/+14/+9/+4 (-1 to attack)
+18/+13/+8/+3 (-2 to attack)
+17/+12/+7/+2 (-3 to attack)
+16/+11/+6/+1 (-4 to attack)
+15/+10/+5/+0 (-5 to attack)

Base
Damage
4.5

6.5
8.5
10.5
12.5
14.5

4.5

6.5
8.5
10.5
12.5
14.5

4.5

6.5
8.5
10.5
12.5
14.5

4.5

6.5
8.5
10.5
125
14.5

TABLE 5-8: AVERAGE DAMAGE FROM POWER ATTACK

Average Damage Per Round Versus Given AC

AC Average
15 Damage
0.55 2.475

05 3.25
0.45 3.825
04 4.2
0.354.375
0.3 4.35
1.35 6.075

1.25
1.15

8.125
9.775
1.05 11.025
0.95 11.875
0.8512.325
23 10.35
22 143
21 17.85
1.95 20.475
1.8 225
1.6523.925

3.25 14.625

3.15
3.05

20.475
25.925
2.95 30.975
2.85 35.625
2.7389.875

AC Average
Damage

20
03 1.35
0.25 1.625
0.21.7
0.15 1.575
0.1 1.25
0.05 0.725

0.85 3.825

0.75 4.875
0.65 5.525
0.55.775
0.45 5.625
0.35 5.075

1.65 7.425

TS WONTS

1.35 11.475

12 126
1.0%3.125
0.9 13.05

26 117

2.45 15.925
19.55
2.15 22.575

2.3

2 25
1.85 26.825

0.9

AC Average
25 Damage
0.05 0.225

0.05 0.325
0.05 0.425

0.05 0.525
0.05 0.625

0.0r725

0.35 1.575

0.3 195
0.25125
2.1
0.15 1.875
1.45

0.2

0.1

09 4.05
0.8
0.7
0.6.3
6.25
5.8

5.2
5.95

0.5
0.4

14 6.3

1.3 8.45
12 10.2
1.1 1155
1 12.5
13.05

AC Average
30
0.05 0.225

0.05 0.325

0.05 0.425

0.05 0.525

0.05 0.625
0.05 0.725
0.1 045
0.1
0.85
1.05

0.1
0.1 1.45

0.65

0.1
0.1

1.25

04 18
0.35 2.275
0.3 255

0.25 2.625

0.2 25

0.15 2.175

0.95 4.275

0.85 5.52

0.75 6.37§

0.65 6.82
06875
0.45 6.525

Damag

]

OT
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of 3.25 per round. In this example, the optimal combina-
tion of attack bonus and base damage is taking a —4 to

aFtack, resulting in a ne_t gttack bonus of +1. That glV@\?’ho doesn't love a free attack? This feat is most worth-
him a lower chance of hitting (only 0.35) but because hi

base damage rises to a whopping 12.5, he’ll do an avwsltyle for hea'vy infantry, I|gh_t infantry, and skirmishers.
. rchers won't make use of it, cavalry often take up too
age of 4.375 damage each round — 75% higher than’ an . ¥
. much space to threaten multiple opponents, and guerillas
unpowered attack! The result for taking -5 causes even . )
" -usually pursue single targets. Think of Cleave as a
more damage, but the lower chance of hitting results in a L
slightly lower average damage reward f_or winning. The more often you dov_vn opponents
' in the thick of melee, the more often you will be reward-
The really interesting part of Table 5-8 is the impact éd. Unlike Combat Reflexes, this feat does not require
Power Attack against foes with high ACs. If you're fightthe enemy tdet youuse it. The skirmisher may wind up
ing an enemy who you can only hit with a natural 20aking the greatest use of the Cleave feat if they work
then why not go full Power Attack? It won't affect your‘cleanup,” picking off groups of low level punks while a
chances of hitting! Look again at the 5th level fighteheavy infantry warrior takes on the tough guys. If you
His best option for Power Attacking foes of AC 25 anglay a “head for the boss” type of character, this feat may
AC 30 is to go the full +5, since it has no impact on hige underused. For best tactical advantage, use it against
chances of hitting but causes substantially more damale weakest of all threatened opponents first. The quick-
if he actually hits. er they go down, the quicker you can use your free attack

. , against the toughest hombre in the mix.
Table 5-8 isn’'t meant to be a complete analysis of every

possible Power Attack. Instead, it shows you a slice @feat Cleave and Power Attack with a two-handed
data at several different points. Table 5-9 takes this infaveapon allow you to mop up the floor with all but the
mation and compiles it into a complete reference tabddggest and toughest monsters in the game. For example,
for use in your games. assume your 8th-level barbarian (BAB +8) is raging and

) : ' now has a 21 Strength (+5 bonus). He wields a two-
Table 5-9 is everything you'll ever need to Power Attagk, nqed greatsword dealing 2d6+7 points of damage.

with confidence. By cross-referencing your BAB With\j\y this barbarian faces off against a bunch of ogres,
your opponent’s AC, Table 5-9 shows you the numbgp, with AC 16 and 29 hit points. Using Table 5-9, the
you should subtract from your attack roll to get the stgaharian should Power Attack for 8, reducing his attack
tistically maximum average damage. For example, gy jifier to +5. (See Table 5-9 to understand this calcu-
warrior with BAB +10 fighting one-handed against gytion: BAB +8 plus +5 for Strength = adjusted BAB of
monster of AC 14 should swap 6 points of attack fQr 3 cross-referenced against AC 16 on the two-handed
damage. (Note that there are two tables, for oqe—han t of Table 5-9.) If he hits, he deals thirty points of
qnd two—handqd attacks; make sure you're Iookmg at 8mage on average (the normal 2d6+7 (average 14) plus
right one.) This recommended Power Attack figure ig, exira 16 for Power Attack), enough to drop a single
based on the same chance-of-hitting-and-base-damggg, with each hit. Furthermore, he has a 50% chance to
analysis you see in Table 5-8, but adapted to every pRg-each ogre, good odds. (See Table 5-4: attack bonus of
sible combination of AC and BAB. You don't get the.5 4gajnst AC 16 means he hits 50% of the time.) More
“guts” of the calculations, but you don't need them; affa, jikely, he'll cut through the ogres with little effort,

you really need to know is that you if you use the numnq with a 509% shot with every Cleave attack, he'll prob-
ber on the table, you'll be in line to do the statlst|caII¥b|y do it on just a standard attack.

maximum amount of damage that you can possibly do.

These tables consider single attacks for one-handecshort, Power Attack + Cleave + Great Cleave should
weapons and two-handed weapons. Strength and otbethe basis for every high-Strength, Weapon-Focused-
enhancements to damage are not included, but since teyrior in the game.

are uniform across all possible Power Attack options,

they don't affect the calculations. You should include

bonuses to attack when you look up your BAB — for Other Feats

example, if your BAB is +4 and you have a +1 weapon

and a 16 Strength (+3 bonus), use the column for a +8 Improved Critjcal

BAB (+4 +1 +3 = +8).

Cleave and Great Cleave

Dog-ear the page with Table 5-9. Trust me, if you ha(é(‘—p_?th?r_ Sob"d Ieat fgr tht?] gl saﬁc[{allfts, (Ijmp;]roved
Power Attack you will use this table — a lot. riical 157nest USeaRiIEAponS,hal aireatyliiiad

high threat range. However, do not let the lure of fre-
guent critical hits blind you to the fact that often a feat
like Weapon Specialization on a higher-damage, lower-
threat weapon will produce more damage over time than
Improved Critical on a lower-damage, higher-threat
weapon.




Table 5-10 shows the percentage chance of achievingoar opponent has AC 12. Looking at the section of
critical hit, based on the indicated threat range, yoliable 5-10 for weapons whose threat range goes from
BAB, and the opponent’s AC. | know this sounds coni-8-20 to 15-20, you can cross-reference BAB +1 and AC
plicated, but it's not. First, here’s how to read it. Let’s sdl2 to see that you have a 15% chance of actually scoring
you're using a rapier, which has a threat range of 18-a0critical hit with this weapon. You'll get the critical
(crit x2) and does 1d6 damage. If you take Improvedreat 30% of the time, but the table shows you how
Critical, you'll improve your threat range to 15-20, or aften this will translate into a real critical hit, based on
30% chance of inflicting a critical threat. Now let's sayour chance of hitting with the second attack.

you're using that rapier while you have BAB +1 and

TABLE 5-10: IMPROVED CRITICAL: PERCENTAGE CHANCE OF SCORING A CRITICAL HIT,
GIVEN YOUR BAB AND AN OPPONENT’'S AC (CONTINUED ON FOLLOWING PAGE)
Threat Range 18-20 (which becomes 15-20 with Improved Critical, or a critical threat 30% of the time)
Enemy AC
BAB 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
+1 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0%
+5 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0%
+6 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0%
+7 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0%
+8 20% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0%
+9 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0%
+10 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0%
+11 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1%
+12 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2%
+13 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4%
+14 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6%
+15 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9%
+16 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 119
+17 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 129
+18 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 149
+19 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 159
+20 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 179
Threat Range 19-20 (which becomes 17-20 with Improved Critical, or a critical threat 20% of the time)
Enemy AC
BAB 10 112 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
+1 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0%
+5 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0%
+6 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0%
+7 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0%
+8 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0%
+9 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0%
+10 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0%
+11 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1%
+12 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2%
+13 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4%
+14 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5%
+15 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6%
+16 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7%
+17 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8%
+18 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9%
+19 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 109
+20 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 119
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So how do you evaluate this? Well, start with the weap88% of the time. Thus, in a best-case scenario, your max-
for which you took Improved Critical, then figure ouimum possible extra damage from Improved Critical is
how much more damage you’ll be doing on averagen extra 1d6 (the rapier’s damage is 1d6 and its crit is x2)
Let’s say it's a rapier. Looking at the section of Table 29% of the time. Since 1d6 damage has an average result
10 for threat range 18-20 (which becomes 15-20 witi 3.5, that means your maximum average damage is 3.5
Improved Critical), you can see the greatest chance+o{3.5 x 0.29), or 4.515 — essentially the same as using a

achieving a critical is 29%. If you always fought againsteapon that does damage 1d8 (average 4.5) without
low-AC foes, you could make a critical hit a whoppingmproved Critical.

TABLE 5-10, CONTINUED

Threat Range 20 (which becomes 19-20 with Improved Critical, or a critical threat 10% of the time)

Enemy AC
BAB 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
+1 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0%
+5 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0%
+6 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0%
+7 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0%
+8 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0%
+9 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0%

+10 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3%
+11 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4%
+12 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4%
+13 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5%
; +14 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5%
+15 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6%
2 +16 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6%

+17 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4%
+18 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5%
+19 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5%
+20 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6%

2% 2% 1% 0%
3% 3% 2% 2% 1%
4% 3% 3% 2% 2%
4% 4% 3% 3% 2%
56 4% 4% 3% 3%
5% 5% 4% 4% 3%
6% 5% 5% 4% 4%

Threat Range 20 only (not affected by Improved Critical; a critical threat 5% of the time)

Enemy AC
BAB 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
+1 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0%
+5 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0%
’ +6 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0%
+7 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0%
+8 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0%
+9 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0%

+10 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0%
+11 50 %% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1%
+12 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1%
+13 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1%
: +14 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1%
+15 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2%
+16 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2%
+17 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2%
+18 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2%
+19 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3%
+20 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3%
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Now let's compare two weapons. Let's say your oth&pecialization and other such feats where all that extra
option (in addition to that rapier) is a warhammer, whiallamage stacked together can really make a difference,
has a threat range of 20 and a x3 crit on 1d8 damagstead of just taking it by itself.

(average 4.5). Looking at the section of Table 5-10 for y ! . - :

threat range 20 (increased to 19-20 with the feat), we 519{ 0]oLe mfor_matlon Cun iz [ pile O.f s o
see that your maximum chance of critting is 10%. On tigapon selection, see Chapter 6: Equipment.

other hand, you do an extra 2d8 damage because it’s a x3
weapon. Assuming you spend all your time fighting foes
with a 10% of critting (the best-case scenario),

Improved Critical increases your maximum averagelr many characters, this is a so-so feat. A character's
damage to 4.5 + ((4.5 + 4.5) x .010), or 5.4 damaﬁfecnve Leadership score is affected by her Charisma,

Surprisingly, Improved Critical with a warhammer has %hich is a low-priority statistic for most warriors. For
bigger impact than with a rapier. paladins, however, a high Charisma is highly desirable.

Leadership just piggy-backs onto those benefits. This
The thing to remember with this feat is that it's not negeat is best taken above eighth level, when the cohort will
essarily about which weapon you should take the fas high enough level to really do some good and not
with; it's also about whether this feat can give you mofeed constant babysitting. This also practically ensures
ooomph than another feat. Improved Critical with ghat your warrior will gain several 1st level assistants that
warhammer increases your max average damage freah come in handy, if used carefully. If you need more
4.5 to 5.4, or 0.9 points. Can another feat increase y@ahvincing, consider this: for the cost of one feat, you get
average damage by more than 0.9? If so, that other fgatextra ally, two levels lower than your warrior. Your

is probably the better option. If you do opt for Improvevel minus two in hit points, feats, and skills. It's a steal.
Critical, think in terms of combining it with Weapon

Suggested Feat Trees

Buying individually valuable feats is enough to make a potent warrior, but if the ultimate warrior is what you had in
mind, you'll need to think ahead when buying feats. Here are some suggested feat trees organized by warrior arche-
type and class combinations. By using these examples and creating your own variants, you should be able to build a

Leadership

warrior to be reckoned with.

Archers

Fighter Archer

The fighter archer build is constructed to take qui
advantage of the fighter’s massive amount of bonus fe
The pattern here is to take all of the most importg
archery and bow specialization feats as quickly as po
ble. By the time the character hits 12th level, all of t
most important feats will be accounted for. Feats frg
14th to 20th level are purchased to help round out
character defensively in case she is engaged in me
Iron Will at 9th gives the fighter a little added insuran
against typical anti-archer magic likeold personor
dominate persanOtherwise, this build produces an al
out ranged offense monster.

Ranger Archer

Due to the ranger archer’s lower hit points and reliar]
on staying in light armor for the benefits of the arche
combat style, Dodge and Mobility appear earlier in th
build than in the fighter archer tree. Rangers are m

Ck
ats.
rEevel
B
'9 st (bonus)
Mnd (bonus)
d
88h (bonus)
%th
6th (bonus)
" 8th (bonus)
9th
10th (bonus)
12th
C‘152th (bonus)
r);L4th (bonus)
~15th
)IJeBth (bonus)

woth

s

likely to have a higher Wisdom score to bolster their Id

Will save, but the ranger archer still picks up Iron Willer
I

15th level to close that widening gap towards high lev

8th (bonus)
§Oth

TABLE 5-11: FIGHTER ARCHER FEATS

Feat

Point Blank Shot

Rapid Shot

Precise Shot
Weapon Focus (longbow)

Weapon Specialization (longbow)
Manyshot

Far Shot

Greater Weapon Focus (longbow)
Iron Will

Improved Critical (longbow)
Improved Precise Shot

Greater Weapon Specialization (longbow)
Dodge

Mobility

Shot on the Run

Quick Draw

Weapon Focus (longsword)
Weapon Specialization (longsword)
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Cavalry

Fighter Cavalry

TABLE 5-12: RANGER ARCHER FEATS

Level

1st

2nd (style)
3rd

6th

6th (style)

9th

11th (style)
12th

15th

18th

Feat

Point Blank Shot

Rapid Shot

Precise Shot

Dodge

Manyshot

Mobility

Improved Precise Shot
Far Shot

Iron Will

Improved Critical (longbow)

TABLE 5-13: FIGHTER CAVALRY FEATS

Level

1st

1st (bonus)
2nd (bonus)
3rd

4th (bonus)
6th

6th (bonus)
8th (bonus)
9th

10th (bonus)
12th

12th (bonus)
14th (bonus)
15th

16th (bonus)
18th

18th (bonus)
20th

Feat

Mounted Combat

Ride-By Attack

Spirited Charge
Weapon Focus (greatsword)

Weapon Specialization (greatsword)
Skill Focus (Ride)

Trample

Greater Weapon Focus (greatsword)
Power Attack

Improved Sunder

Improved Critical (greatsword)
Greater Weapon Specialization (greatsword)
Quick Draw

Cleave

Weapon Focus (lance)

Weapon Specialization (lance)
Mounted Archery

Weapon Focus (longbow)

TABLE 5-14: PALADIN CAVALRY FEATS

Level Feat
1st Mounted Combat
3rd Ride-by Attack
6th Spirited Charge
9th Leadership
12th Power Attack
15th Cleave
18th Trample
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lances have dire limitations when not mounted; leave the
lance feats for later levels. As with the fighter archer
build, the fighter cavalry character comes into full bloom
at about 12th level.

As with many of the other fighter trees, the fighter cav-
alry feat tree shown here takes advantage of the fighter’s
high number of bonus feats to build a highly specialize
devastating melee combatant. Players may be tempted t
focus on the lance as their early weapon of choice, l?

Paladin Cavalry

bmpared to the fighter cavalry build, the paladin caval-
?nay seem downright boring. With only the standard
Sts given every three character levels, players must be
very careful about what they buy. This character build
emphasizes melee aspects only, starting first with caval-
ry-enhancing feats then moving to general melee combat
feats at higher levels. As paladins are generally more
capable of protecting their magnificent mounts in com-
bat, archery and defensive crossover feats are excluded
entirely. Because cavalry warriors can be very vulnerable
when forced to fight on foot, the paladin cavalry build
takes Leadership at 9th level. The cohort earned with the
feat will probably be about 7th level, and could serve in
a variety of supporting roles. Amounted cleric of the pal-
adin’s faith would be particularly helpful. For characters
more likely to spend significant time fighting on foot,
players may wish to switch Spirited Charge with Power
Attack and Leadership with Cleave.

Ranger Cavalry

The ranger cavalry build is significantly different from
the other two cavalry feat trees. This progression utilizes
the ranger’s optional archery feats to make a formidable
cavalry archer. Some players may wish to substitute
melee-oriented feats for Weapon Focus (longbow), Far
Shot, and Improved Critical (longbow). This may pro-
duce a more well-balanced character at high levels.

Guerilla

Fighter Guerilla

The fighter guerilla has far more feats than her monk
counterpart, but she does not have the naturally strong
Will and Reflex saves. Both builds start out similarly, but
the fighter takes Weapon Focus and Weapon
Specialization followed up with the very useful Iron Will
feat. Given a variety of supernatural or magic-using
opponents, the Blind-Fight feat will undoubtedly come
into play on a regular basis.

In the mid-levels, the guerilla gets serious damage poten-
tial with Greater Weapon Focus and Greater Weapon
Specialization. Because Reflex saves are important but
not vital, the Lightning Reflexes feat is put off until 12th
level. In the mid-teens, the fighter takes a number of
feats to reinforce special attacks. This is all rounded off
with the entire Weapon Focus tree in the flail, a weapon
that is particularly useful when making said special
attacks.




Monk Guerilla

Unlike the other two guerilla builds, the monk guerill&he opportunity for trips galore. At the higher levels,

awesome power and flexibility of a spiked chain put to
good use: reach without the hassles, solid damage, and

doesn’t bother with Iron Will or Lightning Reflexes. Heinstead of buying the remainder of the Power Attack tree,
saving throws are uniformly good and once Diamoritiis fighter diversifies by buying another entire set of the
Soul kicks in, most mid-level casters will have a difficul¥Veapon Focus tree, but takes spear for a melee and

time affecting her. This guerilla goes the route of mo

e

traditional feats that improve combat effectivenes|
Dodge and Mobility are still useful for getting by thos

pesky meat-shields on the way to more important bupi-

ness, but at 6th level, the monk buys Power Attag
Lacking the weapon flexibility that their fighter ang
ranger cousins possess, the monk can use Power At
to turn up the heat as the need arises. After Blind-Fig
the monk buys Stunning Fist even though she skipp
over it at 1st level. There’s no penalty for buying it latg
and the monk will be able to slap down at least a doz
Stunning Fists every day from the time of purchase. T
high-level Weapon Focus and Improved Critical feats 4
there to add a bit of oomph that the monk seriously ne¢
at higher levels.

TABLE 5-15: RANGER CAVALRY FEATS

As for the monk’s bonus feats, they are purchased spe

ically for her role as a guerilla. Though Stunning Fi
could arguably be as useful as Improved Grapple, a gr
ple is particularly troublesome for enemy spellcaste
even clerics. Choosing between Combat Reflexes 8
Deflect Arrows is like choosing to be stung by wasps
to be thrown down a flight of stairs. Neither is particy
larly desirable, but Combat Reflexes may come in han
if the monk is threatening multiple casters.

Ranger Guerilla

Melee rangers are encouraged to go down the sligh
sub-optimal route of two-weapon fighting, so this rang
guerilla build has a bit of predestination built in. Dodge
Mobility, and Combat Expertise come early for this buil
because the lightly armored, d8 hit die ranger needs a
tle extra insurance. At 12th level, Two-Weapon Defen
gets thrown in for added protection. Iron Will get
skipped since rangers will tend to have higher Wisdo

2nd (bonus)
d%rd
4th (bonus)
6th
6th (bonus)
tigth (bonus)
pth
» 10th (bonus)
H12th
lif2th (bonus)
Ld4th (bonus)
L 15th
m1-6th (bonus)

scores, but Lightning Reflexes comes in at the strat
pheric 18th level just in case. It can be difficult to pic
the mid- and high-level feats since the ranger is picki

sl8th
18th (bonus)
¢Oth

Combat Expertise
Weapon Focus (longsword)

Weapon Specialization (longsword)
Iron Will

Blind-Fight

Greater Weapon Focus (longsword)

I(Level Feat
1st Mounted Combat
b pd (style) Rapid Shot
L rd Mounted Archery
5 th Point Blank Shot
| 6th (style) Manyshot
'e’ th Precise Shot
N 1th (style) Improved Precise Shot
i 2th Weapon Focus (longbow)
5th Far Shot
8th Improved Critical (longbow)
cif-
’;p_ TABLE 5-16: FIGHTER GUERILLA FEATS
i%evel Feat
L st Dodge
1st (bonus) Mobility

Greater Weapon Specialization (longsword)

Spring Attack

Lightning Reflexes

Improved Trip

Improved Critical (longsword)
Improved Disarm

Weapon Focus (flail)
Weapon Specialization (flail)
Greater Weapon Focus (flail)
Greater Weapon Specialization (flail)

around bonus combat style feats. This build takes Blind=

Fight for use against concealed and invisible oppone
and Spring Attack for an added buffer against particula
ly dangerous opponents.

Heavy Infantry

Fighter Heavy Infaniry

Building a proper fighter heavy Infantry tree can be di
ficult because it's tempting to overload on every fe
associated with Power Attack. This example build tak
advantage of the fighter's many proficiencies not fq
insane specialization, but for a surprising amount

IS
\r-

Level
1st
1st (bonus)
2nd (bonus)
3rd
_6th
hi6th (bonus)
p9th
r12th
pHfL5th
o18th

diversity. The fighter sacrifices the shield arm for th

TABLE 5-17: MONK GUERILLA FEATS

Feat
Dodge
Improved Grapple
Combat Reflexes
Mobility
Power Attack
Improved Trip
Blind-Fight
Stunning Fist
Weapon Focus (unarmed)
Improved Critical (unarmed)
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thrown weapon combination that prevents her froremember than both paladins and rangers have small but

being too mired in melee. significant spellcasting ability. For the paladin heavy
infantry character, any spells they use will often be cast
Paladin Heavy Infantry within an enemy’s threatened space. And though this

. _ . _ . character will not be as effective on horse as a paladin
This paladin heavy infantry build sacrifices two feats fctravalry warrior, the mounted paladin can still use her

the sake of bolstering the class abilities of the paladifeeq to great effect: protecting it with the paladin’s Ride
namely the paladin mount and the spellcasting abilityi is a wise investment.

While this book is about warriors, it is important to
By the time the paladin buys Leadership at 9th level, the

cohort she gains should be about 7th level. For the pal-

TABLE 5-18: RANGER GUERILLA FEATS adin heavy infantry warrior, the best cohort may be a
fighter who can dish out serious damage alongside her

Level Feat patron.

1st Dodge

2nd (style) Two-Weapon Fighting .

3rd Mobility Light Infantry

6th Combat Expertise ) )

6th (style) Improved Two-Weapon Fighting Barbarian Light Infantry

9th Blind-Fight

11th (style)
12th

Barbarians can make devastating light infantry charac-
ters. The combination of their increased speed, brutal
damage potential, and ability to suck up massive punish-

Greater Two-Weapon Fighting
Two-Weapon Defense

12:2 Eigrrll?r?irgtgz;lexes ment is unmatched_. This build focus_es_ imme(_jiately on
raw damage potential. Power Attack is immediately fol-
lowed by Cleave and Great Cleave. These simply rein-
force the barbarian’s already awesome melee abilities. At

TABLE 5-19: FiGHTER HEAVY INFANTRY FEATS the very high levels, the barbarian can use her Improved
Bull Rush to slap lesser creatures out of the way wher-

Level Feat ever she goes. While using greater rage, it would take a

1st Power Attack truly massive creature to prevent the barbarian from get-

1st (bonus) Cleave ting her way.

2nd (bonus)
3rd

4th (bonus)

6th

6th (bonus)

8th (bonus)

9th

10th (bonus)
12th

12th (bonus)
14th (bonus)

Exotic Weapon Proficiency (spiked chain)
Weapon Focus (spiked chain)

Weapon Specialization (spiked chain)
Combat Expertise

Improved Trip

Greater Weapon Focus (spiked chain)
Great Cleave

Blind-Fight

Iron Will

Greater Weapon Specialization (spiked chain)
Combat Reflexes

Despite all this offensive potential, the barbarian starts to
feel the need for more defense as the mid-levels come to
a close. Barbarians can take a lot of abuse, but it's better
to avoid a few hits than to assume she can absorb every-
thing thrown at her. Dodge and Combat Expertise are
purchased in sequence to give the barbarian defensive
flexibility. Mobility comes in at 18th level. The chal-
lenges around that time are often so suddenly fatal that
the barbarian would be wise to make a momentary retreat
when things get too hot.

15th Dodge Monk Light I

16th (bonus) Weapon Focus (spear) onk Light Infantry

18th Weapon Specialization (spear) The monk has neither the feat potential of the fighter nor

18th (bonus)  Greater Weapon Focus (spear) the d12 hit die of the barbarian. She has many special

20th Greater Weapon Specialization (spear) abilities and a good unarmored AC potential, but that
only goes so far. The monk starts out with an offensive
trio of feats: Power Attack, Stunning Fist, and Combat

BLE 5-20: DIN HE INFAN EATS Reflexgs. As the cha}llenges rise, she deviates from'the

TA P il AVY FANTRY F AT barbarian’s progression by taking Dodge and Mobility

Level Feat for added defense. She takes Combat Expertise at 12th

1st Power Attack level for the defensive flexibility, but the rest of the upper

3rd Cleave level feats are all offensive. By 15th level, her various

6th Mounted Combat bqnuses to AC should. .be significant, so Improved

9th Leadership Dlsgr_m and Improved Critical are ta}ken for more combat

12th Combat Casting flexibility and more damage potential, respectively.

15th Weapon Focus (longsword)

18th Improved Critical (longsword)
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: Focus trees for both longsword and longbow. Despite
Rapaegut Infanty what seems to be a lack of singular focus, this fighter
As with many melee ranger builds, the light infantrgkirmisher is actually as well equipped to deal with both
character is encouraged to take the two-weapon fightiglee and ranged combat as many non-fighter infantry
style that is offered to rangers. Though this fighting styl# archer characters.
is sub-optimal when compared to the use of two-handed
weapons, the ranger quickly makes up for the offensive Ranger Skirmisher

difference by buying Power Attack. With the automatic . 4 . . .
bonus feat Greater Two-Weapon Fighting at 11th |ev§,“'0k Draw is the key to this build’s success. With it, the
gnger can not only draw two weapons simultaneously,

the ranger will start to have a hard time landing her thiE h : K itiole th ks i
off-hand attack. Proactively, she buys Weapon Foc SRNCAEIREts0 maKe MUNIDICAonhE apoiatiag el

(shortsword) to gain a small but significant bonus Whéhsingle round. IThoggh Shﬁ COUIS T heaviefr mele?
she’s making that tertiary off-hand attack at -10. Even\Q(Fagons orda SNGUOW WHEN = i expﬁcts e o cl)
a slight damage disadvantage, she’ll still be droppir‘f L0 Min At e N (Vb

opponents on a regular basis, so the Cleave feat at 1 ﬂff\pgns_are Iong;word and throwing a}xe. Yes, you read
level should get a healthy amount of use. that right: a throwing axe. Remember: the goal of the

The rest of the ranger’s build is devoted to defense. $he
takes Two-Weapon Defense before Dodge since |its ] ABLE 5-21: BARBARIAN LIGHT INFANTRY FEATS
bonus applies to all opponents instead of just one. Sfill,

Dodge is useful on its own merits and as a gateway|tb€Vel Feat
Mobility, so both are purchased later in her career. Spripdst Power Attack
Attack, though arguably an offensive feat, is used by therd Cleave
ranger light infantry warrior in a defensive capacity. SHebth Great Cleave
can't charge the same powerful foes that the hegv{th Dodge .
infantry fighter beats to death, but Spring Attack can hglg-2th Combat Expertise
her take pot shots until a new target gains priority or thé-5th Improved Bull Rush
target’s fate is sealed. 18th Mobility
Skirmisher
TABLE 5-22: MONK LIGHT INFANTRY FEATS
Fighter Skirmisher

. : _ Level Feat

Though some may think of a fighter skirmisher as 3 ot Power Attack

“waste” of the fighter’s potential for massive specializa “1st (bonus) Stunning Fist
tion, the fact is that because fighters get so many feg S (bonus) Combat Reflexes
it's very easy for them to have excellent capabilities Dodge

both melee and ranged combat. Since this character yvj h Mobility

be a multi-role warrior, the first feats she takes a &th (bonus)
focused on getting out of threatened spaces and qui kb(th
switching weapons. After that, taking advantage of t 8 2th
fighter’s specialization capability will help sustain her i 15th

melee combat. 18th

Improved Trip

Cleave

Combat Expertise

Improved Disarm

Improved Critical (unarmed)

The mid-levels are a mish-mash of ranged feats, melee
feats, and a couple of miscellaneous feats. Point Blagnk

Shot and Precise Shot are taken first. Primarily, the sKir- BLE 5-23: NGER LIGHT INFAN EATS
misher will be pulling archery duty at close range, usual- TA Ra R T FANTRY F AT

ly at targets that are engaging her allies. Both feats hglpge| Feat

in those circumstances. Once that's out of the way, Power Attack

takes Power Attack for the increased offensive capabllizng (style) Two-Weapon Fighting

ty required for someone who isn't a two-handed melggq Two-Weapon Defense
weapons specialist. This is followed by two miscellg-gip, Dodge

neous feats: Iron Will helps protect against the inevitablg, (style) Improved Two-Weapon Fighting
mind-affecting spells and Blind-Fight allows the skirt gi Weapon Focus (shortsword)
misher to deal with concealment in case the rest of they i, (style) Greater Two-Weapon Fighting
party is incapable of doing so. Rapid Shot and Cleayvg o Mobility

round out the most consistently useful feats availaljlg sy Cleave

from the Point Blank Shot and Power Attack feat tregsg gip Spring Attack

The high-level feats are reserved for building Weapgn
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skirmisher is not to be devastating at one form of corooking like a wandering axe salesman, she could sheath
bat, but to remain flexible at all times. The throwing axthe longsword and make a whopping six attacks within
in the off-hand is a light weapon (reduces penalties) a2d feet at +10/+5/+0, +10/+5/+0! Impractical? Possibly.
has a range increment of 10 feet. Totally awesome? Definitely. It's certainly flexible, and

that's what the skirmisher is all about.
When combined with Point Blank Shot and Far Shot, the W rm ! g

throwing axe becomes fairly respectable. At 11th levédf higher levels, the ranger buys Power Attack and
the Greater Two-Weapon Fighting feat allows the rang€teave for increased melee capabilities as the challenges
skirmisher to do some pretty bizarre things with heise. The purchase of Improved Critical can certainly
weapon combos. Consider a full attack action that cdmelp whether the axes are used for ranged or melee com-
sists of three melee attacks with longsword followed lyat. The sheer number of attacks the ranger gets by that
a 5 foot step and three ranged throwing axe attacks wigloint in time practically guarantees regular critical hits
in 20 feet (increased range increment thanks to Far every adventure.

Shot)! If you don’t mind the idea of your skirmisher

TABLE 5-24: FIGHTER SKIRMISHER FEATS

Level

1st

1st (bonus)
2nd (bonus)
3rd

4th (bonus)
6th

6th (bonus)
8th (bonus)
9th

10th (bonus)
12th

12th (bonus)
14th (bonus)
15th

16th (bonus)
18th

18th (bonus)
20th

Feat

Dodge

Mobility

Quick Draw
Weapon Focus (longsword)

Weapon Specialization (longsword)
Point Blank Shot

Precise Shot

Power Attack

Iron Will

Blind-Fight

Rapid Shot

Cleave

Weapon Focus (longbow)
Weapon Specialization (longbow)
Greater Weapon Focus (longsword)
Greater Weapon Specialization (longsword)
Greater Weapon Focus (longbow)
Greater Weapon Specialization (longbow)

TABLE 5-25: RANGER SKIRMISHER FEATS

Level Feat

1st Quick Draw

2nd (style) Two-Weapon Fighting

3rd Point Blank Shot

6th Precise Shot

6th (style) Improved Two-Weapon Fighting

9th Far Shot

11th (style) Greater Two-Weapon Fighting

12th Power Attack

15th Cleave

18th Improved Critical (throwing axe)
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Chapter Six

Equipment

Next to experience points, loot is the basis for buildingeapons. Simple weapons include unarmed strikes,
your character. The more loot, the more you can buy. Ttiabs, sickles, and quarterstaffs.

more you buy, the better equipped you are. And the bet-

ter equipped you are, the better your chances for SM@rtiak These are the better weapons that are made for
-war, as implied by the proficiency name. These weapons

ival. All th t feat choices, d skill point distri- " ; y :
viva © grea- feat tholces, good SKi! point Cisi re all the traditional things you'd find on the battlefield,

butions, and great stat rolls mean nothing if the g has q h Ml
you're facing has a5 vorpal greatsword of woundinay Such as longswords, warnaimiierEeEgSHBECRE:

a +4 unholy flaming composite [+4] longbowith Exotic: This proficiency group covers just about every-
Rapid Shot. Of course, in the hands of a commoner, th@s@g else. Exotic weapons need not be from weird
weapons are worthless, but in the hands of a reasonagiales. Instead, they just have unusual or special rules
competent warrior, equipment, more often than n@issociated with them, higher than normal damage, race-
makes or breaks the fight. specific origins, or are just plain weird. Examples

This chapter’s focus is on weapons and armor, with exﬂ‘?IUde the bastard sword, dwarven waraxe, shuriken,
attention on weapons, because they're cool. We're d. the infamous two-bladed sword (see, forget about
gonna chat about magic items, the virtues of smoIJg—a“ty!)'
sticks, or why you should use a silk rope over hemp rope,
because if you're that hung up on general PHB equip-
ment, well, you should probably switch classes and @gchy weapon falls into one or more of the following cat-
for rogue. Just keep your mind on the damage dealer %@%ries.

the damage stopper, and you'll be fine.

Categories

Unarmed: This includes attacks made while wearing
gauntlets.
Weapons
Light: These weapons are small and don’t take a lot of
First off, if you're a historical type looking for reality inf00m to use. Weapons in this Categor}/ include the dag-
this game, you've chosen the wrong system. TIRE" kama, and short sword. When you're grappled, swal-

weapons in the d20 system have only a tenuous Iinkl%\’ed whole, ]?r e”g‘;‘fed’ you ﬁanbuse a light weapon t9
any reality, and instead serve to simulate combat in your way free. These are the best weapons 1o use In

smooth a manner as possible. All weapons have charddd' off-hand if you fight with two weapons.

weapon is best for you, consider the various componesjude longswords, the morningstar, and the whip.
of each weapon.
Two-Handed: This category includes greatswords, most

double weapons (quarterstaff to the dwarven urgosh),
and longspear. You get one-and-a-half times your
) Strength modifier with attacks made with one-handed
Proficiency weapons wielded in two hands, or with two-handed

weapons. When you use Power Attack with a two-hand-

Each weapon requires some modicum of proficiency o) weapon, you trade attack for damage points on a 1-
use properly. Most warriors — all but monks — are profj- '

. h . ! i or-2 basis.
cient with all simple and martial weapons. Clerics are
proficient with all simple weapons, while everybody elsRanged: Includes both thrown and projectile weapons,

has specific lists of weapons they can use. such as the javelin and the longbow.

Weapon Components

Simple: Even a commoner could use these real basiize: A weapon'’s size reflects the intended size of the
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weapon’s wielder. For example, a longsword, as writtemagic weapon and then face a 70% chance that the
is the same thing as a Medium longsword (1d8 pointswéapon included is a common weapon. Finally, anything
damage). However, there is a difference between a Smadfre talking about below can also apply to exotics, sim-
longsword (1d6 points of damage, a longsword intendpts, and even weapons of different sizes with just a lit-
for a Small wielder such as a halfling), and a Largte extrapolation.

longsword (2d6 points of damage, a longsword con- & , | i h h
structed for a Large wielder, like an ogre). The weaporFérSt Off, a weapon's value rests entiFeRgQUReRIIC

size changes the weapon’s damage value. The def page dealt magnifies through a critical hit. Remember

damage values of a weapon are listed under the Dmg Feats’)c_?spter n Ith'hs LISI6, Ik?)emember\?\}lhth(?&ﬁ Bels
column, while those for Small are under the Dmg (S) ¢ entages? They apply here too, but wages gl

umn. For other sized weapons, look at Table 7-4: T“Jﬁ, an extensive look at the potential damage based on
and Large Weapon Damage in {he PHB weapon and crit range. Look them over, and you'll see

which weapons are best.

Cost: The weapon'’s cost. This typically is unimportant ) . . .
beyond 2nd or 3rd level, since by that point you Shouﬁjweapon with a crit range of 20 indicates you will have

have enough cash to buy just about anything you wanf"ir?% chance to get a critical_ e nge of 19.'20
gives you a 10% chance, while a range of 18-20 gives

you a 15% chance. Compare the heavy pick with the

Damage: A weapon’s damage is always in whole dishort sword. The heavy pick has a x4 multiplier, but only
increments. Gone are the days of a weapon dealihgeatens on a 20. On the other hand, the short sword has

1d6+1 damage. Damage values are based on &2 multiplier, but threatens on a 19-20. If you manage

weapon’s category. to score a critical hit with the heavy pick, you get 4d6
; damage, an average of 14 points of damage before mod-

Light: 1d3 to 1d6 ifiers. The short sword only deals 7 points of damage, but
One-handed:  1d3 to 1d10 you achieve a critical twice as often. Balanced? Consider

Two-handed: 1d6 to 2d6 this: It takes 20 rolls to guarantee a natural 20 (statisti-

Ranged: 1d4 to 1d10 cally speaking), while it only takes 10 rolls to guarantee

Critical: All weapons have a listed critical threat rangé 19-20. Every additional round you spend in combat is
A weapon threatens a critical when the number indicat@@other round you might take damage.

gomesl Sl tr&er:ile and hits Witg ;T)e I?dded rnog'f'e'ﬁﬂe tables below compare weapons based on their dam-
0, a longswor ) r(_aatens S Ry rofegss Ja e and critical range. The calculations include the
EEnine target E TS IETE, el Gl a SeCONhances of getting a critical, and the added damage on
~dZe, Ifyqu o secqnd e you get a critical hltaverage. The tables demonstrate how the average dam-
For more info, see the section preceding the weaponsa&a changes based on expected hits on a standard attack

the PHB. and the critical multiplier against ACs ranging from 10 to

Range Increment: A weapon, if a projectile or thrown 20. From these tables, you can compare expected dam-
weapon, has some distance listed here. Thrown weap8fg between weapons of different damage dice, such as
have double value, since a character can make a fflen determining if a light pick or a short sword is the
attack action, then use Rapid Shot to throw the weapegiter off-hand weapon, or which weapon is better for
in their hand, then pull another to replace it with Quickvo-handed attacks.

Draw. In most fights, the battlefield rarely extendsAverage damage”

: is the average damage resulting from
beyond one range increment.

the dice rolled for the weapon’s damage. “Average criti-

Type: There are three types of weapons: Slashinggl damage” is the average damage you'll do when you
Piercing, and Bludgeoning. Most of the time, a weaporf@ll a crit (influenced by the weapon’s crit multiplier),

type has little game effect, though some monsters (sW¢hile the “adjusted critical damage” is the average addi-
as the skeleton and zombie) have damage reductitstal critical damage multiplied by the chance of actual-

against a particu]ar type of weapon. Iy gettlng a critical (5%, 10%, or 15%, as discussed
above). In other words, adjusted critical damage is bal-
A Martjal Weapon’ s Value anced for how often that crit damage is actually going to

occur. If you add average damage plus adjusted critical

First, skip simple weapons. You're a warrior, after afl@mage, you get the true average amount of damage the
(And if you're a monk, stick with unarmed attacksVeapon will do, including percentage chances of criticals

they'll serve you better.) Exotic weapons are probabfi’d the extra damage those crits will do above and
not going to be what you want to focus on either. Why?£yond the normal damage.

When was the last time your treasure haul includetl a «,e average damage” is the average damage from a
orc double axgor a+3 sianghan? How about &3{"’2 normal, non-critical hit, plus the average extra damage
dire flail”? Probably never, and it probably won't evefrom a critical hit adjusted for the chance of actually get-
See,, DMs have to add that crap to their adventuresyilg the critical hit. In other words, if you attacked 100
they’re randomizing treasure, they first have to roll @nes and got a critical exactly as many times as you




should (10 times or 10% for a 19-20 weapon, 15 timeslmse chance to critically threaten your target with each
15% for a 18-20 weapon, etc.), and every other attagking... well, you'll be hitting criticals frequently, espe-
landed with average damage rolls, the true average damadly if you get a magical kukri with enchantment
age is the total damage over those 100 attacks divideddmypuses or thkeenquality. At that point you'll crit with
100. It's the only true measure of a weapon’s damagearly every swing. The kukri is not bad, really, but it
potential over the course of many battles. lacks the versatility of the light hammer, dagger, or

throwing axe, as it is a melee weapon only. And, with
(For you math wonks out there, note that the true aver a x2 multiplier, you're still dealing just 2d4 points
grmage number never afESES ony the kil o avera.ggamage on a successful critical hit, just like a dagger.
damage based on AC and BAB. This is because there is
always a 5% chance of any attack failing (on a roll dhe kukri is best when paired with the scimitar in Two-

natural 1). To get from true average damage to the nuvleapon Fighting. First, get the kukri enchanted and with

bers on the tables, multiply each component of damathe keenquality. Next, take Improved Critical (scimitar).
Now, both your scimitar and your kukri have threat
ranges of 15-20. With two swings, you have a 40%

by the chance of actually hitting.)
Weapon Analysis

1d4/x2: light hammer

Cost: 1 gp TABLE 6-1: AVERAGE DAMAGE FOR 1D4/X2 WEAPON
Average Damage2.5 (EXAMPLE: LIGHT HAMMER)
AC

Average Critical Damage:5 BAB 10 1 12 13 14 15 16 17 18 19 20
+1 1575 1444 1313 1181 1.05 0919 0.788 0.656 0.525 0.394 0.26
Adjusted Critical Damage: 0.125 +2 1706 1575 1444 1313 1181 1.05 0.919 0.788 0.656 0.525 0.39
+3 1.838 1.706 1575 1.444 1313 1181 105 0919 0788 0656 0.52
+4 1.969 1.838 1706 1.575 1444 1313 1181 1.05 0919 0.788 0.65
True Average Damage2.625 +5 21 1969 1.838 1706 1575 1444 1313 1181 105 0919 0.78
. ) | +6 2231 21 1969 1.838 1706 1575 1.444 1313 1181 1.05 0091
While clearly one of the worst weapons in the martigl.7 2363 2231 21 1969 1.838 1.706 1575 1.444 1313 1.181 1.05
proficiencies, insofar as damage goes, you shouldn’t dis® 2494 2363 2231 21  1.969 1838 1706 1575 1444 1313 118
: T +9 2494 2494 2363 2231 21 1969 1.838 1706 1575 1444 131
count this weapon altogether, considering the fact thaf it;, 2494 2494 2494 2.363 2231 21 1969 1838 1706 1575 144
has a range increment. Like the hand axe, it can |bg1 2494 2494 2494 2494 2363 2231 21 1969 1.838 1.706 1.57
. +12 2494 2494 2494 2494 2494 2363 2231 21 1969 1838 1.70
thrown, but farther. In fact, it has the best thrown rangg ; 2494 2494 2494 2494 2494 2494 2363 2231 2.1 1969 1.83
increment in the game. And, at one-eighth the cost of a4 2494 2494 2494 2494 2494 2494 2494 2363 2231 21 196
; 15 2494 2494 2494 2494 2494 2494 2494 2494 2363 2231 2.1
throwing axe, you can afford to throw these weapo 1§16 2494 2494 2494 2494 2494 2494 2494 2494 2494 2363 2.2
away. +17 2494 2494 2494 2494 2494 2494 2494 2494 2494 2494 23
+18 2494 2494 2494 2494 2494 2494 2494 2494 2494 2494 2.4
For cheap fun, use light hammers in conjunction with+19 2.494 2494 2494 2494 2494 2.494 2494 2494 2494 2.494 2.4
Two-Weapon Fighting, Quick Draw, Point Blank Shof +20 2494 2494 2494 2494 2494 2494 2494 2494 2494 2494 2.4

and Rapid Shot. Armed with any one-handed weapon

chance of nailing a critical hit each round.

and a light hammer, make a full attack action, but apply
a —2 penalty to your melee attack rolls. At the end of your

full attack, take a five-foot step away from your opp
nent if he is still alive. With Rapid Shot, throw the ligh
hammer at the target, or any other target within 30
gaining a +1 bonus to the ranged attack and dama

AC

Finally, with Quick Draw, replace the thrown weapofeas 10 11 12 13 14 15 16 17 18 19
+1 1.725 1581 1.438 1294 115 1.006 0.823 0.719 0.575

and repeat as necessary. +2 1.869 1.725 1581 1438 1294 115 1006 0.823 0.719
+3 2013 1.869 1725 1581 1438 1294 1.15 1006 0.823

1d4/18-20: kukri +4 2156 2.013 1.869 1725 1581 1438 1.294 1.15 1.006

+5 23 2156 2013 1.869 1725 1581 1438 1.294 1.15

(also the Small scimitar) +6 2444 23 2156 2013 1869 1.725 1.581 1.438 1.294

+7 2588 2444 23 2156 2013 1.869 1.725 1.581 1.438

+8 2731 2588 2444 23 2156 2.013 1.869 1.725 1581

Cost: 8 gp +9 2731 2731 2588 2444 23 2156 2013 1.869 1.725
+10 2731 2731 2731 2588 2444 23 2156 2.013 1.869

Average Damage2.5 +11 2731 2731 2731 2731 2588 2444 2.3 2156 2.013
+12 2731 2731 2731 2731 2731 2588 2444 23  2.156

Average Critical Damage:5 +13 2731 2731 2731 2731 2731 2731 2.588 2.444 23
+14 2731 2731 2731 2731 2731 2731 2731 2.588 2.444

. . +15 2731 2731 2731 2731 2731 2731 2731 2.731 2588
Adjusted Critical Damage: 0.375 +16 2731 2731 2.731 2.731 2731 2731 2731 2731 2.731
+17 2731 2731 2731 2731 2731 2.731 2731 2731 2731

True Average Damage2.875 +18 2.731 2731 2731 2.731 2731 2.731 2731 2.731 2.731
+19 2731 2731 2731 2731 2731 2.731 2731 2731 2731

The kukri sure seems like a good bargain_ With a 19%20 2731 2731 2731 2731 2.731 2731 2731 2731 2731

[
rtl
ge.

TABLE 6-2: AVERAGE DAMAGE FOR 1D4/18-20 WEAPON

(EXAMPLE: KUKRI)

20

0.431
0.575
0.719
0.823
1.006
1.15

1.294
1.438
1.581
1.725
1.869
2.013
2.156

0.27
0.43
0.57
0.71
0.82
1.00
1.15
1.294
1.43
1.58
1.72
1.86
2.01
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TABLE 6-3: AVERAGE DAMAGE FOR 1D4/%x4 WEAPON
(EXAMPLE: LIGHT PICK)

AC

BAB 10 11 12 13 14 15 16 17 18 19 20
+1 1.725 1581 1.438 1.294 1.15 1.006 0.863 0.719 0.575 0.431
+2 1.869 1.725 1581 1.438 1.294 1.15 1.006 0.863 0.719 0.575
+3 2.013 1.869 1.725 1.581 1.438 1.294 1.15 1.006 0.863 0.719
+4 2156 2.013 1.869 1.725 1581 1.438 1.294 1.15 1.006 0.863
+5 23 2.156 2.013 1.869 1.725 1.581 1.438 1.294 1.15 1.006
+6 2444 23 2156 2.013 1.869 1.725 1.581 1.438 1.294 1.15
+7 2588 2.444 23 2156 2.013 1.869 1.725 1.581 1.438 1.294
+8 2,731 2.588 2.444 23 2156 2.013 1.869 1.725 1.581 1.438
+9 2,731 2.731 2588 2444 23 2156 2.013 1.869 1.725 1.581
+10 2731 2.731 2731 2588 2444 23 2156 2.013 1.869 1.725
+11 2731 2.731 2731 2731 2588 2444 23 2156 2.013 1.869
+12 2731 2731 2731 2731 2.731 2588 2.444 23 2.156 2.013
+13 2731 2731 2731 2731 2.731 2731 2.588 2444 23 2.156
+14 2731 2731 2731 2731 2.731 2731 2.731 2588 2444 23
+15 2731 2731 2731 2731 2.731 2731 2.731 2.731 2588 2.444
+16 2731 2731 2731 2731 2731 2731 2.731 2.731 2.731 2.588
+17 2731 2.731 2731 2731 2731 2731 2731 2731 2731 2731
+18 2731 2731 2731 2731 2731 2731 2731 2.731 2731 2731
+19 2731 2.731 2731 2731 2731 2731 2731 2.731 2731 2731
+20 2731 2.731 2731 2731 2731 2731 2731 2.731 2731 2731

o

N

W
OO oo

TABLE 6-4: AVERAGE DAMAGE FOR 1D6/x2 WEAPON
(EXAMPLE: THROWING AXE)

AC

BAB 10 11 12 13 14 15 16 17 18 19
+1 2.205 2.021 1.838 1.654 1.47 1.286 1.103 0.919 0.735
+2 2.389 2205 2.021 1.838 1.654 1.47 1.286 1.103 0.919
+3 2,573 2.389 2205 2.021 1.838 1.654 1.47 1.286 1.103
+4 2.756 2573 2.389 2.205 2.021 1.838 1.654 1.47 1.286
+5 294 2756 2573 2389 2205 2.021 1.838 1.654 1.47
+6 3.124 294 2756 2573 2389 2205 2.021 1.838 1.654
+7 3.308 3.124 294 2.756 2573 2.389 2.205 2.021 1.838
+8 3.491 3.308 3.124 294 2756 2.573 2.389 2.205 2.021
+9 3.491 3.491 3.308 3.124 2.94 2756 2.573 2.389 2.205
+10 3.491 3.491 3491 3.308 3.124 294 2.756 2.573 2.389
+11 3.491 3.491 3491 3.491 3.308 3.124 294 2756 2.573
+12 3.491 3.491 3491 3.491 3.491 3.308 3.124 294 2.756
+13 3.491 3.491 3.491 3.491 3.491 3.491 3.308 3.124 2.94
+14 3.491 3.491 3491 3.491 3.491 3491 3.491 3.308 3.124
+15 3.491 3.491 3491 3.491 3.491 3.491 3.491 3.491 3.308
+16 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491
+17 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491
+18 3.491 3.491 3.491 3.491 3.491 3491 3.491 3.491 3.491
+19 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491
+20 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491

20
0.551
0.735
0.919
1.103
1.286
1.47
1.654
1.838
2.021
2.205
2.389
2.573
2.756
2.94
3.124
3.308
3.491
3.491
3.491
3.491

TABLE 6-5: AVERAGE DAMAGE FOR 1D6/18-20 WEAPON
(EXAMPLE: SCIMITAR)

AC

BAB 10 11 12 13 14 15 16 17 18 19 20
+1 2.415 2214 2013 1811 1.61 1.409 1.208 1.006 0.805 0.604
+2 2616 2415 2.214 2013 1.811 161 1.409 1.208 1.006 0.805
+3 2.818 2616 2415 2214 2013 1811 1.61 1409 1208 1.006
+4 3019 2818 2616 2415 2214 2013 1811 161 1.409 1.208
+5 322 3.019 2818 2616 2415 2214 2013 1811 161 1.409
+6 3421 322 3019 2818 2616 2415 2214 2013 1.811 161

+7 3623 3421 322 3019 2818 2616 2415 2214 2013 1811
+8 3.824 3.623 3.421 322 3019 2818 2.616 2415 2214 2013
+9 3.824 3.824 3623 3.421 3.22 3019 2818 2616 2415 2214
+10 3.824 3.824 3.824 3.623 3421 3.22 3.019 2818 2616 2415
+11 3.824 3.824 3.824 3.824 3.623 3421 322 3019 2818 2616
+12 3.824 3.824 3.824 3.824 3.824 3.623 3421 322 3019 2818
+13 3.824 3.824 3.824 3.824 3.824 3.824 3623 3421 322 3.019
+14 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421 3.22

+15 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421
+16 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623
+17 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
+18 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
+19 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
+20 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
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1d4 /x4: light pick

(also a Small heavy pick)
Cost: 4 gp

Average Damage2.5

Average Critical Damage:10
Adjusted Critical Damage: 0.375
True Average Damage2.875

This is the big off-hand weapon, best for the reckless
high rollers. Sure, you only have a 5% chance of getting
a critical threat, but you're probably going to get the con-
firmation when you do make that big roll. The key bene-
fit, as evidenced on Table 6-3, is the damage potential.
It's also cheaper than the kukri. However, despite this
weapon’s virtues, it carries some flaws. Like the kukri,
it's not made to be thrown. The short sword consistently
deals more damage. Finally, piercing weapons are often
less successful in damaging opponents than slashing or
bludgeoning, since many monsters have resistances to
piercing weapons.

Want to beef this weapon up a bit? Add a “fill in energy
type here” burst weapon. For the price of a +2 bonus,
your light pick deals an extra 3d10 points of energy dam-
age on a critical hit. Mix with Power Attack, and it's all
over.

1d6/x2: throwing axe
Cost: 8 gp
Average Damage3.5
Average Critical Damage:7
Adjusted Critical Damage: 0.175
True Average Damage3.675

This one’s real simple. Itty-bitty axe, deals itty-bitty
damage. For 8 gp, you could buy 4 daggers with the
same range increment. Really, the big benefit here is the
added damage per hit. You're not going to crit all that
often, and for the price, it's probably better to look at
cheaper and expendable thrown weaponry.

Whenever using thrown weaponry, you must invest in
the Quick Draw feat. It allows you to use your normal
rate of attacks with thrown weaponry, provided of course
you have enough of them on hand. One more thing:
many warriors make the mistake of dumping 35 or 50 gp
into a crossbow. The only people who should ever, ever
use a crosshow are the 95-pound weaklings, with a
Strength of 9 or less. A crossbow requires reload time. To
avoid or minimize the reload time, you have to buy a
super-specialized feat (Rapid Reload, that is). On the
other hand, 50 gold pieces gets you 50 light hammers or,
for the more reasonable, 6 throwing axes. And with
thrown weapons, you get a Strength bonus to damage.




1d6/18-20: scimitar

Cost: 15 gp

Average Damage3.5 BAB
Average Critical Damage:7 I;
Adjusted Critical Damage: 0.525 EE
True Average Damage#.025 i

Of the two high-critical-threatening one-handeﬂg

weapons, scimitars are consistently superior to rapigrsio

.. 5 . . +11
Scimitars are slashing, which means they are eligible foy;,
the keen edgepell and magic enhancement. The rapigr13
is piercing, which means you'd have to spend a feat|t;
increase this effectiveness of this weapon. If you're|ais
warrior, there is bound to be more effective Weaponrég
out there; take a look at the game’s most populatig

weapon: the longsword. On the other hand, you can (g0

TABLE 6-6: AVERAGE DAMAGE FOR 1D6/19-20 WEAPON

(EXAMPLE: SHORT SWORD)
AC
10 11 12 13 14 15 16 17 18 19 20
231 2118 1925 1.733 1.54 1.348 1.155 0.963 0.77 0.578 0.35
2503 231 2118 1.925 1.733 154 1.348 1.155 0.963 0.77 0.52
2.695 2503 2.31 2118 1.925 1.733 154 1.348 1.155 0.963 0.7
2.888 2.695 2.503 2.31 2.118 1.925 1.733 1.54 1.348 1.155 0.87p%
3.08 2.888 2.695 2503 2.31 2118 1.925 1.733 154 1.348 1.05
3.273 3.08 2.888 2.695 2503 2.31 2.118 1.925 1.733 154 1.22
3.465 3.273 3.08 2.888 2.695 2.503 2.31 2118 1.925 1.733 14
3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31 2.118 1.925 1.57p%
3.658 3.658 3.465 3.273 3.08 2.888 2.695 2503 2.31 2.118 1.75
3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31 1.92
3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.1
3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.27
3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.45
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.62p
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 2.8
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 2.97
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.15
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.32]
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.32]
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.32]

oT
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Weapon Finesse with a rapier, something you can't use

with a scimitar.

In short, if you have a high Dexterity, a mediocrp
Strength, and Weapon Finesse, a rapier and a kukri fare

the weapons for you. On the other hand, if you want t%AB
start ripping through the bad guys, invest iftakeen | 3
scimitar, and you won't be sorry. +2
+3
1d6,/19-20: short sword :g
+6
(also a Small longsword) +7
+8
. +9
Cost: 10 gp +10
Average Damage3.5 :ﬂ
+13
Average Critical Damage: 7 +14
+15
Adjusted Critical Damage: 0.35 :ig
+18
+19
20
The short sword is undoubtedly the game’s most popu a+r

True Average Damage3.85

TABLE 6-7: AVERAGE DAMAGE FOR 1D6/X3 WEAPON

(EXAMPLE: HANDAXE)

AC

10 11 12 13 14 15 16 17 18 19 20
231 2118 1925 1.733 154 1.348 1.155 0.963 0.77 0.578 0.38
2503 231 2118 1.925 1.733 154 1.348 1.155 0.963 0.77 0.57
2.695 2503 231 2118 1.925 1.733 154 1.348 1.155 0.963 0.77
2.888 2.695 2503 231 2118 1.925 1.733 1.54 1.348 1.155 0.968
3.08 2888 2695 2503 2.31 2118 1925 1.733 154 1.348 1.15
3.273 3.08 2.888 2.695 2503 2.31 2118 1925 1.733 154 1.34
3.465 3.273 3.08 2.888 2.695 2503 2.31 2118 1.925 1.733 1.54
3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31 2.118 1.925 1.738
3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31 2.118 1.92p
3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31 2.118
3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31
3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.50
3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.69
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.88
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.27
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.46
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.65
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.65
3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.65
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off-hand weapon. What can match the high critical threat

range at such a great price? Compared to the kukri, the
short sword deals more damage on average, despitg its
5% less likelihood of scoring a critical threat. It eve
weighs less than most of the martial light weapons. |Is
there a reason not to use this weapon as an off-ha 558

I
Probably not; thousands of gamers can’'t be wrong, right#2
+3

Seriously, as off-hand weapons go, this one is fi ei;‘
However, you can't throw it. It's also the most expensiye,g
of the light martial weapons, and worse, it’s piercing. In+7
this department, the kukri is a better investment, despiﬂég
the lower damage on average. Plus, the kukri does slgsho
ing damage, which lets you put sokeenaction into it. | 37
In fact, akeenedged kukri has almost the same damageis
potential as the short sword. :i‘s‘
+16
+17
+18
+19
+20

TABLE 6-8: AVERAGE DAMAGE FOR 1D6/x4 WEAPON

(EXAMPLE: HEAVY PICK)
AC
10 11 12 13 14 15 16 17 18 19 20
2.415 2.214 2.013 1.811 161 1.409 1.208 1.006 0.805 0.604 0.40
2.616 2.415 2.214 2.013 1.811 161 1.409 1.208 1.006 0.805 0.60
2.818 2.616 2.415 2.214 2.013 1811 1.61 1.409 1.208 1.006 0.80
3.019 2.818 2.616 2.415 2.214 2.013 1.811 1.61 1.409 1.208 1.00
3.22 3.019 2.818 2.616 2415 2.214 2.013 1.811 1.61 1.409 1.20
3.421 3.22 3.019 2818 2.616 2.415 2.214 2.013 1.811 1.61 1.40
3.623 3.421 3.22 3.019 2.818 2.616 2.415 2.214 2.013 1.811 1.61
3.824 3.623 3.421 3.22 3.019 2.818 2.616 2.415 2.214 2.013 1.81
3.824 3.824 3.623 3.421 3.22 3.019 2.818 2.616 2.415 2.214 2.01
3.824 3.824 3.824 3.623 3.421 3.22 3.019 2.818 2.616 2.415 2.21
3.824 3.824 3.824 3.824 3.623 3.421 3.22 3.019 2.818 2.616 2.41
3.824 3.824 3.824 3.824 3.824 3.623 3.421 3.22 3.019 2.818 2.61
3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421 3.22 3.019 2381
3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421 3.22 3.01
3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421 3.2
3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.4
3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.6
3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.8
3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.8
3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.8
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BAB
+1
+2
+3
+4
+5
+6
+7
+8
+9
+10
+11
+12
+13
+14
+15
+16
+17
+18
+19
+20

AC
10
2.835
3.071
3.308
3.544
3.78
4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489

(EXAMPLE: FLAIL)

11
2.599
2.835
3.071
3.308
3.544
3.78
4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489

12
2.363
2.599
2.835
3.071
3.308
3.544
3.78
4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489

13
2.126
2.363
2.599
2.835
3.071
3.308
3.544
3.78
4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489

14

1.89

2.126
2.363
2.599
2.835
3.071
3.308
3.544
3.78

4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489

15

1.654
1.89

2.126
2.363
2.599
2.835
3.071
3.308
3.544
3.78

4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489
4.489
4.489

16 17

1.418
1.654
1.89

2.126
2.363
2.599
2.835
3.071
3.308
3.544
3.78

4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489
4.489

1.181
1.418
1.654
1.89

2.126
2.363
2.599
2.835
3.071
3.308
3.544
3.78

4.016
4.253
4.489
4.489
4.489
4.489
4.489
4.489

18

TABLE 6-9: AVERAGE DAMAGE FOR 1D8/x2 WEAPON

0.945
1.181
1.418
1.654
1.89

2.126
2.363
2.599
2.835
3.071
3.308
3.544
3.78

4.016
4.253
4.489
4.489
4.489
4.489
4.489

19 20

0.709
0.945
1.181
1.418
1.654
1.89

2.126
2.363
2.599
2.835
3.071
3.308
3.544
3.78

4.016
4.253
4.489
4.489
4.489
4.489

TABLE 6-10: AVERAGE DAMAGE FOR 1D8/19-20 WEAPON
(EXAMPLE: LONGSWORD)
AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 297 2723 2475 2228 198 1.733 1.485 1.238 0.99 0.743 0.45
+2 3.218 297 2723 2475 2228 198 1.733 1.485 1.238 0.99 0.67
+3 3.465 3.218 297 2723 2475 2228 198 1.733 1.485 1.238 0.9
+4 3.713 3.465 3.218 297 2.723 2475 2.228 1.98 1.733 1.485 1.12%
+5 3.96 3.713 3.465 3.218 297 2.723 2475 2228 198 1.733 1.35
+6 4,208 3.96 3.713 3.465 3.218 2.97 2.723 2.475 2.228 1.98 1.57
+7 4455 4208 3.96 3.713 3.465 3.218 2.97 2.723 2.475 2.228 1.8
+8 4,703 4.455 4208 3.96 3.713 3.465 3.218 2.97 2.723 2.475 2.02%
" +9 4,703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 297 2.723 2.25
. +10 4,703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 2.97 2.47p
+11 4703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 2.7
P +12 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 2.92p
+13 4703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.15
+14 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.37p
+15 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.6
+16 4703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 3.82b
+17 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.05
+18 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.27p
+19 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.27p
+20 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.27p
TABLE 6-11: AVERAGE DAMAGE FOR 1D8/%X3 WEAPON
(EXAMPLE: BATTLEAXE)
AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 297 2723 2475 2228 198 1733 1.485 1.238 0.99 0.743 0.49
+2 3.218 297 2723 2475 2228 198 1.733 1.485 1.238 0.99 0.74
+3 3.465 3.218 2.97 2.723 2475 2228 198 1.733 1.485 1.238 0.99
+4 3.713 3.465 3.218 297 2.723 2475 2228 198 1.733 1.485 1.23
+5 3.96 3.713 3.465 3.218 2.97 2723 2475 2228 198 1.733 1.48
+6 4208 3.96 3.713 3.465 3.218 297 2723 2.475 2228 198 1.73
+7 4455 4208 3.96 3.713 3.465 3.218 297 2.723 2.475 2.228 1.98
+8 4703 4.455 4.208 3.96 3.713 3.465 3.218 2.97 2.723 2.475 2.22
+9 4703 4.703 4.455 4208 3.96 3.713 3.465 3.218 297 2.723 2.47
+10 4,703 4.703 4.703 4.455 4208 3.96 3.713 3.465 3.218 2.97 2.72
+11 4703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 2.97|
L +12 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.21
+13 4703 4.703 4.703 4.703 4.703 4.703 4.455 4208 3.96 3.713 3.46
+14 4703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.7]
+15 4703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.9
+16 4703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.2
+17 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.4
+18 4703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.7
+19 4703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.7
+20 4703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.7
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1d6/x3: handaxe
(also a Small batfleaxe)

Cost: 6 gp

Average Damage3.5

Average Critical Damage: 10.5
Adjusted Critical Damage: 0.35
True Average Damage3.85

The handaxe is an interesting and oft-overlooked alter-
native to the short sword. It has the same damage poten-
tial as the short sword, it's cheaper, and it's slashing.
Again, where you have to stack a feat on the short sword
to improve its critical threat, the hand axe improves with
a simple magical oil or enchantment.

1d6/x4: heavy pick
Cost: 8 gp
Average Damage3.5
Average Critical Damage: 14
Adjusted Critical Damage: 0.525
True Average Damage#4.025

This bruiser is a great weapon for reckless characters
who believe they have a better chance at nailing the nat-
ural 20 than other characters. While this is an acceptable
weapon, better than the hand axe and on par with the
short sword, it can't be used as effectively as an off-hand
weapon without taking some extra penalties to the attack
roll. As a primary weapon, though you may occasionally
get lucky with a swing, you're probably not going to pull
off a miracle every game session.

1d8/x2: flail
Cost: 8 gp
Average Damage4.5
Average Critical Damage: 9
Adjusted Critical Damage: 0.225
True Average Damage4.725

On the surface, this looks like one of the crummiest
weapons in the game. Alas, many players fall into this
trap by not reading the weapon description. Flails, either
regular or their bigger brother, the heavy flail, grant their
wielder a +2 bonus on opposed attack rolls made to dis-
arm an enemy and to avoid being disarmed on a failed
attempt. Better still, this so-called yuck weapon also lets
you trip bad guys. If you were thinking about multiclass-
ing a fighter/monk and want to play with the Improved
Trip feat a bit, this weapon is an 8 gp gem in the rough,
having a reasonable damage value, especially compared
to the beloved pick.




1d8/19-20: longsword TABLE 6-12: AVERAGE DAMAGE FOR 2D4/18-20 WEAPON
Cost: 15 gp (EXAMPLE: FALCHION)
, AC
Average Damage#.5 BAB 0 11 12 13 14 15 16 17 18 19 20
. +1 345 3.163 2.875 2588 2.3 2013 1725 1.438 1.15 0.863 0.55
Average Critical Damage: 9 +2 3.738 3.45 3.163 2.875 2588 2.3 2013 1.725 1.438 1.15 0.86
+3 4025 3.738 3.45 3.163 2.875 2588 23 2013 1725 1.438 1.5
Adjusted Critical Damage:o_45 +4 4313 4.025 3.738 345 3.163 2.875 2.588 2.3 2.013 1.725 1.438
+5 46 4313 4025 3.738 345 3163 2875 2588 2.3 2013 1.72%
, +6 4888 46 4313 4.025 3738 3.45 3.163 2.875 2588 2.3 201
True Average Damage#4.95 +7 5175 4888 4.6 4313 4025 3.738 3.45 3.163 2875 2588 2.3
i : +8 5463 5175 4.888 4.6 4.313 4.025 3.738 345 3.163 2.875 258
Yeah, yeah. It's a great weapon. Not much in the perkq ap 5463 5463 5.175 4.888 4.6 4313 4.025 3.738 3.45 3.163 2.87
Or|g|na||ty department’ but1 |0ngsw0rdsare more +10 5.463 5.463 5.463 5.175 4.888 4.6 4313 4.025 3.738 3.45 3.16
than half-el th d It o] +11 5463 5463 5.463 5463 5175 4.888 4.6 4313 4.025 3.738 3.45
common than hall-elves these days. It's a staple weappiy, 5.463 5463 5463 5463 5463 5175 4.888 4.6  4.313 4.025 3.73
You're going to use it, and there's nothing anyone can13 5463 5463 5.463 5463 5463 5463 5.175 4.888 4.6 4313 4.02
sav about it +14 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6  4.31
Yy : +15 5463 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6
+16 5463 5463 5463 5463 5463 5463 5463 5463 5463 5175 4.8
1d8/x3: battleaxe +17 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5463 5.1
+18 5463 5463 5.463 5463 5463 5463 5463 5463 5463 5463 5.4
_ +19 5463 5463 5.463 5463 5463 5463 5463 5463 5463 5463 5.4
Cost: 10 gp +20 5463 5463 5.463 5463 5463 5463 5463 5463 5463 5463 5.4
Average Damage4.5
Average Critical Damage: 13.5 TABLE 6-13: AVERAGE DAMAGE FOR 2D4/X3 WEAPON
Adjusted Critical Damage: 0.45 (EXAMPLE: GUISARME)
AC
True Average Damage#4.95 BAB 0 11 12 13 14 15 16 17 18 19 20
+1 33 3025 275 2475 22 1925 165 1375 11 0825 0.55
Same average damage potential as the longsword, /ogj 3-225 3-275 2-225 5-;35 ;-‘71;5 :-275 ;-325 i-ggs 1-225 i-;s 2-?25
say? Five gold cheaper? Better top-end damage potef; 4125 385 3575 33 3025 275 2475 22 1925 165 1375
tial? Slashing, too? Yep, you're still going with the +5 44 4125 385 3575 33 3.025 275 2475 22 1925 165
, " +6 4675 44 4125 385 3575 3.3 3.025 275 2475 22  1.925
longsword, aren't you +7 495 4675 44 4125 385 3575 33 3025 275 2475 22
+8 5225 495 4.675 44 4125 385 3575 33  3.025 275 2473
2d4/18-20: falchion +9 5225 5225 495 4.675 44 4125 385 3575 33 3025 275
+10 5225 5225 5225 495 4.675 44 4125 385 3575 33 3.0
) +11 5225 5225 5225 5225 495 4675 44 4125 385 3575 33
Cost: 75 gp +12 5225 5225 5.225 5225 5225 4.95 4.675 4.4 4125 385 357
+13 5.225 5225 5225 5225 5225 5225 4.95 4675 44 4125 3.85
Average Damage5 +14 5.225 5225 5225 5225 5225 5225 5225 4.95 4675 44 412
+15 5225 5225 5225 5225 5225 5225 5225 5225 495 4675 4.4
Average Critical Damage:10 +16 5.225 5225 5225 5225 5225 5225 5225 5225 5225 495 4.67b
: +17 5.225 5225 5225 5225 5225 5225 5225 5225 5225 5225 4.95
. . . +18 5.225 5225 5225 5225 5225 5225 5225 5225 5225 5225 522
Adjusted Critical Damage: 0.75 +19 5225 5225 5.225 5225 5225 5225 5225 5225 5225 5225 522
True A b 575 +20 5.225 5225 5225 5225 5225 5225 5225 5225 5225 5225 522
rue Average Damage>s.
This is a really strange weapon. It costs 25 gp more tHfan
a greatsword, still requires two hands to use, and ddals TABLE 6-14: AVERAGE DAMAGE FOR 2D4/X4 WEAPON
i i 0,
less damage. _(_Sranted, it does give you an extra_ %o (EXAMPLE: SCYTHE)
chance for a critical threat, and does slightly more adjugt- AC
ed critical damage, but who are we kidding? Oh yeah, if’'sas 100 11 12 13 14 15 16 17 18 19 20
: o : +1 345 3.163 2.875 2588 2.3 2013 1725 1438 115 0.863 0.57
?ISO g pqunds lighter. This is somewhat cool with the, 3738 345 3163 2.875 2588 2.3 2013 1725 1.438 115 0.86
right magical enhancements, but if you ask any warrigrys 4.025 3.738 345 3.163 2.875 2588 2.3 2013 1725 1438 1.15
they'll hand you a greatsword instead. +4 4313 4025 3738 345 3.163 2.875 2588 2.3 2013 1.725 1.43%
+5 46 4313 4025 3.738 345 3.163 2875 2588 2.3 2013 1.72%
+6 4888 46 4313 4.025 3738 3.45 3.163 2.875 2588 2.3 201
+7 5175 4.888 4.6 4313 4.025 3.738 3.45 3.163 2.875 2588 2.3
+8 5463 5175 4.888 4.6 4313 4.025 3738 345 3.163 2.875 258
+9 5463 5463 5175 4.888 4.6 4313 4025 3.738 345 3.163 287
+10 5463 5463 5463 5175 4.888 4.6 4313 4.025 3738 345 3.16
+11 5463 5463 5463 5463 5175 4.888 4.6 4313 4.025 3.738 3.45
+12 5463 5463 5.463 5463 5463 5175 4.888 4.6 4313 4.025 3.73
+13 5463 5463 5463 5463 5463 5463 5.175 4.888 46 4313 4.02
+14 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6  4.31
+15 5463 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6
+16 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5175 4.8
+17 5463 5463 5463 5463 5463 5463 5463 5463 5463 5463 5.1
+18 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5463 5.4
+19 5463 5463 5.463 5463 5463 5463 5463 5463 5463 5463 5.4
+20 5463 5463 5.463 5463 5463 5463 5463 5463 5463 5463 5.4




TABLE 6-15: AVERAGE DAMAGE FOR 1D10/X2 WEAPON

(EXAMPLE: GREATCLUB)

AC

BAB 10 11

+1 3.465 3.176
+2 3.754 3.465
+3 4.043 3.754
+4 4.331 4.043
+5 462 4.331
+6 4.909 4.62
+7 5.198 4.909
+8 5.486 5.198
+9 5.486 5.486
+10 5.486 5.486
+11 5.486 5.486
+12 5.486 5.486
+13 5.486 5.486
+14 5.486 5.486
+15 5.486 5.486
+16 5.486 5.486
+17 5.486 5.486
+18 5.486 5.486
+19 5.486 5.486
+20 5.486 5.486

12
2.888
3.176
3.465
3.754
4.043
4.331
4.62
4.909
5.198
5.486
5.486
5.486
5.486
5.486
5.486
5.486
5.486
5.486
5.486
5.486

15

2.021
231

2.599
2.888
3.176
3.465
3.754
4.043
4.331
4.62

4.909
5.198
5.486
5.486
5.486
5.486
5.486
5.486
5.486
5.486

16

1.733
2.021
231

2.599
2.888
3.176
3.465
3.754
4.043
4.331
4.62

4.909
5.198
5.486
5.486
5.486
5.486
5.486
5.486
5.486

17

1.444
1.733
2.021
2.31

2.599
2.888
3.176
3.465
3.754
4.043
4.331
4.62

4.909
5.198
5.486
5.486
5.486
5.486
5.486
5.486

18

1.155
1.444
1.733
2.021
231

2.599
2.888
3.176
3.465
3.754
4.043
4.331
4.62

4.909
5.198
5.486
5.486
5.486
5.486
5.486

19

2.31

2.599
2.888
3.176
3.465
3.754
4.043
4.331

4.62

4.909
5.198
5.486
5.486
5.486
5.486

20
0.866
1.155
1.444
1.733
2.021

TABLE 6-16: AVERAGE DAMAGE FOR 1D10/19-20 WEAPON

(EXAMPLE: FLAIL)

oT

O1

O1T OT 01

AC
BAB 10 11 12 15 16 17 18 19 20
+1 3.63 3.328 3.025 2118 1.815 1.513 1.21 0.908
+2 3.933 3.63 3.328 242 2118 1.815 1.513 1.21
+3 4,235 3.933 3.63 2723 242 2118 1.815 1.513
+4 4538 4.235 3.933 3.025 2.723 2.42 2.118 1.815
+5 4.84 4538 4.235 3.328 3.025 2.723 2.42 2118
+6 5.143 4.84 4.538 3.63 3.328 3.025 2.723 2.42
+7 5.445 5.143 4.84 3.933 3.63 3.328 3.025 2.723
+8 5.748 5.445 5.143 4,235 3.933 3.63 3.328 3.025
+9 5.748 5.748 5.445 4538 4.235 3.933 3.63 3.328
+10 5.748 5.748 5.748 4.84 4538 4.235 3.933 3.63
+11 5.748 5.748 5.748 5.143 484 4538 4.235 3.933
+12 5.748 5.748 5.748 5.445 5.143 4.84 4,538 4.235
+13 5.748 5.748 5.748 5.748 5.445 5.143 4.84 4538
+14 5.748 5.748 5.748 5.748 5.748 5.445 5.143 4.84
+15 5.748 5.748 5.748 5.748 5.748 5.748 5.445 5.143
+16 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.445
+17 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
+18 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
+19 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
+20 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
TABLE 6-17: AVERAGE DAMAGE FOR 1D10/X3 WEAPON
(EXAMPLE: HALBERD)

AC
BAB 10 il 12 15 16 17 18 19 20
+1 3.63 3.328 3.025 2.118 1.815 1.513 1.21 0.908
+2 3.933 3.63 3.328 242 2118 1.815 1513 1.21
+3 4,235 3.933 3.63 2.723 242 2118 1.815 1513
+4 4,538 4.235 3.933 3.025 2.723 242 2118 1.815
+5 4,84 4538 4.235 3.328 3.025 2.723 242 2118
+6 5.143 4.84 4538 3.63 3.328 3.025 2.723 2.42
+7 5.445 5.143 4.84 3.933 3.63 3.328 3.025 2.723
+8 5.748 5.445 5.143 4235 3.933 3.63 3.328 3.025
+9 5.748 5.748 5.445 4538 4.235 3.933 3.63 3.328
+10 5.748 5.748 5.748 484 4538 4.235 3.933 3.63
+11 5.748 5.748 5.748 5.143 4.84 4538 4.235 3.933
+12 5.748 5.748 5.748 5.445 5.143 4.84 4,538 4.235
+13 5.748 5.748 5.748 5.748 5.445 5.143 4.84 4538
+14 5.748 5.748 5.748 5.748 5.748 5.445 5.143 4.84
+15 5.748 5.748 5.748 5.748 5.748 5.748 5.445 5.143
+16 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.445
+17 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
+18 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
+19 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
+20 5.748 5.748 5.748 5.748 5.748 5.748 5.748 5.748
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2d4/x3: guisarme
Cost: 9 gp

Average Damage5
Average Critical Damage:15
Adjusted Damage:0.5

True Average Damage5.5

Pole-arms are underrated. Lots of damage potential,
great critical hits and reach. Every multiclassed fight-
er/cleric should wield a pole arm. You want a weapon
you can trip with? This is it.

2d4/x4: scythe
Cost: 18 gp
Average Damage5
Average Critical Damage: 20
Adjusted Damage:0.75
True Average Damage5.75

At a certain level, the scythe is somewhat cool. High
damage potential, not too expensive, and rather effective.
On the other hand, who are you kidding? What, your
character’s going to stroll into a random town clutching
a scythe? This weapon sets off some alarms. However, it
can be used for making trip attacks. When it comes right
down to it, if you're going to use a two-handed weapon,
a greatsword consistently outperforms, trip or no trip.

This weapon gets real sick with teaergy bursmagic
weapon property. Real sick. You'll do so much damage
on a critical hit, you'll think the world was ending.

1d10/x2: greatclub
Cost: 5 gp
Average Damage5.5
Average Critical Damage: 11
Adjusted Critical Damage: 0.275
True Average Damage5.775

There’s just one reason to use this weapon: it's cheap.
Take out a loan from the cleric and buy a heavy flail
instead.




1d10/19-20: heavy flail

Cost: 15 gp

Average Damage5.5

Average Critical Damage:11
Adjusted Critical Damage: 0.55

True Average Damage6.05

2d6/19-20: greatsword
Cost: 50 gp
Average Damage?
Average Critical Damage:14
Adjusted Critical Damage: 0.7

True Average Damage7.7

See the entry for flail on why you should always keep@f all the two-handed weapons, this one consistently

flail handy.

1d10/x3: halberd
Cost: 10 gp
Average Damage5.5
Average Critical Damage: 16.5
Adjusted Critical Damage: 0.55

deals the most damage. Compared to the greataxe, the
greatsword can rack up the hits just as nicely, and it hits
critically twice as often. This is the badass of all
weapons.

True Average Damage$.05 TABLE 6-18: AVERAGE DAMAGE FOR 1D12/X3 WEAPON
Wow, this weapon is cool. First, it has a great damage (EXAMPLE: GREATAXE)
range. It's only 10 gp. You can trip folks with it. It deal$ AC
. e ! . " BAB 10 11 12 13 14 15 16 17 18 19 20
either piercing or slashing damage. Finally, it's not [a.; 429 3933 3575 3.218 286 2503 2.145 1.788 1.43 1.073 0.71
reach weapon, so you're always threatening the 5 fpef S50 350, 05 So% 3e7s s216 286 2503 2145 17e8 143
s + . . . . . . . . ) . !
around you, for those AoOs you'd like to take. +4 5363 5005 4.648 4.29 3933 3575 3218 286 2503 2.145 178
+5 572 5.363 5005 4.648 429 3.933 3575 3218 2.86 2503 2.14
. +6 6.078 572 5363 5005 4.648 429 3933 3575 3.218 286 250
1d12/x3: greataxe +7 6.435 6078 572 5363 5005 4.648 4.29 3.933 3.575 3218 2.86
+8 6.793 6.435 6.078 572 5363 5005 4.648 429 3.933 3575 3.21
Cost: 20 gp +9 6.793 6.793 6.435 6.078 572 5363 5005 4.648 4.29 3.933 3.57
+10 6.793 6.793 6.793 6435 6.078 572 5363 5005 4.648 429 3.93
Average Damageb.5 +11 6.793 6.793 6.793 6.793 6.435 6.078 572 5363 5005 4.648 4.29
+12 6.793 6.793 6.793 6.793 6.793 6.435 6.078 572 5363 5005 4.64
. . +13 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.078 572 5.363 5.00
Average Critical Damage:19.5 +14 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.078 572 5.36
. . ) +15 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.078 5.7
Adjusted Critical Damage: 0.65 +16 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.0
+17 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.4
True Average Damage7.15 +18 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.7
+19 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.7
Damage. This weapon is about raw damage potential, 180 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.7
can deal the most critical damage of any weapon in the
game, though some others still deal more damage [on
average. Really, this item is all about prestige. Seeing a TABLE 6-19: AVERAGE DAMAGE FOR 2D6/19-20 WEAPON
player dusting off his d12 for damage just says somne- (EXAMPLE: GREATSWORD)
thing about him. AC
. ) . BAB 10 11 12 13 14 15 16 17 18 19 20
If you've ignored our warnings about playing monsters:1 462 4235 385 3.465 3.08 2695 2.31 1925 154 1155 0.77
X . " +3 539 5005 462 4235 3.85 3.465 3.08 2695 231 1.925 154
a Large creature and wields a Large version of this, 5775 5390 5005 4.62 4.235 3.85 3465 3.08 2.605 231 1.92§
weapon. That's 3d6 points of damage, 9d6 on acriti(a'lg 2-16 2-725 5.39 5235 4-85 4-235 3-22 2-365 2-02 3-325 ggé
: : o + 545 616 5775 539 5005 4.62 4.235 3.85 3.465 3. 693
hit. Add in Power Attack, and the fight's over. 7 6.93 6545 6.16 5775 539 5005 462 4235 3.85 3.465 3.08
+8 7315 693 6545 6.16 5775 539 5005 462 4.235 3.85 3.46%
+9 7.315 7.315 6.93 6.545 616 5775 539 5005 4.62 4.235 3.85
+10 7315 7.315 7.315 693 6545 6.16 5775 539 5005 462 4.23
+11 7315 7.315 7.315 7.315 6.93 6545 6.6 5775 539 5005 4.62
+12 7315 7.315 7.315 7.315 7.315 6.93 6.545 6.16 5775 539 5.00p
+13 7315 7.315 7.315 7.315 7.315 7.315 6.93 6545 616 5775 539
+14 7315 7.315 7.315 7.315 7.315 7.315 7.315 6.93 6545 616 5.77p
+15 7315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 6.93 6545 6.16
+16 7315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 693 6.54b
+17 7315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 6.93
+18 7315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.316
+19 7315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.316
+20 7315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.316
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Summing It All Up

This chapter introduces a number of new ways to evaluate weapons. Here's a summary of weapons with the new s
included, as well as anything special you should know about them. The table ranks the weapons by true average d
age — it’s the real stat you should be looking at, after all. All the stats in this table are for Medium size weapons
the given type. The table only includes the weapons listed above in the examples. For other weapons, simply find t
entry for the same damage and crit modifier.

Weapon Dmg Crit True Avg. Range Type Notes
Damage  Increment
Light Melee Weapons

Hammer, light 1d4 X2 2.625 20 ft. B
Kukri 1d4 18-20 2.875 - S
Pick, light 1d4 x4 2.875 - P
Axe, throwing 1d6 X2 3.675 10 ft. S
Sword, short 1d6 19-20 3.85 - P
Handaxe 1d6 X3 3.85 - S

One-Handed Melee Weapons

Scimitar 1d6 18-20 4.025 - S
Pick, heavy 1d6 x4 4.025 - P
Flail 1d8 X2 4.725 - B +2 disarm, can trip
Longsword 1d8 19-20 4.95 - S
Battleaxe 1d8 x3 4.95 - S

Two-Handed Melee Weapons

Guisarme 2d4 x3 5.5 - S Reach, can trip

Falchion 2d4 18-20 5.75 - S

Scythe 2d4 x4 5.75 — PorS

Greatclub 1d10 x2 5.775 - B

Flail, heavy 1d10 19-20 6.05 - B +2 disarm, can trip

Halberd 1d10 x3 6.05 - PorS Double damage against charge, can trip
Greataxe 1d12  x3 7.15 - S

Greatsword 2d6 19-20 7.7 - S




Armor

In previous editions of this game, armor was vital to the survival of any warrior. However, with all the options avail-
able to players through feats like Combat Expertise and Dodge, or classes like the monk, armor’s usefulness begins
to ebb. What follows is a brief analysis of the three categories of armor, and some things to think about when select-
ing armor.

Armor Categories

There are three main categories of armor: light, medium, and heavy.

Light Armor: These armors provide armor bonuses ranging from +1 to +4, allow characters with Dexterity scores
of 18 or higher to retain their Dexterity bonus, have minimal armor check penalties, and do not reduce speed.
Swimmers, light infantry, some guerillas, and archers should stick with this armor.

Medium Armor: These armors provide armor bonuses ranging from +3 to +5, allow characters with Dexterity scores
of 14-18 to retain their Dexterity bonus, have moderate armor check penalties, and reduce speed. Some guerillas and
skirmishers should wear this armor.

Heavy Armor: These armors provide armor bonuses ranging from +6 to +8, for the most part don't allow characters
with high Dexterity scores to retain their Dexterity bonus, have severe armor check penalties, and reduce speed.
Heavy infantry and cavalry should wear this armor.

Selecting Armor

Armor selection is important, especially at the lower levels. Depending on the archetype, the need for armor dimin-
ishes as your character advances. Light infantry and archers have less use for armor than do cavalry and heavy
infantry. Moreover, the heavier types of armor severely retard many of the character’s Strength- and Dexterity-based
abilities, such as Climb, Jump, Move Silently, and Tumble. Last, armor can dramatically reduce your character’s
speed, unless you're a dwarf, so your character’s reliance on movement is also a critical consideration.

Many players are tempted to dismiss armor altogether, once they realize the effects of the armor check penalty and
speed reductions. Before you fall into this trap, consider the cost of magic items to replicate armor’s bonus to AC.
For example, a suit of full plate with all of its disadvantages costs a steep 1,%¥aags of armor +8however,

cost 64,000 gp. The solution? A happy medium of magic enhancement and armor always does the trick.

Table 6-20 (following page) is an analysis of all the armors in the PHB, modified by Dexterity modifiers and shield
bonuses. Looking at this table, you should have a good idea of where your character should be for the money spent.
If you're playing a two-handed weapon warrior, then focus on the no-shield row. If a —2 armor check penalty is too
steep for your agile character, consider the light shield rows. If you're a tank, check out the heavy shield row, or the
tower shield if you're proficient. Note that all shields are priced at their minimum value. You can always buy at least
two wooden shields for the price of a steel shield.
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TABLE 6-20: AC BY ARMOR, DEXTERITY, AND SHIELD
Dexterity Modifier
Armor -1 +0 +1 +2 +3 +4 +5 +6 Shield? Cost (gp)
Padded 10 11 12 13 14 15 16 17 None 5
11 12 13 14 15 16 17 18 Light 8
12 13 14 15 16 17 18 19 Heavy 12
14 15 16 16 16 16 16 16 Tower 35
Leather 11 12 13 14 15 16 17 18 None 10
12 13 14 15 16 17 18 19 Light 13
R 13 14 15 16 17 18 19 20 Heavy 17
15 16 17 18 18 18 18 18 Tower 40
Studded Leather 12 13 14 15 16 17 18 18 None 25
13 14 15 16 17 18 19 19 Light 28
14 15 16 17 18 19 20 20 Heavy 32
16 17 18 19 19 19 19 19 Tower 55
Chain Shirt 13 14 15 16 17 18 18 18 None 100
14 15 16 17 18 19 19 19 Light 103
15 16 17 18 19 20 20 20 Heavy 107
17 18 19 20 20 20 20 20 Tower 130
Hide 12 13 14 15 16 17 17 17 None 15
13 14 15 16 17 18 18 18 Light 18
14 15 16 17 18 19 19 19 Heavy 22
16 17 18 19 19 19 19 19 Tower 45
Scale Mail 13 14 15 16 17 17 17 17 None 50
14 15 16 17 18 18 18 18 Light 53
- 15 16 17 18 19 19 19 19 Heavy 57
_ 17 18 19 20 20 20 20 20 Tower 80
. Chainmail 14 15 16 17 17 17 17 17 None 150
15 16 17 18 18 18 18 18 Light 153
16 17 18 19 19 19 19 19 Heavy 157
18 19 20 21 21 21 21 21 Tower 180
Breastplate 14 15 16 17 18 18 18 18 None 200
15 16 17 18 19 19 19 19 Light 203
16 17 18 19 20 20 20 20 Heavy 207
18 19 20 21 21 21 21 21 Tower 230
Splint mail 15 16 16 16 16 16 16 16 None 200
16 17 17 17 17 17 17 17 Light 203
17 18 18 18 18 18 18 18 Heavy 207
19 20 20 20 20 20 20 20 Tower 230
’ Banded mail 15 16 17 17 17 17 17 17 None 250
16 17 18 18 18 18 18 18 Light 253
17 18 19 19 19 19 19 19 Heavy 257
19 20 21 21 21 21 21 21 Tower 280
Half-plate 16 17 17 17 17 17 17 17 None 600
17 18 18 18 18 18 18 18 Light 603
} 18 19 19 19 19 19 19 19 Heavy 607
20 21 21 21 21 21 21 21 Tower 630
Full plate 17 18 19 19 19 19 19 19 None 1500
18 19 20 20 20 20 20 20 Light 1503
19 20 21 21 21 21 21 21 Heavy 1507
21 22 23 23 23 23 23 23 Tower 1530
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Chapter Seven

Combat

Or, How To Impress Your DM and Win The Game

By now, you know everything you need to know to make .

your warrior great. You've analyzed ability score place- Quahfy the Battleﬁeld

ment, racial choice, class choice, skills, and feats, all to

help you build the uberwarrior. You're feeling confidenfever overlook the battlefield’s features. Difficult terrain
about your character, ready to poke a hot stick in the eftgps charges, cover improves AC and Reflex saves, hid-
of a cyclops, beard the dragon, maybe even go on a geién traps complicate an otherwise straightforward com-
cidal rampage through an orc tribe. However, before ygit, and other entrances can hide more opponents. This
traipse off and get yourself in trouble, wait a bit longesection discusses ways to analyze the basic indoor con-
This is the most important chapter in the book, for whelct, such as those fought in a dungeon, temple, or in any
good is your min/maxed fighter when you're going tef a myriad of locales common in this game.

fight the same way you always have? This chapter is not

going to waste time covering material explicitly spelled Tunnel fighting
out in the PHB. Instead, it gives you the tools to succeed.

Sit tight a little longer, and get ready to learn how to SUfynnel fights occur in passageways. There, opponents

vive nearly every combat. can strike at you from where the corridor travels, either
ahead or behind you. The more adjoining tunnels, the
RiSk Assessment more points the enemy can engage. The tunnel reduces

your movement choices and attack options. Some special

Melee combat kills characters more than traps, spells,f'%tr"’le options are difficult to achieve. Flankisgs

other hazards. A failed Reflex save made to avoid a | practical with the restricted movement spaces. Your

trap has spelled the end for many a character, but com |a'1?s block chgrge attempts. Even_5|mple S-foot steps
places characters in direct danger. Not knowing the mofg. be hard with the cramped environment Conrol i3
ster’s capabilities, not taking advantage of the battl\é'-tal' To_tak_e control, you have to b_e prgred. Ang
field’s features, or simple bad positioning can all meaprgeparatlon is best achieved by marching order.

the end of an adventuring party. To avoid these sitya
tions, consider the three foundations of risk assessmegnt. LIGHTING

1. Qualify the Battlefield

Light does not affect characters with darkvision. Light has ad\ers
2. Qualify the Opponents effects on monsters predominately dwelling underground, such as fle
3. Establish an Action Plan drow, and dgergar. As these are cor_nmon.monsters, make certa.n
carry some light source. Of those available in the PHB, the sunrodl|is thg
By qualifying the battlefield, you identify traps, poor ter} best. For 2 gp each you get six hours of light. It only takes a couple o
rain, cover and other important environmental concerpghese to equip you through most dungeon crawlsvarburning torch
Qualifying the opponents reveals who's who, who's inlasts forever, but it costs 55 times as much (a cost justified only|afte
charge, the combatants you need to deal with first, gnohany, many dungeon crawls) and it doesn't illuminate as wellevan
any pertinent details about your enemy. From steps 1 arzlirning torchhas a bright light radius of 20 ft. and a shadowy radius of
2, develop an action plan, a course of action maximizipgO ft., while a sunrod has a 30 ft. bright and 60 ft. shadowy radius !
the advantages and minimizing the disadvantages to dive

you a quick win. It may not be possible to do everything

in the flash of a sudden fight, but the more information Marching Order Basics
you ascertain, the better prepared you are for fighting i
your foes. Protect the weaker members of the party. Wizards, sor-

cerers, bards, and other support characters should always
go to the middle. In addition, non-spellcasters should
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employ reach weapons to threaten enemies ahead. The
slowest and best-protected melee warrior should always
stand in the front, while the fastest and most versat®
member of the part should stand in the rear. Parties W
more than 4 characters, or those with cohorts, should f
low the same model, by simply adding more to th
appropriate locations.

Each position has a certain responsibility while marchiy
in this order. The responsibilities for each follow. In th
example shown in Diagram 7-1, the fighter (F) and tf
multiclassed warrior (PC) take the front ranks arn
% engage the monsters (M). The wizard (W) and the cle
(C) hold the mid-ranks, where the wizard casts supp
i spells, and the cleric heals the frontline fighters or use
e longspear (simple weapon with reach) to attack the mg
sters threatening the fighter or multiclass warrior. Th
ranger (Rgr) and the rogue (R) hold the rear gua
employing ranged attacks against the second rank
monsters.

FOUR FooD GROUPS OF PARTY COMPOSITION

It's no coincidence there are four major character groupings: Coinb
Arcane, Divine, and Roguery. Party balance relies on a characte pr|
ence from each of the groups. Each group fulfills a particular fungtio
The Combat characters fight, Arcane deal direct damage and have utm

ty magic, Divine heal and reinforce the party, while Roguery build OBrontline: Characters in the front ranks face the greatest

all three groups and can defeat specific threats such as traps or Mtk They open doors, trigger traps the rogues miss, open
ster’s special attacks. chests, and all around function as the first line of defense.

Abalanced four-character party should have a fighter, cleric, wizard, af@#€Se characters protect the party from immediate dan-
rogue. By balanced, we mean the basic elements are present and|no3@fe 9iving the rest of the group time enough to assess the
characters have redundant abilities. If a four-character party ha¢l tgtuation and react appropriately.

fighters, a rogue and a wizard, it would lack the cleric or druid’s he ilmﬂlid-ranks: Not surprisingly, this is where the least

and reinforcement qualities, thereby crippling the adventurers and ma&imbat-effective characters wind up. It's here where the
ing their escapades harder than they need to be. '

wizards and sorcerers should stay, where the bard can
Based on party size, a balanced party needs the following elemenjts: help the front or rear guard and where the seriously
wounded go. Characters in this position hold the light
4 players: Fighter, Cleric, Wizard, Rogue source. Mid-rank characters, if possible, also wield reach
weaponry to fight the foes beyond the frontline.
Likewise, all spell support comes from this position.

5 players: Fighter, Cleric, Wizard, Rogue, warrior type

6 players: Fighter, Cleric, Wizard, Rogue, Bard, warrior type R i e o BRI er in the group holds

7 players: Fighter, Cleric, Wizard, Rogue, Bard, warrior type, mutlithe rearguard. Of the positions in the marching order,

’ classed character rearguard is the most important. These characters can
move about, helping where most needed, by protecting

Iélgainst ambush attacks from behind, or sending volleys

of arrows over the heads of their allies.

The above is a suggestion, not a rule, but you should always have|a rep- ) y ]
resentative of the basic four. You could substitute, but each time yqu do, Marching Order in Intersections

you weaken your party. For example, a paladin is a specialized fi ;htel.rhe more adjoining corridors, the more complicated the

weakening the overall offensive capabilities, but adds to the reinfprce- .. 4 :
Situation, and the more like a room the environment

ment/healing department. Likewise, the sorcerer gains spell levels slogv- . . ) .
. . = ecomes. While the basic premise remains the same, the
er than the wizard does, functioning less as a utility character and|magre

. ) ircumstances change the PCs’ optimal placement. In the
of an offensive character. While these character classes serve Jar%l S g P P

well, they blur the lines of the four food groups, taking something irorﬁf&ratéon :ﬁ;‘;\g tlcr:gnzlgrrgzéhr;r?ldsthrgsvﬁgzlrtéon\;vﬁ:ﬁa clglr;%
one area while building on another. PP 9 )

blocking flanks. The rogue occupies the multiclass war-

8 players: Fighter, Cleric, Wizard, Rogue, Bard, warrior type, 2 mutl
classed characters
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rior's position, reducing the foes the rogue must face : .
allow support when he dispatches the foe, and to steal Room F 19ht1n9
flanks if possible. The multiclass warrior blocks th
monsters from reaching the spellcaster, while the ran%er

positions himself to dispatch one foe and rain arrows

the others. The cleric is at risk, but, between his and the

fighter’s efforts, he can dispatch his enemy quickly a
use support spells to aid his allies, using a reach wea|
to strike the bad guys.

Diagram 7-2: Marching Order, 3-Way Intersection

(&

S

gr

to

9Vhere tunnel fighting is straightforward, room dynamics
re complicated. A rigid party position is never the solu-
lon. Enemy spellcasters use area of effect spells to catch
oups of PCs. Instead of the standard tunnel-fighting
actics, use the features of the room to your advantage,
n X ;

%ﬁlle protecting weaker characters. Before you do this,
though, consider the battlefield.

Exits

Look for exits out of the room first. Exits are entrances
for more monsters. An exit is a door, portal, corridor,
stairway, or anything else allowing escape or entrance
into the room. Protecting exits is vital for two reasons.
First, you control escape. Second, you prevent new com-
batants from entering the fray.

After identifying the exits, secure them. Spells like
arcane lockblock the door and let you get back to help-
ing the warriors fight. Rogues can jam locks with a DC
10 Disable Device check. Clerics can csikinceon the
doors to prevent sounds of combat from luring monsters
and other threats to the battle. Wounded characters
should fall back to block a suspicious door, to listen for
approaching enemies, or to hammer spikes preventing
the door from opening.

Secret doors pose a dire threat to an unprepared party in

Afourth tunnel increases the threat, for the fighter typH thick of a combat. To keep secret doors from being a
must cover more opponents. At the mouth of each cofffoblem, have an elf run the perimeter of the room. Her
dor is a warrior presence; the fighter faces the north dpgate ability to detect secret doors merely by passing
west, while the ranger holds the eastern tunnel, minimf2em lets you identify these suspicious exits without

ing the threat to the wizard. The multiclass warrior serve§voting a full-round action to searching.

the same purpose, working alongside the cleric to kegRne room features several entrances, and the inhabi-

the monsters at bay. The wizard faces two opponents,

Bitks are not yet aware of you, fall back and study the

with help from the multiclass warrior, he should survivgres in secret rather than tackling the room all at once.

to bear his arcane magic against the enemy.

Diagram 7-3: Marching Order, 4-Way Intersection

|

=

Too many ways in and out of a room present a real pos-
sibility of an ambush.

THE ULTIMATE DOORJAMB

For 5000 gp, aitimmovable rodlocks doors from opening or closin
stops traps from resetting, keeps collapsing ceilings from squis
characters, and so on. Invest. You won't be sorry.

Architecture

A room’s architecture tells of its function, and its func-
tion says a lot about its inhabitants. For example, a table,
a couple of chairs, and a cot in a small chamber probably
denotes the room serves as a guard post or checkpoint.
Bunk beds or a more lavish bed in the same room may
suggest a living area or barracks. Guard posts mean
you're facing guards, with more nearby.
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Knowing a room’s architecture may allow a combat
advantage. For example, if a shrine has several columns,
line spells and ranged attacks are less useful. A dais jReoms may feature dangerous characteristics beyond the
vides higher ground, while reflecting pools providetandard trap/monster fare. Dripping green slime, a rain-
cover if you dare enter them, or at the least, reflect whgw of molds, darkness, or unusual magical effects such
may be hiding behind the columns. Look for cover; it's @ wild magic, impeded magic, or even enhanced magic
free way to improve AC and retard the monster’s abilityl affect the nature of conflict. Many times, it's impossi-

to hit you with spells. These miscellaneous features miglg to anticipate or identify features until you stumble
seem like window dressing, but with a little thought, yogver them, but the common hazards are easy to find if
can turn this scenery to an advantage. you know what to look for.

Perils

Columns, walls, massive trees, doors, and so on areTalere are three major identifiers of a peril. First is mon-
impassable. These obstructions determine the boundagies behavior. Do they avoid certain places in the room?
of the battlefield, offer cover, and break up line of sigio they try to lure you back to some other area, tunnel,
helping to avoid spells. Other features may inform you ef trap? Second is a monster’s type. What kind of mon-
hidden threats such as constructs, monsters, or trapssies do you face? Does the luring monster have cold
suspicious of statues, pedestals, pools, and pillars. Thessistance? If so, it's possible it draws you to an area with
structures often hide hidden and dangerous featuregwn mold. Third are spells and spell-like abilities. Do

Animated objects are also something to watch for, comyeatures normally having spell-like abilities refrain

mon in temples or sanctuaries. The wizard can identfipm using them? Do enemy wizards avoid or favor cer-
these potential hazards witletect magi@nd a sweep of tain areas in the room? All of these are indicators of

the room. Better yet, instead of blowing the spell, drgwmething fishy about the room’s effect on magic.
375 gp and buy svand of detect magi@ny character

with ranks in Use Magic Device or with the spell on their

spell list can use it.

Sand Traps

Anything slowing your movement falls into the catchall
category, sand trap. Sand traps include rubble, debris,

COVER

Nearly all rooms provide some sort of cover. Always seek cover
using ranged attacks. Cover boosts AC by +4 and grants a bo
Reflex saves. Walls, columns, trees, and anything else blocking
between your space and your opponent’s space all serve this end

When fighting against creatures with cover, remember that you

have cover against their attacks as well. When approaching their| p

ice, or an uneven floor. Light permitting, always look for

those sections before jumping into combat, as sand traps
prevent charging, slow your movement, and, in the case
vhes ice, cause you to lose your balance. Identify sand traps

MUSHR same way you look for other perils, by examining

2 liRfonster behavior, placement, and room dynamics. In
natural caverns, expect treacherous footing. In worked

maeas, the floor is normally level, but where the floor is

dJ¥edominately hazardous, seek cover and let them come

tion, stick with objects that block line of sight rather than chargind® You. while peppering them with ranged attacks.

across the battlefield and exposing yourself to their attacks.

SorT COVER

Any time a creature blocks line of sight to you, you have soft cover

Unusual Features

Rooms always have some sort of extra feature. Such
things could include pedestals, curtains, sarcophagi,
YQhimneys, tables, beds, shelves, and anything else not

can derive soft cover from enemies you engage in melee comb
allies standing near you. Dangerous and skilled warriors draw m

t 88fling into the above categories. Astute players ask for a
scription of the room before starting combat to both

the fire from the enemies, especially when they cut through the eherg  alize the scenario and identify important features. If
in rapid succession. Always position yourself where another body sepayoom's description prominently features an altar to a
rates you from the opposing archer. Note that, with the recent grragg, god, you can bet your magic sword it's important.

characters can derive soft cover against ranged attacks only.

Sometimes these objects have magical properties; other

times they are simply mundane. Regardless, having a
sense of what'’s in the room helps you maximize the envi-

CONCEALMENT

Fog, foliage, natural darkness, and magical effects suctarksess,

ronment to let you succeed, by exploiting the room’s
contents.

invisibility, and obscuring mistll create concealment. Where concgal-

ment comes into play, your attackers have the same chance of
that you do. If you can't get around the miss chance and your op

issing
nent

is having the same troubles, keep the combat in the area of concedglment,

thus leveling the playing field.
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3 Heavy Infantry: Charge into combat and direct your
Quahfy the Opponents: attacks against one foe at a time. Use Power Attack and
Cleave to maximize your damage.

MOﬁStEI’ Archetypes Skirmishers: Hold your position until you're needed. If
a batch of critters breaks past the heavy infantry, move
Monsters have archetypes just like warriors. Knowingp to assist. Otherwise, aid your allies with ranged
the monster’s archetype tells you how to fight it. Belo@ttacks.
are the several archetypes and their sub-groupings. In
each section is an example of what a party should d
the first round of combat against a sample monster. TABLE 7-4: CRITTERS

Example parties are assumed to have four character$ of

each of the basic classes — fighter, wizard, cleric, antdlype HD Good Saves Special Notes

rogue. These are good examples of what you should|do . : "

whenever fighting a monster of the particular archety eAnlmaI ds Fort and Ref hg&‘;}!‘?ht vision, always
Critters Magical Beast d10 Fort and Ref Darkvision and {bght

vision

These creatures are the creepy-crawlies of a dungdon. ] . }

They include monstrous centipedes, spiders, wolves, 4rfd0Z€ d1o None Mindless, blind, immune fto

other low-powered creatures. They have simple motives, poison, sleep, paralysis, stup-

namely to make a meal of you and your allies. Crittefrs ning, critical hits, flanking

mclu_de the following creature types: A_mmal_s, Mostp|ants ds Fort Low-light vision, immune fo

Magical Beasts, Oozes, Plants and Vermin. Animals dre

; o mind-affecting effects, poi
creatures with existing or former real world counterparts, son, sleep, paralysis, poly-

such as dinosaurs, wolves, and horses. Magical beasts morph and stunning, immurle
are fantastic animals like the pegasus, worgs, and winter to critical hits
wolves, many with special abilities. Oozes are giant si
gle-celled organisms similar to amoebas or parameciym/ermin ds Fort Mindless, darkvision
except much bigger and dangerous. Plants are monsters

with some modicum of movement and sentience. Vermin

are insects, usually the big ones. Example: Monstrous Spiders (CR 1/4 to 11)

Parlay: Not usually. Critters are motivated by instinctuponstrous spiders are easy threats for most parties.
al needs such as fear, protect, and hunger. However, these creatures have potent abilities. They
Critter Tactics: Multiple critters attack en masse. Singlé\:Ome ina var{ety of sizes, and the blgger they 4 the

gre toxic their venom. There are two kinds of spiders:

critters attack the nearest combatant. You shouldn’t h d web spi H K Web Spi
to worry about the non-warriors being the targets, ynters and we SpInners. unters stalk yougWeb sping
ReLs snare you with their webs.

these creatures don't differentiate between meats. On
other hand, they attack the nearest target, and if justgg@paration: A spider’s best weapons are poison and
happens to be the wizard, well, he’s out of luck. webs. To beat the poison, drink antitoxin before engag-

Archers: When fighting a bunch of critters, focus younlng them. Cloaks  of reS|§tancand potions of bear’s.
attacks on the rear numbers, letting the other Warricﬁ,gdurancea!so help to fight off the effects of their
handle the frontlines. This reduces the number of crés °M: Against webs, boost your Strength.

tures to fill in the gaps, while keeping a warrior back to

protect other characters.

TIPS vS. MONSTROUS SPIDERS
Cavalry: Avoid staying in one place where the monstefs

can swarm you. Use Ride-By Attack to erode their numSpread out

bers until they flee, then ride them down. .
Boost your Fortitude saves

Guerrillas: Use multiple attacks whenever possiblg,
such as Rapid Shot or Two-Weapon Fighting. You want/Se ranged attacks
maximum damage potential to reduce the numbers.

Fight defensively to avoid bite attacks

Light Infantry: Fight defensively with Combat

) X Use fire to destroy webs
Expertise to reduce the number of attacks against ypu.

On the other hand, if your AC is high, use your speed and
agility to move through their ranks, taking flanks when-
ever able.
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Diagram 7-5: Round 1 vs. Critter Fiend

The fiend category includes Elementals, Dragons and
Outsiders. Elementals are creatures composed of one or
more of the four classic elements — air, earth, fire or
water. Summoned like fiends, they are less willing to
negotiate and many are of low Intelligence. Evil out-
siders, on the other hand, can eclipse many dragons in
sheer power and malevolence. With their spell-like abil-
ities and the possibility of summoning assistance, fiends
are a threat only the most prepared or lucky heroes can
hope to overcome. You should know what a dragon is.

Parlay: Sometimes, but don’t trust anything fiends tell
you, as they are all universally motivated by mortal
destruction, either physically or spiritually. Elementals
don’t normally parlay.

Fiend Tactics: Fiends typically employ a mixture of spe-
cial attacks such as spell-like abilities to soften their foes
before finishing them off with melee attacks. Against
particularly well-armed opponents, they retreat sunah-
monan ally (for outsiders), usually another of their kind
or something a bit nastier. Fiends, regardless of type, are
more than capable of wiping out a party. Confront them
with caution.

First Round Tactics

Opponent: Large Monstrous Hunting Spider (CR 2 ) i
LY e &+ ( ) Archers: Use ranged attacks to interrupt the fiend’s

Party: Ftr 2, Wiz 2, CIr 2, Rog 2 spell-like abilities, forcing a Concentration check every
Round 1: time it tries something. While your attacks may not deal
Ll a lot of damage, you're sure to tick them off and make

Fighter: Move (do not charge) and attack them do something irrational.
Wizard: Load crosshow, castue strike 5 ft. step back Cavalry: Use mounted charges or Ride-By Attacks to

) ) ] maximize the damage and mobility. Avoid staying in one
Cleric: Castshield of faithon rogue, move to threaten pjace too long. Don't do anything provoking attacks of

Rogue:Double move to circle behind the spider, usin@PPOtunity, such as overruns or bull rushes, unless
Tumble if necessary you're positive you'll succeed.

Guerrillas: Paladins make the best fiend hunters. To fur-
ther reinforce your combat potential, make sure you
boost low saves with save buff feats like Lightning

Reflexes or Iron Will, or get your friends to cast spells or
TABLE 7-6: FIENDS make potions that likewise give a bonus (ldet’s grace

or owl’s wisdon.

Spider:Attacks fighter or cleric

Type HD Good Saves Special Notes i )
Light Infantry: Keep moving. The more you move, the
Dragon di2 All Darkwsion and low-light| less likely the fiend can strike you with multiple attacks.
’ vision, immune to magi¢ Position yourself to help rogues gain flanks, distract and
sleep and paralysis otherwise control the fiend’'s movement. Watch out for
Elemental 48 Varies Darkvision, immune to ppi- its spell-like abilities. If you don’t have levels in monk,

son, sleep, paralysis, stu- you're more susceptible to its mind-affecting effects.

ning, critical hits and flank; Heavy Infantry: Charge and don't give it time to
ing; these creatures do npt enhance its own defenses. Once you've drawn its atten-
sleep, eat, or breathe tion from the rest of the party, your allies should be able

: » h k of this threat.
Outsider ds All Darkvision, extraplanar out 0, make: SholERHERIA T el

siders do not need to eat jor Skirmishers: Though you lack the focus of other war-
sleep riors, you have a variety of tools at your disposal. If mul-
ticlassed as a rogue, nail the fiend with sneak attacks. If
you have spells, use them to enhance your own fighting

=
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potential by building your stats, AC, and saving throwp.

Finally, be a supporting character and defend other chiar- TIPS vS. BEARDED DEVILS
acters by boosting their own abilities with spells or sin-
ply using the aid another action. Avoid letting the devil take full attacks

Example: Bearded Devils (CR 5) Interrupt summon devil ability

B icd devils, while lackingHNEISPEIRIKE ABIiEe G = S SIVEL

other fiends, are brutal opponents with a number of speSpread out
cial attacks. Damage they inflict continues each addi-

tional round. They get a beard attack with two successful

claw attacks, and can slip into a battle frenzy similar to a Diagram 7-7: Round 1 vs. Fiend
barbarian’s rage. Worse, if the creature catches you, it

may infect you with devil chills with its disease-ridde
beard. At a CR 5, these creatures have a slight AC ady
tage, solid hit points and a number of other defenses.
bypass their damage reduction you need silver or ga@
weapons. Don't bother with fire, poison, acid or cold, §
their resistances and immunities block most of the
attacks.

‘zfﬂﬁ“;

N

Preparation: Having the right tool for the job goes
long way when fighting these devils, and the cheaps
tools to use against these monsters#versheerandoil

of bless weaporThe first temporarily changes the mets —
of the weapon to silver: an adamantine weapon becor| | + 3
silver for 1 hour, for example. At 250 gp, you had bett = W
be certain you're fighting a lot of monsters requiring si = | Ry
ver to bypass DROIl of bless weapgrwhile cheaper at

only 100 gp, has a duration of 1 minute per caster lev
or for the list price, 2 minutes. A cheaper solution is

invest in silver arrows. A quiver of 20 costs 20 gp.

First Round Tactics

Opponent: Bearded Devil (CR 5)

Party: Ftr 5, Clr 5, Wiz 5, Rog 5
Terrors

Round 1

Where critters are creatures of lower intelligence, terrors

Fighter: Charges are smarter and deadlier. Example terrors include gibber-

Cleric: Castsprayer, faces new devil ing mouthers, aboleths, and winter wolves. Terrors are
Aberrations, Constructs, evil Fey and Magical Beasts.
Rogue:Move and ranged attack Aberrations are a catchall classification for unusual crea-
Wizard: Moves and castsull’s strengthon fighter tures with odd anatomies and mindsets r_10t fitting in any-
where else. Constructs are the exception to the lower
Devil: Summons another bearded devil intelligence bit, because many lack Intelligence scores

Devil 2: Battle frenzy full attack on cleric (assuming thg_ltogether. Worse, they gain bonus hit points based on

first devil made his Concentration check for the su
moning)

Size, and many have hardness scores too. Fey are the
r?::iiries,, creatures with low hit points but powerful magi-
cal abilities. Magical Beasts we covered above, but those
qualifying as terrors are the smarter breeds like aranea
and sphinxes.

Parlay: Unlikely. These creatures want to kill you just as

badly as critters, but they’re smarter about it. Evil fey are
likely to abuse and maim you, while aberrations, if not
hungry, exploit you. Smart magical beasts are true ter-
rors, for they have the hit points and the special abilities
to give parties a really hard time.

Terror Tactics: Terrors normally don’'t have minions,
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being forces of destruction rather than leademnagic items. Such things would againdi@aks of resist-
Exceptions do exist. Aboleths spawn skum and othamce stat boosts and the like. Finalbaneweapons are
aberrations make thralls out of humanoid races, but fegver a bad idea. Purchaset20bane arrowsbut make
the most part these creatures are normally solitary sare you have a good mix of types.

grouped with their own kind. Terrors with special abili-

ties target spellcasters first, for they are the ones mb ht -Infantry: WorI§ W'.th roguesTio ERIEEEREN
likely to do them harm, or keep the other charactefdectiveness when fighting terrors. These monsters rely
on their special attacks, many affecting the mind, calling

- Type
Aberrations

Construct

Fey

Magical Beasts (see Table 7-4: Critters for details)

fighting.
'ghting for Will saves. Make certain you have the proper defense
against these kinds of attacks, lest you turn on your party,
TABLE 7-8: TERRORS or worse, become easy pickings for these horrors.

Heavy Infantry: Avoid becoming a dangerous puppet
and another opponent for your party to face by fighting
ds Will Darkvision alone and keeping your distance from your allies. If you
turn against them, such as by the aboleth’s domination
ability, they should notice what you’re doing and be able
to avoid you until the combat is over.

HD Good Saves Special Notes

dio None Low-light vision, darkvisiop,
immune to mind-affecting
effects, poison, sleep, paraly-
sis, stunning, disease, dedth Skirmishers: As always, fill in the obvious gaps left by
effects and necromandy the other warriors. Employ ranged attacks where able,
effects; also immune to criti- but, like the heavy infantry, isolate yourself from the
cal hits, nonlethal damagg, other characters in case you lose control over your char-
ability damage or drain and acter. Finally, use poison and things targeting Fortitude
just about anything affecting saves like thunderstones and the like to keep the combat
a living creature in your favor.

dé Ref and Will  Low-light vision Example: Chuuls (CR 7)

Chuuls are unusual aquatic aberrations dwelling in tem-

perate marshes. The nature of their favored terrain
Archers: Stick with the spellcasters and target the terroggisures a difficult fight given the bogs, underbrush, and
from afar. Keep out of range of the terror’s special abilncertain footing. These monsters have a high AC,
ties. Against solitary opponents, the terrors will use yotltough their touch AC is low and easy to hit by 7th-level
allies for soft cover, so you may have to move aroundcharacters with the right types of spells. These creatures
lot to get a clear shot. strike with their claw attacks to get a hold, dealing con-

: ] striction damage until their target succumbs. They also
Cavalry: Focus on Ride-By Attacks, because terroigse paralytic tentacles. Given their human-level intellect,

have plenty of weapons to take your steed out from unqggy focus on spellcasters and wounded characters,

you. Keep moving to reduce their attacks per round, §fyploying group strategies and tactics when in numbers.
they have to follow you. Even if they ready an action to

attack when you approach, they can only ready a st&feparation: First, get a magic weapon of some sort to

dard action. And, by constantly moving, you're harder tt their high AC — a chuul has an AC 22. CR 7 creatures
target with their spell-like abilities especially if you'rehave ACs around 20. Without a magic weapon and a 16
out of range. Strength, a 7th-level fighter should hit this creature on a

y i , 12 or better. Hence, you need at least a +2 weapon to
Guerrillas: Play against a terror's weaknesses by UsiRgen the odds. The good news is a chuul only has a 5 ft.

poison, as most have poor Fortitude saves (but remem,lé%(ch, and a speed of 30, so you should be able to out-

that poison doesn't affect constructs). Build up defensgsneuver this monster easily with a little effort. Finally,
against their special attacks through effective selectionff't waste your time with poison; they’re immune.

Keep heavy hitters away from the rest of the party
Choose your own battlefield by luring it out of its territory

Let spellcasters do their jobs

First Round Tactics

Tips vs. THE CHUULS Opponent: Chuul (CR 7)
Build up your saves Party: Ftr 7, Clr 7, Wiz 7, Rog 7
Attack quickly and often Note: The example assumes impeded movement, with

each square costing 2 spaces of movement.
Round 1:

Fighter: Ranged attack, move and draw melee weapons
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Cleric: Castsprayeron allies and stays with the wizard Diagram 7-9: Round 1 vs. the Chuul

Rogue:Ranged attack and move

Wizard: Castsblink and moves

Chuul: 5-ft. step and full attack on cleric

Tough

Toughs fill the roll of the villain’s underlings, soldierg
and servants. Toughs include Giants, Humanoids 3
Monstrous Humanoids. Giants are large humanoid
though some have unusual special abilities, like the tr
for example. Monstrous Humanoids are humanoids w
animal characteristics, such as the minotaur, harpy,
centaur. The more powerful monstrous humanoids ha
supernatural and extraordinary abilities. Finally
Humanoids are the most common opponent, being co
posed of goblins, lizard folk, and orcs.

P
I'L;_-_

|
A

Parlay: Many of these creatures are willing to negotiat
especially if they're losing the battle.

Tough Tactics:Toughs employ complex strategies, tray
and direct conflict depending on their intelligence and

alignment. As all toughs can advance in character class-

es, many keep a spellcaster nearby. Specifically, giahts TABLE 7-10: TOUGHS
prefer to soften their enemies with ranged attacks befpre
closing for melee combat. Monstrous humanoids, hoywIype HD Good Saves Special Notes
ever, use thelr spell-like abilities to confuse, beguile, a.“&siant ds Fort Wow-light vision
disrupt their enemy. Note many monstrous humanoigds
have other movement modes aside from land speed, pRlimanoids Usually by character class
they always use them to gain tactical advantage if pogsi-
ble. Monstrous
Humanoids ds Ref, Will Darkvision

Archers: Employ Rapid Shot when possible to weaken

several of the opponents before they reach the figh rirmisherS' Focus on defense. Touahs can swarm in
with Cleave. Against larger and more solitary opponen ’ ' 9

draw attention from the spellcasters who can quickﬁl?gsat;%k ;/c\)/eﬁlgshnirljs,t;:rge::{wg g]gn\’,':lollejz?deoddrg:f W'ét'
overcome most toughs with no problem. ' 9 party. Y g

bogged down by one combat and focus on keeping other
Cavalry: Use a trample to crush standard humanoidsarty members alive.

while employing Ride-By Attacks to harass giants.

Against monstrous humanoids, charge first and hammer Example: Grimlocks (CR 1)

into them, using your size to help and achieve flanks. _
Grimlocks are dangerous underground. These creatures

Guerrillas: Develop the Power Attack tree to hackave blindsight to 40 ft., so they’'re immune to any spe-
through multiple opponents and Spring Attack for fightial attacks relying on vision. For CR 1, they have a
ing giants and creatures with reach. As these foes alightly higher AC than normal, so they're harder to hit

bipedal, use bull rush and trip attacks to unbalance thahman other creatures of an equal power level. One thing
to note though is they have scent, so even if you're out-

nght Infantry:  Like the guerrllla, use t.”p attaCksside of their blindsight radius, they can still detect you.
against monstrous humanoids, and work with other char-

acters to gain flanks. Preparation: Though grimlocks have hit points, num-
bers, and the advantage underground, there are things

. ) qy can do. Rely on sound-based attacks. Thunderstones
guys. Get up close to glant§ as soon as possible to N QAH deafen and confuse theBilenceand gust of wind

their ranged attacks. Against monstrou; humanou%ask your approactBlindness/deafneséhe deafness
make sure you have the proper defenses in place be

: h titoxin. Wisdom buff I d SHE&ct of course) gives you concealment as if you were
engaging, such as antitoxin, vvisdom bull Spells and zR;;siple. Essentially, any spell or effect masking sound

adds a decided advantage whenever you face these crea-
tures.

Heavy Infantry: Charge and start chopping up the b

on.

Page 81




TIPs vS. GRIMLOCKS

Use sound-based attacks to deafen them
Wounded and spellcasters should stay 40 ft. or more away from th

Use multiple attacks to overcome their high hit points

First Round Tactics

Opponent: 3 Grimlocks (EL 3)

Party: Ftr 3, Clr 3, Wiz 3, Rog 3

Round 1:

Fighter: Charge the two grimlocks closest together

Cleric: Castdoomon the third grimlock and move

Rogue:Ranged attack at the third grimlock and move

Wizard: Move and cassilenceon rogue’s arrow/bolt

Grimlocks: Two grimlocks attack the fighter. The third

Undead

The last of the monster archetypes is undead. Undead
come in two varieties: corporeal and incorporeal.

enCorporeal undead include common types like zombies,

wights, and skeletons. Incorporeal undead include spec-
tres, ghosts, and wraiths. The more powerful the undead,
the more negative energy levels it bestows or ability
drain it deals, suggesting you need special defense
whenever fighting these creatures. Likewise, there is a
50% miss chance from any attack made against an incor-
poreal undead, unless the weapon hasgtiwst touch
quality. Many undead creatures, especially those of a low
CR, are mindless, but the more powerful ones are
smarter and nastier, decked out with an arsenal of life-
draining powers.

Parlay: Sometimes, but only the more intelligent types
of undead such as ghosts and vampires. The hunger for
life compels mindless or extremely savage undead, like
zombies, ghouls, and wraiths, to ignore the pleas of the
living.

grimlock engages cleric. All three fight as though theiindead Tactics: Mindless undead swarm their oppo-
opponents had total concealment, though the monstggsits, intent on devouring the living. Liches, vampires

function as if they had the Blind-Fight feat.

Diagram 7-11: Round 1 vs. Grimlocks

Special Notes

No Constitution; darkvision
immune to all mind-affecting
effects, poison, sleep, paralys|
stunning, disease, death effed

crits, nonlethal damage, etc.

TABLE 7-12: UNDEAD

L Type HD Good Saves
Undead di2 Will
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and other powerful undead use minions and servants for
combat, confronting PCs when no other options remain.
These undead use special abilities to drain the physical
and spiritual resources from their foes.

Archers: Archers are not successful against these oppo-
nents. Piercing weaponry is ineffective against skeletons.
Unless you have ghost touchbow or other ranged
weapon, you're not going to prevail against incorporeal
undead either. Focus on the undead’s minions, leaving
more powerful foes for the clerics and paladins to han-
dle.

Cavalry: The mounted charge is virtually ineffective
against undead opponents as they are immune to critical
hits. Worse, undead monsters can scare the crap out of
mounts, having abilities like an unnatural aura. Like the
archer, you're not much help except to have the means to
beat a hasty retreat.

Guerrillas: Target the bigger and nastier undead with the
cleric’'s help. You're not going to have the modifier for
turn attempts to make much headway against the bigger
foes, but with the right spells and magic items (stat buffs,
death ward andghost touclweapons, for example), you
can handle just about anything undead your DM throws
at you.

Light Infantry: Touch AC is important against incorpo-
real undead, so you're the best opposition against these
types of creatures. Distract these foes and give your
allies the time to mount a proper defense.

Heavy Infantry: Heavy infantry are great at taking on

S, weaker undead, but awful at facing the incorporeal foes.
ts, Make sure you carry a weapon of each damage type to

overcome the damage reduction.




—+

Skirmishers: You have a number of tools useful agains
these creatures. With cleric levels, spend an action tufn- TIPS vs. WIGHTS
ing away the smaller and weaker undead. Against mgre

powerful opponents, use aid another actions to bogdtight defensively

your allies’ ACs and attack rolls. Heal fallen comrade$

and be where you're most needed. LE2 ENEEERLE

Use fire or electricity attacks
Example: Wights (CR 3)
Forget flanks, they’re immune
Nobody likes fighting wights. They deal crippling dam

age, bestowing a negative energy level with each Hi\Vithdraw whenever you fall below 10 hit points or one-half your le

Whenever these foul creatures slay a living creature, the

corpse animates as a wight in 1d4 rounds to side against

you. Coupled with the other undead traits, these are

tough monsters to face for the unprepared. Diagram 7-13: Round 1 vs. Wight

Preparation: Build up your AC. If the wight can’t hit
you, it can’t bestow negative energy levels. For after t
fight, invest in save-buffing magic items, likboaks of
resistance, potions of bear’s endurance, potions of resi
ance,and anything helping you remove those negati '?ﬁ%
energy levels. Last, protect the cleric. Give him anythin ka‘*ﬂu
he needs to stay alive. Without a cleric, you have 1
advantage against these monsters.

First Round Tactics

Opponent: 1 Wight (CR 3)
Party: Ftr 3, ClIr 3, Wiz 3, Rog 3
Round 1:

Fighter: Ranged attack and retrieve flask of alchemist
fire, moving 5 ft.

Cleric: Turn undead and draw weapon

Rogue:Ranged attack and move

Wizard: Moves and castscorching ray

Wight: If turned, it flees. Otherwise, it charges the cleric

rioritizing Opponents
P tizing Opp t TABLE 7-14: THREAT PRIORITY
At the start of combat, assess the greatest threat to

the
party and address it first. While it may be tempting to cpit 1€nds

through the horde of CR 1/2 goblins, the 7th-level evok-gpe|icasting NPCs
er tossing theightning boltsis the bigger problem.
Consult Table 7-14 to gauge which opponents to fag&ther NPCs
first.

Powerful Undead
Terrors
Toughs
Critters

Weak Undead
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. that action. Clarity is your best ally here. Don't be
ACthI‘l Plan ambiguous or too specific; simply state what it is you

want to do and under what circumstances you’ll do it.
Having examined the battlefield and the foes you fad@g¢ing ambiguous creates a possibility that you may
you need to come up with an action plan. It's good tiever see the results of your readied action. The same
have several contingency plans in place prior to combBelds true if you're too specific. For example, “I ready
because in many instances a prolonged discussionnayilongspear to attack when the ogre charges me,” is too
what everyone should do is not practical or even posspecific. If the orc fighter charges you instead, you have
ble. This final section details what to do and not to do 0 action. Likewise, “I hurl an axe at the next thing | see
combat, with some analysis on the techniques and sp@ving through the door,” is too broad. You may wind
cial attacks available to you. By the end of this sectionp tossing the axe into an ally. Find the happy middle
you'll have all the tools not only to survive combat, buground, and all should be well for you and readied
to win. actions.

Attacks of Opportunity (AoO)

There are special things you can do with your initiativélo matter how much clarity the PHB provides for
The two initiative-modifying actions are ready and delagttacks of opportunity (AcO), it seems there will always
For most warriors, when you act in a round is not as crite some debate as to what actions trigger an AoO. The
ical, but occasionally there are times when adjustimgst rule of thumb before we move into particulars is if
your initiative to some later or earlier point can mean tly@u do anything other than focus your entire attention on
difference between life and death. What follows are tiptefeating your opponent, you provoke an AoO.

on both actions.

Initiative

You trigger an AoO when in a threatened square. You
Delay: Never, ever, delay on the first round of combabnly take an AoO against an opponent who you threaten.
Delay is not an action. That means you're flatfooted untiou threaten all the squares you can reach. So, if you
you do act. But if you'd rather move earlier in the rounghave a 5-foot reach, you threaten all squares adjacent to
delay allows you to adjust your initiative to any poinyour position (see diagram 7-15). Monsters with a 10-
between the time you act and the time when you dgbt reach threaten two squares from their base (see
again. Essentially, you can delay to a point allowing y@iagram 7-16). Weapons with reach do not threaten the
to act earlier in the subsequent rounds. (This replaggfuare adjacent to you. They instead threaten a square

o

refocus from 3.0.)

Ready: Readied actions are far more complex than
ply delaying your initiative count. You can ready

standard, move, or free action provided you specify t
action and the triggering condition allowing you to take

the indicated distance away (see Diagram 7-16 for a 10-
% foot reach weapon). You can’t take an AoO if you're flat-
anrpooted. Being flatfooted deprives you of your Dex bonus

ﬁ any) to AC, but being deprived of your Dex bonus to
does not make you flatfooted.

DO SOMETHING — ANYTHING!

Each round of combat presents an opportunity to overcome youf en
mies. Many players believe erroneously they can do nothing agajnsf a

foe and waste entire rounds lamenting their fates. Not having the
kind of weapon to bypass damage reduction, or being so low

points they're afraid of taking any more damage, or worse, using
knowledge of the rules to do something they just can't do. What
don't realize is by not stepping up and contributing, the party func
as if they had one less PC. In larger groups, this is almost a forg

Moving to engage a target does not provoke an AoO
unless the target has natural reach, such as with a Large
creature. Looking at Diagram 7-18 (page 86), we can see
the character provokes an AoO because he leaves a
Lﬁfeatened square to enter a position where he can attack
righ'? opponent.

N hivhile in a threatened square, four basic actions provoke
poattacks of opportunity: movement, casting a spell, attack-
theéyg with a ranged weapon, and special actions.

ions

vable Movement

sin, but in smaller parties with 4 or 5 players, the loss of a chafacter

causes the whole team to unravel.

This game is about action. Period. There is always something to ¢

While threatened, movement suggests you are doing
something other than responding to the threat your oppo-
0, Mént represents. If you move more than 5 feet while

matter what the situation. Even if you failed your initial save againshreatened you provoke an AoO. Other move actions also

hold personyou can still try a new saving throw on the next round.
trick is you have to do the right action. If you can’t swing a sword,
a spell, or ambush a foe with a sneak attack, there are things avail
allow you to contribute. Take a close look at the Special Attack seq
of Chapter 8: Combat in the PHB. There are some real nuggets in
Remember, if everything else fails, use the aid another action tg
another party member; at least there, you're doing something.

Therovoke AoOs, such as controlling a frightened mount,
cagbading a weapon, moving a heavy object, picking up an

Abl@deh, sheathing a weapon, retrieving a stored item, or
tioggen standing up from a prone position. For a full list of
theffove actions and those provoking AoOs, consult
hedhapter 8: Combat in the PHB.
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Diagram 7-15: 5-foot reach Diagram 7-16: 10-foot reach

The best way to avoid attacks of opportunity from move-

ment is to avoid moving until your opponent is dead. No Diagram 7-17: Reach weapon
combat is this easy, of course, and there are times when

you need to reposition yourself to gain an advantage o
avoid a dangerous predicament. There are three way
move without provoking an AoO: Tumble, which is co
ered in Skills; withdraw; and the 5-ft. step.

Withdraw: Provided your opponent does not have a ]
foot or greater reach, you can always safely get ay
from him by withdrawing. This is a full-round action thg
allows you to move up to twice your speed away fron | &
target, preventing a visible foe from making an Ao( P
However, if you are unaware of the foe, it still gets
A00O. See Diagram 7-19 (next page). IM is an invisib
monster and it gets an AoO against the character bec
the withdrawing character is unaware of his position
moves through a threatened square. (See the Full-Rg
Actions section of Chapter 8: Combat in the PHB for fl
details on the withdraw action.)

LG,
T Y
W

o
T
%-i;’ 7y

\__

(

5-foot Step:If you don’t actually move in the round, yol
can always take a 5-foot step in a round to adjust ypur THINGS LIXE SPELLS
position, even if you take a move-equivalent action. This

never provokes an AoO unless you do something els¢ irhe following actions are like spells and provoke AoOs:

the round normally provoking an AoO. This is especia
handy when fighting with a reach weapon against
opponent who advances beyond the threat range, allpypply an oil
ing you to step back and readjust. This is also effectjve

against foes with reach weapons, and when you neefi k¢ad a scroll
get in an attack.

ly . . .
aernk a potion

Use a spell-like ability

Casting a Spell

There are two sure ways, and one not-so-sure way, to avoid attacks of opportunity when casting spells in combat.
First, never cast a spell while in a threatened square. The spell effect is almost never worth the damage you could
take. Second, if in a threatened square, use a 5-foot step to get out of the threatened square before casting it. In most
cases, this isn't a problem. Just reposition to use the spell to the most advantageous effect. Third, if you have Combat
Casting, aside from ignoring everything in this book, you could use the cast on the defensive option. However, there
is so much wrong with your warrior wiggling fingers and muttering incantations when he should be cutting his way
through the bad guys that you deserve the attack of opportunity.
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Diagram 7-18: AoO from Movement

L

Diagram 7-19: Withdraw

ﬁTDrovokes AoO herla

moments. It is in these moments the bad guy gets to

REACH WEAPONS

Speaking of reach weapons, these weapons allow you to hit targe
more squares away depending on the weapon and its size. While
ing with these weapons, you attack your opponents while they
immediately threaten you. When they advance on you on the follo
round, you can simply take another 5-foot step back and attack
effectively leading your opponent around the battlefield.

attack.

s 2or Defensive Measures

nttack-
HorFhere are times when everything seems to be flushing

ergj)wn the toilet. Perhaps the troll just tore your flesh with
hgainrend attack and the cleric is too far away right now to
slip you a few extra hit points. What are you supposed to

do now? There are two options available to you, without

Attacking with Ranged Weapons

having to withdraw.

Fighting Defensively

Using ranged weapons in melee has the same result as

casting a spell in melee: you're going to take a hit. THighoose to fight defensively as part of a standard attack
should never, ever be a problem for you, because you earas part of a full-round attack. Essentially, you're try-
always take a five-foot step to adjust your movemeig to be careful and not leave the openings you normal-
outside of the threatened area. If you can't get outsidelpfieave in combat. By fighting defensively, you volun-
the threatened area, such as if you're backed up to a wiallily reduce your attack bonus by 4 to increase your AC
or the monster has reach, then drop the bow as a f¥e2. You can also use Combat Expertise with this action
action and draw a melee weapon. You can always usd@iincrease your AC further, but this action necessitates
arrow as a dagger, albeit at a —4 penalty. an attack roll.

When using the fighting defensively option, you severe-
ly retard your ability to hit the opponent. The fewer times

There are all sorts of things you can do to trigger attack®U hit your opponent, the more opportunities your
of opportunity. The key to sorting out which ones do ar@Pponent has to hit you. The following example shows a
which ones don't is to know that actions taking yougombat between our two rangers from Chapter 2. The
attention away from an opponent provoke the free attabikiman ranger fights defensively, while the gnoll fights
Lighting a torch, controlling an upset mount, loading Bormally against the ranger, not using Power Attack as
bolt, and picking something up off the floor are all thingde knows the ranger fights defensively. Both employ the

requiring your attention, even for the briefest dull attack option. This comparison does not include the
ranger’s wolf companion.

Special Actions

Human ranger fighting defensively: Hp 22, AC 18,
longsword +1 melee (1d8+2/19-20), shortsword +0

CHANGING WEAPONS

Never sheath a weapon in combat. Always drop it. Sheathing a w
is an AoO-provoking move action. Dropping an item action is a
action and does not provoke an AoO. Just make sure you notate
you dropped the item, so you don't forget it.

melee (1d6+1/19-20)

3arﬁﬂman ranger fighting normally: Hp 22, AC 16,

Kﬁ@)rr‘%gsword +5 melee (1d8+2/19-20), shortsword +4
melee (1d6+1/19-20)
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Gnoll ranger full attack: Hp 23, AC 15, battleaxe +6 .
melee (1d8+4) Aid Another

Expected Hits Per Round (and Average Damage) Step 1:Move adjacent to a PC.

While the human is fighting defensively: Step 2:Make an attack roll or skill check against an AC

i 10 or DC 10, respectively.
Human: longsword 0.35 hits (2.275) + shortsword

0.3 hits (1.35) = 3.625 average damage Step 3:Apply +2 bonus to the adjacent PC's attack, AC,

, or skill check.
Gnoll: 0.45 hits (3.825) = 3.825 average damage

Aid another is a hard action to take, because it gives the
glory to another character and most players’ egos don't
Human: longsword 0.55 hits (3.575) + shortsword!low this sort of thing to happen. Suck it up. You want
0.5 hits (2.25) = 5.825 average damage to win, right? There are all sorts of situations arising in a
game where a particular character has the right skills to
Gnoll: 0.55 hits (4.675) = 4.675 average damage overcome some particular nasty. Sure, you may be able

) . . to do a little, but if you help your buddy, your buddy can
[l st of this comparison is that the human rangg(rj a lot. This is e\yen truepr >\/Nhen the):)gre sunderys your

while increasing his AC, deals significantly less damaqgvoriteﬂ lonasword Feeling usc el Hroniback o
than he would normally inflict, while only reducing the 9 9 Y b

N o
gnoll's chances of hitting him by 10% (+2 AC) andnope a bit, right? Wrong. You take it like a hero, and

reducing his average damage by less than a point E:Igrwp in and aid the other warriors who are still fighting

. e brute. By simply taking an aid another action, you
round. Carried out over several rounds of combat, the ; ; ; X
. can help your allies boost their AC against the ogre’s
ranger fighting normally would slay the gnoll before h8 . . :
. vastating attacks, or buff their attack roll to hit the
himself were felled (5.825 damage per round works Ut ) . : .
- . gre’s stupidly high AC. What follows are some tricks
to killing the gnoll on the fourth round, while the gnol or particular combat options
wouldn’t down the ranger till the fifth round), but the P P '
ranger fighting defensively would actually die one round/ith Barbarian’s Rage: When a barbarian rages, he
beforethe gnoll! Of course, this is all statistical averagefpses his AC. Worse, if he charges the penalty drops to
and if you have faith in your lucky 20-sider, you might4. Position yourself where you threaten an opponent the
be willing to take more chances. But statistically speakarbarian plans to charge and ready an action allowing
ing, you should reserve fighting defensively for finajou to aid another (AC) when the barbarian charges. This
efforts, when there is no hope at all. alleviates some of the penalties associated with charging,
and lets your group deal the needed damage.

If the human were fighting normally:

Total Defense
With Combat Expertise: Use aid another (attack) to

Only a standard action, total defense boosts your AC wlp a character using Combat Expertise. Monsters are
+4 for 1 round, helping you avoid AoQO’s or other normatont to attack the individuals hurting them; your aid
attacks. Because you're not attacking, you can’t boasttion helps the character continue to smack the bad guy,
your AC further with Combat Expertise or fightingwhile also keeping him from taking damage.

defensively, nor can you make any AoO while taking thijs . ) ) N
action. This is an excellent choice for monks on the mov ith Feln.ts: Thgre are two obvious ways to use aid
using Tumble. Tumbling through bad guys to reac,q'POther with afel_nt._ First, make a} DC 10 Bluff check and
another position, along with Mobility, makes the monRdd +2 to the feinting character’s Bluff check. Second,
virtually untouchable. Note you can't use total defendady your af:tlon to a'_d in his attack. roll when_th_e oppo-
with the withdraw action (it is a full-round action). Théq,ent loses his Dexterity t_)onus to his AC. This is espe-
only certain time to use total defense instead of withdraﬁ}\?‘_"y nasty when used with a rogue who has Improved

is when the opponent you face has reach greater thanS4t
feet. Total defense improves your AC, helping you avoigfith Monk Special Attacks: At lower levels, monks

the inevitable hit from the unavoidable AcO. take some penalties when using flurry of blows. Aid
. . another allows you to eliminate the penalty to one of the
Spemal Attack OpthﬂS attack rolls, or even improve them. When used in con-

junction with Stunning Fist — even though this is a feat

The PHB is chock full of special attacks to provide mo@nyone can take, monks are the most likely to do so —
options than the average fighter knows what to do withou ensure the attack hits. For higher-level monks, help
everything from bull rushing to charging to shattering tH8€ monk make a Quivering Palm attack.

bad guy's weapon. This section provides an overview @i, power Attack: The benefit comes into play when
the special attack options presented in the PHB re are several of you. One guy giving up an attack so

offers tricks and tips to use them to your best advantagﬁother gets a +2 bonus to hit isn't great, but as long as

‘é":gﬁ giving you the skinny on the archetypes best af ot e allies are in position to make a melee attack, the
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benefits quickly manifest, especially when fighting a sin-

gle monster with damage reduction or high AC. If your Bull Rush
party lacks the means to damage the opponent, and your . . : )
fighter has Power Attack, get all the characters with%{%ap 1:Move into defender’s space.

range for a melee attack. There they can all aid the figBtep 2:Defender gets an AoO unless either they are flat-
er with the Power Attack feat. In a party of 4 charactefgoted or you have the Improved Bull Rush feat.

they grant up to a +6 bonus and the extra damage dealt

by the Power Attack should be enough to breach tR&P 3:Both you and defender make a Strength check,
monster's damage reduction with no problem. (fodified by size or if you're charging.

Diagram 7-20, PA represents the three characters uséig, 4:if you have the higher result, you push the
aid another actions to help fighter P with his Powgftender back 5 feet for each 5 points you beat him, not
Attack against the monster, M. In addition to the +6 fromoying more than your speed allows. If the defender has

the aid attacks, P also gains +2 for flanking, nettingﬂqe higher result, you move 5 feet back to where you
total of +8 to hit. were.

Diagram 7-20: Aid Another with Power Aftack  Recap: Bull Rush Modifiers

Each size larger than Medium +4
Each size smaller than Medium  —4
Charging +2
More than four legs +4
Stability (dwarves) +4
‘ET* N If you need to move an opponent on the battlefield, you

‘*\; A have two options. First, you can try to overrun him (see
below). A more successful choice, however, is the bull

rush. Use bull rush attacks to knock a foe off a cliff, a
table, the side of a heaving ship, or any other surface.
You can also use this special attack to break up flanks or
create a path for escape. Don't bother bull rushing

guadrupeds, dwarves, or weirdo creatures like oozes,
centipedes, worms, or things bigger than you.

To Prevent & Gain AoOs: Bull rush is a great tool to

help your allies get the hell away from bad guys serious-

] ) L ! _ ly outclassing them. A successful bull rush takes the
With Smite Attacks: When fighting alongside a paladin,character out of a threatened square and perhaps even

especially a high-level one, it may be a good idea to heljg, s the character an attack of opportunity too. In the
the. paladin wlth his smite eV|I'attack, or a cleric Wlth th@xample below, P is the bull rushing character, C1 is the
smite anything attack. Each aid allows the paladin 10 S¢j3racter's ally, while M is the bad-guy monster. A suc-

rifice_more from his BAB, and ultimately deal anggsfyl pull rush can knock an opponent back more than
extraordinary amount of damage. one space, allowing the other character to take an AoO.

With other Special Attack Actions: Aid another is also ;000 7-91: Bull Rushing to Gain an AcO
useful when combined with many other special actions. 9 3

For example, you could aid in disarms, sundering, grg
pling, tripping (attack), and skill checks made as part
movement like Climb, Tumble, Jump, and just abo
anything else falling under the criteria of attack, AC
skill check.

Archetypes: Any archetype does well with the ai ==
another action. Skirmishers are best, because they fil %??
on the battlefield where most needed. Archers lack t =
positioning to take the action, while the heavy infantry
on the front ranks swinging his sword rather than helpi
other characters hit or defend.




As a Barbarian: When chewing on your shield in thefor success. Another one is to delay your action, but
heat of a rage, you've got an advantage of strength in buien you’re no longer flatfooted, until a clear path pres-
rush attempts. On successful bull rushes, you can m@&rgs itself. Not rocket science. Combining smite euvil
the bad guys where you want them, controlling the battacks with charges provides an extra +2 to hit, helping
tlefield rather than letting the battlefield control youyou smack the bad guy for sure. Using Power Attack
Plus, with your fast movement, you're sure to knockith charges lets you gain two points without penalty.
them back even further. Combined with Cleave and Great Cleave, characters can
drop tons of low powered bad guys with a +2 bonus to all

With Bull’s Strength: If possible, before bull rushing, e S

get your cleric to slap lull’s strengthon you. The more
you beat your opponent’s opposed check, the furtHer

back you push them. A COMMON SCREW-UP

A]?am‘? Flanking:gone g)f I)I/our rf]rlent(_js fa;ces d ckoupl hA charge is a special full-round action that gives you an attack at th
of nasty rogues, use a bull rush actionitonbrearc Ergies your movement. You cannot combine it with fighting defensivel
flank. This gets you into position to help your friend, and

. . Combat Expertise.
keeps your friend standing to return the favor. P

Against Spellcasters:Pesky wizard/cleric/spellcasting

aberration on the battlefield? Bull rush ‘em. A wellThe Unstoppable Charger: Characters with enough
placed bull rush forces a Concentration check, screws'@pks in Tumble and the Mobility feat can charge unmo-
their spell placement, and puts you in the fortunate pol§isted through threatened squares to land a telling blow
tion of being able to smack the heck out of them whaégainst a spellcaster or some other powerful and in-the-

they cast another spell. It's best to charge while bulldg?ack opponent. Charging requires the squares be unob-
ing a spellcaster. structed (i.e., no walls, difficult terrain, friends/baddies).

But it does not require the squares to be unthreatened,
Archetypes: Guerrillas and any other character with @or does it require you to attack the nearest opponent.
good speed and Strength can be devastating on the Jafyre free to select whatever target you would like, pro-
tlefield moving opponents where they will. Heavyjided the conditions are right. Monks are the best at this
infantry are also solid when bull rushing as part of garticular technique. Throw in some Stunning Fist
charge. Cavalry, whose size equals the size of the crgation, and watch the enemy sorcerers and wizards fall
ture they ride, gain an additional +4 bonus to the oppos@slyn. Diagram 7-22 demonstrates how combining
Strength checks. Just as in the case of aid anothglimble allows a character to attack the best target avail-
archers should remain out of melee attacks, leaving sy#le and get past the bad guys standing in his way. Note,
maneuvers to other warriors. the diagram example requires three Tumble checks

against DC 15, 17, and 19 respectively.

Charge
Diagram 7-22: Tumbling while Charging

Step 1:Select target to which you have a clear and unob-
structed path.

|

i

Step 2Move up to twice your speed to the closest squs
threatening him.

=

Step 3:Make a single melee attack adding +2 to th
attack roll. For the remainder of the round, take a -
penalty to AC.

(. “'_k

¢ el

)
X

A recent erratum prevents characters from using over
as part of a charge, so forget that combo. Many folks U
the charge action in every combat. While this kind
enthusiasm is laudable, don't fall into the charge trg it
Charge is reckless, it exposes you to all sorts of risks, '
now, more then ever, it's harder to pull off well, requi
ing a clear and unobstructed path to leap into the thick
things. On the other hand, nothing says warrior mo
than the bold barbarian blasting into the thickest chu
of orcs and knocking them down.

(
g’ ___:'\

, of he charai Woodsman Charger:Rangers of 7th-level or higher can
The Obvious C(_)mbos_.l you yvant to be the ¢ arging moyve through any sort of undergrowth at their normal
reckless barbarian, stick to lighter armors to gain f eed and without taking damagesaffering any other

movement, then rage and watch the blood fly. This ; pairments This means rangers can charge through
super, super obvious, but some folks need big roadmap
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heavy undergrowth, while the bad guys are getting stugBares. Grab the sorcerer and wizard’s spell component
and crawling through the mess. Oh, and druids? Get pffuches and you pretty much ruin their day. Is a wizard
your rears, because in outdoor fights, you can step uputing awand of magic missileagainst you? Grab it.
the plate at 2nd-level. Add a little wildshape to the miXou're a fighter. You have a high BAB; use it to cripple
and you're nasty as hell. the spellcasters before pasting them.

With Lay on Hands: Against undead, paladins can us&rappling Grab: Combine a grab attack while grap-
lay on hands as a melee touch attack. Charge the undgad) an opponent and you can pretty much take whatev-
bad guy for the extra +2 to hit. You can’t, however, adet you want.

your smite to lay on hands attacks, as lay on hands is not ) .
a normal melee attack. Grab and Run: Want to take an item away and keep it

away? Combine grab attacks with spring attacks. You
Archetypes: Charge attacks are excellent for warriorsan leap in, snatch the object and get the hell out, and no
with lower BABs and high speeds, such as the monk aattiack of opportunity. Sure, you've made an enemy for
multiclass warriors. Heavy infantry are also good choitife, but with this technique, the enemy won't be around
es because it allows them to move across the battlefieldch longer anyway. The below example assumes a
without too much of a penalty to their high ACs, lettingnonk with a 50 speed.
them drop foes early in the combat. Cavalry can be dev-
astating in charge attacks, for with the lance, they can Diagram 7-23: Spring Attack Grab
shell out staggering amounts of damage.

Disarm

Step 1:You provoke an AoO with a weapon in han
unless you have Improved Disarm. If the defender de
damage, the disarm attempt fails.

Step 2Both you and the defender make attack rolls. T}
one with the higher result wins.

Step 3:If you beat the defender, you disarm him and
you made the attempt unarmed, you seize the weapot]
the defender beats you, the disarm attempt fails and

defender may attempt to disarm you as a free act Caail

unless you have the Improved Disarm feat or a speq f}.;
1 4,

weapon. =

Recap: Disarm Modifiers
Wielding a two-handed weapon  +4

Iterative Attacks: Both a trip and a disarm count as a

Wielding a light weapon A melee attack, so you can attempt them for as many times
Larger combatant +4 per as you have iterative attacks. High-level characters can

size difference do some scary things. For example, a high level charac-
Target isn't melee weapon -4 ter can run up and grab a sword from an opponent. On
Defender uses a locked gauntlet ~ +10 the next attack, trip the same opponent and then beat the

. ) ) ) ) _living crap out of him with his own sword.
In most fights, it's easier to just kill the opponent outright

than it is to disarm them. In fact, against grunts like orégchetypes Light infantry and guerrillas are good
and bugbears, you'd be better off just attacking to kignough to move and disable as many opponents as pos-
and against bigger threats, like NPCs and fiend, the Aé®le. Skirmishers can prove to be good at disarming too,
is something you want to avoid. However, disarming gspecially against troublesome archers and spellcasters.
useful when fighting several foes, of whom you can't

dispatch them all in just one or two hits. By disarming

them, they have to pick up their weapons from the floor,

provoking an AoO. With Combat Reflexes, you get to

smack several of them for free.

Item Thief: A better use of the disarm attack action is to
grab items from an NPC. If you have the Improved
Disarm feat, always go after spellcasters first. If you
shatch the cleric and druid’s divine focus, you don'’t have
to worry about spells from them, unless they keep a few




i on a creature more than two size categories larger than
Fe ng you. If you win, you are grappling and deal damage as if

Step 1:As a standard melee action (unless you ha\¥8u 4o LRUp AU GO,

Improved Feint, which functions as a move actiongtep 4:Next round, move into target's space to maintain
make a Bluff check opposed by the opponent's Seng@pple.

Motive check, plus his base attack bonus. . .
See the Combat chapter in the PHB for more details.

Step 2:If your Bluff check exceeds your opponent’s . ) .
Sense Motive check, that opponent loses his Dexterf§j@PPling is complicated and can have some practical

modifier to his AC (if any). application. When in a group of grapplers, one character
can pin the bad guy, while others carve him up.
Recap: Feint Modifiers Grappling is also useful for preventing a spellcaster from
Against nonhumanoids -4 being a threat in combat, but it's better to hack through
Against creatures with the necromancer than it is to hug him. Most times, grap-
animal Intelligence _8 pling comes into play when a monster with Improved

Grab attacks you. This is bad news for you, and you
This is the rogue’s favorite special attack. It's the perfeshould try to escape. Remember, you can always draw
set up for a sneak attack. For other characters, feintigd use a light weapon while grappling, provided, of
can be useful. If you have the Improved Feint feat, y@gurse, you make the grapple check. The best defense
can feint as move action, improving your chances to Bigainst a monster with Improved Grab is to avoid being
your target. Of course, this does nothing for you if youit. If you're held, your allies should distract the monster
opponent already lacks a Dexterity bonus to his AC, and draw his attacks away from you. Grappling monsters
worse, has uncanny dodge. with Improved Grab have a —20 to their grapple checks

Opponents losing their Dexterity adjustment to AC stiWhen fighting opponents other than INegEEESIEREIEES

threaten the squares in their reach, so you cannot B

feint to avoid AoOs. Against Opponents with High Armor ClassesMake a
sqrapple check against an opponent with a high AC, but

Arch . Of r multicl r -warriors’ . i
c etypes;_ o course, mu ticlassed rogue-warrio with a low or normal touch AC. This allows you to deal
excel at using the feint ability. Most multiclassed rogue : .
amage you otherwise would not be able to deal for their

wind up being guerrillas or skirmishers, so these arct}%h AC. By having to make a touch attack, You bypass
types are the best.

all of their armor and natural armor.

flanking Grapple with Armor Spikes: Make grapple attacks
while wearing armor spikes to deal extra damage.
Find a buddy in your gaming group, preferably a rogue. , , ,
You two work together. Between your heavy hitting arMore Tricks: S_ee Grapple in th? Combat chaptSiis
the rogue’s sneak attacks, you make short work of a5 for a fulllist of grapple options.

thing subject to critical hits you come across. Archetypes: The best grapplers are monks, so light

Avoiding Flanks: The best way to avoid flanks is to?nfantry, guerrillas or skirmishers do well. Heavy

stick with your buddy. This way, one of the two of yOllpfantry, while strong, lack the light weaponry necessary
can knock out the offending flanker. Alternatively, loo© carve udp the lg()rappler. hO]; cqursr:a " afrmor spikes are
for a wall and stick to it. It's going to take a lot mor@uaranteed to poke some holes in their foes.

movement for the bad guys to get a flank without an

attack of opportunity than it would if you were out in the Overrun

open.
Step 1:Resolve AoO. Overruns provoke AoOs.
Archetypes: Again, this combat technique is best suited

for rogues or for helping rogues. All archetypes beneft€P 2.The opponent has the option to avoid the overrun
from the +2 bonus to attack rolls when flanking. (unless you have Improved Overrun or if mounted and
with the Trample feat). If the defender instead opts to

Grapple block, go to step 3.

_ ‘Step 3Make a Strength check opposed by the defender’s
Step 1:Unless you have Improved Grapple, this speciglexterity or Strength check. If you win, you knock the
attack provokes an AoO. defender prone. If you lose, the defender may attempt to
Step 2:Make a melee touch attack to grab the opponehﬂOCk you down.

If you miss, the grapple fails. If you hit, move to step 3step 4:1f you win, you may continue movement as nor-

Step 3:Make an opposed grapple check as a free acti5?1"?‘|' If you fail, you move 5 feet back the way you came.

If you lose, the grapple fails. You cannot achieve a hat§\,errun, according to the errata, cannot be used as part
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of a charge and you cannot overrun through friendiou can sunder shields, but not armor.

squares. Despite these changes, overrun is still useful

even if you don’t have Improved Overrun. With th\iﬁg‘j‘fkmg Obje;tS: e sungerrt]o str)pash qutlac(;s
attack action, you can break up flanks, knock do or worn by your oppenents. SUGIEESIESSIIEEES

opponents, and get out of a nasty situation in comb%gic wands, potions, holy symbols or anything else the
voulcon re,ady this action bad guy would use against you. Sure, you lose the magic

item from treasure, but you and your allies should be
Overrun for Positioning: Use this special attack to getable to run through just about any cleric you encounter.

to highly coveted spots on the battlefield, such as higher . .
ground, through a closing gate, or anywhere it's advanér_chetypes:Tanks, heavy infantry that is, are the best at

geous to be. You can use overrun with Tumble to let ygunde_r attacks, because th.ey W'_eld b!g e e
avoid plowing down tougher foes to focus on the wea|zlght mfantry are gocdich th'$ too; nothing spells DIEEE
er combatants. Finally, use overruns to contain enePH?nd like a ticked-off barbarian.

spellcasters and monsters with spell-like abilities.

ry
Archetypes: Cavalry are the best at overrun actions as T p
they have the size and speed to be successful. Hegwp 1:Unarmed trip attacks provoke AoOs unless you
infantry are also good at this technique, allowing them e the Improved Trip feat.
get into the thickest parts of the fight. Light infantry with
high speeds can make impressive overrun attemptéeP 2:Make a melee touch attack.

knocking down the enemy from across the battlefield. Step 3:If you succeed, make a Strength check opposed
by your opponent’s Strength or Dexterity check. If you

win, the defender falls prone. If you fail, the defender can

FAVORABLE AND UNFAVORABLE CONDITIONS try to trip you.

Higher Ground: When possible, always attack from a position of high-Recap: Trip Modifiers

er ground. This gives you a free +1 bonus to melee attacks. If y@&very size category larger than Medium +4
employ ranged attacks, focus your attacks on those opponents s
tioned. They are usually clear of cover and make prime targets.

D PBYJery size category smaller than Medium  —4
Stability (e.g., dwarves) +4

Prone: In melee, don’t be prone. Against ranged attacks, on the pthitore than two legs +4
hand, it's a good idea, because you get a +4 bonus to AC.

Trip is undervalued. It's a great technique to keep your

Kneeling and Sitting: While not exactly prone, your AC still increases enemies on the ground. When used in conjunction with

- by +2 against ranged attacks. Combined with cover, you are praciicallyiproved Trip, it gives you a free attack, and when they

untouchable.

struggle to their feet you get an additional attack. Prone
opponents are the best foes, because when they crawl,
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stand up or do anything to get away they provoke attacks
Sunder of opportunity — and while they’re prone, they have a -4
AC penalty against melee opponents. If you're a finesse
Step 1:Sunder provokes an AoO unless you have tﬁighter, you can't live without this SpeCiaI attack. By the
Improved Sunder feat. way, as the equipment chapter mentions, always use a

weapon to trip folks, and not your hands.
Step 2:You and opponent make opposed attack rolls.
Pile-on: Use the Improved Trip feat with grapple/disarm

Step 3:If you beat the defender, you deal damage to ki impose the —4 penalty to their AC then take away all

weapon. If you fail, you don’t deal any damage. of their goodies for free.

Recap: Sunder Modifiers Against Mounted Opponents:Got a pesky rider caus-
Two-handed weapons +4 ing all sorts of headaches? Get your friends to aid anoth-
Light weapons -4 er and use Improved Trip to drag him from his horse and
et ifference +4 then club him while he’s on the ground. It's ugly, but

spectacular.
Sunder allows you to break an opponent’s weapon, dis-

arming them. This is a defensive measure as it sacrifiédSnetypes: Monks, be they guerrillas, light infantry, or
an attack to prevent your opponent from striking yoﬁ!qrmlshers, are the best trippers. They have the tools, the

There are some inherent problems with this tactigiats: and the techniques to drop people all day long.
though. First, if you broke the bad guy@ longsword S_urpnsmgly, heavy infantry do a nice job too, with their
during the fight, you just threw away 8000 gp. Secona',gh Strength scores. Last, cavalry, counted_as Large
sundering is risky with little guarantee of success, ancFf€atures, have an advantage when performing a trip.
provokes an AoO unless you have Improved Sunder. §iv€ them a lance, and they can skewer the bad guy
most circumstances, use the attack to kill the bad gl{f’en he’s down.




Combat, Styles

There are three major weapon techniques in combat. The first is the one-hander. This technique allows the warrior to
keep a hand free or to use a shield to beef his AC. The second is the two-hander. These brutes ditch the shield and
swing the sword like a baseball bat, dealing lots of extra damage, but costing them AC by not having the shield.
Finally, the last combo is the two-weapon fighter. Rangers are notorious for this technique, having made it famous.
Two-weapon fighting gives you an extra attack, and with the extra attack, extra damage.

Which style is better? Well, let’s find out. Tables 7-28 through 7-31 offer a comparison of all three techniques with

or without the appropriate feats, so you can see the damage potential of each one. Remember, a skilled warrior
changes his combat tactics between two-handed, one-handed, and two-weapon when the situation demands, rather
than relying on one technique all the time.

The four tables compare the expected damage for a fighter with a Strength of 15, increasing to 16 at 4th level, 17 at
8th level, 18 at 12th level, 19 at 16th level and 20 at 20th level. The first table reflects the fighter using a single-hand-
ed longsword. The second details the fighter using the longsword in two hands. The third presents the fighter using
a longsword with a shortsword without the Two-Weapon Fighting feat tree. The final table shows two-handed com-
bat with the appropriate feats. Each table shows four armor classes and does not take into account critical hits. Except
for the Two-Weapon Fighting tree in the last table, these tables do not account for feat selection.

At lower levels, use a shield to improve your AC. Using a weapon two-handed only deals slightly more damage, aver-
aging no more than an extra point. But as you advance, switch to two-handed fighting against creatures with low ACs,
because your iterative attacks allow you to deal significantly more damage in each round. The higher your Strength
and the more attacks per round you have, the greater the benefit of two-handed fighting. At higher levels it makes a
huge difference.

The charts reveal that two-weapon fighting is not as useful as one would suppose. It is marginally better than one-
handed fighting in some circumstances, and marginally worse in others. It's never a clear-cut winner. At higher lev-
els and with the right feats it's superior to swinging a weapon with two hands, but then again, you had to spend three
feat slots to make it better! Like the one-handed technique, it fails to do appreciable damage when compared to the
two-handed approach. Moreover, the loss of the shield bonus to AC for the extra possible hit is usually not worth the
effort. Reserve two-weapon fighting for those with the feat tree, or at worst, when fighting many smaller foes with
low ACs and low hit points, where spreading out damage over multiple hits is more important than punishing the
same target over and over again.

TABLE 7-28: ONE-HANDED LONGSWORD
Attack Average Hits Per Round (and Average Damage) vs. Given AC
Bonus (Damage/Hit) 15 20 25 30
+3 (Dmg 6.5) .45 (2.925) 2(1.3) .05 (0.325) .05 (0.325)
+4 .5(3.25) .25 (1.625) .05 (0.325) .05 (0.325)
+5 .55 (3.575) .3 (1.95) .05 (0.325) .05 (0.325)
+6 (Dmg 7.5) .6 (4.5) .35 (2.625) .1 (0.75) .05 (0.375)
+8 7 (5.25) 45 (3.375) 2 (1.5) .05 (0.375)
+9/+4 1.25 (9.375) .75 (5.625) .3(2.25) .1(0.75)
+10/+5 1.35(10.125) .85 (6.375) .35 (2.625) .1 (0.75)
+11/+6 1.45 (10.875) .95 (7.125) .45 (3.375) 15 (1.125)
+12/+7 1.55 (11.625)  1.05 (7.875) .6 (4.5) 2 (1.5)
+13/+8 1.65 (12.375)  1.15 (8.625) .65 (4.875) .25 (1.875)
+14/+9/+4 2.2 (16.5) 1.5 (11.25) .8 (6) .35 (2.625)
+16/+11/+6 (Dmg 8.5) 2.4 (20.4) 1.8 (15.3) 1.05 (8.925) .5 (4.25)
+17/+12/+7 2.5 (21.25) 1.95 (16.575)  1.25(10.625) .6 (5.1)
+18/+13/+8 2.6 (22.1) 2.1 (17.85) 1.35 (11.475) .7 (5.95)
+19/+14/+9 2.65 (22.525) 2.2 (18.7) 1.5 (12.75) .8 (6.8)
+20/+15/+10/+5 3.25(27.625) 2.6 (22.1) 1.7 (14.45) .95 (8.075)
+21/+16/+11/+6 3.35(28.475) 2.75(23.375) 1.9 (16.15) 1.1 (9.35)
+22/+17/+12/+7 3.45(29.325) 2.9 (24.65) 2.15(18.275)  1.25 (10.625)
+23/+18/+13/+8 3.55(30.175)  3.05(25.925) 2.3 (19.55) 1.4 (11.9)
+25/+20/+15/+10 (Dmg 9.5) 3.65(34.675) 3.25(30.875) 2.6 (24.7) 1.7 (16.15)
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Attack

Bonus (Damage/Hit)
+3 (Dmg 7.5)
+4

+5

+6 (Dmg 8.5)
+8

+9/+4

+10/+5

+11/+6

+12/+7

+13/+8
+14/+9/+4
+16/+11/+6 (Dmg 10.5)
+17/+12/+7
+18/+13/+8
+19/+14/+9
+20/+15/+10/+5
+21/+16/+11/+6
+22/+17/+12/+7
+23/+18/+13/+8

TABLE 7-29: TWO-HANDED LONGSWORD

Average Hits Per Round (and Average Damage) vs. Given AC

+25/+20/+15/+10 (Dmg 11.5)

15 20 25 30
45 (3.375) 2 (1.5) .05 (0.375) .05 (0.375)
5 (3.75) 25 (1.875) .05 (0.375) .05 (0.375)
55 (4.125) 3(2.25) .05 (0.375) .05 (0.375)
6(5.1) .35 (2.975) 1 (0.85) .05 (0.425)
7 (5.95) 45 (3.825) 2(1.7) .05 (0.425)
1.25 (10.625) .75 (6.375) 3 (2.55) 1 (0.85)
1.35 (11.475) .85 (7.225) .35 (2.975) 1 (0.85)
1.45 (12.325) .95 (8.075) 45 (3.825) 15 (1.275)
1.55(13.175) 1.05(8.925) .6 (5.1) 2 (1.7)
1.65(14.025)  1.15(9.775) .65 (5.525) 25 (2.125)
2.2 (18.7) 1.5 (12.75) 8 (6.8) .35 (2.975)
2.4 (25.2) 1.8 (18.9) 1.05 (11.025) .5 (5.25)
2.5 (26.25) 1.95 (20.475)  1.25(13.125) .6 (6.3)
2.6 (27.3) 2.1 (22.05) 1.35(14.175) .7 (7.35)
2.65 (27.825) 2.2 (23.1) 1.5 (15.75) 8 (8.4)
3.25 (34.125) 2.6 (27.3) 1.7 (17.85) .95 (9.975)
3.35(35.175) 2.75(28.875) 1.9 (19.95) 1.1 (11.55)
3.45(36.225) 2.9 (30.45) 2.15 (22.575)  1.25 (13.125)
3.55(37.275)  3.05(32.025) 2.3 (24.15) 1.4 (14.7)
3.65 (41.975)  3.25(37.375) 2.6 (29.9) 1.7 (19.55)

Attack Bonus at -4/-8

(Damage/Hit)

4 —-1/-5 (Dmg 6.5/4.5)

+0/-4

+1/-3

+2/-2 (Dmg 7.5/4.5)

+4/+0

+5/+0/+1

+6/+1/+2

+7/+2/+3

+8/+3/+4

+9/+4/+5

+10/+5/+0/+6

+12/+7/+2/+8 (Dmg 8.5/5.5)

+13/+8/+3/+9
+14/+9/+4/+10

’ +15/+10/+5/+11

+16/+11/+6/+1/+12

+17/+12/+7/+2/+13

+18/+13/+8/+3/+14

+19/+14/+9/+4/+15

TABLE 7-30: LONGSWORD AND SHORTSWORD

Average Hits Per Round (and Average Damage) vs. Given AC

15

.25/.05 (1.85)

20
.05/.05 (0.55)

25
.05/.05 (0.55)

30

.05/.05 (0.55)

311 (2.4) .05/.05 (0.55)  .05/.05 (0.55)  .05/.05 (0.55)
.35/.15 (2.95)  .1/.05 (0.875)  .05/.05 (0.55)  .05/.05 (0.55)
41.2 (3.9) .15/.05 (1.35)  .05/.05 (0.6)  .05/.05 (0.6)

5.3 (5.1) 25/.05(2.1)  .05/.05(0.6)  .05/.05 (0.6)

75/.35(7.2)  .35.1(2.725) .1/.05(0.975)  .1/.05 (0.975)
95/.4 (8.925) .45/.15(4.05) .15/.05(1.2)  .1/.05 (0.975)
1.05/.45 (9.9)  .55/.2 (5.025)  .2/.05 (1.725)  .1/.05 (0.975)
1.15/.5 (10.875) .65/.25 (6) 25/.05 (2.1)  .1/.05 (0.975)
1.25/.55 (11.85) .75/.3 (6.975)  .3/.05 (2.475)  .1/.05 (0.975)
1.55/.6 (14.325) .9/.35 (8.325)  .4/.1 (3.45) .15/.05 (1.35)

1.95/.70 (20.425) 1.2/.45 (12.675) .6/.2 (6.2)
2.1/.75 (21.975) 1.35/.5 (14.225) .7/.25 (7.325)
2.2/8(23.1)  1.5/.55 (15.775) .8/.3 (8.45)
2.3/.85 (24.225) 1.65/.6 (17.325) .9/.35 (9.575)
2.75/.9 (28.325) 1.9/.65 (19.725) 1.1/.4 (11.55)
2.9/.95 (29.875) 2.1/.7 (21.7)  1.25/.45 (13.1)
3.05/.95 (31.15) 2.3/.75 (23.675) 1.4/.5 (14.65)
3.15/.95 (32)  2.45/.8 (25.225) 1.55/.55 (16.2)

25/.05 (2.4)
.3/.05 (2.825)
.35/.05 (3.25)
4/.1 (3.95)
55/.15 (5.5)
.65/.2 (6.625)
.75/1.25 (7.75)
.85/.3 (8.875)

+21/+16/+11/+6/+17 (Dmg 9.5/5.58.35/.95 (37.05) 2.75/.9 (31.075) 1.9/.65 (21.625) 1.1/.4 (12.65)
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TABLE 7-31: LONGSWORD AND SHORTSWORD WITH TWO-WEAPON FIGHTING FEAT TREE

This table reflects the full progression of feats in the Two-Weapon Fighting feat tree. A character likely must advanceritys

Dext

rather than Strength to meet the prerequisites for the feats higher in the tree. However, to match the other tablesgved|tessum

a high Dexterity to start with, so the damage improves just as in the other comparisons.

Attack Average Hits Per Round (and Average Damage) vs. Given AC
Bonus (Damage/Hit) 15 20 25 30

1st: Two-weapon Fighting Atk -2 & -2 (damage 6.5/4.5)

+1/+1 .3/.3(3.3) /.1 (1.2) .05/.05 (0.55) .05/.05 (0.55)
+2/+2 A4l.4 (4.4) .15/.15 (1.65) .05/.05 (0.55) .05/.05 (0.55)
+3/+3 .45/.45 (4.95) 2/.2 (2.2) .05/.05 (0.55) .05/.05 (0.55)

4th: (damage 7.5/4.5)
+5/+5 .55/.55 (6.6) .3/.3 (3.6) .05/.05 (0.6) .05/.05 (0.6)
+6/+6 .6/.6 (7.2) .35/.35 (4.2) A1/.1(1.2) .05/.05 (0.6)

6th: Improved Two-weapon Fighting Atk -2 & -2/-5

+7/+2/+7/+2 1.05/1.05 (13.425) .55/.55 (6.6) .2/.2 (2.4) 1/.1 (1.2)
+8/+3/+8/+3 1.15/1.15 (13.8)  .65/.65 (7.8) .251.25 (3) .1/.1 (1.2)
+9/+4/+9/+4 1.25/1.25 (15) .751.75 (9) .3/.3 (3.6) 1/.1 (1.2)
+10/+5/+10/+5 1.35/1.35 (16.2)  .85/.85 (10.95) .35/.35 (4.2) 1/.1 (1.2)
+11/+6/+11/+6 1.45/1.45 (17.4)  .95/.95 (11.4) .45/.45 (5.4) .15/.15 (1.8)

11th: Greater Two-weapon Fighting Atk -2 & -2/-5/-10
+12/+7/+2/+12/+7/+2 1.95/1.95 (23.4) 1.2/1.2 (14.4) .6/.6 (7.2) .25/.25 (3)

12th: (damage 8.5/5.5)

+14/+9/+4/+14/+9/+4 2.2/2.2 (30.8) 1.5/1.5 (21) .8/.8 (11.2) .35/.35 (4.9)
+15/+10/+5/+15/+10/+5 2.3/2.3 (32.2) 1.65/1.65 (23.1) .9/.9 (12.6) 4/.4 (5.6)
+16/+11/+6/+16/+11/+6 2.4/2.4 (33.6) 1.8/1.8 (25.2) 1.05/1.05 (14.7)  .5/.5 (7)
+17/+12/+7/+17/+12/+7 2.5/2.5 (35) 1.95/1.95 (27.3) 1.2/1.2 (16.8) .6/.6 (8.4)
+18/+13/+8/+3/+18/+13/+8 3.05/2.55 (39.95) 2.25/2.1 (30.675) 1.4/.1.35(19.325) .75/.7 (10.225)
+19/+14/+9/+4/+19/+14/+9 3.15/2.65 (41.35) 2.45/2.2 (32.925) 1.55/1.50 (21.425) .85/.8 (11.625)
+20/+15/+10/+5/+20/+15/+10 3.25/2.7 (42.475) 2.6/2.3 (34.75) 1.7/1.65 (23.525) .95/.9 (13.025)
+21/+16/+11/+6/+21/+16/+11 3.35/2.75 (43.6)  2.75/2.4 (36.575) 1.9/1.8 (26.05) 1.1/1.05 (15.125)

20th: (damage 9.5/5.5)
+23/+18/+13/+8/+23/+18/+13 3.5/2.8 (48.65) 3.05/2.6 (43.275) 2.3/2.1(33.4) 1.4/1.35 (20.725)
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Introduction

Building the Perfec{ Warrior

Min/maxing gets a bad rap. Sure, there’s little role-playratter where you are in your campaign, the chapter on
ing involved in stat-monsters, and not a lot of baclequipment will always be useful. And then there’s the

ground to create an immersive gaming experience. Buigold mine: Chapter 7, Combat. This chapter is all about
every gamer lurks the secret munchkin, wanting — eveow to kick monster ass in the most efficient manner

craving — a bad-ass character able to survive nearly goossible. Like we said, it's a playbook, cheat code, and
threat, overcome any trap, and kick the living crap out mdpair manual all wrapped into one handy guide for win-

anyone or anything getting in the way. This is where timéng every combat you ever step into.

Power Gamer’s 3.5 Strategy Guides come into play.

The Warrior Strategy Guide gives you all the strategyLlSten Up’ They’ re Called

and advice you need to play a combat character, whether

you sling arrows or swing a sword. While most of this

book covers fighters, barbarians, monks, rangers and pal- AI’ Chetypes

adins, there is sure to be useful information in this guide _ _ -

for any other character. Rogues, clerics and even druf@gtead of spending all of our time on specific classes, we

can become combat monsters with multiclassing or tH&€ archetypes. What's an archetype? An archetype is a
right selection of skills and feats. Likewise, war wizardd"0totype, a kind of model everything else is based on. In

can benefit from the information by studying thdhis book, an archetype represents a particular style of

strengths and weaknesses of their enemy. In short, thefédgrior: archer, cavalry or tank. With the right feat and
something for everyone. class choices, you can build a warrior modeled after any

one of the archetypes. On the other hand, it's not neces-

) sary to use one of these types — there’s plenty of info in
Where's the New Stuff? this book to keep it useful no matter how you handle it.

, o Nonetheless, the archetypes are handy for organization
The Power Gamer’s Strategy Guide's primary PUPOSEJR thematic choices, perhaps opening a door to a combo

to make sure you can use it. Instead of loading this bogrk{eature you hadn’t though of before. Figure out what

with questionable prestige classes, sketchy feats, and e

. ) , |pd of warrior you want to play, and see if one of the
another way to use the Profession skill, we've torn apalt.. .« nes matches. If so. vou won't be disappointed
the mechanics of the 3.5 game, looked at them, ang yp ' Y PP )

slapped them back together. With just the 3.5 core

mechanics, this book gives you everything you need|to

roll up the character of your dreams. Moreover, becalse HiDE THis Book!
everything is straight out of the three core books, no gne
can stop you from using it. Period. It's 100% official. | While everything in this guide is legit — it comes straight out of the
rulebooks — you don’t want your DM to read it. Just think, all these

. ) ful tips and suggestions in the hands of the guy who runs the mor
How Do I Use thls Book: Shudder. Keep this one tucked away or you'll regret it.

core
use-
sters!

You use this book the same way a football coach uses a

playbook, the same way a video game champion uses his

cheat codes, and the same way an auto mechanic uses his Archer

repair manual. This book gives you the strategies and

techniques you need for winning 3.5 combats. If you'fEhe archer’s the guy in the movies that makes the impos-
rolling up a new character, the chapters on ability scorsiyle shot. Specializing in ranged attacks, most archers
races, and classes will help you get started on the rightploy some sort of bow, but this could include anyone

foot. If you have an existing character, the chapters wfo makes more ranged attacks than melee attacks.
skills and feats will help you plan his progression. NaArchers are typically fighters or rangers.
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Cavalry Infantry, Heavy

From the steel-encased knight to the lightly armorétktavy infantry characters excel at wading into the thick
horse barbarian, any character fighting from the back @f combat. Sometimes called bricks or tanks, the heavy
a mount lumps into this category. Mounted charactdrgantry archetype uses heavy armor and high-damage
don't just ride horses. Small characters can employ rigeaponry, has a low Dexterity, and lacks any semblance
ing dogs, while higher-level characters can gain cohorés,grace. When you think fighter, you’re probably think-
like dragons, to use instead of the more common steeidg. of a tank, but some paladins and clerics fall into this
Cavalry often consists of paladins or fighters. category as well.

Guerrilla Skirmisher

The guerrilla is a specialized warrior whose role is tévery group has to have a generalist. The skirmisher
take out a specific threat. Such opponents could inclusigecializes in nothing, opting to fill other roles as need-
wizards, goblinoids, or even demons. These guys & Don't let their lack of focus fool you; these guys are
super-specialized, but good enough to adapt to problegmod in enough things to be able do some serious dam-
when the situation demands. Guerrillas are often rangage. Moreover, they have the ability to get in where
or monks. they’re needed, and get out when things get too nasty.
Multiclass warriors typically wind up as skirmishers.

posed to win.

NoO PERFECT WARRIORS OK, So Where Do I Go
Just because an archetype defines what you're good at, it doesn’'{ mean
it's the only way you'll be fighting. Cavalry can lose their mouits, fme Here?

archers are in deep trouble in melee, and heavy infantry drown when

submerged. Your DM will challenge you. But you know what? Thefte idlow it’s time to get started on the fun part: building the
no perfect warrior. Don’t think this book or the archetypes presgntggerfect warrior! It's helpful to have a copy of the PHB
make invulnerable characters. That's not what this is about. It's @aboamd your character sheet handy as you read through the
staying alive as long as you can and winning the game you're nof supst of this book, since you'll be constantly thinking

about how to get most juice out of both your character
and your rules. Read carefully, think hard about your
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character, and be prepared to start winning lots of com-
Infantry, Li})ht bats. A_nd remember, there’s nothing your DM can do
about it. After all, every strategy we discuss comes

Light infantry characters are warriors who don’t usétraight from the PHB!
much armor. Preferring mobility and speed to the slow

pace of the tank, these characters are fast and effective at

taking out the larger opponents. Despite their lack of pro-

tection, they still fight on the front lines. Light infantry

consists most commonly of barbarians or monks.



Chapter One

Abilify Scores

For many players, ability scores are their character’s
most important trait. Ability scores provide the blueprint

for character creation, define the character's Strengﬁ?ﬁwere is a stat you can overlook, Intelligence should not

and weaknesses, establish the framework for roIe—pl% it. If you have two bad rolls, though, stick one of them

ing, and set the boundaries of the character’s limitations. . . o
. . here. Intelligence affects your skills. While important,

Of course, not all ability scores carry the same weight. . : . . .
. , skills don’t define warriors like they do rogues.

Most warriors never have use for Charisma or evel)

Intelligence, while Strength and Constitution are vital t owever, certain feats like Combat Expertise require a

almost all martial characters. This section overviews t gor better Intelligence, so if an AC warrior is your path,

abilities best suited to each archetype, and addresse e d better suck it up and count on this attribute being

e
occasional exception in the monk, paladin, and ranger.

among the better ones.
Abilities & What They Do

Intelligence

Wisdom

Enchantment spells wreak havoc on a party of adventur-
ers.Dominate person, suggesticamdeven charm per-
Stfeﬂgth son can pit you directly against your allies, bad news
, ) indeed for them. You want to avoid letting this happen.
Here's one you should know already: Strength is yoWiq4om improves your Willpower save, helping to resist

most important stat. It's vital for melee, special attackg o slimy spells. Put a decent stat in your Wisdom.
like sunder and grapple, and breaking down doors. It

functions as the key ability for most movement-related
skills like Climb, Jump, and Swim. To access the best
fighting feats, you need a 13 Strength.

Charisma

Charisma sucks. About the only way it comes into play
. for warriors is for Intimidate checks and for feint maneu-
Dexterity vers. Sure, rangers need it to cuddle with their critters,

o and paladins need it for smiting demons and boosting
Dexterity is nearly as good as Strength. It beefs up Afeir saves, but for monks, fighters, and barbarians,

Initiative, and Reflex saves, and for the mobile types, ftores just no reason to waste the roll. So, if you wind up
serves as the key ability for Hide, Jump, Move Silently.., - 6 put it here.

and Tumble. Finesse characters, like the archer, light
Abilities and Archetypes

infantry, or guerrilla, need at least a 13 Dexterity.

By now, you know why certain attributes are vital to war-
A solid Constitution is the best defense a warrior carors and why others aren’t. More importantly, you need
have, even more so than Dexterity, because you keepknow where to put them for the greatest effect. Each
gaining the bonus to your hit points every time yoaf the following sections recommends stat placement for
advance. Bonus hit points let you take damage and kélep appropriate archetype using the assumption that
fighting. Despite its minimal impact on skills, a highyou've rolled the following scores: 15, 14, 13, 12, 10,
Constitution improves your Fortitude save, beefing ugnd 8. Use the archetypes as a model for placing the
your chances to resist negative energy levels, poison, aesults of your die rolls.
disease.

Constitution
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Archer Guerrilla

Archers need Dexterity for accurate ranged attacks, Aoguerrilla’s stat placement should reflect the nature of

avoid ranged spells (they are likely to be in the batke opponent. Against creatures who predominately use

ranks), and to beef up their AC. Constitution is the netduch attacks, guerrillas should probably have a high

most important stat for obvious reasons (hit points), f@rexterity. Against creatures with a high AC, like con-

with little to no armor, you need more staying powestructs, a Strength score is critical. In general, guerrillas

Finally, Strength follows as it adds to damage from corahould place their stats in the following order, though see

posite bows and thrown weapons. The rest falls in a ldge ranger entry under archer (above) for another possi-

ical order. Archers should place their initial stats as fdbility: Str 14, Dex 15, Con 13, Int 12, Wis 10, Cha 8.

lows: Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 8.

Players with rangers as archers may want to adjust their Infantty, Light

stats slightly to help in spellcasting and the development

of their animal companion: Str 14, Dex 15, Con 12, IMexterity and Constitution offer a higher AC and more

8, Wis 13, Cha 10. hit points, which are vital components of this archetype.
As damage potential relies on Strength, that’s where the

Cavalry third good stat should go. Any extra high stat should

always go into Wisdom, so as to resist those nasty spells.

Strength is the key ability for mounted characters, féfr recommended stat placement follows: Str 13, Dex 15,

when using a lance on a charge, they multiply the@on 14, Int 10, Wis 12, Cha 8. If you're playing a monk,

Strength damage in addition to the dice rolled. In otheonsider this variant: Str 12, Dex 14, Con 13, Int 10, Wis

words, Strength lets them do lots of damagé5, Cha 8.

Constitution is the next best choice, with Dexterity being

a close third as it's the key ability for Ride. Charisma Infantx‘y' Heavy

comes in fourth, helping you to improve your mount

through tricks (see Handle Animal in the PHB). Cavalieavy infantry need Strength and Constitution. Period.

should place their die rolls as follows: Str 15, Dex 1nything else is an added benefit. Tanks follow this stat

Con 14, Int 8, Wis 10, Cha 12. Players with paladins pgicement: Str 15, Dex 12, Con 14, Int 10, Wis 13, Cha 8.

cavalry may want to place their stats differently to aid in

spellcasting and their class abilities, perhaps as: Str 14, Skirmishers

Dex 8, Con 13, Int 10, Wis 13, Cha 15.

Skirmishers need higher stats to assist them in covering
all the bases. These characters are just as likely to pick up
a bow as they are to swing a greatsword. Given their var-
ied techniques, its best to distribute your major stats

thusly: Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8



Chapter Two

Races

With your archetype selected and stats placed, it's timeglay any other warrior class, the bonus feat gives you an

start thinking about what race to play. Some races clearira resource.

ly make better warriors, while others are suited to sling-

ing spells or driving a knife between the bad guy’s shoul- favored Class

der blades. This chapter takes a detailed look at what

races are worth playing as warriors and the big benef{aving no favored class allows you to fully min/max

of each. Just because we say a race sucks as a figjitef character. Maybe you take 1 level of barbarian for

doesn’t mean you shouldn't play them. Feel free to plaiye rage and fast movement, or pick up a few levels of

a weirdo gnome paladin, or a half-elf bard. There are bﬂg-hter and a level or two of rogue, just to round things

ter strategic choices for your warrior, but then again, ¢ut. Of the other races, only half-elves have this capabil-

you're looking for quirky oddball characters, you'réty, but their lack of useful warrior abilities makes them

probably not reading this book anyway. a less attractive choice. If you plan on multiclassing your
character, pay special attention to this racial feature.

Humans Best Archetypes

Humans are the most populqr race to play, and with gq%iu can rest assured the human works best for any arche-
reason. Humans get extra skill points, a bonus feat at f&rst : o
or character class or multiclass combination, large-

: . . e
level, and they are the best choice for multiclassing. BIéﬂior the lack of ability score penalties and the enhanced
before we just give in and celebrate how cool humaﬁ(s

are, we need to talk about what these benefits mean. enefits.
Skills Dwarves

The bonus skill points dont mean much to fighterBwarves have many racial abilities, more than any other
except to make up for low Intelligence. For other warrigace. They move at full speed in heavy armor. They still
classes, these skill points can help expand into othgbve at full speed when encumbered, and they can see
areas. Translating into 23 extra skill ranks by the time the dark, use exotic weaponry, and much more.

your character reaches 20th level, this racial feature

offers something no other race provides. The ranger and Skills

the monk gain the biggest benefit from this racial feature,

as neither character has to sacrifice a stat to beef-p;m)ugh dwarves don't get the extra 23 skill ranks that
Intelligence to access the full range of skill choices. humans gain, they have an impressive number of skill
bonuses allowing them to surpass humans with equal
Special Abilities ranks. With these bonuses, dwarves are always better at
a particular thing than a human could ever hope to be.
Before you get all sweaty about the bonus feat being tell, some of the dwarven racial bonuses are not exactly
best feature of this race, consider what you sacrifiae most useful for the combat monster dwarf. Not too
This free feat is front-ended and does not give you thtany warriors spend their time crafting new items. Nor
longer-lasting benefits of other races like dwarves a@@ warriors — at least those focused on combat — spend a
halflings. You're likely to use this free feat to start buildiot of time determining the value of a metal urn.
ing a feat tree early, like Power Attack, Mountegtonecunning is useful, but better for dwarven rogues
Combat, or Point Blank Shot. If you're a fighter, thouglwho have a knack for this sort of thing.
the bonus feat is not as a big boon when you consider
how many other feats you get. On the other hand, if you
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Special Abilities Elves

Dwarves don't get bonus feats. Instead, they get racial . - ,
abilities resembling feats. Against poison, they haveEAf racial abilities lend themselves to be useful with other

distinct advantage with their racial bonus, higﬁla§ses like wizards aqd rogues. Neverthele_ss, of all t.he
Constitution, and great Fortitude saves. Spells and sp&icial features suggesting another class choice, there is a
like abilities have a tough time getting past the dwarfREnefit making elf warriors attractive. Elves have a +2
natural resilience to such things. Giants can't hit theREXterity, influencing ranged attacks, initiative, AC, and
(+4 AC), and orcs and goblinoids fall before them lik8 ton of mobility skills. A bonus to such a score is a huge

wheat to the scythe. They're stable. Don't forget abo@ifivantage. Of course, you can't forget low-light vision,

the two weapons they're familiar with, translating as tweTectively doubling your awareness in dungeons. You
nt to sink an arrow in a target before anyone else, and

bonus feats for warriors, and darkvision, the equivalef{f ; . ; .
of a permanent second level spell. If you add these alilyoU Want to be sure you're going to hit, you'd better
ities up, they far outweigh the benefits provided by a sif@ke & long look at this race.

gle bonus feat.

Skills
favored Class

Elves have a +6 total bonus broken up among three

With fighter as a dwarf's favored class, they are free §(l)<ills. Like dw_arves,_ elves excel i_n these areas compared
pursue other classes, while using fighter levels [8 humans. Listen is a class skill for barbarian, monk,

enhance their feat selection, hit dice, and base att&¢ ranger, and Spot is one for monks and rangers. The
bonuses to these skills have little to offer elven fighters,

bonus. ;
except at lower levels, where they are more likely to use
them to avoid surprise.
Archetypes P
Dwarves are best as heavy infantry. Look at the table Special Abilities

below. It takes the standard ability scores for each arche- , _
type (as discussed in the previous chapter) and app’%%es don’t get much in the way of useful feats. They get

the dwarf's racial bonuses to them (+2 Constitution afg@rtial weapon proficiencies, something all warriors
_2 Charisma, in case you've forgotten). Notice how tfXCEPt monks already have. The immunity to sleep is a
dwarf retains its Strength, but has a higher ConstitutidiP'erful benefit at low levels when Will saves for war-
Coupled with their bonus to saves against spells affa'S aré abysmal, but is less useful at higher levels.
spell-like abilities, they are nearly bulletproof againdg@uPled with the racial bonus to saves against enchant-
magic. As cavalry and light infantry, dwarves are suff€nt spells and effects, your elf warrior has a bit more
prisingly not terrible. Using a mount helps with the chaft than initially expected.

acter’s awful speed. If they are a monk or barbarian, as

light infantry, the class bonuses help to overcome their Favored Class

slow speed. Dwarves aren’t too bad at archery and as

skirmishers, but have no special advantage over dape of the worstracial features for elven warriors is their
other class with these archetypes. favored class. In other party roles, a multiclass wizard

could be an excellent option. As a warrior, however,

unless you're working towards some prestige class or
esoteric class combination, a warrior multiclassing into
an arcane spell user is rarely an exemplary choice. In
exchange for the ability to cast cantrips and a handful of
1st-level spells, you suffer an arcane spell failure check
13 15 16 10 12 6 whenever you wear armor. You gain 2.5 hit points per
level on average, and worst of all, wizards have the worst
BAB (base attack bonus) in the game. These drawbacks
potentially cripple a warrior, preventing elves from mul-
ticlassing effectively.

Archetypes

From the table on the facing page, it's clear the archer is
the best choice for elves. They retain a Con bonus. They

TABLE 2-1: DWARF STAT COMPARISON

Archetype Str Dex Con Int Wis Cha

Archer

Cavalry 15 13 16 8 10 10

Guerrilla 14 15 15 12 10 6

Infantry, Light 13 15 16 12 10 6

Infantry, Heavy 15 12 16 10 13 6

Skirmisher 15 13 16 10 12 6
Page 8
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have a high Dex and a good Wisdom. Moreover, you can
still deal some extra damage with the composite long-
bow. Elves also make great light infantry. They are not
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bad as cavalry or guerrillas. As skirmishers, they getasful as archers, this archetype should not be your first
solid Strength and Dexterity, allowing them to slip intehoice without exceptional ability scores. Gnomes are

the variety of rolls needed in the party.

Gnomes

Gnomes have a fair selection of interesting abilitie
ranging from spell-like abilities, skill bonuses, attac
modifiers against certain opponents, and a small size.
the other hand, with a low Strength, they carry less, wg
lighter armor (medium or heavy drops their speed to

feet!), and are forced to use small weapons, winding

less effective in combat than almost any other race.

Skills

Gnomes receive +8 divided between three skills, one h
ing zero value to warriors: Craft (alchemy). For warrior

this skill has absolutely no use. The bonuses to Listen

(+2) and Hide (+4 due to size) aren't bad, but warrio
should be engaging foes, not skulking about looking f
the best opportunity to strike. This kind of tactic results
the monsters cutting the rest of the party into ribbons.
you're a multiclass rogue, these benefits are fine, but
short, not the best in the world for a front-line fighter.

Special Abilities

Proficiency with illusion magic confers a stackable Sped
Focus (illusion). However, as warriors don’t cast much
the way of illusion spells, this racial ability falls flat.
Gnomes do get a +2 racial bonus to saves against i
sions. Anything helping a warrior defend against mag
is good. Their familiarity with the gnome hooked hanm
mer (functioning as an Exotic Weapon Proficiency fe

poor heavy infantry, being super-slow in heavy armor
and lacking the punch needed to deal foe-dropping dam-
age.

S
K

Orb make a kick-ass elf warrior, check with your DM to see if she al
&ilven subraces in her games. Of course, the only way you'd want t
L2n aquatic elf (+2 Dex, -2 Int!) is if you're in a water-based world;
UBrwise you're probably not going to have any fun. And drow, well,
talk about monsters later. Wild and wood elves, on the other han
awesome elven warriors. Wild elves get a +2 Dex and a -2 Intellig
Sure, their favored class is sorcerer, but you could probably mé
work. The best, by far is the wood elf. These guys are seriously
VFhey have a +2 Strength, +2 Dexterity, —2 Constitution, —2 Intelligg
5,and a favored class of ranger — how can you go wrong with that?

ELF SUBRACES

OWS
D play
Dth-
e'll

d, are
Bnce.
ke it
cool.
nce,

rs
or

f

TABLE 2-2: ELF STAT COMPARISON

in
Archetype Str Dex Con Int Wis Cha
Archer 13 17 12 10 12 8
Cavalry 15 15 12 8 10 12
:«Iﬁuerrilla 14 17 11 12 10 8
Il}yfantry, Light 13 17 12 12 10 8
idnfantry, Heavy 15 14 12 10 13 8
| Skirmisher 15 15 12 10 12 8

for warriors) and their bonus to attack kobolds and g

linoids (staple foes in this game) help to overcome the
restrictions and other useless abilities granted by this

race.

Favored Class

By multiclassing into the bard, you can make use of ill
sion spells, and even gain some better saves. E
though bards are the least desirable of the classe
skilled gnome prankster can make an interesting, if 1
effective, warrior.

Archetypes

The favored class section hinted at it, but the best arc

TABLE 2-3: GNOME STAT COMPARISON

type for the gnome is a skirmisher. They retain a Stren

and Dexterity modifier, have a solid Constitution and not

too bad of a Wisdom. When used with the bard class, the
gnome fills in where needed on the battlefield. Ghome
cavalry do well, especially when using a riding dog. The
dog gives the gnome speed and extra attacks, letting him
close with his enemies quickly and efficiently. While not

310)

Archetype Str Dex Con Int Wis Cha
"Archer 11 15 16 10 12 8
en
5, Cavalry 13 13 16 8 10 12
oé}uerrilla 12 15 15 12 10 8
Infantry, Light 11 15 16 12 10 8
Infantry, Heavy 13 12 16 10 13 8
1t%kirmisher 13 13 16 10 12 8
Page 9



Half-elves Half Orcs

The smattering of skill bonuses in exchange for no bondalf-orcs make great warriors. Their bonus to Strength is
feat places the half-elf in the unfortunate position @h advantage over other core races in the PHB. It lends
being one of the worst races in the game. Despite thiself to the character being more physical in regard to
half-elves are solid as multiclassed skill-oriented charagkills, allowing half-orcs to climb faster and jump fur-
ters, putting them at their best in the specialized classlesr, all the while not being restrained by such irritating

like ranger, paladin, and monk. things as doors, locked chests, and any other obstacles.
The Strength bonus boosts melee attacks and damage
Skills rolls, and if their Strength is high enough, they can be a

true terror with Power Attack. In exchange, half-orcs sac-
Half-elves get a total +7 bonus divided between 5 skilifice Intelligence and Charisma, the two least useful
Like the elf, Listen and Spot are real boons only f@bilities for warriors in general.
monks and rangers. Diplomacy is only useful to paladins

and Gather Information is not useful for any warrior Skills
class whose function is to kill. Worse, half-elves lack the
elf's knack for detecting secret doors. Half-orcs don't get any bonuses to skills. In fact, the
penalty to Intelligence cripples them in the skill depart-
Special Abilities ment.
These poor guys don't get much here. Low-light vision Special Abilities

is good, but half-elves are not the archers elves are, nor

do they get the extra feat to shore up the differenc@fhough half-orcs do not get any feats, they do get dark-
They have immunity to sleep and gain a racial bonuswusion. They can see in almost any combat condition,
saves against enchantment spells and effects, bothgiefing them an advantage over their human counterparts,
which are worthwhile, but not enough to justify selectingspecially as they are not stuck holding a torch or lantern,
this race over the human. and are ready to fight at a moment’s notice.

Favored Class Favored Class

Like the human, half-elves are best when abusing tHalf-orcs favor the barbarian class. That says it all. By
multiclass rules. If you're committed to playing a halfblending in the bonus feats of the fighter class, you guar-
elf, you'd better multiclass as much as possible. Thisastee your half-orc will kick some serious butt on the
the only real appeal to this race as far as warriors go, doadtlefield.

when humans get it too, it's hard to choose playing a

half-elf over a human. Archetypes

AfChetYPES Half-orcs are best at being the guerrilla archetype, espe-

cially when they use both the barbarian and fighter class.

Half-elves are equally suited to any archetype, but probhey do well as tanks and skirmishers, and as light
ably the skirmisher stands out as their best choidefantry. They are not bad as archers, especially when
Through multiclassing, these characters can fill jussing mighty composite longbows to deal a chunk of
about any role in the party. Just don’t expect to beeatra damage. As light infantry, they make surprisingly
heavy damage dealer. effective monks. Having a 6 Intelligence is crippling to a
ranger, and half-orcs inclined to pursue this class should
multiclass into barbarian and fighter to maximize their

How MucH ORc 18 ToOO MUCH?

strengths and minimize their weaknesses.

Given the benefits of a high Strength, you might consider playing 4 full- Halfhngs

blooded orc. Sure, they're stupid and lack any recognizable perspnali-

ties, but so are most warriors, right? Orcs have no level adjustment, |8§ou're thinking about playing a halfling warrior, first
you can play them right away. If you're stuck with a low Intelligeficeconsider a few of their drawbacks. Halfling have a poor
and Charisma, and your DM allows playlng full-blooded orcs, yO%trength_ They’re slow (and even slower in heavier
should consider it. After all, a PC'’s ablllty scores can't fall below 3 jurarmor) and given their size, they’re stuck using small

ing character generation. weapons. With those drawbacks, halflings seem worse
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than gnomes. However, they have high Dexterity scores,
bonuses to AC and attack rolls because of size, great



saves, and a number of other fantastic special abilitie§ to
overcome their few drawbacks. HALFLING SUBRACES

Skills The MM lists two possible subraces of halflings you may consjder.
Tallfellows lose the bonuses to Climb, Jump, and Move Silently in
Halflings get bonuses to a ton of skills, mostly physical€xchange for the ability to detect secret doors as an elf and bonyses to
They receive bonuses to Climb and Jump, overridipd-isten, Search, and Spot. Warriors, especially halflings, need to nove
their lower Strength. Their bonus to Move Silently, thearound the battlefield. Avoid using a tallfellow for your halfling warrfor.
size bonus to Hide, and the extra goodness for Listen|dieep halflings, on the other hand, trade their physical skill bonusgs for
combine to make these characters awesome at asse Sqﬁ\jkvision, and some dwarf traits. Freeing your hands to wield ore
the battlefield and moving where they are most needgdweapons is a proven benefit.

Special Abilities

As far as saves go, halflings are the best, especially TABLE 2-4: HALF-ORC STAT COMPARISON
against fear effects. They can also use thrown weappns
with unmatched accuracy, though Wea!<ened by 'size E‘”&irchetype Str Dex Con Int Wis Cha
strength. Even with the size considerations, halflings cgn
hold their own against humans, at least insofar as wpArcher 15 15 14 8 12 6
rlors go. Cavalry 17 13 14 6 10 10

Favored Class Guerrilla 16 15 13 10 10 6
Multiclassing into rogue is rarely a bad thing. It operjsifanty, Light 15 15 14 10 10 6
the door to a great selection of skills, sneak attack, eYanfantry, Heavy 17 12 14 8 13 6
sion, and a bunch of other combat options. However, py
doing so, you lose the hit points of a fighter. This is dapSkirmisher 17 13 14 8 12 6

gerous considering armor’s effect on a halfling’s spedd
If you can stand not being a frontline fighter, abuse the
rogue class as much as possible.

Archetypes TABLE 2-5: HALFLING STAT COMPARISON

Skip playing halfling heavy infantry; the armor not only Archetype Str Dex Con Int Wis Cha
slows the halfling down, but the whole party. Halflings Archer 11 17 14 10 12 8
make great cavalry; the mount helps overcome their slpw
speed. As archers, they are effective and accurate whé&rvalry 13 15 14 8 10 12
using slings and thrpwn weapons. The be§t war.riobuemna 12 17 13 12 10 8
archetype, however, is the guerrilla. The halfling’s high
Dexterity boosts their AC, and compliments two-weapqninfantry, Light 11 17 14 12 10 8
fighting and the archery paths nicely. Infantry, Heavy 13 14 14 10 13 p

Other Races Skirmisher 13 15 14 10 12 8

For some reason, gamers keep going back to monsteréwertheless, some folk just don't listen. Just to make
play as characters. Monsters look cool, they have cdl¢ point perfectly clear, have a look at the two charac-
abilities, and they fulfill a weird sense of verboten sters below. Both are the equivalent of 4th level characters
many players want to explore. Better still, they're exoti&ECL 4), and both started with the same base ability
and break the monotony of the standard fantasy fare. scores before modification for race.

Monstrous characters advance in their own racial levetsyman Rgr 4 (ECL 4): HD 4d8+4; hp 22; Init +3; Spd 30
which grant specialized humanoid hit dice. Of all racidt-; AC 16 (+3 Dex, +3 studded leather), touch 13, flat-
drawbacks, humanoid hit dice are the worst. They gra%?)?tled 13; Baj)e Atk +4; Gdrp 56(;1g'ék ;n/el3eel+7 (gd8+)2/|=1 91[
leric’s BAB, low skill points, no class features, and ify> *ONSsWord) or rensec * +1/x3, fongbow); Tu
a cleric’s BAB, low skill points, no class features, and i,/ “ 5 "2 " 1 48.57/19.20 (ongsword), melee +6

general, give nothing in return. Add to these Worthlgggffm”g_zo’ shortsword), or ranged +6/+6 (1d8+1/x3,

levels the level adjustment, and you've found the reci gbow); Space/Reach 5 ft./5 ft.; SA animal companion
for disaster.'So, before you fall into the monster trayolf-tricks: attack), combat style (two-weapon fight-
always consider the trade offs for cool factor. ing), favored enemy (gnoll) (+2); SQ wild empathy +6;

AL LG; SV Fort +5, Ref +7, Will +2; Str 14, Dex 16, Con
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12, Int 8, Wis 13, Cha 10.

Skills and Feats: Handle Animal +7, Hide +10, Listen
+8 (+10 against gnolls), Move Silently +10, Spot +8 (+10
against gnolls), Survival +8 (+10 against gnolls);
Endurance, Point Blank Shot, Rapid Shot, Track, Weapon
Focus (longsword).

Spells (1; DC 11 + spell level): 1st-longstrider.

Gnoll Rgr 1 (ECL 4): HD 2d8+4 plus 1d8+2; hp 23; Init
+2; Spd 30 ft.; AC 15 (+2 Dex, +3 studded leather), touch
12, flatfooted 13; Base Atk +2; Grp +6; Atk melee +6
(1d8+4/x3, battleaxe) or ranged +4 (1d8/x3, longbow);
Full Atk melee +6 (1d8+4/x3, battleaxe) or ranged +4
(1d8/x3, longbow); Space/Reach 5 ft./ 5ft.; SA favored
enemy (humans) +2; SQ wild empathy (+0); AL CE; SV
Fort +7, Ref +4, Will +1; Str 18, Dex 15, Con 14, Int 6,
Wis 13, Cha 8.

Skills and Feats: Listen +3 (+5 against humans),
Spot +4 (+6 against humans), Survival +5 (+7 against
humans); Cleave, Power Attack, Track.

trained to attack, meaning he has more opportunities to
hit the target in a round of combat than gnoll. The more
rolls you get, the better the chances are you're going to
hit your foe and deal some damage.

Should you play a monster? In almost all cases, no.
Monsters are threats to a party of adventurers. When con-
ceived as player races, to maintain game balance, you
have to put some restrictions on the monster to make it
suitable for play, hence level adjustments. The big prob-
lem with the gnoll above is he's stuck with two levels of
humanoid, offering nothing but hit points. If the player
had stuck with a core race, he'd have gotten those hit
points and a slew of cool abilities all by the time the
party reached 4th level. Adding in the difficulty of the
level adjustment, the monster-as-character never catches
up to the other characters in versatility, usefulness, and
raw combat potential, despite great stats and cool mon-
ster abilities that most humanoids lack. Don’t get suck-

Now look at tables 2-7 and 2-8. Looking at the numbetgyeq into the monster option. It's just not worth it.
the gnoll has an advantage in his attack modifier for

melee attacks. He has an extra hit point and an impres-

sive array of ability scores. Look closely at the human

ranger. The human ranger has multiple attacks through

Rapid Shot and through Two-Weapon Fighting (class

ability). He gains the help of a wolf animal companion

TABLE 2-7: HUMAN-GNOLL ANALYSIS
Category Human Gnoll

Hit Points 22 23

AC 16 15
Atk-melee +7/+3 (6.5+4.5)* +6 (8.5)
Atk-ranged +8 (5.5) +4 (4.5)
Full Atk-melee +5/+4/+3 (6.5+4.5+4.5)* +6 (8.5)
Full Atk-ranged +6/+6 (5.5+5.5) +4 (4.5)
*Includes wolf

TABLE 2-8: EXPECTED HiTs (AND DAMAGE) DEALT OVER 4 ROUNDS

Target AC

Gnoll — Attack and full attack melee
Human* — Attack melee

Human* — Full attack melee

Gnoll — Attack and full attack ranged
Human — Attack ranged

Human — Full attack ranged

*Includes wolf

10

15 20
3.4 hits (28.9) 2.4 hits (20.4) 1.4 hits (11.9)
6.4 hits (36) 4.4 hits (25) 2.4 hits (14)

9 hits (46.9) 6 hits (31.4)  3.05 hits (15.9)
3 hits (13.5) 2 hits (9) 1 hit (4.5)

3.8 hits (20.9) 2.8 hits (15.4) 1.8 hits (9.9)

6.8 hits (37.4) 4.8 hits (26.4) 2.8 hits (15.4)

See page 16 for an explanation of how these numbers are calcu
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Chapter Three

Classes

Bar none, the most important component of your charac-
ter is your class selection, and choosing a class best

enhancing your intended archetype _aI_Iows you 1o cre%\%n though the fighter has a number of advantages over
a character capable not only of surviving, but also Capé}her characters, he also falls short in a few areas. The

ble of kicking ass. This chapter takes a close look at '§hter’s skill selection, and the points allotted to them, is

warrior classes, examining all the tricks and tweaks yoI ; . .
; weak. His skills serve to help him move around on the
can do to make your warrior the best he can be. Rangéar

and paladins muck things up a bit with their spellcastirtl at:ﬂiﬂeﬁ;t thgtes,sltr']c\)/t\/h'cl)?nth'; Iﬁegac;cl(rj],eht?aganuagdalrgtllji d
capabilities, but their sections provide the skinny, in party. going guy

. . he corner. He's not going to know what the rune on the
brief, on how these spells can make the difference or , ”
. gor means. He's not going to be the front man for the
these characters. Throughout this chapter, everyth

balances against the fighter. Iprylagrty..FinaIIy, yvhile feats are great, thg_fighter never gets

anything else: no spells, no class abilities, nothing. For

. some, it's a willing sacrifice, but for most, the feat trees

flghter play themselves out too early, leaving the player yearn-
ing for something more.

One of the biggest mistakes in this game is when people

hand off the fighter to the newbie who doesn’t know the Archetypes

rules well. It's possible people are living in earlier edi-

tions of the game, where the fighter was nothing mofdl warrior archetypes do well by advancing in the fight-
than a simple tool, not so unlike the weapons he wield.class.

However, in the current edition of the game, the fighter

is just as important (and as complicated) as the wizard, Breaking the game

cleric or any other class. The fighter uses a bunch of

feats, has to worry about a slower speed due to arnfegats: Feats get their own coverage a later chapter, so
and worse, if the player screws up and the fighter diege’re not going to waste space here saying the same
everyone else dies, too. Not much fun for anyone. Sothings twice. However, a few things need mentioning.
you have a newbie or some savant who doesn't know ffiest, people who play fighters latch onto a feat tree at
rules, let them fool around with the wizard, or if you'rdirst level. The most common, of course, is the Power
cruel, a commoner.

Banes

Boons THE CLASSES AND THE FIGHTER

Why is the fighter so good? Feats, lots and lots of fegtsa|| warrior classes start with the fighter. Period. Some classes redute the
You get to choose what class features your fighter hag. Ait dice (the monk and ranger). Another grants a higher die (the barbar-
good selection of feats gives you an extra edge in gnin). Some classes knock off bonus feats in exchange for some cogl abil-
conflict. No other character in the game has access tolthiges, or even knock off a few more feats for improved skill poihts,
sheer destructive capabilities of this class. The fightegpells, or a bunch of other things. Regardless of how visible the fighter
has a great hit die, averaging 5.5 hit points per leyek in each of these other warrior classes, he’s still there. All warrior dlass-
before his Constitution modifier. He fights better thahes are equal, right? Yeah, right. When it comes down to it, you hgve to
clerics, wizards, and rogues, being adept as a frontlingsk yourself “Why shouldn't | play a fighter?” when creating your War-
combatant. He has a good Fortitude save, allowing hirfor. If you can come up with an answer, and there are several, then go
to resist poison and annoying spells. Furthermore, he ¢athead and try out another warrior class. Otherwise, stick with the fight-

use just about any weapon he picks up, suit up in anyr. |t gives you all the tools you need to succeed.
armor, and take advantage of the awesome tower shigld.
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Attack and Weapon Focus tree. While these are greath the high AC. Of the feats in your tree, fill up your
choices — if they weren't, why would so many peopligghter bonus feats first in the planning stage to avoid
take them? — if you select all the feats in both trees, thaipping back into EFBOS.

account for ten feats. Fighters, by the time they reach

20th level, have a total of 18 feats. So, what are you sapyeP 4—Fill in: At class levels where you don't have a
posed to do with the other feats before you start diggi _glected feat, focus on feats_enhancmg your character
in for epic play? Would you start a new feat tree at 12 € Ru.n, Endurance, apd Dlehard,. any of the save-
level, starting with Point Blank Shot or Mounteoenh?nc'ng feats (especially Iron Will), and so on. It
Combat? If so, why? You've survived all those level@©n't hurt you to take them and they make you a more

without needing a bow, and by the time you get to thoggluable fr;nember of the party when you can avoid the
levels, you may feel like you're just wasting feats. HoWasty stuff.

many Weapon Focus feats do you need? This is called . .
Early Fighter Burn-Out Syndrome (EFBOS). Exclusive Feats Analysis

EFBOS Prevention The fighter gains access to three feats no one else can
gain. They are Weapon Specialization, Greater Weapon

Step 1-Eliminate Useless Feat3p avoid EFBOS, look Focus, and Greater Weapon Specialization. These feats
at all 20 levels of your character. Over the course of 8ive benefit to the key areas of your character: attacks
levels, a character gets 7 character feats. If the charaetedl damage, useable with all of your attacks. The nature
is human, they get 8. The fighter class provides 11. Safahese feats runs counter to the central idea behind the
20th level fighter should have 18 or 19 feats, dependifighter class. Fighters are supposed to be versatile, unlike
on race. Each feat tree requires a set number of selectitves ranger who fights with either two weapons or
to derive all the benefits of the tree. Many trees requiaechery, or the barbarian who specializes in melee, or
ability score requirements. Look at your attributes. If yoeven the paladin who employs Mounted Combat to the
can't take the feat immediately or you can say througjneatest effectiveness. Placing four feats into one
ability score increases you cannot meet the required abieapon could be dangerous when that weapon is vulner-
ity scores of the higher level feats to derive the full benble to attacks, such as a sunder or failed saving throw on
efits of the feat tree, cross it off the list. For example,yaur part. Further, using these feats require you to use the
fighter with a 13 Dex but with an 8 Intelligence shouldame kind of weapon throughout your character’s career.
not even think about the Combat Expertise tree. HeWhat if you can't find a magic kukri? If you opt to use
need to be 20th level without magic items to be able tteese feats for your fighter, make certain you choose a
take the first feat. The same is true for the fighter with thtemmon weapon first, and then always carry spares.
8 Dex, who should eliminate Two-Weapon FightingVhile they may not be as nifty cool as yet® axiomat-
(he’ll never meet the prerequisites), Dodge, Combiatflaming warhammera +1 version of the same weapon
Expertise (no point if he can’t attain the highest feature$ts you keep on swinging.

d bably d Point Blank Shot. .
and probably imp o The following table shows how the fighter-exclusive

Step 2-Select TreesOnce you eliminate the uselesseats can assist a character. The table shows expected hits
feats, look at those you can take. Of the ones left, coamnid average damage in each round of combat, against a
how many feats are available in each tree. For exammg@sen AC. It assumes use of a longsword (average dam-
Mounted Combat has 5 feats and Power Attack has 6atfe 4.5), but does not include a Strength modifier nor
the number of feats is equal to or less than your magies it take into account critical hits. The WF, WS, GWF,
mum feats, you can move on to Step 3. The poor fightetd GWS entries show the statistics of a fighter who has
with the 8 Dexterity has open to him the Mountethken these feats, compared to a fighter without them.

Combat, Power Attack, and Weapon Focus trees. The | . . .
total number of feats from these trees equal 15. He %ats apparent is Weapon Focus by itself offers little to

plenty of room, leaving 3 or 4 feats left unallocated. ﬂ:g ters. It gives qnly a very slight a_ld\./an'Fage.to average
you still have more feats than you know what to do wit amage. Even with Weapon Specialization, it's hard to

focus on trees playing to your character's strengths, eliff£/0te tWo feats for such a marginal gain at the lower
vels. However, as your fighter gains multiple attacks

!tha:;ul:}g trre](;tsriec?;z)nuigellrﬁotg 2? gefgae?;:;; ny event, yde%ach round, along with the benefits of Greater Weapon
Focus and Greater Weapon Specialization, you double

Step 3—Planning:Looking at the feat trees open to youthe amount of damage you can do before Strength and

you should determine at character creation the feats ynagical modifiers. If you plan to go the Weapon Focus

plan to take and when, with a focus on versatility. Talgath, be prepared to go the distance and take all four feats

your feats at the earliest levels you can get them. Tineorder to secure any serious advantage.

greater the prerequisite, the better the feat. Then select , ,

from a good mixture of your feat trees to enhance yo pr example, a Ie\{el 3 fighter with Weapon FQCUS

versatility and your usefulness. Don’t be seduced by t gngsword) would hit an AC 15 target 50% of the time,

virtues of Power Attack alone. It's a great feat, but you’l‘\é'JIUSing an average of 2.25 points of damage on each

going to wish you had Weapon Focus against the bastﬁ?ﬂnbat round. If he didn’t have Weapon Focus, he would
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hit only slightly less
often (45%) and cause

almost the same damageg

on average (2.025).

Attack Bonus

Expected Hits (and Average Damage) per Round vs. Target AC

TABLE 3-1: THE FIGHTER AND FIGHTER-EXCLUSIVE FEATS

=

—

~

N2

=

—

Level Feats (Damage Bonus) 10 15 20 25
1 None +1 6(2.7) 35 (1.575) 1 (.45) .05 (.225)
But now |90k at the WE +2 65 (2.925) 4(18) 15 (.675) .05 (.225)
20th level fighter. With | 2 \l;lvane +§ -;3?3(21-;9)25) f5((12-8325) 21? é-)675) 6055((.22225?)
none of these featg None +3 7(3.15) 45 (2.025) 2(.9) 05 (.225)
against an AC 15 target WF +4 .75 (3.375) 5 (2.25) .25 (1.125) .05 (.225)
None +4 75 (3.375) 5 (2.25) 25 (1.125) .05 (.225)
he causes an average qf* WF +5 8(3.6) 55 (2.475) 3(1.35) .05 (.225)
14.625 damage each WE, WS +5 (+2) 8(5.2) 55 (3.575) 3 (L.95) .05 (.325)
round.  With  just |5 None +5 8(3.6) 55 (2.475) 3(1.35) .05 (.225)
Weapon Focus, his WF +6 85 (3.825) 6(2.7) 35 (1.575) 1 (.45)
v N WF, WS +6 (+2) 85 (5.525) 6(3.9) 35 (2.275) 1 (.65)
average damage in) ¢ WE sz Loe Gors) £ 06 (.90 = ary Y
+//+ . . . . . . . .
creases by barely one WE, WS +7/42 (+2) 1.55 (10.075) 1.05 (6.825) 55 (3.575) 2(13)
point, to 15.075. Adding | 7 None +71+2 1.55 (6.975) 1.05 (4.725) 55 (2.475) 2(.9)
ol At WF +8/+3 1.65 (7.425) 1.15 (5.175) 65 (2.925) 25 (1.125)
Weapon SpeC|a_I|zat|o-n WF, WS +8/+3 (+2) 1.65 (10.725) 1.15 (7.475) 65 (4.225) 25 (1.625)
causes a 44% jump in s None +8/+3 1.65 (7.425) 1.15 (5.175) 65 (2.925) 25 (1.125)
damage’ to an average WF +9/+4 1.7 (7.65) 1.25 (5.625) .75 (3.375) .3(1.35)
WF, WS +0/+4 (+2) 1.7 (11.05) 1.25 (8.125) 75 (4.875) 3(1.95)
of 21.775. All those WF, GWF, WS +10/+5 (+2) 1.75 (11.375) 1.35 (8.775) .85 (5.525) .35 (2.275
extra attacks each round ¢ None +9/+4 1.7 (7.65) 1.25 (5.625) .75 (3.375) .3(1.35)
. WF +10/+5 1.75 (7.875) 1.35 (6.075) 85 (3.825) 35 (1.575)
really make even slight WF, WS +10/+5 (+2) 1.75 (11.375) 1.35 (8.775) 85 (5.525) 35 (2.275
bonus damage morg WF, GWF, WS +11/+6 (+2) 1.8 (11.7) 1.45 (9.425) .95 (6.175) 45 (2.925
; ; 10 None +10/+5 1.75 (7.875) 1.35 (6.075) 85 (3.825) 35 (1575
worthwhile.  Adding WF +11/+6 1.8 (8.1) 1.45 (6.525) .95 (4.05) 45 (2.025)
Greater Weapon Focud WF, WS +11/+6 (+2) 1.8 (11.7) 1.45 (9.425) .95 (6.175) 45 (2.925)
causes only a nomina WF, GWF, WS +12/+7 (+2) 1.85 (12.025) 1.55 (10.075) 1.05 (6.825) 55 (3.575
) N T None +11/+6/+1 2.4 (10.8) 1.8 (8.1) 1.05 (4.725) 5 (2.25)
increase, but combining WF +12/47/+2 2.5 (11.25) 1.95 (8.775) 1.2 (5.4) 6(2.7)
it with Great Weapon WF, WS +12//+7//+2 ((+2)) 2.5 ((16.2&';) 1.95((12.6;5) 1.2 (7(.8) ) 6 ((3.9))
T WE, GWF, WS +13/+8/+3 (+2 2.6 (16.9 2.1 (13.65 1.35 (8.775 7 (4.55
Specialization ~ more| 3; None +12/47/+2 2.5 (11.25) 1.95 (8.775) 12 (5.4) 6(2.7)
than doubles averags WF +13/+8/+3 2.6 (11.7) 2.1 (9.45) 1.35 (6.075) 7 (3.15)
_ WF, WS +13/+8/+3 (+2) 2.6 (16.9) 2.1 (13.65) 1.35 (8.775) 7 (4.55)
damage per rour_ld ar WF, GWF, WS +14/+9/+4 (+2) 2.65 (17.225) 2.2 (14.3) 1.5 (9.75) 8(5.2)
average of 29 points pe All +14/+9/+4 (+4) 2.65 (22.525) 2.2 (18.7) 1.5 (12.75) .8 (6.8)
round versus only 14|13 None +13/+8/+3 2.6 (11.7) 2.1 (9.45) 1.35 (6.075) 7 (3.15)
without the feats! That's WF +14/+9/+4 2.65 (11.925) 2.2 (9.9) 1.5 (6.75) 8(3.6)
: WF, WS +14/+9/+4 (+2) 2.65 (17.225) 2.2 (14.3) 1.5 (9.75) 8(5.2)
a good reason to spend WF, GWF, WS +15/+10/+5 (+2) 2.7 (17.55) 2.3 (14.95) 1.65 (10.725) .9 (5.85)
. Al +15/+10/+5 (+4) 2.7 (22.95) 2.3 (19.55) 1.65 (14.025) 9 (7.65)
four feat slots, if you |3 None +14/+9/+4 2.65 (11.925) 2.2 (9.9) 1.5 (6.75) 8(3.6)
ask me. WF +15/+10/+5 2.7 (12.15) 2.3 (10.35) 1.65 (7.425) 9 (4.05)
WF, WS +15/+10/+5 (+2) 2.7 (17.55) 2.3 (14.95) 1.65 (10.725) 9 (5.85)
WF, GWF, WS +16/+11/+6 (+2) 2.75 (17.875) 2.4 (15.6) 1.8 (11.7) 1.05 (6.825
Al +16/+11/+6 (+4) 2.75 (23.375) 2.4 (20.4) 1.8 (15.3) 1.05 (8.925
15 None +165/+10/+5 2.7 (12.15) 2.3 (10.35) 1.65 (6.75) 9 (4.05)
WF +16/+11/46 2.75 (12.375) 2.4 (10.8) 1.8 (8.1) 1.05 (4.725
WF, WS +16/+11/+6 (+2) 2.75 (17.875) 2.4 (15.6) 1.8 (11.7) 1.05 (6.821
WF, GWF, WS +17/+12/+7 (+2) 2.8 (18.2) 2.5 (16.25) 1.95 (12.675) 1.2 (7.8)
Al +17/+12/+7 (+4) 2.8 (23.8) 2.5 (21.25) 1.95 (16.575) 1.2 (10.2)
16 None +16/+11/+6/+1 3.35 (15.075) 2.75 (12.375) 1.9 (8.55) 1.1 (4.95)
WF +17/+12/+7/+2 3.45 (15.525) 2.9 (13.05) 2.1 (9.45) 1.25 (5.625
WF, WS +17/+12/+47/+2 (+2)  3.45 (22.425) 2.9 (18.85) 2.1 (13.65) 1.25 (8.12
WF, GWF, WS +18/+13/+8/+3 (+2)  3.55 (23.075) 3.05 (19.825) 2.3 (14.95) 1.4 (9.1)
Al +18/+13/+8/+3 (+4)  3.55 (30.175) 3.05 (25.925) 2.3 (19.55) 1.4 (11.9)
17 None +17/+12/+7/+2 3.45 (15.525) 2.9 (13.05) 2.1 (9.45) 1.25 (5.62
WF +18/+13/+8/+3 3.55 (15.975) 3.05 (13.725) 2.3 (10.35) 1.4 (6.3)
WF, WS +18/+13/+8/+3 (+2)  3.55 (23.075) 3.05 (19.825) 2.3 (14.95) 1.4 (9.1)
WF, GWF, WS +10/+14/+9/+4 (+2) 3.6 (23.4) 3.15 (20.475) 2.45 (15.925) 1.5 (9.75)
Al +10/+14/+0/+4 (+4) 3.6 (30.6) 3.15 (26.775) 2.45 (20.825) 1.5 (12.75)
18 None +18/+13/+8/+3 3.55 (15.975) 3.05 (13.725) 2.3 (10.35) 1.4 (6.3)
WF +19/+14/+9/+4 3.6 (16.2) 3.15 (14.175) 2.45 (11.025) 1.5 (6.75)
WF, WS +10/+14/+9/+4 (+2) 36 (23.4) 3.15 (20.475) 2.45 (15.925) 1.5 (9.75)
WF, GWF, WS~ +20/+15/+10/+5 (+2)  3.65 (23.725) 3.25 (21.125) 2.6 (16.9) 1.7 (11.05
Al +20/+15/+10/+5 (+4)  3.65 (31.025) 3.25 (27.625) 2.6 (22.1) 1.7 (14.45)
19 None +19/+14/+9/+4 3.6 (16.2) 3.15 (14.175) 2.45 (11.025) 1.5 (6.75)
WF +20/+15/+10/+5 3.65 (16.425) 3.25 (14.625) 2.6 (11.7) 1.7 (7.65)
WF, WS +20/+15/+10/+5 (+2)  3.65 (23.725) 3.25 (21.125) 2.6 (16.9) 1.7 (11.05
WF, GWF, WS +21/+16/+11/+6 (+2) 3.7 (24.05) 3.35 (21.775) 2.75 (17.875) 1.9 (12.34
Al +21/+16/+11/+6 (+4) 3.7 (31.45) 3.35 (28.475) 2.75 (23.375) 1.9 (16.15)
20 None +20/+15/+10/+5 3.65 (16.425) 3.25 (14.625) 2.6 (11.7) 1.7 (7.65)
WF +21/+16/+11/+6 3.7 (16.65) 3.35 (15.075) 2.75 (12.375) 1.9 (8.55)
WF, WS +21/+16/+11/+6 (+2) 3.7 (24.05) 3.35 (21.775) 2.75 (17.875) 1.9 (12.35
WF, GWF, WS +22/+17/+12/+7 (+2)  3.75 (24.375) 3.45 (22.425) 2.9 (18.85) 2.1 (13.69
Al +22/417/+12/+7 (+4) 375 (31.875) 3.45 (29.325) 2.9 (24.65) 2.1 (17.85)
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shrug off even more damage through damage reduction.

Barbarian o .
The barbarian is a living tempest of destruction, capable

f dealing vast amounts of damage. He has a great selec-

The amazing assortment of feats the fighter gets and
raw power of the ranger often overshadow the barbar 1L
class. Despite its poor recognition, the barbarian is t
easiest of the warriors to play, as its abilities are simpE
flexible and straightforward. The barbarian is a cocc)fi

. X . llows him to switch tactics and weaponry based o
alternative to the fighter class, considering its great Clacsgmbat circumstances
features. '

Banes
Boons

The barbarian can take a lot of punishment with his d
hit die, the best of all the warriors. Through 20 levels,
barbarian gains 20 more hit points than the fighter a
paladin and 40 hit points over the ranger and monk.

gge barbarian has some serious drawbacks when

{i0h of skills and good skill points, a great alternative to
brute fighter for creating a dynamic character.
fﬁally, the barbarian’s proficiency with simple and mar-
| weapons, light and medium armors, and some shields

n the

com-

red to fighters. He has a limited selection of feats; he
cgn pursue only one or two feat trees with any effect.
-urthermore, his maneuverability relies on not wearing
avy armor. Hence, he has a lower AC, especially while

ab'(lj'ty totrag\j:/_"prowdesAm;)hre k?lt bpm_nts, getter attidﬁsa ing, meaning he is more likely to take damage than
and greater Vil saves. As the barbanian advances, N Lglier class choice. Last, though rage is his biggest

NUMBER CRUNCHING

There are many numerical tables in this book, full of statistics showing the expected number hits per round, with anravgrage da

age and all that. Here’s how you do it and what it means.

1. Subtract attack bonus from AC. For example, AC 10 minus BAB +1 equals 9. This is the number needed to hit the AC.

2. One less than this number tells you the highest number you can roll and still miss. In this case, the number is 8.Misis|is th
value.

3. Divide the miss value by 20. The result is the miss percentage. In the above example, 8 divided by 20 equals 0.4 o1 40%.

4. Subtract the result of the miss percentage from 1 or 100%. The result is your hit percentage. So, the hit percent&p&4s(0.6 o
This tells us you will hit 60% of the time with a BAB +1 against an AC 10, or you will have 0.6 hits per round on avefage. To
find out the average hits over four rounds, simply multiply the hits per round by four. Thus, this character would his 2.4 time
over four rounds. Note: you always miss on a 1 and always hit on a twenty. The maximum number of hits per round i 0.95 ar
the minimum number of hits is 0.05. These charts do not account for critical hits, because some DMs may not use them or m
modify them according to their own house rules.

5. For multiple attacks, figure each attack and BAB separately and add the results. For example, if the warrior has a BAB +6/+
and he fights against an AC 10 opponent, he should have the following hits per round.

10 minus 6 equals 4. 4 minus 1 equals 3 (miss value). 3 divided by 20 is 0.15 (miss chance). 1 minus 0.15 is 0.85 (ljit chanc
10 minus 1 equals 9. 9 minus 1 equals 8 (miss value). 8 divided by 20 is 0.4 (miss chance). 1 minus 0.4 is 0.6 (hit chance).
0.85 plus 0.6 equals 1.45, which is the expected number of hits per round on average.

6. Multiply the hits per round by the average damage result, with modifiers. Average damage is as follows.
d2: 1.5 d4. 25 dé: 3.5
d8: 4.5 d10: 5.5 dl2: 6.5
So, if the warrior with the BAB +6/+1 wields a longsword, has no Strength modifier for damage, and fights an opponent with
an AC 10, he should deal 6.525 points of damage per round. (1.45 [expected number of hits per round] times 4.5 [average da
age].)

This is the secret behind the math. Confusing, huh? Don'’t worry too much. The tables are there to back up what we'reuglking ab

giving you a comparison between the different classes or techniques. You can customize these tables to your own character by s

ply using the attack bonus row that incorporates your own BAB and Strength/Dexterity modifier. You can also change thg expecte

damage based on the weapon you wield. It's all here.

Take a close look at these charts when building your character. An extensive analysis helps to maximize your characérs potent
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asset, it is also his greatest daf-

ger. Why? Hit points gained by TABLE 3-2: COMPARATIVE ATTACKS FOR BARBARIAN RAGE
the rage are not lost first ag
temporary hit points meaning Level Attack Bonus Expected Hits (and Average Damage) Per Round vs. Target AC

' - Rage Attack (Dmg Mod) 10 15 20 25
when your rage ends, your hif ; +1 6(2.7) .35 (1.575) .1 (.45) .05 (.225)
point total falls by the same , +§ (+2) -675(212-5;2)5) -j&‘z l(28-)925) i25((1637)5) gg ((;»22;)
amount it mcreased.. If a bar +4 (+2) 75 (4.875) 5 (3.25) 25 (5.85) 05 (.325)
barian was down to just a few 3 +3 7(3.15) 45 (2.025) 2(.9) .05 (.225)

o +5 (+2) 8(5.2) 55 (3.575) 3 (1.95) .05 (.325)
h!t po_mts f"lt the end of the rage, 4 + 75 (3.375) 5 (2.25) 25 (1.125) .05 (.225)
his hit points could fall below +6 (+2) 85 (5.525) 6(3.9) 35 (2.275) 1 (.65)

0. even lower than —=10. result 5 +5 .8 (3.6) .55 (2.475) .3 (1.35) .05 (.225)
e ' +7 (+2) .9 (5.85) 65 (4.225) 4 (2.6) 15 (.975)
ing in a bad case of death. 6 +6/+1 1.45 (6.525) .95 (4.05) 45 (2.025) 15 (.675)
+8/+3 (+2) 1.65 (10.725) 1.15 (7.475) 65 (4.225) .25 (1.625)
7 +7/+2 1.55 (6.975) 1.05 (4.725) 55 (2.475) 2(9)
AI’ Chetypes +9/+4 (+2) 1.7 (11.05) 1.25 (8.125) .75 (4.875) .3 (1.95)
8 +8/+3 1.65 (7.425) 1.15 (5.175) 65 (2.925) 25 (1.125)
+10/+5 (+2) 1.75 (11.375) 1.35 (8.775) 85 (5.525) 35 (2.275)
Of.the arch.etypes, severall argg +0/+4 1.7 (7.65) 1.25 (5.625) 75 (3.375) 3(1.35)
suitable with the barbarian +11/+6 (+2) 1.8 (11.7) 1.45 (9.425) .95 (6.175) .95 (6.175)
: 10 +10/+5 1.75 (7.875) 1.35 (6.075) 85 (3.825) 35 (1.575)
C|aS.S. Cavalry is not a bag +12147 (+2) 1.85 (12.025) 1.55 (10.075) 1.05 (6.825) 55 (3.575)
choice; the barbarian hag 11 +11/+6/+1 2.4 (10.8) 1.8 (8.1) 1.05 (4.725) 5 (2.25)
access to Handle Animal and +14/+9/+4 (+3) 2.65 (19.875) 2.2 (16.5) 1.5 (11.25) 8(6)

. . 12 +12/+7/+2 2.5 (11.25) 1.95 (8.775) 1.2 (5.4) 6(2.7)
Ride. As guerrillas, they are +15/+10/+5 (+3) 2.7 (20.25) 2.3 (17.25) 1.65 (12.375) 9 (6.75)
great at getting in and out of 13 HITWE o 275 (20.625) 3aqg) 18038 1 08 (7675

- - + + +6 (+ . . . . . . .
tough spots to wipe out theif |, +14/+9/+4 2.65 (11.925) 2.2 (9.9) 1.5 (6.75) 8(3.6)
particular foe, but when rag- +17/+12/+7 (+3) 2.8 (21) 2.5 (18.75) 1.95 (14.625) 1.2 (9)
; : 15 +15/+10/+5 2.7 (12.15) 2.3 (10.35) 1.65 (6.75) .9 (4.05)
Ing, the'.r defenses are rather +18/+13/+8 (+3) 2.85 (21.375) 2.6 (19.5) 2.1 (15.75) 1.35 (10.125)
low. As light infantry, they are| 16 +16/+11/+6/+1 3.35 (15.075) 2.75 (12.375) 1.9 (8.55) 1.1 (4.95)
skilled being mobile. fast. and +19/+14/+9/+4 (+3) 3.6 (27) 3.15 (23.625) 2.45 (18.375) 1.5 (11.25)
dest ! fi ! ' 17 +17/+12/+7/+2 3.45 (15.525) 2.9 (13.05) 2.1 (9.45) 1.25 (5.625)
estructive. +20/+15/+10/+5 (+3) 3.65 (27.375) 3.25 (24.375) 2.6 (19.5) 1.7 (12.75)
18 +18/+13/+8/+3 3.55 (15.975) 3.05 (13.725) 2.3 (10.35) 1.4 (6.3)
On the other hand, the barbai- +21/+16/+11/+6 (+3) 3.7 (27.75) 3.35 (25.125) 2.75 (20.625) 1.9 (14.25)
; 119 +10/+14/+9/+4 3.6 (16.2) 3.15 (14.175) 2.45 (11.025) 1.5 (6.75)
lan lacks the necessary versa +221+17/+12/47 (+3) 3.75 (28.125) 3.45 (25.875) 2.9 (21.75) 2.1 (15.75)
tility to be an effective skir-| 20 +20/+15/+10/+5 3.65 (16.425) 3.25 (14.625) 2.6 (11.7) 1.7 (7.65)
misher. Moreover, though they +24/+19/+14/+9 (+4) 3.8 (32.3) 3.6 (30.6) 3.15 (26.775) 2.45 (20.852)

have higher Dexterity scores,

the archer archetype offers little to the barbarian, as thibile raging because it does not require a command

class’s strengths rest on melee potential. The barbariamgyd or a spell trigger to function. When the combat is

armor restrictions prevent him from pursuing the heawyer, your temporary hit points vanish. If you've fol-

infantry archetype with success. lowed this advice, you should never fall victim to those
vanishing extra hit points.

Breaking the Game

Despite all the drawbacks, a barbarian’s rage can be a

. .powerful ally in combat. Table 3-2 assumes the barbarian
There are a couple of things to remember when playlﬁg

. es a battleaxe (scoring an average damage of 4.5) with-
a b,a rbarlgn charactgr. You haye a crummy A.C’ agtt a Strength modifier. The table compares to the same
youte going to get hit a lot. Wh"e a great h.'t die an arbarian raging. From the table, we can see there is no
your E}b'“ty to rage soak ’up a fair amount of this damaggyjiq yeason not to rage. At lower levels, the key benefit is
if you re not carefgl you'll fall down. What fOIIO.WS. ar€ not the additional number of times more the character is
some tips on making sure your barbarlgn maximizes rf}:'fpected to hit; rather, it is the damage dealt. On average,
class features to create the best barbarian you can. your barbarian is going to deal twice the damage while
Rage: Here's the big one. When you rage, don’'t marf@ging. In fact, there is never a huge advantage to attack
your new hit point total anywhere on your Charactéplls when raging, but there is a clear benefit to damage.
sheet. If your DM is finicky, write it on a post-it note

. ; ow compare the barbarian to the fighter, as shown on
stuck to the sheet, and when he’s not looking, peel it P g

You don’ di d ind the ad 4 hit 0ol able 3-1. At 4th level, a raging barbarian against an
ou don’t want to die, and seeing the adjusted hit poj ponent with an AC 20 can expect to hit 1.4 times over

total deludes many plqyer§ into thipking they have MOY¥&ur rounds and deal about 9.1 points of damage. (This is
thﬁm thﬁy have, rzsultmg in dropping or outright dyln@aﬂculated by multiplying the expected hits and average
when the rage ends. damage on Table 3-2 by four, for four rounds.) The fight-

Whenever your increased hit point total falls to betwed of the same level and capabilities with Weapon Focus
0 to 6 hit points, run to a cleric and beg for healing, ragnd Weapon SpeC|aI|zat|qn should hit 1.2 times over foyr
ing or not. Failing that, drink a potion — you can do thi®unds and deal 7.8 points of damage. The disparity
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between these two totals grows wider at higher levels. At
12th level, the same barbarian hits 6.6 times and deals

49.5 points of damage. The fighter at the same level wijt .

. : . nks are all about getting away from the bad guys and
all the feats in the Weapon Focus tree hits 6 times and . . .

: . avoiding the hits before they fall. They have awesome
deals 51 points of damage. Granted, the fighter deals ; ) )
. X S saves, along with bonus feats, evasion, improved eva-
slightly more damage, but the barbarian maintains abgu :

. . sion, AC bonus and Wisdom bonus to AC, and so many

the same damage without spending the four feats to

t . . . .
there. Looking at the 20th-level characters against tﬂ@er things it makes the head spin. Monks are virtually

same AC, the barbarian hits 12.6 times and deals 109 ouchable unless played foolishly. Their unarmed

points of damage. The fighter, on the other hand, hﬂgaCkS are effective against damage reduction with

11.6 times and deals 98.6 points of damage. What dcr)ggsnarkable success as they advance, emphasizing their

this tell us? If you consider the barbarian’s class featurasco0me martial qualities.
and additional skill points, and its raw combat potential, B
the fighter, who “runs out” of feats to take, pales in com- anes

parison.

Boons

Monks have substandard hit points for warriors. At first

level, they'd be lucky to take two swings from a

MOl’lk longsword and walk away. In addition, monks have a ter-

rible selection of weapon proficiencies, none having a

The monk is a weird one. While it's the sole class in thesitical threat range beyond 20 or a multiplier greater
group with an average BAB, it has tons of special abiffan x2. As their weaponry lacks the punch of more tra-
ties. The monk is the hardest to play because monks r@ional weapons, monks have to hit more in a round to
on all of the special attack techniques in the Comiggal the same damage as a fighter, placing them in
chapter in the PHB. Players have to be familiar with ti@rm’s way more than not. Their base attack bonus is the
rules that all of their special abilities require. same as a cleric’s and unless they use flurry of blows
they are less likely to hit the better-protected opponents.

Archetypes
TABLE 3-3: NO FLURRY/FLURRY ATTACK COMPARISON _
S, uerri
Of the archetypes, the guerrilla
Level Base Attack Bonus Expected Hits (and Average Damage) Per Round Vs. Target AC and light infantry are the best
Flurry Attack Bonus (Dmg) 10 15 20 25 i
1 +0 55 (1.925) 3 (1.05) .05 (0.175) .05 (0.175) ch0|(|:(es for these clazsehs. t;r he
-2/-2 (1d6) 9 (3.15) 4 (L.4) 1(.35) 1(.35) monk can move around the bat-
2 +1 6(2.1) 35 (1.225) 2(7) :05(0.175) tlefield, using terrain to her
-1/-1 (1d6) 1(3.5) 5 (1.75) 1 (.35) 1 (.:35) dvant I th hil -
3 +2 65 (2.275) 4 (1.4) 15 (0.525) 05 (0.175) | @dvantage, all the while wiping
+0/+0 (1d6) 1.1 (3.85) 6(2.1) 1 (.35) .1(.35) out the major opponents behind
4 +3 7 (3.15) 45 (2.025) 2(9) .05 (0.225) . ; .
+1/+1 (1d8) 12 (5.4) 7(3.15) 2(9) 1(45) enemy lines. Their versatile
5 +3 7 (3.15) .45 (2.025) 2(9) .05 (0.225) nature makes the skirmisher a
+2/+2 (1d8) 1.3 (5.85) 8(3.6) 3(1.35) 1 (.45) ;
6 + 75 (3.375) 5 (2.25) 25 (1.125) .05 (0.225) favorable choice as well. On the
+3/+3 (1d8) 1.4 (6.3) 9 (4.05) 4 (L8) 1 (45) other hand, they lack any appre-
7 +5 8(3.6) 55 (2.475) 3(1.35) 05(0.225) | ciable skill with horses. They're
+4/+4 (1d8) 1.5 (6.75) 1(4.5) 5(2.25) 1 (.45) tuck with b thout
8 +6/+1 1.45 (7.975) 9 (4.95) 55 (3.025) 15 (0.825) | SWUCK WIth Crossbows, so withou
+5/+5/+0 (1d10) 2.15 (11.825) 1.4 (7.7) .65 (3.575) 15(0.825) dumping a feat into Rapid
9 +6/+1 1.45 (7.975) .9 (4.95) 55 (3.025) 15 (0.825) ;
+6/+6/+1 (1d10) 2.3 (12.65) 1.5 (8.25) 9 (4.95) 25 (1.375) Reload, they function as average
10 +71+2 1.55 (8.525) 1.05 (5.775) 55 (3.025) 2(11) archers. Don't even think about
+7/+7/+2 (1d10) 2.45 (13.475) 1.7 (9.35) .95 (5.225) 35 (1.925) i
11 +8/+3 1.65 (9.075) 1.15 (6.325) 85 (4.675) 25 (1.375) _makmg your monk  heavy
+8/+8/+8/+3 (1d10) 3.55 (19.525) 2.55 (14.025) 2.15 (11.825) 65 (3.575) infantry.
12 +0/+4 1.7 (11.9) 1.25 (8.75) 75 (5.25) 3(2.1)
+9/+9/+9/+4 (2d6) 3.6 (25.2) 2.75 (19.25) 1.75 (12.25) 8 (5.6) )
13 +9/+4 1.7 (11.9) 1.25 (8.75) .75 (5.25) 3(2.1) Breakmg the Game
+9/+9/+9/+4 (2d6) 3.6 (25.2) 2.75 (19.25) 1.75 (12.25) 8 (5.6)
14 +10/+5 1.75 (12.25) 1.35 (9.45) 85 (5.95) 35 (2.45)
+10/+10/+10/+5 (2d6) 3.65 (25.55) 2.95 (20.65) 1.95 (13.65) 95 (6.65| Monks have many class features,
15 +11/+6/+1 2.4 (16.8) 1.75 (12.25) 1.15 (8.05) 5(3.5) making it sometimes hard to
+11/+11/+11/+6/+1 (2d6) 4.3 (30.1) 3.45 (24.15) 2.4 (16.8) 1.2 (8.4) :
16 12047142 2.5 (22.5) 1.95 (17.55) 1.2 (10.8) 6(5.4) keep them all stralght: However,
+12/+12/+12/+7/+2 (2d8) 4.4 (39.6) 3.75 (33.75) 2.5 (22.5) 14126)| over half of the abilities are
17 +12/+7/+2 2.5 (22.5) 1.95 (17.55) 1.2 (10.8) 6 (5.4) Ve i ;
+12/+12/+12/+7/+2 (2d8) 4.4 (39.6) 3.75 (33.75) 2.5 (22.5) 1.4 (12.6) defenswe In naturg, like Slow
18 +13/+8/+3 2.6 (23.4) 2.1 (18.9) 1.55 (13.95) 7(6.3) Fall, Still Mind, Purity of Body
+13/+13/+13/+8/+3 (2d8) 4.5 (40.5) 4 (36) 2.95 (26.55) 16(144) | and so on. All of the defensive
19 +14/+9/+4 2.65 (23.85) 2.2 (19.8) 1.6 (14.4) 8(7.2) )
+14/+14/+14/+9/+4 (2d8)  4.55 (40.95) 4.1 (36.9) 3.1 (27.9) 18162 | features help the monk to avoid
20 +15/+10/+5 2.7 (29.7) 2.3(25.3) 1.65 (18.15) 9(8.1) attacks, a central idea behind this
+15/+15/+15/+10/+5 (2d10) 4.6 (50.6) 4.2 (46.2) 3.25 (35.75) 2 (22) class
Page 18
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Bonus Feats:At various levels, the monk gains a bonusorcerers, and creatures like aberrations. You can use this
feat. The bonus feats end after 6th level, so it's importatiility once per week, so make certain of your target
to choose the right one. If your monk is the warrior in tHeefore using it. Also, don’t be dramatic about it — nail the
party, you have to be offensive minded. Choose feats lilegget with the effects of the palm as soon as it is advan-
Stunning Fist, Combat Reflexes, and Improved Trip. Ftageous. Your job is to kill bad guys, not screw around
a defensive strategy, where the monk is a second warrard let the bad guys cast more spells or get in more
build Improved Grapple, Deflect Arrows, and Improvedttacks.

Disarm. These feats give you the tools to avoid attacks

and render opponents impotent. Don’t worry about feats :

you elect not to take, because you can pick them up later Paladln

with your standard feats. o _ _
The paladin fights just as well as a fighter; he has spells,

Flurry of Blows: Flurry of blows is the strongest featurey |oyal steed, and a ton of immunities; and he functions
of the monk class. Some folks believe the penalties {5 a great supporting member of any party. There is just
flurry of blows at earlier levels prevent you from hittingone small problem with all of this, though. He’s primari-
monsters with high ACs. That's a load of crap. Tm a supporting party member. He’s not going to be the
penalties apply a 10% lower likelihood of hitting a targ@fest choice for the only warrior in your party, as he

per attack. Most monsters have AC tied to CRyaces a greater burden on the rogues and clerics to pick
Therefore, if you're first level, you should not see mugip his slack.

more than an AC 14 or 15, meaning if you elect not to
use flurry of blows, over four rounds you should hit 1.2
times dealing 4.2 damage, if of course you don’t have a

Strength modifier as Table 3-3 assumes. If you had ussgladins shine the most when fighting evil. Their ability
flurry of blows, you would hit 1.6 times for 5.6 points ot smite evil allows them to deal an impressive amount
damage. Weird, huh? You're less likely to hit per roll, bt gamage with those attacks. Considering most of what
you receive two rolls to hit, thereby improving yougoy should be fighting is evil in the first place, use smite
chances with more opportunities to strike. evil as much as possible. Paladins can stand longer than
What's sick is when you compare the monk to the ﬁghg_th_er fighters can because they can heal themsel\_/es and
er. Now, most people assume the fighter is the big guy%‘ﬁ"r allies. Pgladm_s never ha\_/e to worry a_bout dlsea_se
the block, with all of those feats and weapons, but tHf§ undead. If it's evil, the paladin can sense it, destroy it,
table proves that one false by a long shot. Take the 1hat least drive it away. If the party is short a cleric, the
level fighter with all four feats. Over four rounds, an§@/@din is the next best thing to have.

against a monster with an AC 25, he should hit 3.2 times

dealing 27.2 points of damage. The monk, of the same Banes

level, same stats and against the same foe, should hit 3.2

times dealing 22.4 points of damage, and without all foger all their spell-like and supernatural abilities, paladins
of those feats, too. In fact, the monk surpasses the figick any sense of raw combat potential. Paladins need to

er at higher levels, hitting as often and inflicting morBave high Charisma scores, so many paladins sacrifice
damage. Dexterity for Charisma, forcing them to wear heavier

armor. Heavy armor slows their speed, makes them
As you advance, the need for manufactured weapismsy, and is not as efficient as the lighter armors
starts to fade. Monks by 4th level are able to deal dapangers and barbarians enjoy. Paladins also have specific
age equal to any manufactured weapon. Some playghfities, useable against evil or undead opponents. Last,
spend their hard-earned gold on buying enchantggile removing disease is a useful ability at low levels,
weapons for their monk characters. A much wiser invegtreases to be interesting at 18th level when the cleric of
ment is by putting your coin towards items boosting yolgual level can remove disease the same amount of times
stats and AC, which boosts your flghtlng abilities faés the pa|adin’ but per day instead of per week. The
more than a2 quarterstaffcould ever do. biggest problem with these characters is that the spells

Abundant Step: This ability has several combat useé.hey can cast, along with smite evil, allow them to com-
You could use it to get away from a nasty opponent, ngte v_wth other chara_tcters, but only for short durations,
beat a hasty retreat to avoid a spell, or to escape with rtﬁlgrdlng usefulness in a protracted combat.

holy symbol that you snatched from the cleric on the pre-

vious round. Avoid using this ability to cover distances Archetypes

you could cover through your normal speed. At 12th- .
level, a Medium-sized monk should be able to cover 14§/© archetypes lend themselves to paladins. They are

feet as a double move action, farther than he can see f#%@!ry and heavy infantry. Paladins rarely have the
dungeon. Save this ability for when you need it. De?qenty to puII off being a decent archer (also note that
smiting requires a melee attack), and lack the speed to be

Quivering Palm: Reserve quivering palm against powgood guerrillas or light infantry. Don’t use them as skir-
erful foes having low Fortitude saves, such as wizardsjshers; they are far too specialized.

Boons
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Prayer: If things look ugly for your party, a well-placed
prayer can save the day. It gives all of your allies a
bonus to hit, weapon damage, saves, and skKill
checks, while penalizing your foes. But don't rely
too heavily on this spell, because by the time you're
Smite Evil: Don’t waste your smite evil attack; it's the  in the middle of combat, you're not going to be in a
only powerful offensive ability you have. If you're not  position to start tossing spells around.
e oo B! 41 Use deenshlvispelcus a v

. : . AR paladin’s dream come true. However, it has a short
it ensures you never use this ability against ineligible tar- duration. so it's best used for Short-term situations
gets. Some players like to stack Power Attack with smite ' '

evil. Unless you're certain you can hit the bad guy, this Don't count on using t_h's spell t9 send an evil extra
. . . planar creature home; they are just about guaranteed
is the best way to waste your smite evil attempt. o .

to save against its effects when you cast it.

Breaking the Game

If you have your heart set on being a paladin, you've got
your work cut out for you.

Spells: One way to make your paladin shine is with _ ) ,

smart use of your spells. The problem with divine spel'l'éOIy Swo:(d.rljaladmﬁ of 14t?]'||eve|| or :ugher can m;k%
is they require a lot of time to set up. The other problem YS€ Ioh tI IS lspe HAlﬁAfth- evelzg go'on at Srtzr ar
is paladins don't have a lot of spells to choose from. Wealth levels should have ’ gp- "ely

Here’s a tour through some of the most popular spells avengerhag a market price of 120,630 9p- While
paladins use. your paladin probably does not have this weapon

yet, he should be doing everything in his power to
Bless WeaporPaladins fight evil, so this spell is good to  get oneHoly swordis a good way to fill in until you
have handy for several reasons. First, it aligns the get you hands onloly avengerBut compared to a
weapon so it bypasses damage reduction/good. It can holy avengerthis spell sucks. You need to get the
strike incorporeal creatures, and can strike evil crea- real thing as soon as you can. Go on quests, kiss
tures with damage reduction/magic. Furthermore, it your temple’s rear-end, beg your god for a favor, do
confirms all critical hits against evil opponents, whatever you have to do! Don't rely on this spell as
though it does not help with keen or vorpal weapons. a poor guy’s avenger, because it lasts only 1 round

- . . . per level!
Divine Favor: This spell is not as cool as it appears.

Divine favorlasts for 1 minute regardless of level. If .. .

you're going to use this spell, make sure you save flnal Notes on The Paladm § Spells

until the first round of combat. Now recall that the i

paladin’s caster level equals one-half his paladlhYoU Plan on casting spells before you enter combat,

levels. Note the bonuses a paladin gains by casti"f\léj"ays cast the spells with durations in minutes. Cast
this spell based on her actual level: spells with durations in rounds while in combat, based on

the situation as it unfolds. In a standard combat, avoid

Paladin Level Bonus casting multiple spells; you're going to need them in
4-6 +1 other fights. Don't try to be the cleric. Let the cleric do
7-12 +2 his job and you do yours, which is to kill as many bad
13-18 +3 guys as you can.
19+ +4

Protection from EvilAs one of the most well-used spells Rang er

in the game, any discussion of this spell has great

benefits. The +2 deflection bonus can keep the pP@lhat was once the worst class in the game is now the
adin alive, and the extra save bonuses buttress s oyt of all the warriors. Rangers get spells, two good
already solid saving throws. Finally, because thiges bonus feats, and animal companions, all while
spell prevents possession, it's ideal to use Whekyaining their speed and kicking the crap out of anything
fighting undead. The spell's duration is measured jjey meet. Forget 3.0, the new ranger is here, and he’s a
minutes, so cast it first, before other spells. terror. If you want to be the best archer on the block or

Buff Spells: Bear’s endurance, bull's strengtind the two-weapon monster, this is the class for you.
eagle’s splendofwhat we call “buff spells”) are all
spells you should cast whenever possible. Providing Boons
a flat +4 bonus to any of these stats can save your
paladin from a premature demise. In fact, if yoRangers fight as well as fighters, and better when they
have a feat and XP to burn, pick up Brew Potion antse two weapons. They get a feat tree free, allowing
manufacture these spells as potions. Using thdékem to spend their normal feats in other areas. The addi-
spells helps to level the playing field between yoltion of the animal companion gives them an extra attack
and other warriors, providing you with an extrger round as well as the ability to improve the animal
advantage you need. through training. Two good saving throws and a slew of



skill points and favored enemies make this class hardindividually after 9th level, so you shouldn’t select ani-
turn down. mal as a favored enemy beyond 10th level, unless your
evil ranger plans on taking a romp through a zoo.

Banes Combat Styles:This class feature defines the ranger. It

Rangers lack proficiency in medium armor, so they nega@s him bonus feats without having to meet the prereg-

a high Dexterity to boost their AC. Furthermore, the&fr':teesr' ;(Ialgl\/vtsorl;r;ug}p(ljzr?]t;aceksé;réharroouunndd, gg::] I:ttslét;e_
need high stats to do well overall, with all six stats bei 9 9 i y

\%/o-weapon combat and archery — are great and with the

important. Rangers have a monk's hit points, meanidrrﬁﬁht tools, making the ranger exceptional. One thing to
they average 20 hit points less than a fighter by 2 ctonsider, though, is that to gain the benefits of a magic

level. weapon with Rapid Shot, you need one magic weapon;
the bow confers the magic onto its ammunition. With
Two-Weapon Fighting, however, you need two magic

Archetypes

heavy infantry. They are excellent archers,
light infantry and guerrillas, and even perform well ag, fighting with two weapons. The result is the two-

cavalry. The ranger class is one of the best of all the w,

Wéapon ranger deals less dam-

riors and you should consider it as your choice for a%e in a round than with the

adventuring party. archer with a bow. Given howj

rangers can use their bows i
close combat by taking a 5;

foot step back, either option ig
It can't be stressed enough: rangers are tough. All of thgisple. However, as the range

Breaking the Game

N

abilities make them deadly combatants in any circurggyances with the two-weapom Animal

stances. There are a few points requiring highlighting ¢g8mpat style he gains mor
ensure your ranger can excel where others merely getqiyacks per round in melee

Favored Enemies This ability looks great, but sucks if®alancing the two paths.

you make a bad choice at earlier levels. There is N0 r§@e pest way to exploit the
son a ranger should ever take dragon as his favoggghpat styles is to select on
enemy at first level; the only CR 1 dragon in the gamedg,q puild the other through
a pseudodragon. While humanoids are tough, becayg,gr standard array of feats
they gain class levels, you should never let their scag, example, if you choose th
dictate your choice of favored enemy because afchery style, take Two-
humanoid with class levels, at higher levels, is going Weapon Fighting, Improved
be a rare thing, an important villain or something a'°”ﬁ/vo-Weapon Fighting and the
those lines. Remember, the objective for your warrior jigst with your normal seven
to hit often and hard. Overspecialization into one MoRsats. This way, you play to
ster type tells the DM not to use the monster. You W%ur character’s strengths.

to pick monsters your DM is likely to use and use fre-

quently throughout your character’s career. Creaturé§e pages 94-95 for a statist
comprised of broad groupings are wise choices, suchc@ analysis of two-weapon
Outsider (evil), Undead, Monstrous Humanoid, anighting.

Aberration. If you must choose a humanoid, stick WitgpeIIS' Spells are far less
the basics, like Humanoid (goblinoid). Above all, Sta?fnportént to rangers than tg
away from weird stuff like Outsider (any other subtyp aladins. If your ranger lost all
besides evil), Elementals, or Plants. You're not going 9 his sp.ells he would remair
encounter these creatures much, and a spellcaster oy ' Think of

neutralize the threat easier than you can viable warrior.
y ' ranger spells as a second hel

When selecting your favored enemy, choose it basedifg of usefulness. When
CR range. Table 3-4 shows a list of monster types aselecting your spell arsenal
their standard CR ranges. Giants are an acceptable pgus on things enhancing
anywhere from 3rd to 17th level (or at 5th, 10th, or 15#pur strengths. Such spells
level). They function as good in-between monsters, aiit¢lude longstrider, jump,

you are prone to face a few giants in your career. You &®8ist energyandmagic fang

not likely to be fighting giants other than an ogre or twall excellent choices. Better
before 5th level, so don’t waste this class ability befoféill, you get access to buff
then. Likewise, animals cease being much of a thré&@ells like bear's endurance

Table 3-4: CRs

1ae-ig Seo (order #36310)

Type CR Range
Aberration 2-17

[ 1/10-9
Construct 1/2-16
Dragon 1-26
Elemental 1-11

3Fey 1-7

) Giant 3-17
Humanoid (all) 1/4+
Magical Beast 1/2-20
Monstrous Humanoid 1-11
Ooze 3-11

_Outsider (Air) 3-8
Outsider (Chaotic) 2-21
Outsider (Earth) 3-8
Outsider (Evil) 1-20
Outsider (Fire) 2-10
Outsider (Good) 2-23

 Outsider (Lawful) 1/2-20
Outsider (Native) 1/2+
Outsider (Water) 2-9
Plant 1-8
Undead 1/3-18
Vermin 1/8-12

Page 21




andowl’s wisdom great spells to keep you on your feet and to make what few offensive spells you do have nast)

There are no bad ranger spells; each helps you in many important ways. Consider your character’s strengths, and
the spells to shore up your weaknesses.

Multiclassing Warriors

There are two major schools of thought on character classes. The first holds the character class helps define the ¢
acter. A paladin acts as he does by dint of his class selection. Likewise, a ranger is woodsy, a barbarian angry, ar
monk philosophical, all because of the nature of the classes. Multiclassed characters are slow to get the better cl
features, in some cases prevented from ever getting them. Therefore, excessive multiclassing, or even multiclass
at all, creates a kind of schizophrenia for characters, blurring their focus and thereby their usefulness to a party.

The other school of thought says each class is like an a la
carte menu. Take a little from the fighter, a taste of the
WEBSTER' S DICTION oF MONSTE ss KICKING barbarian, per.haps a little ranger and rogue, and thgn pur-

TER T ARY OF TER A sue the paladin class for kicks. The more you multiclass,
Dead Level(ded lev'uhl) Any level attained not conferring a feat, apiltN€ More options at hand, the more versatile your charac-
ity increase, or class feature, essentially sucking. ter, and the better odds for your survival.

Gravy Level (gray'vee lev'uhl) The class levels featuring a feat an@Oth views are right and wrong. Sticking with one char-

increases to all three saves, that is 6th, 12th, and 18th level. The jLicR&ET class helps define your function and parameters in

class level is 12th, where the character gains in all three saving tHroff} 9roup. You are also stuck, not as versatile, and in

gains a feat, and gains an ability score increase. some cases ineffective agam;t cert.aln foes. Multlclassgd
characters can adapt to their environments, and retain

- some usefulness regardless of the opponent, but are never
as good as a character advancing in just one class.

Skilled Multiclassing (skil'd muhl-tee clas-eng) Maximizing gravy le
els while minimizing dead levels.

Killer Multiclassed Archetypes

The beauty of archetypes is you don’t have to multiclass to build them. You could create an archer with just the figh
er class, or a light infantry character with the monk. However, you may want to tinker with your class choices to spe
cialize. You may also want to monkey around with blending archetypes such as a mounted archer character, or a gt

rilla who is good
at filling many
TABLE 3-5: THE FIGHTER roles like a skir-
misher. Some-
Class _ Avg. _ times you can
Level Levels Attack Fort  Ref will Hp Gains get this level of
1 Ftr1 +1 +2 +0 +0 10 Feat, fighter bonus feat diversification
2 Ftr2  +2 +3 +0 +0 15 Fighter bonus feat by changing the
3 Ftr3 +3 +3 +1 +1 21 Feat base class, or
4 Ftr4 +4 +4 +1 +1 26 Fighter bonus feat, ability increase widening  your
5 Ftr5 45 +4 +1 +1 32 - focus on feats.
6 Ftr6  +6/+1 +5 +2 +2 37 Feat, fighter bonus feat Then again, you
7 Ftr7  +7/+2 +5 +2 +2 43 - may want to pick
8 Ftr8  +8/+3 +6 +2 +2 48 Fighter bonus feat, ability increase up a few levels
9 Ftr9  +9/+4 +6 +3 +3 54 Feat in another class,
10 Ftr 10 +10/+5 +7 +3 +3 59 Fighter bonus feat to complement
11 Ftr 11 +11/+6/+1 +7 +3 +3 65 - the thematic idea
12 Ftr 12 +12/+7/+2 +8 +4 +4 70 Feat, fighter bonus feat, ability incre¢asgsping your
13 Ftr 13 +13/+8/+3 +8 +4 +4 76 - character.
14 Ftr 14 +14/+9/+4 +9 +4 +4 81 Fighter bonus feat
15 Ftr 15  +15/+10/+5 +9 +5 +5 87 Feat This  section
16 Ftr 16 +16/+11/+6/+1 +10 +5 +5 92 Fighter bonus feat, ability increase| details what ele-
17 Ftr 17 +17/+12/+7/+2 +10  +5 +5 98 - ments you
18 Ftr 18 +18/+13/+8/+3 +11  +6 +6 103 Feat, fighter bonus feat should focus on
19 Fr 19 +19/+14/+9/+4 +11  +6 +6 109 - when multiclass-
20 Ftr 20 +20/+15/+10/+5 +12 +6 +6 114 Fighter bonus feat, ability increase| ing a character to
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work with an archetype. In addition, there is an example progression for multiclassed characters under each heading.
All of these combos assume the character is human to maximize the effects of multiclassing. We're here to show you
the best combos, right? So, if you're playing a dwarf, and you want to multiclass as one of the example multiclass-

es, you're going to have to tweak it a bit. Table 3-5 shows the fighter, for comparison. Notice that the fighter has six
dead levels.

Multiclassed Archer

The archer is the easiest of the archetypes to make. The ranger class gives you all the tools you need to be a power-
ful presence on the battlefield. Furthermore, the fighter class, by itself, gives you all the feats you could need to be
the consummate archer and more. With the right ingredients, you can make an archer capable of kicking the crap out

of the humdrum fighter any day. Start with the ranger, add a taste of fighter, and a pinch of rogue, and your archer
cheesecake is ready to eat.

What you get: With the fighter bonus feats, you can gain Dodge and Mobility early, letting you set up for Shot on
the Run. Your Fortitude and Reflex saves get a big boost. You only have one dead level, 17th. But by this level, noth-
ing is likely to mess with you. The rogue levels add an additional dimension to the character class, giving you
improved evasion, sneak attack for when you're hidden, and the ability to avoid booby traps designed to knock out
the rear ranks of the party. Where you miss some of the freebie feats a fighter normally gets, you pick up so many
additional abilities your character gains an edge in his versatility, letting him handle just about any situation.

What you lose:You give up a smidgen in the BAB department, your Will save progression is rancid, and you have
almost 20 total hit points less than the fighter.

Important Stuff: Make sure you build your archer progression quickly, but not overlapping the combat styles given
by the ranger class. So, build up the Shot on the Run tree first and fill in where you’re missing in the Point Blank
Shot tree. With this combo, you're going to have a decent Wisdom, for the spells of course, but you may want to
invest in Iron Will to make up for your abysmal Will save. As for your animal companion, go with a large snake —
readymade poison! Oh, and you're going to have to play a human or a half-elf to pull this off.

Stat Placement:Str 14, Dex 15, Con 10, Int 12, Wis 13, Cha 8; Dex 16 (4th), Wis 14 (8th), Dex 17 (12th), Dex 18
(16th), Dex 19 (20th).

TABLE 3-6: MULTICLASSED ARCHER
Class Avg.
Level Levels Attack Fort Ref Will Hp Gains
1 Rgrl +1 +2 +2 +0 8 Favored enemy, feat, Track, wild
empathy

2 Rgr 2 +2 +3 +3 +0 12 Combat style

3 Rgr 2/Ftr 1 +3 +5 +3 +0 18 Feat, bonus fighter feat

4 Rgr 2/Ftr 2 +4 +6 +3 +0 23 Fighter bonus feat, ability increas¢

5 Rgr 3/Ftr 2 +5 +6 +3 +1 28 Endurance

6 Rgr 3/Ftr 2/Rog 1 +5 +6 +5 +1 32 Feat, sneak attack +1d6

7 Rgr 3/Ftr 2/Rog 2 +6/+1 +6 +6 +1 35 Evasion

8 Rgr 4/Ftr 2/Rog 2 +7/+2 +7 +7 +1 40 Animal companion, 1st-level spglls,

ability increase

9 Rgr 4/Ftr 2/Rog 3 +8/+3 +8 +7 +2 43 Feat, sneak attack +2d6, trap serjse +1
10 Rgr 5/Ftr 2/Rog 3 +9/+4 +8 +7 +2 48 Favored enemy

11 Rgr 6/Ftr 2/Rog 3 +10/+5 +9 +8 +3 54 Improved combat style

12 Rgr 7/Ftr 2/Rog 3 +11/+6/+1 +9 +8 +3 59 Feat, woodland stride, ability incfease
13 Rgr 8/Ftr 2/Rog 3 +12/+7/+2 +10 +9 +3 63 Swift tracker, 2nd-level spells

14 Rgr 9/Ftr 2/Rog 3 +13/+8/+3 +10 +9 +4 68 Improved evasion

15 Rgr 10/Ftr 2/Rog 3 +14/+9+4 +11 +10 +4 72 Favored enemy, feat

16 Rgr 11/Ftr 2/Rog 3 +15/+10/+5 +11 +10 +4 77 Combat style master, 3rd-level $pells,

ability increase

17 Rgr 12/Ftr 2/Rog 3 +16/+11/+6/+1 +12 +11 +5 81 -
18 Rgr 13/Ftr 2/Rog 3 +17/+12/+7/+2  +12 +11 +5 86 Camouflage, feat
19 Rgr 14/Ftr 2/Rog 3 +18/+13/+8/+3 +13 +12 +5 20 4th-level spells
20 Rgr 15/Ftr 2/Rog 3 +19/+14/+9/+4 +13 +12 +6 95 Favored enemy, ability increase
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Multiclassed Cavalry

Many view the cavalry archetype as a tank on a horse, the purview of the paladin, and ineffectual. However, as tf
book will show, mounted characters have some good advantages: increased speed, height advantage, and mor
the case of the paladin, the character gainpakemountThis steed improves as the paladin advances. Want to take

it a step further? Drop the paladin, but keep your alignment lawful good, and follow your code of conduct and al

that good stuff. Pick up some levels as fighter, then ranger, and watch the speeding ginsu machine tear his w
through the battlefield.

What you get: First, no dead levels; you get something every level. Your BAB stays where it needs to be: high. You
have a decent Reflex save and your Will save never suffers too bad. Now, you've kept your alignment all sparklin
clean to keep your paladin abilities, meaning you can still heal yourself (though not well), cast spells, turn undee
and a bunch of other things, including the massive Charisma boost to your saves. The fighter levels wind up givir
you four extra feats, while the ranger gives you the combat styles to win. With your special steed, you can zip an

where you need on the battlefield, and once there, chop up your foes, smiting too, before moving onto the next bur
of baddies.

What you lose:You suck at turning undead. You never get evasion. You're about 8 hit points behind fighters. Your

Will save improves in spurts, so you're liable to have long stretches of crummy resistance to mind-affecting spell
and effects. Again, you'll need to be a human or half-elf to do this one too.

Important Stuff: Start building your Mounted Combat tree immediately. Use the fighter feats to build Weapon Focus
and Specialization as soon as you get there. When you get to ranger, you have two choices: go the two-weapon fic
ing route, or become a mounted archer, which is also a viable choice. This is an effective combo, but is weakened
dungeon crawls, so having back-up tactics is necessary. You need a lot of good stats to do this combo well. If y
only have three good stats, go another route. Keep a lawful good alignment and stick with the code of conduct; do

lose your paladin abilities. If you're faced with losing your paladin status, you'd better go for blackguard or be pre:
pared for retirement.

Stat Placement:Str 14, Dex 13, Con 12, Int 8, Wis 10, Cha 15; Cha 16 (4th), Dex 14 (8th), Dex 15 (12th), Str 15
(16th), Dex 16 (20th).

TABLE 3-7: MULTICLASSED CAVALRY
Class Avg.

Level Levels Attack Fort Ref Will Hp Gains

1 Pal 1 +1 +2 +0 +0 10 Aura of good, detect evil, feat, smite fvil
1/day

2 Pal 2 +2 +3 +0 +0 15 Divine grace, lay on hands

3 Pal 3 +3 +3 +1 +1 21 Aura of courage, divine health, feat

4 Pal4 +4 +4 +1 +1 26 Turn undead, 1st-level spells, ability
increase

5 Pal 5 +5 +4 +1 +1 32 Smite evil 2/day, special mount

6 Pal 6 +6/+1 +5 +2 +2 37 Feat, remove disease 1/week

7 Ex-Pal 6/Ftr 1 +71+2 +7 +2 +2 43 Fighter bonus feat

8 Ex-Pal 6/Ftr 2 +8/+3 +8 +2 +2 48 Feat, ability increase

9 Ex-Pal 6/Ftr 2/Rgr 1 +9/+4 +10 +4 +2 53 Favored enemy, feat, Track, wild empathy

10 Ex-Pal 6/Ftr 2/Rgr 2 +10/+5 +11 +5 +2 57 Combat style

11 Ex-Pal 6/Ftr 2/Rgr 3 +11/+6/+1 +11 +5 +3 62 Endurance

12 Ex-Pal 6/Ftr 3/Rgr 3 +12/+7/+2 +11 +6 +4 67 Feat, ability increase

13 Ex-Pal 6/Ftr 4/Rgr 3 +13/+8/+3 +12 +6 +4 73 Fighter bonus feat

14 Ex-Pal 6/Ftr 4/Rgr 4 +14/+9/+4 +13 +7 +4 77 Animal qmanion, 1st-level rangdr
spells

15 Ex-Pal 6/Ftr 4/Rgr 5 +15/+10/+5 +13 +7 +4 82 Favored enemy, feat

16 Ex-Pal 6/Ftr 5/Rgr 5 +16/+11/+6/+1 +13 +7 +4 87 Ability increase

17 Ex-Pal 6/Ftr 6/Rgr 5 +17/+12/+7/+2 +14 +8 +5 93 Fighter bonus feat

18 Ex-Pal 6/Ftr 6/Rgr 6 +18/+13/+8/+3 +15 +9 +6 97 Feat, improved combat style

19 Ex-Pal 6/Ftr 6/Rgr 7 +19/+14/+9/+4 +15 +9 +6 102 Woodland stride

20 Ex-Pal 6/Ftr 6/Rgr 8 +20/+15/+10/+5 +16 +10 +6 106 Swift tracker 2nd-level ranger spells,
ability score increase
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Multiclassed Guerrilla

When designing a guerrilla, design the character with a particular opponent in mind, such as goblins, wizards,
demons, or whatever. The ranger epitomizes the guerrilla, because the class uses favored enemies to deal additional
damage, and skill bonuses against those foes. Adding classes to the guerrilla archetype is a good tactic. Additional
classes help to focus on defeating a particular foe. The below example blends the monk, barbarian and ranger to cre-
ate the quintessential, sneak-behind-enemy-lines, wreak havoc, get-the-hell-out-of-Dodge kind of guerrilla we all
love and hate. Note that unlike the paladin, monks retain their abilities even if their alignment changes.

What you get: With a strong monk foundation, this guerrilla provides a ton of mobility and defensive abilities, while
also getting all the flurry of blows attacks one could ever want. With great saves and cool class features this multi-
classed character can withstand just about anything he would face. One thing monks lack is ranged attacks. The
ranger levels allow the character to develop ranged combat skills for higher level play. On the other hand, how about
a monk that kicks ass with a quarterstaff? Double weapon, ranger combat techniques, mega-strength, high AC...
deadly. Finally, the barbarian levels are the coup de grace, so to speak. The rage-inflated Strength and Constitution
more than make up for the lost abilities monks gain at higher levels. Oh, and there aren't any dead levels here either.

What you lose:By 20th level, this multiclassed character should average about 11 hit points less than a regular fight-
er. The favored enemy ability does not carry the extra effect it has in straight-classed rangers, and many of the monk’s
abilities rely on no armor to function. In addition, flurry of blows is only useful if you're using monk weapons. So,

when you pick up your barbarian levels, it's best to stick with the basics and stay with the low-damage-yielding monk
weaponry.

Important Stuff: This is another combo requiring a human or a half-elf. In this case, you want to play a human for

TABLE 3-8: MULTICLASSED GUERRILLA
Class Avg.

Level Levels Attack Flurry Fort Ref Will Hp Gains

1 Mnk 1 +0 —2/-2 +2 +2 +2 8 Bonus feat, flurry of
blows, unarmed strik¢
(1d6), feat

2 Mnk 2 +1 -1/-1 +3 +3 +3 12 Bonus feat, evasion

3 Mnk 3 +2 +0/+0 +3 +3 +3 17 Feat, still mind, Spd +1

4 Mnk 4 +3 +1/+1 +4 +4 +4 21 Ki strike (magic), slow fgll
(20 ft.), ability increase
unarmed strike (1d8)

5 Mnk 5 +3 +2/+2 +4 +4 +4 26 Purity of Body, AC +1

6 Mnk 6 +4 +3/+3 +5 +5 +5 30 Bonus feat, slow fall (30
ft.), Spd +20 ft.

7 Mnk 7 +5 +4/+4 +5 +5 +5 35 Wholeness of Body

8 Mnk 8 +6/+1 +5/+5/+0 +6 +6 +6 39 Slow fall (40 ft.), unarmed
strike  (1d10), ability|
increase

9 Mnk 9 +6/+1 +6/+6/+1 +6 +6 +6 44 Feat, improved evasior,
Spd +30 ft.

10 Mnk 10 +71+2 +7/+7/+2 +7 +7 +7 48 Ketrike (lawful), slow
fall (50 ft.), AC +2

11 Mnk 11 +8/+3 +8/+8/+8/+3 +7 +7 +7 53 Diamond body, greatef
flurry

12 Ex-Mnk 11/Bbn 1 +9/+4 +9/+9/+9/+4 +9 +7 +7 59 Fast movement, feat, frage
1/day, ability increase

13 Ex-Mnk 11/Bbn 2 +10/+5 +10/+10/+10/+5 +10 +7 +7 66 Uncanny dodge

14 Ex-Mnk 11/Bbn 2/Rgr 1 +11/+6/+1 +11/+11/+11/+6/+1 +12 +9 +7 70 Favored enemy, Trach,
wild empathy

15 Ex-Mnk 11/Bbn 2/Rgr 2 +12/+7/+2 +12/+12/+12/+7/+2 +13 +10 +7 75 Combat style, feat

16 Ex-Mnk 11/Bbn 3/Rgr 2 +13/+8/+3 +13/+13/+13/+8/+3 +13 +11 +8 81 rapT sense +1, abilit
increase

17 Ex-Mnk 11/Bbn 3/Rgr 3  +14/+9/+4 +14/+14/+14/+9/+4 +13 +11 +9 86 Endurance

18 Ex-Mnk 11/Bbn 4/Rgr 3 +15/+10/+5 +15/+15/+15/+10/+5 +14 +11 +9 92 Feat, rage 2/day

19 Ex-Mnk 11/Bbn 4/Rgr 4  +16/+11/+6/+1 +16/+16/+16/+11/+6/+1 +15 +12 +9 97 Animal companion, 1st
level spells

20 Ex-Mnk 11/Bbn 5/Rgr 4  +17/+12/+7/+2 +17/+17/+17/+12/+7/+2 +15 +12 +9 103 Improved uncanny dodge
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the extra feat. Your feat selection should follow a monk’s normal selection (see above) and include fewer of th
ranger/barbarian feats. This guerrilla should operate safely, waiting for the right opportunity to strike. Also, start act
ing a bit chaotic around 11th-level to justify your alignment change at 12th-level.

Stat Placement:Str 12, Dex 14, Con 13, Int 10, Wis 15, Cha 8; Wis 16 (4th), Dex 15 (8th), Dex 16 (12th), Dex 17
(16th), Dex 18 (20th).

Multiclassed Heavy Infantry

Heavy infantry is the domain of the fighter, a warrior encased in steel who stands on the frontlines, hacking throug
the front ranks of any who threaten them. While these characters are great fun to play, without the proper suppc
they can find themselves in the unfortunate predicament of having no hit points and no way to get away. This comi
addresses the problem by tossing in a few levels of cleric and paladin to complement the fighting abilities of th
fighter without compromising the role of the character.

What you gain: Aside from domains, granted powers, turning undead, 3rd-level spells, and paladin abilities througt
8th-level, you get to keep on fighting. Your Will save is better than most fighters, a good thing when facing enchan
ment spells. In addition, you gain three fighter bonus feats, giving you an extra feat tree. With the cleric spells ar
paladin abilities, you can keep fighting long after other front-line characters go down. And, no dead levels.

What you lose:You lose many feats with this multiclass combo. It's not so bad, because heavy infantry’s primary
role is to deal damage. By 20th level, you're behind the fighter in hit points by 5. Your Reflex save stinks, so you'l

have to watch out for traps. You're BAB is 2 points behind the fighter, but with all the buff spells and support mech
anisms, it's a small trade-off.

Important Stuff: You need many good stats to pull this combo off: Strength, Constitution, Wisdom, and Charisma.
Also, you'd better plan on playing a human, preferred, or a half-elf to do this, as paladin is not a favored class fc
any of the core races. This combo pretty much relegates your cleric levels as means to support your fighting abi
ties, so you're not going to be able to do much against the bad guys with spells considering your lower-than-norm
Wisdom. These characters are melee warriors. Don’t waste any time or effort on ranged attacks. Let your spec
mount carry you to the bad guys when you need to get somewhere quick.

Stat Placement:Str 15, Dex 8, Con 13, Int 10, Wis 12, Cha 14; Str 16 (4th), Wis 13 (8th), Con 14 (12th), Str 17
(16th), Str 18 (20th).

TABLE 3-9: MULTICLASSED HEAVY INFANTRY
Class Avg.
Level Levels Attack Fort  Ref Will Hp Gains
1 Ftr 1 +1 +2 +0 +0 10 Feat, fighter bonus feat
2 Ftr 2 +2 +3 +0 +0 15 Fighter bonus feat
3 Ftr 2/CIr 1 +2 +5 +0 +2 20 Feat, 1st-level spells, turn undead
4 Ftr 2/Clr 2 +3 +6 +0 +3 24 Ability increase
5 Ftr 2/Clr 3 +4 +6 +1 +3 29 2nd-level spells
6 Ftr 3/Clr 3 +5 +6 +2 +4 34 Feat
7 Ftr 4/Clr 3 +6/+1 +7 +2 +4 40 Fighter bonus feat
8 Ftr 4/Clr 4 +7/+2 +8 +2 +5 44 Ability increase
9 Ftr 4/CIr 5 +7/+2 +8 +2 +5 50 Feat, 3rd-level spells
10 Ftr 4/Clr 5/Pal 1 +8/+3 +10 +2 +5 55 Aura of good, detect evil, smite evil I/day
11 Ftr 4/Clr 5/Pal 2 +9/+4 +11 +2 +5 61 Divine grace, lay on hands
12 Ftr 4/Clr 5/Pal 3 +10/+5 +11 +3 +6 66 Aura of courage, divine health, feat,|abil-
ity increase
13 Ftr 4/Clr 5/Pal 4 +11/+6/+1 +12 +3 +6 72 1st-level spells, turn undead
14 Ftr 4/Clr 5/Pal 5 +12/+7/+2 +12 +3 +6 77 Smite evil 2/day, special mount
15 Ftr 4/Clr 5/Pal 6 +13/+8/+3 +13 +4 +7 83 Feat, remove disease 1/week
16 Ftr 4/Clr 5/Pal 7 +14/+9/+4 +13 +4 +7 88 Ability increase
17 Ftr 4/Clr 5/Pal 8 +15/+10/+5 +14 +4 +7 94 2nd-level spells
18 Ftr 4/Clr 5/Pal 9 +16/+11/+6/+1 +14 +5 +8 99 Feat, remove disease 2/week
19 Ftr 4/Clr 5/Pal 10 +17/+12/+7/+2 +15 +5 +8 105 Smite evil 3/day
20 Ftr 4/Clr 5/Pal 11 +18/+13/+8/+3 +15 +5 +8 109 3rd-level spells, ability increase
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Multiclassed Light Infaniry

Light infantry characters need mobility, the ability to get in and out of ugly fights, and maneuverability to gain flanks.
Monks and barbarians make the best light infantry characters, but sometimes you just have a craving to be a little
more destructive. Start with the barbarian (12 hit points of course and decent skill points), then add the ranger, fight-

er, rogue, and you're a death-dealing horror, capable of wading through just about any fight, dodging most spells,
and with the hit points to back up your threats.

What you gain: With this combination, you don't have any dead levels. You're fast, thanks to the barbarian levels,
and you can inflate Strength and Constitution by raging, while still being quick and good enough to avoid many of
the hits. You have a great Fortitude and Reflex save but 10 hit points less than the fighter by 20th level. Even though
you don’t have the feats of a regular fighter, you get enough other class features to replicate feats, or which are so

awesome in their own right you'll hardly miss the feats. Plus, you gain the ranger’s combat style at 3rd level. Throw
in some spells, and you're ready for anything.

What you lose:Your Will save is awful; stack on a feat like Iron Will to make up for the deficiency. You have to
wait until 19th level to pick-up Improved Two-Weapon Fighting, you'll never get combat mastery, and you're limit-
ed to one rage per day until 17th level. This combo exemplifies how the higher-level abilities can become unattain-

able.

Important Stuff: Use your rage sparingly, because
you're usually only going to have it for one combdt.

Spend your feats on things enabling you to boost ypur

AC, like Combat Expertise, Dodge, and Mobility. |
combat, take positions giving you flanks. Above all els
use your speed and mobility to your advantage, fighti
the fights you can win, and getting away from those y

can't.

Stat Placement:Str 15, Dex 14, Con 13, Int 12, Wis 10
Cha 8; Str 16 (4th), Wis 11 (8th), Con 14 (12th), Dex

(16th), Dex 16 (20th).

MULTICLASSING AND ROGUES

L Ask any player, and they're sure to tell you that the first level in a
et,iclassed character should always be rogue. Yep, they're right... mpst of
n51e time. Afirst level rogue gets 32 skill points before stat modifie
b{Aacial modifiers, and with sneak attack, they're pretty nasty. Howgver,

when you’re making a watrrior, isn't it your job to kill things, to stay|
fighting when all else fails? Yep. With 6 hit points, and a cleric’'s B
, a first level rogue as a party’s sole warrior doesn’t do anyone any
L% you want the skills, go with ranger or barbarian. You'll be glad

did when you don't have to roll up a new character.

mul-

S Or

up
\B,
jood.
you

TABLE 3-10: MUTLICLASSED LIGHT INFANTRY

Class Avg

Level Levels Attack Fort  Ref Will Hp Gains

1 Bbn 1 +1 +2 +0 +0 12 Fast movement, feat, rage 1/day

2 Bbn 1/Rgr 1 +2 +4 +2 +0 16 Favored enemy, Track, wild empathy
3 Bbn 1/Rgr 2 +3 +5 +3 +0 21 Combat style, feat

4 Bbn 1/Rgr 2/Ftr 1 +4 +7 +3 +0 26 Bonus fighter feat, ability increase
5 Bbn 1/Rgr 2/Ftr 1/Rog 1 +4 +7 +5 +0 30 Sneak attack +1d6

6 Bbn 1/Rgr 2/Ftr 1/Rog 2 +5 +7 +6 +0 33 Evasion, feat

7 Bbn 2/Rgr 2/Ftr 1/Rog 2 +6/+1 +8 +6 +0 40 Uncanny dodge

8 Bbn 2/Rgr 2/Ftr 2/Rog 2 +7/+2 +9 +6 +0 45 Fighter bonus feat, ability increase
9 Bbn 2/Rgr 2/Ftr 2/Rog 3 +8/+3 +10 +6 +1 49 Feat, sneak attack +2d6, trap sense
10 Bbn 2/Rgr 3/Ftr 2/Rog 3 +9/+4 +10 +6 +2 53 Endurance

11 Bbn 2/Rgr 3/Ftr 2/Rog 4 +10/+5 +10 +7 +2 57 Improved uncanny dodge

12 Bbn 2/Rgr 3/Ftr 3/Rog 4 +11/+6/+1 +10 +8 +3 62 Feat, ability increase

13 Bbn 2/Rgr 4/Ftr 3/[Rog 4 +12/+7/+2 +11 +9 +3 67 Animal companion, 1st-level spells
14 Bbn 2/Rgr 5/Ftr 3/Rog 4 +13/+8/+3 +11 +9 +3 71 Improved combat style

15 Bbn 3/Rgr 5/Ftr 3/Rog 4 +14/+9/+4 +11 +10 +4 78 Feat, Trap sense +1

16 Bbn 3/Rgr 5/Ftr 4/Rog 4 +15/+10/+5 +12 +10 +4 83 Fighter bonus feat, ability increase
17 Bbn 4/Rgr 5/Ftr 4/Rog 4 +16/+11/+6/+1 +13 +10 +4 20 Rage 2/day

18 Bbn 4/Rgr 5/Ftr 4/Rog 5 +16/+11/+6/+1 +13 +10 +4 93 Feat, sneak attack +3d6
19 Bbn 4/Rgr 6/Ftr 4/Rog 5 +17/+12/+7/+2 +14 +11 +5 98 Improved combat style
20 Bbn 5/Rgr 6/Ftr 4/Rog 5 +18/+13/+8/+3 +14 +11 +5 104

+1

Improved uncanny dodge, ability increase
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Multiclassed Skirmisher

The skirmisher is the warrior who needs to be good at just about everything, to fill in where needed and pick up tt
slack when a better warrior falls. Most skirmishers are multiclassed characters, combining elements of warrior clas

es with rogue, wizard, or cleric. In the example below, we build the true bard, a throwback to an earlier edition, t
capture the feeling of the true skirmisher.

What you get: Everything. You get hit points, great saves all across the board, divine and arcane spells, animal con
panions, the ability to rage... the list goes on. The barbarian forms the backbone of this combo, providing the best
points, and the inflatable stats. Druid comes next to give the skirmisher more control over the battlefield, with acce:
to such spells asntangle the ability to swap spells forature’s allyand, most importantly, the ability to heal. The

bard, while an undesirable class option for most warriors, complements the combo, boosting the Reflex and the W
saves, while also opening up the character to using different kinds of magic items to improve his versatility. Fighte
is added for pure cheese, while the ranger enhances the druid abilities, while also advancing the character’'s BAB

What you lose:Focus. You'll never cast spells with the same potency of other characters. Though you have som
combat potential, you don't get your first iterative attack until 8th-level. Though the bard provides some extra abili
ties, few of its spells are useful. The schizophrenic results of this class temper what gains you pick up.

Important Stuff: First, any race can pull this one off, as there aren’t any level gaps, so play whatever you want
Insofar as spells go, don’'t waste time with cute stuff. Select spells giving you an advantage in combat, namely bt
spells. Seeing as you share spells with your animal companion, whatever you buff yourself with, so too does yo
companion buff. Finally, play like a skirmisher should. Don’t be the first to enter combat. Use your abilities to help
where most needed: defending the wizard, filling in gaps in the front ranks, using the aid another action when us
less. The joys of this combo are you can pretty much do anything in a combat round.

Stat Placement:Str 15, Dex 14, Con 10, Int 8, Wis 13, Cha 12; Str 16 (4th), Con 11 (8th), Con 12 (12th), Str 17
(16th), Str 18 (20th).

TABLE 3-11: MUTLICLASSED SKIRMISHER
Class Avg
Level Levels Attack Fort Ref Will Hp Gains
1 Bbn 1 +1 +2 +0 +0 12 Fast movement, feat, rage 1/day
2 Bbn 1/Drd 1 +1 +4 +0 +2 16  Animal companion, nature sense,
wild empathy, 1st-level spells
3 Bbn 2/Drd 1 +2 +5 +0 +2 23 Feat, uncanny dodge
4 Bbn 2/Drd 1/Brd 1 +2 +5 +2 +4 26  Bardic music, bardic knowledge, coun-
tersong, fascinate, inspire courage, 0-lgvel
spells, ability increase
5 Bbn 2/Drd 2/Brd 1 +3 +6 +2 +5 31 Woodland stride
6 Bbn 3/Drd 2/Brd 1 +4 +6 +3 +6 37 Feat, trap sense +1
7 Bbn 3/Drd 2/Brd 2 +5 +6 +4 +7 41  1st-level spells
8 Bbn 3/Drd 3/Brd 2 +6/+1 +6 +5 +7 45  Trackless step, 2nd-level spells, apility
increase
9 Bbn 4/Drd 3/Brd 2 +7/+2 +7 +5 +7 52  Feat, rage 2/day
10 Bbn 4/Drd 3/Brd 2/Ftr 1 +8/+3 +9 +5 +7 57  Fighter bonus feat
11 Bbn 4/Drd 3/Brd 2/Ftr 2 +9/+4 +10 +5 +7 63  Fighter bonus feat
12 Bbn 4/Drd 3/Brd 3/Ftr 2 +10/+5 +11 +5 +7 66  Feat, inspire competence, ability increase
13 Bbn 4/Drd 3/Brd 3/Ftr 2/Rgr 1 +11/+6/+1 +13 +7 +7 71  Favored enemy, Track, wild empathy
14 Bbn 4/Drd 3/Brd 3/Ftr 2/Rgr 2 +12/+7/+2 +14 +8 +7 75  Combat style
15 Bbn 4/Drd 4/Brd 3/Ftr 2/Rgr 2 +13/+8/+3 +15 +8 +8 80 Feat, resist nature’s lure
16 Bbn 5/Drd 4/Brd 3/Ftr 2/Rgr 2 +14/+9/+4 +15 +8 +8 86 Improved uncanny dodge, ability in¢rease
17 Bbn 5/Drd 4/Brd 3/Ftr 2/Rgr 3 +15/+10/+5 +15 +8 +9 91  Endurance
18 Bbn 5/Drd 4/Brd 3/Ftr 2/Rgr 4 +16/+11/+6/+1 +16 +9 +9 95  Animal companion, feat
19 Bbn 5/Drd 5/Brd 3/Ftr 2/Rgr 4 +16/+11/+6/+1 +16 +9 +9 100 Wild shape, 3rd-level spells
20 Bbn 6/Drd 5/Brd 3/Ftr 2/Rgr 4 +17/+12/+6/+2 +17 +10 +10 106 Trap sense +2, ability increase
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Chapter Four

Skills

“Skills? Who needs skills?” Given the warrior's heavy
focus on combat, the use of skills does not rate high on

their wish list. Combined with the low skill points andThe practical usefulness of Balance is questionable in all

limited selection of most warrior classes, players m?ﬁt the most uniaue of campaian settings. Its anolication
even be tempted to disregard skills as useless fluff for . . q paig e g". pp
IS limited to environments with “difficult” surfaces or

their characters. Skills certainly won't help the warrior . . .
swing her sword or loose her arrows. But with propgyrfaces _Iess _than twelve |nche§ W|de..Bef0re spending a
planning, the shrewd application of skills both befor%aIngle skill point on Balance, think sepously about how
and during combat can have a dramatic effect on the b%f{en your DM has thrown your party into such places.

tle’s outcome. With that cautionary preface out of the way, it should be
Even more than with feats, the overall usefulness of aﬁ&'d ﬁhar: ranks in Balar?ce can Ee a slound |_nves|tment.f?1r
given skill depends greatly upon the campaign settinggn ck.ﬁracters, ast ely are the on_ywarn_orr] class W'F
and the environment within which the characters afe.> o' 2CC€SS to Balance. Cqmbmed with a rT‘O”"S
adventuring. You may find the usefulness of your Sk“%otent@l.for tactical mayhem using the Jump .Sk'”’ an
fluctuating significantly from session to session. For th%nten:;}nsmg player can makﬁ the rr]noTt of an environment
reason, this chapter does not focus on assigning arbitra(ljr%{e't er traverse terf""'” through alternate routes (the
values of usefulness to each skill. Instead, skills are erls of a barn, chains acrossr? cr_lasm,.land S0 on) or
grouped by their overall function relative to their typicai?Impy to use an escape route that is perilous for other
application by warriors (i.e., how well they help you k”Fharacters to follow.
stuff). For non-monk characters of the light infantry or guerilla
archetypes, the cost of Balance may be excessive con-
Combat MGblhty sidering its narrow application (no pun intended). Again,
this analysis is left to the player for her specific charac-

. L ter and campaign.
Often underrated, the mobility of a warrior is vital to her

success in battle. Distance and movement are integfalproperly use the Balance skill to a warrior's advan-
elements of the 3.5 combat system. Five feet can méage, the player has to make every effort to control where
the difference between a standard attack and a full attaglattle takes place. Open, level terrain renders the skill
and something as simple as a Tumble check can meanabpletely worthless. If a battle starts in such an envi-
difference between multiple attacks of opportunity anm@nment and odds are against the Balance-invested war-
none whatsoever. The mobility skills should be examor, it may be to her advantage to draw opponents
ined carefully. They're most important to the lightowards a more restricted location. Suitable environ-
infantry and guerilla archetypes. Though heavy infantrpents might include a ruined castle courtyard, a frozen
and cavalry warriors could find the mobility-orientedake, a muddy creek spanned by fallen trees, or even a
skills useful, chances are that they will be rendered inglidsty stone floor made slick with water.

fective by heavy armor or a preference for fighting whil
mounted.

Balance

8haracters who run from melee opponents will force
their opponents to choose new tactics or pursue. Running
However, more than anything, it should be noted that themands a Balance check on hazardous surfaces, and
most frequent and important applications of the mobiligven if the check is successful, the character's movement
skills involve running away from enemies like a massivate is halved. If the check is failed, opponents will be
coward. As long as you accept this and later return hialted or, better yet, fall flat on their collective faces. The
destroy the thinned-out, wheezing, prone ranks of yotigh-Balance character may either completely shake her
foes, you will prosper. opponents or face them at uneven intervals as they indi-
vidually cross the hazardous terrain at mixed rates.
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Climb

All standard warrior classes but paladins have acc
Climb as a class skill, and in many campaigns, char
will frequently have opportunities to climb surfaces

Jump

esEtaept for paladins, who can only jump when their god
acteays so, all of the standard warrior classes can advance
dudump as a class skill. In many campaigns, the potential

ing combat. DMs playing clever archers, spellcasters afaod using Jump will be fair at best, but it's still better than
other long-distance foes may place those enemies on &alance. As with many of the other combat mobility
vated surfaces like cliffs, ledges, and roofs. If a melsk&ills, light infantry, guerilla, and some archer characters
warrior cannot reach those targets, she is effectively auitl probably get the most out of this skill in any appli-
of the battle. Conversely, a warrior of the archer archeable environment. Heavy infantry characters will fall to

type may wish to position herself in such a location

pritheir richly-deserved deaths and cavalry characters may

to an ambush. Without the use of magic items or tfiad it redundant when they’re sitting on an animal that's
assistance of another character, such warriors must fiétgly to be five times better at jumping than they will

on the use of the Climb skill.

However, it has to be said that while characters ofte

ever be.

n fiAdsuming you want to buy into it, the tricky thing about

many opportunities to climb, there are a wide variety diimp isn’t finding things to jump over; it's finding
spells and magic items that make ranks in the Climb slélhough room to make the required 20-foot running start.

a questionable investment (see sidebar).

Though it's possible to make standing long jumps at dou-
ble the DC, there usually aren't practical situations where
this is a safe bet to make. Unlike Balance, where most
failed checks result in either moving slowly or falling
down for a round, a failed Jump check in many circum-
stances will result in leaving the fight as quickly as your

DoN’T BE A CHUMP. USE PoTiONS, NOT POINTS!

A simple perusal of the PHB spell section and the DMG magic item
tion reveals several dozen ways to cheaply enhance many skills. S
skills are overrepresented and most are underrepresented. Bé
potions of invisibility, cloaks of elvenkindnd armor with thehadow
property, it's a wonder that anyone ever makes any Spot check
well-stocked campaign. Notice anything that grants a bonus to
No? That's because there’s a grand total of one.

DM can find 20d6. If your typical adventure locations

have names like “The Endless Chasms of Sorrow” or

“The Hellish Canyons of At Least Two Hundred Foot
sebrops,” it would be wise to accept that you should avoid
ev@uaiping unless you're quite sure you can make the check.

ptween . . .
However, for the character with a high Jump bonus, this

iFan also be a great advantage. DMs will realize the dan-

b gr of Jumping in some circumstances, too. Though Sir
toneshoes might not hesitate to attempt a Balance check

on a slick floor, he may balk at trying to jump over a 20-

\v 2y

As always, availability of magic for your character depends on

composition and how rich in magic the campaign is. But if, for exampl

apotion of spider climlin your campaign costs anywhere near the

artipot ravine just so he can follow your crazy monk.

e

riCét"s arguable that warriors could infrequently use Jump to

listed in the DMG, potions may be a better investment than skill r nkgl.ear small creatures, but you'd probably be better off

Spider climbnot only gives a climb speed of 20 ft. (Climb normdlly
allows only 1/4 movement rate), but the subject doesn’t even n ed!

make checks while climbing on horizontal or vertical surfaces!

duration of 10 min./level, it is almost guaranteed to last until the end

any battle. Though it could be argued that a warrior wastes a st
action just drinking a potion (and more if she had to retrieve it), sh¢

make up the lost time in accelerated movement if the distance of t e

climb is twenty feet or greater. Plus, with a duration of 30 minutg

more, you can just drink a potion every half-hour or so — how ma

times have you wandered through a dungeon and not met an op
within half an hour?

Awarrior spending trivial amounts of skill points in a skill can still m
important checks with the right equipment. It doesn’t matter if your
rior makes a Hide check by one point or thirty; if you make it, you
it. For that reason, put your points in skills that are difficult to enh
with relatively common magic. Warriors typically do not get a lof
skill points per level, making them precious, especially when comp
to the trivial cost of most basic magic items. Stock up on potiosgio
der climb, jump,and invisibility; save your skill points for Lister]
Tumble, and Ride.

Investing in Tumble for such occasions, since Tumble
%hnically allows you roll right on through enemy crea-

¢ fures even when they're adjacent to each other. For
onks, this is an exceptionally good idea. Monks get
nd h Tumble and Jump as class skills and they both grant
wiynergy bonuses to each other after five ranks.
mbined with the Acrobatic feat, it's unlikely that any-

e other than another monk would be able to follow you

s
n@s you hop around the battlefield.

ponent .
Swim

kit is very rare that a playasxpectsher character to be
valswimming on any given adventure, unless the setting
akebviously lends itself to such activities. Often, players
ncsuddenly find their characters in water or at the edge of a
ofcliff with a horde of creatures close behind. Making a
aregivim check is just as often involuntary as voluntary, and

it can be just as dangerous as jumping over a chasm. In
, fact, due to the lethality of drowning rules in the DMG,

it is usually more deadly to a fighter than a long fall.
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Because the checks are often involuntary, this is the oglyu avoid attacks of opportunity 75% of the time. With a
combat mobility skill where the fighters in the heaviestolid AC or the Mobility feat, the character will rarely
armor can benefit from having maximum ranks. If yowsuffer for a failed check.

heavy infantry or cavalry characters get thrown into the . . .

drink, that nice suit of full plate armor has double t I@ contrast, moving thr_ough occupied squares is a lot
armor check penalty that it does for other movemg)\?rder an'd can have dire consequences. Not only is the
skills. Without high Strength and maximum ranks iff a’aCteFS movement halted, but she takes an attack of
Swim, a warrior could die very quickly. With no othelppportunlty for her efforts. You need a +15 on Tumble

modifiers, the -12 from full plate makes the check stati§'—mply to hit a 50% chance of success. If you want to
tically impossible. make use this aspect of Tumble, you need to max out

your ranks, ramp up your Dexterity, and add as much
Does this really matter to you? To answer this, you mu3éxterity-enhancing magic as fast as you can.

analyze your DM’s style of setting up encounters. Does . _— . I .
she zote{hat Bob's pa)llladin wearsgallenetal armor and |%Léer|llas will find this skill invaluable if they take max-

all metal weapons, then drop rust monsters right next'fguMm ranks at every level, .get the synergy bonus from
him? Does she note that Suzy’s wizard memorizes or‘?lgmp' and taI§e th? Acrobatic feat. Because they often go
fire spells, then sends a group of salamanders straightef pr targets like wizards and archers, they will frequ_ent—
her? Basically, if your DM loves to sucker-punch the P(% need to find a way around or through the meat shields

and your warrior wears heavy armor, it is in your begfat guard them. Short of magic, there is nothing that
interest to buy ranks of Swim for insurance oes this more effectively in combat than Tumble. Even

if the meat shields decide to pursue the tumbling warrior,
If you are playing one of the lightly armored warriotheir ranks will likely be broken. This allows allies to
archetypes, a few ranks in Swim can help if you everove through the space the meat shields were blocking
want to get to an inaccessible position. This is especiadigd take control of the terrain.

useful for archers. If our heavily armored foe Sir
Stoneshoes hesitates to jump over a chasm, there is no
way he is diving into the water to see if he can swim out
to your archer.

Combat Staging

Perhaps even more important than mobility is getting the
Tumble jump on the competition before combat begins. When
you start the battle, you choose the terrain, allied posi-

By this point in time, it may seem that the combat mob#fO"S: and time of attack. It also gives the warrior’s sup-
ity skills are only useful for warriors if you are playing?©'t Crew time to load her up with beneficial spells and
cowardly ninnies. Tumble almost makes up for thapotions. In an 'otherW|se evenly maFched battle, the ele-
However, more than any of the combat mobility skillgnents of surprise and preparation will almost always turn
the usefulness of Tumble is negated by high encufh€ tide in the aggressor’s favor.

brance. In fact, you cannot use Tumble at all if youfhe skills of combat staging are traditionally the skills of
movement rate has been reduced due to encumbrancg@rscouting rogue: Hide, Listen, Move Silently, and
armor. Therefore, it is only useful for archers, lightpot. Though two classes, monk and ranger, have access
infantry, guerillas, and some skirmishers, period. to all four of these skills as class skills, they can still be
Hyeful to warriors of other classes provided they are of

There are two functions that make Tumble especia i
e appropriate archetype.

useful for warriors. The first is its ability to allow the!
warrior to completely avoid attacks of opportunity while . .

moving through threatened spaces. As if that were not Hide and Move Sllently
enough, high Tumble checks can actually allow the war-

rior to move through areas occupied by opponents. For practical purposes, Hide should be grouped with
Move Silently. It is a stealth skill, and when one check is

The player should decide if she wants to have a “casuglade, the other is usually made simultaneously. If a
tumbler or a “dedicated” tumbler. A casual tumbler onlshonk or ranger warrior wishes to invest in Hide, the
worries about avoiding attacks of opportunity wheplayer should always try to match Hide ranks with Move
moving threatened areas. A dedicated tumbler tries $@ently ranks. However, there are a few choice ways to
make those hellish DC 25 checks for tumbling throughanipulate this skill setup in a way that does not drain

an area occupied by an enemy. The casual tumblesther characters’ entire available skill point pool every
check to avoid attacks of opportunity really isn’t that difeyel.

ficult to make, and even if the character fails, she can still

move; she just has to deal with the attack of opportunig€ first rule to follow is simple: if the warrior does not

A +5 bonus to Tumble means you can avoid attacks &tve Hide and Move Silently as class skills, only put
opportunity 50% of the time, statistically speaking. WitROints in Move Silently. If you attempt to put points in

a good Dexterity, you can get a +5 bonus at first lev®0th, you will wind up spending all of your points to get
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and Listen checks. If the warrior puts maximum points to choose their target. Since guerillas are dedicated to
just Move Silently, she can travel in the wake of a “legitaking out specific types of enemies and skirmishers
imate” scout character like the party rogue. The rogoéen play “cleanup,” these skills can be their key to
scouts, waits until no one is watching, and lets the wamaximum efficiency early in a battle. Archers with good
rior know when the coast is clear. If there is no line @bmbat mobility skills like Climb and Jump may also
sight to the warrior, no Spot check can be made to detfiatl these skills valuable, as stealth can allow them the
the character. If someone could spot the warrior, wetlpver they need to reach their destination prior to com-
that is whatpotions of invisibilityare for. Unless your bat.

character has to sneak by a hydra in full daylight, the +20

bonus to the warrior’s Hide check should suffice. Listen and Spot

less a rogue, for sheer ranks, but using the skill in t Ot surprisingly, Listen and Spot go together as well as

; : . ide and Move Silently. The skills are both used to
manner listed above will allow the warrior to successful; .
detect enemies before they spot you or, worse, before

cfﬁey are about to catch you flat-footed. Though on the
surface, it may seem that both are of roughly equal value,
As might be obvious, the heavy infantry and cavaliy is normally Listen that is of greater value for the

archetypes will find these skills close to useless. Ndefender. First, any creature with a friendly spellcasting
only are heavy infantry and cavalry characters unlike@mpanion or a cheap potion can turn invisible. But there
to be monks or rangers, but they tend to carry arouisdonly one common spell that helps with quiet move-

The character will never match a monk or ranger, muEI;

ly reach monitored locations either for her benefit or f
the benefit of the scout.

large plates of shiny metal on their bodies. Horses arent:silence Unfortunately for would-be assassins and
also notoriously poor scouts, having given up subtlegpards,silenceextends outwards from them. This not
for the ability to kick a grown man through a barn dooenly potentially hurts them, but it also tips off noisy war-

Hide and Move Silently are of the greatest use for g
las and skirmishers. Choosing their position allows

uetilors when all sound ceases. The only case in which a
theptayer should be concerned about this is when a rogue is
attempting to attack from range between thirty and fif-

How 7O SPEND YOUR PoINTS, OR WHY
GENERALISTS SUCK AT HiGH LEVELS

In general, 3.5 favors the specialist. The game uses an unweighte
gression for skills, attack bonuses, saving throws, and most other i
tant things. As character bonuses and DCs increase, your char
bonus becomes far more relevant than the d20 roll to which it is a
Once the character’s bonus to a die roll exceeds half the die’s a
value, you have passed that point. In other words, once you hit +1
skill, the influence of the random die roll starts to diminish rapidly,
low levels, the die roll makes or breaks a character’s actions; at hig
els, it is often a mere formality.

While it is fine to spend broadly at low levels, especially for skirm
ers, after fifth or sixth level, players should start focusing their warr
points on a fixed number of skills. The skills chosen should be adva
with maximum points every level. If you would have to alternate sp|
ing on a skill every other level, consider cutting it from your list
“must-have” skills. It is better to consistently make checks for one
than to frequently fail checks for two skills.

Also, if a character has enough ranks and bonuses to consistently
skill checks against the only static DCs you care about, do not spef

teen feet of the target. Though this is a notable exception,
it is just that: an exception.

Remember these maxims:

e Number of spells in the PHB that directly increase
d pro- Move Silently: zero
mpor-

L cter’s Number of skill points scouts or defensive warriors

Hdeq. Should put into Listen: as many as you can

€r3g&en allows the warrior to detect enemies on top of

O iMAIl, behind a door, and even under cover of darkness.

Atall a warrior needs to worry about is tipping off enemies

h 1&¥hile scouting or being surprised and flat-footed during
an ambush. Whether the goal is reconnaissance or simple

shdefense, it is always better to have a high chance of mak-

ordng one check to detect an enemy than having two low

\ncefances to detect an enemy.

eNGkrchers or guerillas may also find Spot to be as useful as
0‘fListen, since it can allow them to locate remote targets in
skithe middle of a large battle or in wide-open spaces. For

the ranger archer and the monk guerilla, both of whom
miR¥e access to Listen and Spot as class skills, equal
d étﬁ\{)estment in both can prove to be very useful.

more points in the skill. For example, if you want to use Spellcraft to

identify spells as they are cast, there is no reason to spend any
points on the skill once the warrior’s total bonus is +14. +14 gives
a 55% chance of identifying a 9th level spell, and an even higher c
of identifying lower-level spells (95% versus 1st level spells!), so uf
you want absolute certainty of each spell effect, you're entering
realm of diminishing marginal returns. Of course, for skill checks wi
the DC is an opposed skill check, continual spending may be necs
since what'’s important is having more skill ranks than the other gu

more Survival
you
harfc@rget all about foraging for food and water. Forget
legabout bonuses to Fortitude saves against severe weather.
thekip everything listed in the Survival task table except
heriacking. This is the only application of Survival that has
ssafy significant merit for the dedicated warrior. Tracking
y. is very useful for combat staging as it can tip the party
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off to the size and composition of a group of potentiaharacters with iterative attacks, the bluff is a waste of a
enemies. In many cases, tracking can be an effectfu## attack action and ultimately does not help with itera-
form of “pre-reconnaissance reconnaissance.” You dotiite attacks after the first.

need to risk sneaking into the caves full of ettins to kna
they’re in there. Tracking can also allow a fast-movin ) ) : :
archer, cavalry, or light infantry warrior to locate and ru fourth or fifth level. After that point, the warrior will

down a fleeing opponent who chooses to duck out of t i | most feints agamkstbtargets that_rknatter and will ha\/.eh
battle when no one is looking. the necessary attack bonus to strike most targets wit

their primary attack. However, the clever skill-focused

For rangers, taking ranks in this skill is almost a navarrior can stop spending when they have five ranks in

brainer. They get the Track feat for free, and it can lige skill, since it grants a whopping total of +8 in syner-

useful on a regular basis. For other warriors, it's vegy bonuses to four different skills.

guestionable. Barbarians are the only other characters for

whom it would not be a total waste. Even then, spending Concentration

a feat on Track when it could be spent on Power Attack...

that's a cardinal sin in the Church of Power Gaming. Immediately, this skill seems out of place for warriors.
It's a skill for spellcasters. But if you play a paladin or a

Combat Tactics ranger, it is \{ital for the successful use of spells at_ high_—

er levels. Neither class has a huge arsenal of magic at its

disposal, but a timellgless weaponor longstridercan be

Bluff, Concentration, Escape Artist, Heal, Intimidat€,  ite notent. Unlike wizards, sorcerers, bards, and even

Ride, Sense Motive, and Spellcraft certainly do not seem, casional cleric or druid, paladins and rangers are

to share much in common. With a mixed bag of potentiéq( ected to be in the thick of combat often. If your pal-
applications, the combat tactics skills are often best usgd or ranger is an infantry warrior or guerilla

by a particular warrior archetype to achieve an advantaé]Sncentration is a must to avoid spell disruption.

in combat. These skills will never take the place of & pers and cavalry characters will normally be able to

lucky critical hit, but they can certainly maximize awarkeep a safe enough distance that they can cast spells
rior's chances of success in battle. More than for any\mthout fear of reprisal.

the other skills listed, if a warrior archetype is not listed
in conjunction with a combat tactics skill, assume that it
is a poor investment for that type of character.

VY1e optimal cut-off time for a warrior investing in Bluff

Escape Artist

Bl This skill can be useful for any warrior attacked by a
uff grappling monster or stuck in a web or similar effect. It

is most useful for low-strength warriors, especially

Normally the domain of weakling rogues and bards wh, .5 \who tend to have higher Dexterity than Strength

would rather talk their way out of a fight than get thelt,y 5er base attack bonuses overall. Though monks

hair messed up, Bluff can also be useful for light angde e pest at starting grapple attacks because they have
heavy infantry warriors fighting highly agile opponents ;. ved Unarmed Strike, they are, statistically speak-
At low levels, a quick-footed rogue or a nimble bard Witrhg, at a disadvantage when trying to escape from them
a few protective spells active can be frustratingly diﬁithrough a standard grapple check. The three principle
cult to hit. Most of those low-level characters will NOLjements of a grapple check are base attack bonus,
invest their early skill points in Sense Motive. Thigyonah modifier, and a special size modifier. More
makes them_ ripe for a feint via the Bluff skill. The feianten than not, when going up against a heavy infantry-
nega_\te,s their D_extenty bonus_to armor class for_yOH{an or any other melee warrior type, the monk will be at
warrior's next single attack which can mean the diffefy yisaqyantage for at least two of these statistics if she
ence between a spectacular miss and a solid hit. needs to escape. If the opponent doing the grappling is

It must be said, for several reasons, that this skill is nof@nstrous, chances are that it will be both stronger and
good long-term investment for any warrior except Igrger than the warrior being attacked. In such cases, a
multi-classed rogue looking for some cheap snefkonk with a high Dexterity has a much better chance by
attacks. First, the player must accept that no stand&#é/ing on Escape Artist than on a standard check.

warrior class has_ access to Bluff as a clas_s skill. T'i‘ﬁough overall this skill has a very narrow application,
characters most likely to be frustratingly agile are al%)may be useful for guerillas and archers, who tend to

the characters most likely to have Sense Motive, whigliyt aone and on foot, often separated from their fellow

opposes BIluff. Feint checks also allow the defender 91rty members. An opponent who grapples your warrior

add their base attack bonus to the roll. In the long 'UDith three of your comrades standing adjacent to the

_ s Bluff bonus. Also, the feint takes up YOUL pee _jine for the enemy wizard has a much better chance
warrior’'s standard action and, even if it is successf% make your warrior’s soon-to-be-short life hell.

only applies to the first attack on the next round. For
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creatures yourself. High checks will also allow your
character to tame and train wild creatures like wolves,

Useful primarily for rangers with a steady cash flowv,vhICh are even more useful than standard dogs.

Handle Animal is a poor man’s (or woman's) route tNon-ranger cavalry characters will also find this skill

cheap combat and tracking labor. Summon monstegseful, if expensive and difficult, for the purpose of train-
what? Leadership feat... huh? Why spend valuable spej mounts to perform specific tasks. Usually, however,
and feat slots when guard dogs are 25 gp each? Guaid is not necessary for cavalry warriors to be effective.
dogs have only two hit dice, but they have a high baseill, the synergy bonus to Ride from five ranks in

movement rate, the easily-abused Scent ability (whigtandle Animal can come in useful.

you should feel free to abuse), impressive bonuses to
track, and, most annoying of all, gain free trip attacks on
every bite attack without reprisal. To automatically com-

mand them for trained tasks, all you need is a +9 ffea) is a skill used by warriors to preserve the lives of
Handle Animal, or +11 if they are wounded. their more frail comrades until a party healer can arrive

A ranger with four trained guard dogs is almost guaraﬂr—'d .prowde proper a;‘d. ;Benef;_mal r|r_1|ore| forllthitmolz)|le
teed to make all but the most difficult tracking checkg‘,’a‘crjrlor tydpebs near the rohnt In€, Hea dWI Ofn € q
detect invisible opponents, and run down fleeing oppH[‘ erused by remote archers, occupled guerillas, an

nents with ease. From a min/max perspective, this r]gavy infantry with low movement rates.

awesome. From a role-playing perspective, rangers praffre key to successful first aid use of the Heal skill is
ably shouldn’t use guard dogs as fodder. Be sure to kegReliness. A warrior who is unable to break free of her
a freshly peeled onion under the table when dogs #17&@rent engagements and administer aid at exactly the
die so the DM is confident that you are deeply affectegjht time is useless. A cavalry warrior has the speed of
by the loss. Then wait at least five minutes before pyfrovement to be timely at leisure, as does a light infantry

Handle Animal

Heal

chasing dogs #21-24.

Your DM may charge high prices for pre-trained dogs
other animals. In such cases, you may find it useful ?(f)

character right next to the heart of the action.
§|kirmishers, who specifically play to the current needs
the group, will also find frequent use of the Heal skill

spend more skill points on Handle Animal and train 8 be invaluable.

In terms of character classes, this skill will be best used

DoN'T PLAY THE ROGUE’'S GAME, TOUGH GUY.
You'LL LOsSE. BADLY.

You're playing a warrior. Always remember that. Even a warrior wi
high Intelligence and decent class skills still only gets, at most, six
points per level. Most get two or four. That's pretty pathetic comp
to a rogue. Skills are the domain of rogues and bards. Though the

exceptions to this general rule, do not accept a rogue’s invitatior] to

challenge of skills. In most cases, you will fail. Warriors will do 4
with skills when they are making checks against static DCs. The g
knows what to expect, knows her character's bonuses, and can
make the check with confidence in the outcome.

Think about rogue and bard players in your party. They have
points than they know what to do with, make most checks by a
margin, and typically are given most skill-enhancing magic items

loot is found. How often do they say, “Man, | wish | had some mor

skills to spend all these points on?” How often do they say, “The
fifteen? Oh, | made it by... twenty-two, | guess.” How often do they

“Well, with my twelve ranks, plus six Dexterity bonus, plus five cqm

petence bonus from my cloak, plus two racial bonus for being a hal

plus two synergy bonus...” Do you really want to go up against that?

If your character is particularly well-suited for the use of a partic
skill, by all means, ignore the caution given above. A warrior 1
choose her battles carefully, but do not hesitate to seize the oppo
if you are confident of your chances. But in general, focus on
strength (killing stuff), not on skills.

with rangers and paladins. Both classes have access to
Heal as a class skill, and both classes gain additional
class benefits for having a high Wisdom. Even at low
levels, paladins often fall into the role of second string
healer, so the Heal skill makes a good tertiary backup
th antil the cleric or druid shows up.
Sk"Fhe required check for a first aid check is static, sitting
ared .
e atré':l 15 DC. To guarantee success,.get tk_le basic c_heck up
0 +12 and carry around a healing kit at all times.
et 1OWEVer, for cgsual healers or characters with Heal as a
Iaycrross;—c:llass skill, you may wish to only get the He_al
of eonnus into the +7 to +9 range. As long as your warrior
réaches the dying character with at least an additional
round to spare, your chances of making the check in two
moreunds are extremely high.
hhue%?ote that in particularly brutal campaigns, the DM may
make the path to a fallen comrade difficult to traverse. In
ek ese cases, mounted pavalry warriors will often have the
o best means to get the job done: overruns and bull rushes
%erformed by a large steed with hooves the size of an
ﬂir;g,nemy’s head are generally very effective.
Intimidate
ular
hudBesides being the only speech skill available as a class
turskgll to barbarians and fighters, Intimidate has a very spe-
younific use in battle: demoralizing opponents. On the sur-
face, this looks like it may be more useful than the feint
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option offered by the Bluff skill. After all, the opponent'sfeat, which allows them to feint as a move action. This is
roll to defend has nothing to do with an opposed skilery bad for warriors, since it can open them up to
check and the penalties apply to the target’s rolls, not juspeated sneak attacks every round. Warriors other than
your attacks against the target. Unfortunately, it suffemsonks and paladins will have trouble keeping pace with
the same long-term drawbacks as the feint: the use & eogue’s Bluff skill because of the cross-class skill cost,
standard action wastes iterative attacks at higher levddst in the long run, the warrior classes’ superior base
Also, those who are mostly likely to be cowed by thattack bonus will balance out the Bluff-heavy rogue. For
warrior’s intimidation will typically be less important forthat reason, Sense Motive is a worthwhile investment for
neutralization purposes. Demoralizing a second levaaty melee-oriented character archetype fighting on foot.
rogue for one round is not very important if a raging bafrcher and cavalry characters will find the skill under-
barian is power attacking you round after round. Still, itsed.

can be useful in the right situations.

Though it requires a bit of forethought, demoralization Spellcraﬁ
can be very effective when used in conjunction with Sp8_n the surface, this skill would seem almost worthless

cial attacks like disarm or trip. Make a standard movg . . . :
or warriors, especially since no standard warrior classes

towards the opponent and then demoralize her as ypur . )
. ; ave access to it as a class skill. However, for the archer,
standard action. On the next round, make a disarm or trip

. . erilla, and skirmisher, it can be invaluable. In combat,
attack. Not only will the target be at a disadvantage to fi . ) .
. . e typical use of Spellcraft is for counterspelling enemy
your warrior, but she will be at a penalty to all oppose

attack rolls and ability score checks required for the regad'c: Idenpﬂcaﬂon qf the spell is a key component of
. : ounterspelling, and it can also be a key component of
olution of your special attacks. Another perk of demoral X . : - o
R . ; chPosmg which casters will be annihilated by a warrior’s
ization is that any adjacent allies can take advantage ? i .
} . ) aftacks. It will find the best use with archers who have
the opponent’s shaken state. Even if your warrior does_ . : . ; . ;
. . readied actions covering a field with multiple enemy
not have Improved Trip or Improved Disarm, one of your . .
: . . casters. As a free action, your warrior can try to recog-
allies can still get the job done. . . LT e
nize any spell being cast and determine if intercession is
Overalll, this skill is best taken by barbarians and fightereeded. Failure has no negative consequence. For char-
of the light infantry, heavy infantry, and cavalry archeacters with limited attacks of opportunity in melee com-
types. Archers who rarely enter combat, guerillas wH@t with casters, it can help determine if an attack of
fight opponents with low attack bonuses, and charactegportunity should be used against a specific caster, or if
without Intimidate as a class skill will find it underusedhe warrior should wait for another character to provoke

for the cost. a more important attack.

id For guerillas dedicated to taking out spellcasters, this
Ride skill has another free advantage: identifying spells that

With iling th . . di Iare already in place. When running up to a fragile wizard
Ithout spailing the great mystery, it must immediate Vlge for melee attacks, the last thing a guerilla wants to

be stated that the Ride skill is of paramount importana is find out the hard way that the old geezer is protect-

]Eolthe cavarllry archetype. Tr:jough possession ofda pow&ﬁ'by dire shield As with identifying spells during cast-
ul mount, heavy armor, and numerous mounted com , identifying spells in place is an unlimited-use free

feats is very useful, the Ride skill is necessary for caval=, o \ith no penalty for failure
ry characters to be effective. There is no special trick to '

using the Ride skill successfully as long as the campai

setting permits its frequent use. iEIOW ngh Should YOU GOp

For the dedicated cavalry character, Ride allows frg}% luded to oreviously. it's not alw wise to k
cover, access to a mount’s terrific Jump skill, superio alluded to previously, 1LS not always wise 10 keep

mount movement, and free action mounts and d{g@\_mping up skill ranks indefinitely. Beyond a certain

mounts. Archer characters, especially rangers, may a'i’s()dnt’ you get diminishing marginal retums. What's the

i 0,

find Ride helpful as it allows them to quickly repositionggi‘)l dlfferen_ce” bet\;]veentha 9(,M) chanctetoffs_tljcce;;sNa?d

themselves on an open battlefield. This is useful for rup>"; especially when theres no cost to taiures No

ning down fleeing opponents or moving away fronr1nUCh' Unless you truly have nothing better to spend your
[l points on, you're better off learning a new skill at

incoming attackers. A mounted archer, even on a he } . . .
9 6‘?2& point. Table 4-1 on the following page summarizes

warhorse with plate barding, will still be capable o hat point the tvpical ; hould st q .
evading all but the quickest and most dedicated pursu@llsw at point the typical warrior should stop advancing
in a skill, and the following paragraphs explain why.

Sense Motive Balance:At this point, the character’s ranks and bonus-

es will usually make it more than 75% likely that he’ll

To combat-oriented warriors, this skill is useful for oneross any narrow or difficult surface while running or
thing: protecting against feints, usually from roguesharging, even with one of the worst surface modifiers.
Rogues, being crafty types, may take the Improved Feisiless you regularly cross severely obstructed, slippery,

Page 35

1ae-ig Seo (order #36310)



sloped surfaces less than two inches wide, you shouldraeks. And at that level, it will be pretty rare that an
fine. enemy chooses to grapple instead of using more power-

. . ._ful attacks.
Bluff: Warriors will not be able to successfully feint

against most opponents after about 7th or 8th level. THandle Animal: At fifteen ranks, even slight bonuses to
five ranks in Bluff will give a +2 synergy bonus to fouHandle Animal will allow the character to do whatever
other skills, though. she wants to do with animals. Most characters can even

. . . . et away with ten or twelve ranks.
Climb: Ten ranks of Climb will suffice for all “normal” g y

climbing situations. For exceptional situations, use om&eal: At ten ranks, the character will have at least a 75%
of the myriad magic items that boost Climb to insane leghance of successfully administering first aid. Add
els. bonuses on top of ranks, and it's almost assured. Since

. . .. characters usually get first aid long before —9 hit points,
Conce.ntra'uon: Once_ aranger or paladin reaches f'ﬂeeﬁ\ultiple chances make it extremely unlikely that the
rgnks in Concentra‘qon, they will be ab_le to ca;t d_efepl'eal check won't succeed in time.
sively with a very high success rate. Since their highest
level spell is 4, their highest DC for casting defensiveltide: The first breakpoint is when most “casual” buyers
is 19. Even with only slight bonuses, they will almosthould stop. If the warrior isn’t the primary scout for the
always make their checks. party, she should accompany the primary scout and only

- . o move when the coast is clear. The second breakpoint is
Escape Artist: A monk with Escape Artist is likely to befor warriors like rangers and monks who may, in fact, be

able to escape most grapples by the time she hits fift%ed?ng the majority of the party’s scouting

Intimidate: Up until about this point, it is acceptable to

TABLE 4-1 WHEN TO STOP IMPROVING SKILLS try to demoralize an opponent instead of making a full
attack. After this point, it simply is not; you're wasting
Skill Ranks: two or more attacks a round for every Intimidate check
you make. Once the secondary attack gains a bit of a
0 5 10 15 20+ bonus, lay off the Intimidate unless it's a special occa-
Balance * * Stop - - sion.
BIuff * Stop - _ _ Jump: At five ranks, the casual buyer with slight bonus-
es can be reasonably confident of clearing a 10 foot wide
Climb * * Stop - - obstacle. The five ranks also give a +2 synergy bonus to
, Tumble. Character classes biased towards jumping, like
Concentration  * * ¥ Stop - monks and barbarians, can feel free to buy the skill to the
Escape Artist  * * * Stop - very limit. They will be able to make increasingly absurd

Handle Animal

jumps that their opponents could not dream of clearing.
* * * StOp _
Listen: The casual or “secondary” scout can use five

Heal * * Stop - - ranks in Listen just to remain competitive with low-level
Hide . Stop  * * Stop rogues qnd sneaky monsters of all kinds. If the chgracter
is the primary scout and has Listen as a class skill, feel
Intimidate * * Stop - - free to take it all the way to the maximum allowed.
Jump * Stop * * Stop Move Silently: As described in the skill analyses, Move
. . . . Silently will generally be more important to a “tag-
Listen Stop Stop along” scout than Hide. Accordingly, warriors should
Move Silently ~ * Stop  * * Stop buy up to about ten ranks_ and stop there unless there is a
. pressing need to push it. Dedicated scouts, as usual,
Ride Stop ¥ * * Stop should always max out this skill.
Sense Motive  * * * * Stop Ride: Unless the character is a serious cavalry warrior,
only one rank of Ride is required. That's all that's neces-
Spot * Sto * * Sto . .
P P P sary for taking Mounted Combat and, more importantly,
Spellcraft * * * Stop - the feats beyond it. Anyone who wants to make use of
) . . . . Mounted Combat will need to spend more on the Ride
Survival Stop skill, but the exact amount depends on the level of com-
sSwim * * Stop  * Stop mitment to fighting from horseback. Cavalry c_harapters,
on the other hand, should always max out this skill and
Tumble * * Stop  * Stop use it to full effect.
* Keep adding skill points. Sense Motive:If feints from rogues are really a big
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problem, characters with Sense Motive as a class skill will need to continually advance the skill. If the rogues aren’t
feinting you that often, or if the warrior’s class doesn’t have good access to the skill, don't bother with it.

Spot: As with many of the combat staging skills, Spot doesn't need to be advanced much for the secondary scout or
guard. For primary scouts and guards, it should be kept at maximum ranks.

Spellcraft: For guerillas, fifteen ranks marks the spot where spell identification starts to become really easy. Even a
9th level spell will have a 50% chance of being identified. With even slight bonuses, guerillas should have no prob-
lem.

Survival: A ranger will want to continually keep this skill at maximum ranks as the DCs for tracking can be high.
Besides, few things are more satisfying than telling the DM that you made the check to track the moonlit week-old
grig trail over snow-covered stone.

Swim: Archers, guerillas, and light infantry can comfortably stop at about ten ranks in Swim. This will allow them
to make their checks more often than not, even if the water is fairly choppy. Cavalry, heavy infantry, and some skir-
mishers in heavy armor will need to max this skill out or find reliable magic to prevent their deaths when they fall
into water in their armor.

Tumble: Tumble effectively has two breakpoints which are important for the character. The first is ten ranks, which
makes it very likely for them to be able to tumble past opponents without provoking an attack of opportunity. If the
character wants to reliably tumble through a blocked area, she is going to need close to twenty ranks or significant
bonuses.

Synergy Recap

It's been said before but it's worth saying again: if you're going to take a skill, take at least 5 ranks, because more
often than not that will give you a synergy bonus. The Skills chapter in the PHB has the super-handy table 4-5 for
identifying which skills give synergies to which other skills. Read it carefully and keep it in mind as you allocate
your skills. For the typical low-skill-points warrior, skill synergies are not a common occurrence, but simply being
aware of the possibilities might change the way you build your character.
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Chapter Five

Feats

Deciding your feat selection is one of the most importaBb how do you avoid taking the wrong feats? This chap-
parts of character generation. Where a spellslinger haswill give a comprehensive overview to help you plan
arcane magic, a thief has skills, and holies have grantedir warrior’s feats throughout his career. We're not
powers or class features, warriors often have a smali@ing to level a bunch of forests by droning on about the
and weaker assortment of class features. Those warriwmsthless ones, except for maybe a few words here and
overlapping with wizards or druids find their spell capat¢here about fool's gold. Instead, we’'ll spend our time
ity is sorely limited and learn quickly not to depend otalking about the best feats in the game, focusing on the
them. This is where feats come in. core feats in a given feat tree.

Several things affect a feat's usefulness, such as the cam- ,

paign world, contextual usefulness, or even a long list of FGOI s Gold

mediocre prerequisites. Worse, you start working for a

prestige class only to discover that the class doesn’t fuhots of feats look cooler than they actually are. In fact,

tion as you thought, and now you're stuck witlmany are common feats that seem enticing on paper, but

Endurance and Alertness — ugh! Screwing up your féatplay, they suck. Here’s a list of the prime offenders.

selection has far greater consequences than any offtegy’re rarely a good choice for warriors

department in your character. See, a bad spell can be

replaced. A handful of poorly thought-out skill point Skill Buff Feats (SBFS)

placements is no big deal. But typical characters get

seven feats. Period. And unless you're human, or sagy feat that adds a +3 bonus to one skill or +2 bonus to

fice other potential cool abilities for levels in fighterX and Y checks are SBFs. Such feats include Acrobatic,

you're pretty much stuck with just a few feats. Agile, Deceitful, and the rest. These are common
through the d20 system. In fact, for warriors they are like
viruses, deluding the player into thinking that a Hide

its own feat tree. Its branches are Cleave, Improved Sunder,
Cleave, and so on. The PHB has several species of feat trees a
are as follows:

Weapon Focus

check of +27 is just that much better than +25, like Spot

WHAT’S A FEAT TREE? +3 will make that much difference over Spot +1. Maybe

these skills are acceptable for other classes, or for role-

Feat trees are the obvious combos in the feats chapter of the PHB. Th&ying (like that matters), but for characters built to
usually start with a basic feat, then progress into a list of other feat$ witlaximize killing potential, count these as wasted feats.
the basic feat as a prerequisite. For example, Power Attack is the Fot of

reat Armor Feats

d they
Another stinker is the Armor Proficiency feats. It seems
these were included for completeness, mechanics, and

Armor Proficiency Combat Expertise for options, but in fact they have next to no impact on

Dodge Endurance game play. Some warrior classes have a limited selection
. of armor, true. However, if you want to beef up your

Improved Unarmed Strike Mounted Combat armor selection, just take a level in fighter. Then you get

Point Blank Shot Power Attack all _the weapons and armor one could possibly ever want,

while gaining a bonus feat to boot.
Shield Proficiency Spell Focus
Spell Penetration Two-Weapon Fighting Metamaglc and Item Creatlon F eats

In almost every case, there are better feats for warriors to
invest in than sacking a feat for a quirky metamagic feat,
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or the experience-point draining item creation varietimproved Sunder: Sunder seems like a great tactic, bet-

However, the paladin would do well to invest in Brewer when used by heavy hitters such as cavalry, heavy
Potion. Lacking the martial punch of the other combatfantry, and the occasional beefy skirmisher. The way
characters, the paladin can fulfill other needed rolestime rules are set up, hitting and destroying a piece of
the party through simply manufacturing potions and oilsquipment is easy. The only annoying part is the attack
Just think — an entire party withlessedveapons! And of opportunity the special attack provokes. This takes

with potions of cure light woundsr everyone. care of that problem easily. Considering that the only feat
prerequisite is Power Attack, itself a useful feat for heavy
Miscellaneocus Suckness hitters (not to mention one which potentially augments

the results of a successful sunder attempt), Improved
Several other feats defy classification. They may lodkunder is a good value, right?

good on paper, but have very limited usefulness. This is all true. However, any time you destroy a piece of

Endurance: It doesn’t matter how you dress this up, thigquipment on the battlefield, you destroy a part of your
feat still reeks, even as a prerequisite to Diehard. Whatrigasure. Say the big scary ogre fights with2agreat-

sad is that Endurance covers all the rules most DMs glé#¢b and is making mince meat out of your frontline. Do
over, such as sleeping in armor, extended swimmir¢@u sunder? Hell no. Disarm, trip, or anything else
extended running, and so on. When compared to Cle@ghieves a similar result, putting the opponent at a disad-
or Spring Attack, there is really no reason to dump one\@ntage, while keeping that tasty 2,000+ gp intact. Say
your seven feats here. However, if you're playing ¥ou're fighting a bunch of orcs. Do you sunder their
fighter, and you have a spare feat at around 12th lewsgapons or do you hack them apart? | think the answer
like so many do, go ahead, Diehard could be worth it.is obvious. The only time to use sunder is when your

opponent is using an item of no value to you, such as an

Improved Initiative: This is an example of how a featy weapon, artifact, poison and so on. Otherwise,
looks great, but actually sucks. Giving its greatest bengseathe this feat.

fit to the rogue and spellcasting classes, Improved

Initiative offers no tactical advantage to warriors whaffoughness:Toughness is almost unequivocally one of
soever. Melee warriors often benefit from going aftéhe worst feats for any character. It is even less useful for
their opponents. Most opponents start separated by manarrior. At low levels, the bonus hit points can be mar-
than five feet on the battlefield. This means that if theginally useful, occasionally saving a character from
wish to engage in melee, they need to close the distar@@ing down, but as the levels increase, so to do the
Moving more than five feet means they only get a singignounts of damage dealt to your character. High level
attack — whereas if they only step five feet, they can tak@aracters, especially fighters, often don't enter the
the full attack action and swing, swing, swing! Givefying state at all. Instead, they will frequently go from
two combatants separated by any significant distang@sitive hit points to well below -10. As challenges rise,
the first combatant to make an attack almost alwatfe warrior will feel the significance of that three-point
winds up making a single attack, followed by the opp®&uffer less and less. When a 14th level fighter with 30 hit
sition’s full attack. The higher the levels of the warrioroints left gets roasted by a red dragon’s 72-point fire
the worse the loss — if both characters have three attagitack, which will be more useful: +3 hit points, or +2 to
the first attacker loses two attacks simply to get in tfiReflex saves?

first blow! Since warriors rarely drop significant oppo-

nents in a single attack, this actually makes the slower -
warrior more likely to win the battle. All Star Feats

Improved Overrun: The problem with Improved What follows is analysis of the feats you ought to take. If
Overrun is that it actually takes away a potential advaitis not mentioned here or as a fool’s gold feat, it's prob-
tage for your warrior. If we determine that the purpose ably safe to take, but it's not going to help all that much
an overrun is to move past someone, and that the purpeisiger. Here, you're going to see all the analysis one
of a bull rush is to push someone back, Improved Oveould ever want, with tables comparing Power Attack
run makes itnore difficultfor your character to succeedand damage dealt to standard attacks, the effects of
at an overrun because it disallows the target from st&pembat Expertise, and great combos for the others. As
ping out of the way. If all targets are forced to block, yodeats are the bread and butter for most warriors, you’'d
warrior always has to roll a check. Granted, you havebatter pay close attention. Oh, and in case | forget, the
+4 bonus to that check, but having to make a check atfalits here are organized by tree, with the bad limbs
is worse than a forfeit by the defender. The other thingpeuned. Don't look for Weapon Focus in this chapter, as
remember is that overruns do not provoke attacks tbht feat tree gets some discussion under the fighter class
opportunity like a bull rush. Ultimately, Improved Bullin the Classes chapter, and Two-Weapon Fighting is
Rush will help you make bull rushes far more thamnder combat styles in the Combat chapter.

Improved Overrun helps overruns. If you just want to

knock someone over, that's what the trip action is for.
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TABLE 5-1 1S SUPER IMPORTANT

Dog-ear this page. All of the following tables compare to the 5-1 to show
the most basic chances for a warrior to hit an opponent based on BAB
and AC, using a constant damage value.

TABLE 5-1: STANDARD ATTACK PROGRESSION FOR UNMODIFIED WARRIOR BAB wITH
UNMODIFIED LONGSWORD
Average Typical Chance of Hitting and Damage Per Round Versus Given AC

BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage

+1 4.5 0.35 1.575 0.1 0.45 0.05 0.225 0.05 0.225

+2 4.5 0.4 1.8 0.15 0.675 0.05 0.225 0.05 0.225

+3 4.5 045  2.025 0.2 0.9 0.05 0.225 0.05 0.225

+4 4.5 0.5 2.25 0.25 1.125 0.05 0.225 0.05 0.225

+5 4.5 0.55  2.475 0.3 1.35 0.05 0.225 0.05 0.225

+6/+1 4.5 0.95 4.275 0.45 2.025 0.15 0.675 0.1 0.45

+7/+2 45 0.9 4.05 0.55  2.475 0.2 0.9 0.1 0.45

+8/+3 4.5 1 4.5 0.65 2.925 0.25 1.125 0.1 0.45

+9/+4 4.5 1.1 4.95 0.75 3.375 0.3 1.35 0.1 0.45

+10/+5 4.5 1.2 5.4 0.85 3.825 0.35 1.575 0.1 0.45

+11/+6/+1 4.5 1.8 8.1 1.05 4.725 0.5 2.25 0.2 0.9

+12/+7/+2 4.5 1.95 8.775 1.2 54 0.6 2.7 0.25 1.125

+13/+8/+3 4.5 2.1 9.45 1.35 6.075 0.7 3.15 0.3 1.35

+14/+9/+4 4.5 2.25 10.125 15 6.75 0.8 3.6 0.35 1.575

+15/+10/+5 4.5 2.3 10.35 1.65 7.425 0.9 4.05 0.4 1.8

+16/+11/+6/+1 4.5 2.75 12.375 1.9 8.55 1.1 4.95 0.55 2.475

+17/+12/+7/+2 4.5 29 13.05 2.1 9.45 1.25 5.625 0.65 2.925

+18/+13/+8/+3 4.5 3.05 13.725 2.3 10.35 1.4 6.3 0.75 3.375

+19/+14/+9/+4 4.5 3.2 14.4 2.5 11.25 1.55 6.975 0.85 3.825

+20/+15/+10/+5 4.5 3.25 14.625 2.6 11.7 1.7 7.65 0.95 4.275

How to read Table 5-1:This table isn't nearly as complicated as it looks. Let’s look at the fifth line. This tells you the stats for a
warrior with a BAB of +5. He’s using a longsword (that's the point of the example), which does 1d8 damage on a hit. The averag
result for a 1d8 is 4.5, so that's the “Average Damage” column. The mess of numbers that follows is pretty straightforsigrd. Bas
on the basic math for calculating hit percentages (which is explained on page 16), a fighter with a BAB of +5 has a 5%t thance
0.55 on the table above) of hitting an AC 15 opponent. So he basically has a 55% chance of doing damage each round. Thus,
multiply the average damage (4.5) by the chance of doing damage each round (in this case 0.55) to get the typical dameége per rc
against that AC (in this case, 2.475 points). If the +5 warrior fought an AC 15 opponent for 10 rounds, he would do, on averag
24.75 points of damage (2.475 x 10).

Right now this table might not seem too amazing, but wait till you see the comparisons that follow. Then you'll see wiortfs im
tant...
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Combat Expertise Tree TREE ENTRIES EXPLAINED

Number of Feats in Tree:5 Number of Feats in Tree:This is the total number of feats in the tre¢e,
including the bad ones.

U

Additional Trees Required?: Yes, Dodge - _ _
Additional Trees Required?: Lists what other trees are necessary to

Entry: Int 13 take the whole tree, if any.

Exit: Dex 13 Entry: The prerequisite stat to take the first feat in the tree

Archetypes: The guerilla is the most apt to take this trepgxit: The prerequisite stat to take the last feat in the tree.
but usually can only attain the prerequisites by 4th level

if using the stat array in Chapter 1. Archetypes: Based on required stats, and referring to Chapter 1: Ability
Scores, this lists which archetypes are likely to make use of the trge.

Combat Expertise

Many players see Combat Expertise as an awesome and easy way to boost their AC without much in the way of draw-
backs, and in a party of just one character, this is true. However, by dropping your attacks to boost your AC, you
reduce your chances to hit in a round, allowing the monsters more opportunities to hit you and more importantly,
your allies. If your allies fall dead, you're pretty much dead meat too. The best time to use Combat Expertise is
against heavy hitters with a low AC. This lets you minimize your chances of being hit, while still giving you a good
chance of hitting your foe as well. Check out the comparison below. At 1st level, the warrior’s AC increases by +1,
+2 at 2nd, +3 at 3rd, +4 at 4th and +5 at 5th and above. His attack bonus (“Adjusted BAB” in the table) decreases

by the same amount. The result is that the warrior hits about half as much as a standard warrior and does about half
as much damage at the higher levels.

TABLE 5-2: MAX'D COMBAT EXPERTISE
Adjusted BAB Average Typical Chance of Hitting and Damage Per Round Versus Given AC
(Expertise Mod) Damage 15 Damage 20 Damage 25 Damage 30 Damage
+0 (-1) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-2) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-3) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-4) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+0 (-5) 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+1/-4 (-5) 4.5 0.45 2.025 0.15 0.675 0.1 0.45 0.1 0.45
+2/-3 (-5) 4.5 0.4 1.8 0.2 0.9 0.1 0.45 0.1 0.45
+3/-2 (-5) 4.5 0.5 2.25 0.25 1.125 0.1 0.45 0.1 0.45
+4/-1 (-5) 4.5 0.6 2.7 0.3 1.35 0.1 0.45 0.1 0.45
+5/+0 (-5) 4.5 0.7 3.15 0.35 1.575 0.1 0.45 0.1 0.45
+6/+1/-4 (-5) 4.5 1.05 4.725 0.5 2.25 0.2 0.9 0.15 0.675
+7/+2/-3 (-5) 4.5 1.2 54 0.6 2.7 0.25 1.125 0.15 0.675
+8/+3/-2 (-5) 4.5 1.35 6.075 0.7 3.15 0.3 1.35 0.15 0.675
+9/+4/-1 (-5) 4.5 1.5 6.75 0.8 3.6 0.35 1.575 0.15 0.675
+10/+5/+0 (-5) 4.5 1.65 7.425 0.9 4.05 0.4 1.8 0.15 0.675
+11/+6/+1/-4 (-5) 4.5 1.9 8.55 1.1 4.95 0.55 2.475 0.25 1.125
+12/+7/+2/-3 (-5) 4.5 2.1 9.45 1.25 5.625 0.65 2.925 0.3 1.35
+13/+8/+3/-2 (-5) 4.5 2.3 10.35 1.4 6.3 0.75 3.375 0.35 1.575
+14/+9/+4/-1 (-5) 4.5 2.45 11.025 1.55 6.975 0.85 3.825 0.4 1.8
+15/+10/+5/+0 (-5) 4.5 2.6 11.7 1.7 7.65 0.95 4.275 0.45 2.025
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Improved Trip

This feat is extraordinarily powerful for the right characters. Improved Trip, like Cleave, is a “reward for winning”

feat. Not only does it make the mechanics of pulling off a trip maneuver more favorable for the warrior, but he als
receives a bonus attack whenever he succeeds. On top of those sizeable benefits, there’s the implicit attack of opj
tunity the warrior will get when the poor sap tries to regain her feet. Combined with an adjacent ally, this sets th
opponent up for a brutal series of attacks, with the advantage of targeting a prone opponent. You can make this j

that much nastier by using it while mounted. The character gains an addition +1 for higher ground, and with a char
and a lance, let’s just say it's over for that bad guy.

Touch attacks are a breeze against most foes, removing the opponent’s natural, armor, and shield bonus to his |
The table below assumes the character makes the trip on the first attempt and shows the effectiveness of the sec
(normal) attack against the tripped sucker’s penalized AC. (Remember the —4 AC penalty for being prone in melee
Compare this table to Table 5-1 for an accurate mechanical comparison.

The advantage of Improved Trip is obvious. You make an initial attack at a lower AC (because it's a touch attack
then if you make the Strength check (which you get a bonus to thanks to the feat), you get a normal attack at a lov
AC, plus attacks of opportunity when the guy tries to stand up. And if he doesn't try to stand, he's got a -4 AC an
attack penalty until he does. If you think you can win that opposed Strength check, you can’t go wrong with this fea

TABLE 5-3: THE ADVANTAGE OF IMPROVED TRIP: 2ND (NORMAL) ATTACK AGAINST
TRIPPED OPPONENT
Average Typical Damage Per Round Versus Given AC at -4 Penalty

BAB Damage 11 (15) Damage 16 (20) Damage 21 (25) Damage 26 (30) Damage
+1 4.5 0.55 2.475 0.3 1.35 0.05 0.225 0.05 0.225
+2 4.5 0.6 2.7 0.35 1.575 0.1 0.45 0.05 0.225
+3 4.5 0.65 2.925 0.4 1.8 0.15 0.675 0.05 0.225
+4 4.5 0.7 3.15 0.45 2.025 0.2 0.9 0.05 0.225
+5 4.5 0.75 3.375 0.5 2.25 0.25 1.125 0.05 0.225
+6/+1 4.5 1.35 6.075 0.85 3.825 0.35 1.575 0.1 0.45
+7/+2 4.5 1.45 6.525 0.95 4.275 0.45 2.025 0.15 0.675
+8/+3 4.5 1.55 6.975 1.05 4.725 0.55 2.475 0.2 0.9
+9/+4 4.5 1.65 7.425 1.15 5.175 0.65 2.925 0.25 1.125
+10/+5 4.5 1.7 7.65 1.25 5.625 0.75 3.375 0.3 1.35
+11/+6/+1 4.5 2.3 10.35 1.65 7.425 0.9 4.05 0.4 1.8
+12/+7/+2 4.5 2.4 10.8 1.8 8.1 1.05 4.725 0.5 2.25
+13/+8/+3 4.5 2.5 11.25 1.95 8.775 1.2 54 0.6 2.7
+14/+9/+4 4.5 2.6 11.7 2.1 9.45 1.35 6.075 0.7 3.15
+15/+10/+5 4.5 2.65 11.925 2.2 9.9 15 6.75 0.8 3.6
+16/+11/+6/+1 4.5 3.25 14.625 2.6 11.7 1.7 7.65 0.95 4.275
+17/+12/+7/+2 4.5 3.35 15.075 2.75 12.375 1.9 8.55 1.1 4.95
+18/+13/+8/+3 4.5 3.45 15.525 2.9 13.05 21 9.45 1.25 5.625
+19/+14/+9/+4 4.5 3.55 15.975 3.05 13.725 2.3 10.35 1.4 6.3
+20/+15/+10/+5 4.5 3.6 16.2 3.15 14.175 2.45 11.025 1.55 6.975
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. . remaining three gnolls, he’ll hit 1.65 times, likely killing
Whirlwind Attack a fifth gnoll, but not a sixth.

The big difference between Great Cleave and Whirlwing short, against the gnolls, this fighter did far better with
Attack is where and when you take the extra attackghirlwind, able to drop at least one more opponent. The
Both feats allow you to make attacks at multiple oppgame chances are basically there for the Great Cleave
nents, but Great Cleave requires you to drop a targstion, and for lucky characters, they very well could kil
whereas Whirlwind attack allows you to take a numbeff all the bad guys with great rolls. Nevertheless, statis-
of attacks at all foes you threaten. While it's often best tigally, the Whirlwind Attack character hits and Kkills
devote your full attention to one foe at a time, droppingore foes than the Great Cleave character.

it before focusing on another, there is an advantage to

Whirlwind Attack that Cleave just cannot give you.
: ey Dodge Tree

When making a cleave attack, your extra free attack uses

the attack modifier of the last attack made. Whirlwingjymber of Feats in Tree:3
Attack lets you attack all of your opponents at once with

your highest attack bonus. The route to choose depeAdilitional Trees Required?: No
on the types of foes and your positioning in combat. I‘gntry: Dex 13
you're surrounded by a bunch of little guys, whose hit

points on average are equal to or less than your maxkit: Dex 13

mum damage, use this feat. On the other hand, if your

foes are bigger and nastier, stick with the Great Cled&netypes: Archers, guerilias and skirmishers all do
option, dropping one at a time. well with this feat tree, being able to spend feats on this

tree at 1st level.
To demonstrate the differences, we’ll run two scenarios
comparing the two feats. Our hero is a 6th level human Dodge
fighter surrounded by 8 bad guys with 11 hp each. Our

fighter has Str 16, Dex 14, and the following feats: 19bodge has limited applications for characters fighting in
level: Combat Expertise, Dodge, Mobility; 2nd-levelihe heart of the conflict. Ultimately, Dodge is less useful
Power Attack; 3rd-level: Cleave; 4th-level: Springhan Combat Expertise, though Dodge does not require
Attack; 6th-level: Great Cleave, Whirlwind Attack. Hishe character to sacrifice anything for her dodge bonus.
melee attack is arl greatsword at +10/+5 melee The good news, however, is that dodge bonuses stack

(2d6+5/19-20), dealing 12 points of damage on averagied this feat can be used in conjunction with Combat
per hit. The bad guys are CR 1 gnolls (EL 6) with AC 1Bxpertise.

and 11 hit points each. In this comparison, the gnolls sur- o

round the fighter. In the first example, the fighter uséd!e lure of Dodge comes from the fact that it is a pre-

Whirlwind Attack. In the second example, the fightei@quisite for both Mobility and Spring Attack. Before

_ _ _ feats for their genuine usefulness for your character. If
Note: There’s one important thing to remember with thigou don’t plan to purchase either of those feats further

feat: By making a Whirlwind Attack, you forfeit anydown the road, it is hard to recommend Dodge.
extra attacks ordinarily gained by Cleavehaste _ )
Table 5-4 (following page) shows how many hits you

Whirlwind Attack Option: The fighter makes eight should take per round, based on your AC and your oppo-

separate attacks against each of the opponents. With agiit's attack modifier. To calculate how many hits you'll

given attack, he should hit 80% of the time, so for eighike over multiple rounds, simply multiply the fraction

rolls, he should hit 6.4 times, killing at least six of thﬁy the number of rounds of combat. For example, Rex

gnolls. the Barbarian has AC 18. The monster has a melee attack

Great Cleave Option: The fighter makes a full attack, bonus_of .+4' Lool_<|ng at the table, that means the mon-
er will hit 0.35 times per round on average. Over five

5K

with the same chances of hitting and killing his target i )

. g ; ropunds of combat, Rex should take 1.75 hits or, rounding

in the above example. Statistically speaking, he shm(:éﬁf 2 hits. If Rex has the Dodge feat, his AC climbs to
9

om0 ; A
hit 80% of the time with his first attack (the one at a +1, " Over five rounds, Rex would instead take 1.5 hits,

bonus). If things go well, he'll hit with 80% of his first . . L :

five attacks; and if things go really well, he’ll hit with the;oundlng_ Oﬁl’_ pr:f{)bably 0”|)|/| 1 h'f' Bu;(’)t/he S;at'f_t'ca! dltfh

first four attack rolls, meaning he drops a gnoll with hi rence is shight — generally only a 57 reduction in the
ance of taking a hit each round. You have to go

normal attack then Kkills three more with a cleave. B h twenty monster attacks before this feat has sta-
after missing that fifth roll (which, statistically, he will), " oudn tWenty monster attacks be
tl§gcally really helped you.

he has to start using his second attack (the one with a
bonus), which only has a 55% chance to hit. He has only
slightly more than a 50/50 chance of getting a cleave on
this next attack. Over the course of three swings at the
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To see the effects of Mobility, simply refer to Table 5-4
and adjust your AC up by 4 for attacks of opportunity, or
cIor AoOs made by your Dodge target.

Mobility

Ideal for archers and skirmishers, useful for heavy ag
light infantry, Mobility has only one, mildly useful, pre- .
requisite: Dodge. Archers and skirmishers find they often Spring Atfack
need Mobility to get away from melee opponents, and . . .
the infantry characters will often have to deal with co >pring Attack is Ies_s of a warrior feat gnd more of a com-
ering large threatened areas to reach a target. Cav @trog.ue.feat, but it does haye og:casmnal uses for gueril-
characters are better off using their Ride skill to take™ skirmishers, gnd some I|ght |nfar_1try chg_racters. The
cover when they are attacked while moving into a awback.to Spring Attack is that it sacrifices a full
through threatened spaces. Guerillas typically will nS‘E,taCk action fo.r a move and a standard attack. Though
face extraordinarily dangerous melee opponents, thOL{QIHS may be fine for Iow_—level characters, thg fegt
they may find Mobility useful if they are regularly ecomes Ie;s useful at higher levels, whgre iterative
harassed on their way to more important targets. attacks are important. On the other hand, if you know
you have to move through the enemy’s front ranks, you
When using this feat, it is important to specify the mostain use Spring Attack to move, engage, and then move
dangerous adjacent melee opponent as your Dodge tapgest the defender to get to the real target. This allows you
for the round. This effectively changes your dodge bontsmake an attack, and keep moving towards your goal.

to armor class to +5 when that opponent takes her att?.Ck toct i ¢ h infant h ¢
of opportunity against you. n perfect circumstances, a heavy infantry character

TABLE 5-4: CHANCES OF A HiT BASED ON YOUR AC AND ENEMY'S ATTACK MODIFIER
Enemy Your AC

Attack 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25
+0 055 0.5 045 04 035 03 025 02 015 01 0.05 0.05 0.05 0.05 0.05 0.05
+1 06 055 05 045 04 035 03 025 02 015 0.1 0.05 0.05 0.05 0.05 0.05
+2 065 06 055 05 045 04 035 03 025 02 015 0.1 005 0.05 0.05 0.05
+3 07 065 06 055 05 045 04 035 03 025 02 015 01 0.05 0.05 0.05
+4 075 0.7 065 06 055 05 045 04 035 03 025 02 015 0.1 0.05 0.05
+5 08 075 0.7 065 06 055 05 045 04 035 03 025 02 015 01 0.05
+6 085 0.8 075 0.7 065 06 055 05 045 04 035 03 025 02 0.15 0.1
+7 09 085 08 075 07 065 06 055 05 045 04 035 03 025 02 015
+8 095 09 085 08 075 07 065 06 055 05 045 04 035 03 0.25 0.2
+9 095 095 09 085 08 075 07 065 06 055 05 045 04 035 03 0.25
+10 095 095 095 09 0.85 0.8 075 07 0.65 0.6 055 05 045 04 035 0.3
+11 095 095 095 095 09 0.85 0.8 075 07 0.65 0.6 055 05 045 04 0.35
+12 095 095 095 095 095 09 0.85 0.8 075 07 0.65 0.6 055 05 045 0.4
+13 095 095 095 095 095 095 09 0.85 0.8 075 0.7 065 06 055 05 045
+14 095 095 095 095 095 095 095 09 0.85 0.8 075 0.7 065 06 055 05
+15 095 095 095 095 095 095 095 095 09 0.85 0.8 075 0.7 0.65 0.6 055
+16 095 095 095 095 095 095 095 095 095 09 0.85 0.8 075 0.7 0.65 0.6
+17 095 0.95 095 095 095 095 095 095 095 095 09 085 0.8 0.75 0.7 0.65
+18 095 0.95 095 095 0.95 095 0.95 095 095 095 095 09 0.85 0.8 075 0.7
+19 095 095 095 095 095 0.95 095 095 095 095 095 095 09 0.85 0.8 0.75
+20 095 0.95 095 095 095 095 0.95 095 095 0.95 095 095 095 09 0.85 0.8
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would be able to tackle the hard-hitting opponents by
herself, but sometimes that isn't possible. Also, the light The Rest Of the Tree

infantry character may be the only true warrior in th1:“he other feats in this tree are self-explanatory. No one

party. In those circumstances, Spring Attack may be use- . .
ful. Skirmishers and guerillas, who often have to movceomplams when they can automatically deflect a ranged

into, through, and out of threatened areas, also find t\ﬁﬁapon,. or catch the weapon anq hurl it back from
. ) whence it came. Improved Grapple is cool as a defensive
feat useful, but still not consistently.

measure to stave off being swallowed whole and the like.
If a player finds the need to be in multiple places at ont#oreover, even Stunning Fist isn't too bad. The big
on the battlefield, constantly harassing a number pfoblem, though, is that if you're attracted to these feats,
opponents, try to think of the Spring Attack’s movemeiitst go after the monk class and don’t waste your time
like a knight’s chess piece. Bounce off the initial targéere as one of the other archetype characters. Dabbling
then hop next to another enemy to threaten them. If theone or two here is okay, but this should not be the first
warrior needs to move out of that threatened space onfgrt tree selected for any non-monk warrior.

next turn, the player can assign her character's Dodge

bonus to the threatening character, leaving the Mobiliky

bonus to help deflect the majority of the potential hak- HE & HGHT’ s GUE ’ o
ards. However, movement from Spring Attack never prp- T GUERILLA'S F RK

vokes A0Os from the defender. If used in this way, th§p, chess, there is a common maneuver employed with the knight
player will have to think ahead of the turn, much like theq5|jeq the “knight's fork.” Knights are peculiar in chess because the
cavalry players employing Ride-By Attack. Given room;,mn over pieces on their moves. They must always move in af
to move, the warrior can also cause dread and apprehelliane: two spaces forward, one space over. Because of this, knig
sion in a number of weaker opponents, employing theynsssible to contain using other pieces as barriers. They can o
same tactics as used in the classic chess maneuver knoWhtained strategically. It is dangerous to let an enemy knight
as the knight's fork (see sidebar). around in a section of the board densely populated with your pieg
the knight gets into a sweet spot, it can effectively threaten one, ty
even three pieces without fear of immediate capture or reprisal. T
the danger of the fork: it forces the defender to make difficult decis
Lose your bishop or lose your rook? No player wants to decide, be
either choice results in a painful loss.

piece
/ can
L
hts are
nly be
hop
es. If
o, or
his is
ons.
cause

Improved Unarmed

Strike Tree
Number of Feats in Tree:5 Highly mobile guerillas (especially monks) and' some Iig.h'F infa
characters can also force the enemy to make difficult decisions.
guerilla makes effective use of their movement rate in conjunction
the Tumble skill and the Mobility and Spring Attack feats, they can
themselves in positions where they have the option of attacking d
ent opponents from round to round. Normally, the “whittle do
method of attacking opponents is not preferred to simply beating

ntry

f the
with
put
iffer-
vn”
one

Additional Trees Required?: No
Entry: None
Exit: Dex 15, Wis 13

Archetypes: In a perfect world, an archer should neve

F'opponent to death round after round, but showing yourself to be a

otent

be in a situation where he would use these fedt§nreat to multiple targets at once can quickly put the enemy on the defen-

However, he meets the prerequisites, and ImproVv
Unarmed Strike is useful when the bad guys close on
position, letting the archer drop his bow as a free acti

e_§ive. Instead of assuming that you won't attack or assuming that they'll
ht§et in a solid attack of opportunity, enemies will start to ready actjons,
Dhove to engage, or try to move to a safe distance. You are forcing them

and lash out with an unarmed full attack that doesn’t piiorg react to what you might do instead of what you will do. When |you
voke an AoO. Light infantry, especially monks who g&taccomplish that, you are not only wasting their time, but dictating fheir
many of these feats free, do well with this tree, as flactions. The warrior who dictates the actions of her opponents ggins a

skirmishers, though they have to divert some of the aRilsjgnificant measure of control over the battle at hand.
ity score improvements to Wisdom to exit the tree.

Improved Unarmed Strike

This feat only ever comes into play if your character is
disarmed. Otherwise, you probably won’t see much use
out of it unless you’re a monk. The good news is that
you're never, ever disarmed. Having your hands free
helps with grab attacks, and is great for grappling, letting
you deal lethal damage instead of nonlethal and more.
However, unless you have the monk’s ever-increasing
damage die for these attacks, a weapon is your best bet
for fighting.
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Ride-By Attack can only be used in conjunction with a

MOUI’)t@d Ccmbat Tree charge. You need a minimum of 10 feet for the charge,

but have a maximum of twice your mount’s movement.

Number of Feats in Tree:5 When choosing your target for the round at hand, think
N . about where the enemies may be next round and what
Additional Trees Required?: No spaces you can move to at the end of this round. Ideally,

at the end of every Ride-By Attack, you should be in a
position that will potentially allow you to do a Ride-By
Exit: None Attack on two enemies. This makes it almost impossible
) _for the enemies to predict whom you are going to attack.
Archetypgs. Cayalry, of course, should put every ava'IAs a result, if they choose to ready actions against you,
able feat into this tree.

at least one of them will waste their turn.

Entry: None

Mounted Combat Another optimal choice for employing Ride-By Attack is

attacking on the flanked side of an opponent. Ideally, the
A must for any cavalry character, Mounted Combat @avalry character should make her charges perpendicular
both useful and the foundation for all other cavalry-orio the standard advances of enemies and allies. Once two
ented feats. With the exception of archers, it is rare tiegtemies meet in melee, they will often retain that facing.
any other warrior archetype is more annoying than calhis gives the cavalry warrior repeated opportunities to
alry. Given that after a few levels a cavalry warrior ide perpendicular to the enemy’s facing and strike from
more difficult to kill than her mount, the mount willthe space opposite their ally. Combined with the bonus
eventually be the object of enemy ire. Mounted Combiiom charge, this gives the warrior a respectable +4
and a high Ride skill can help keep the cavalry warrioratack bonus.

trusty steed safe from any harm requiring an attack roll.
oin{ Blank Shot Tree
Mounted Archery P t h t T

Not only is this feat great for cavalry, it also enhances thléjmber of Feats in Tree:7

usefulness of the archer, for what's worse than a highlyiditional Trees Required?: Yes, Dodge

mobile archer on the battlefield? Combine this with Shot

on the Run, yikes! Few creatures can match pace witfalry: None

running warhorse, much less actually close to melee.EQit Dex 19

—4 penalty is still hefty, but when compared to the -8

default penalty, it isn’t bad at all. And remember: it's thArchetypes: Archers naturally advance in this feat, but

mount that's taking the move action. A warrior shootingnany guerillas benefit from the added options the

from a moving mount can take full round actions. archery tree represents. Skirmishers and light infantry
come next, seeing as they rely on high Dexterity for pro-

To see just how cool this feat is_,_compare firing from tr}‘f-‘:‘ction and versatility. Heavy infantry and most cavalry
back of the mount normally to firing from the back of thﬁo not derive much benefit from these feats.

mount with Mounted Archery, as shown on Table 5-5
(facing page). The tables assume the archer uses a long- .
bow. As you can see, it makes a difference, adding up to P oint Blank Shot
2:22 Fsotlal:/te%f r?]irrneagfarpneartirco\t/jv?]ir?Thivr?]rsgr?t. i-ls_hrir?r:f;fr?f:his one’s a no-brainer. Though Point Blank Shot's ben-
gfits only apply within 30 feet, much of your adventuring
. takes place in areas no larger than this. Further, it is the
Rlde'By AttaCk prerequisite for every other archery-related feat in the
PHB. Because the bonus applies to both attack and dam-

Perhaps the most annoying of all cavalry-related fealyo 4|5 and can be used with any ranged or thrown
Ride-By Attack gives the clever player almost free re'%eapons, it is far better than the weapon-specific

(no pun intended) to harass opponents otherwise ocgigsanon Focus feat (+1 to attack at any range). Compare
pied on the battlefield. The queann for cavalry pIayeﬁ%ble 5-6 (on page 48) to Table 5-1 to see the benefits of
should not be, "Should | take Ride-By Attacl;’f bUboint Blank Shot in action. Both the attack bonus and
rather, “How do | effectively use Ride-By Attack? average damage are higher at every step of the way.

The key to successful use of Ride-By Attack lies in mov-

ing in the right direction to the right distance. Think of Rapid Shot and Manyshot

your cavalry warrior’s position as you would think of the

cue ball in a game of pool. It's not enough to simply hirapid Shot is a valuable feat for archers and sometimes
a ball and knock it off of the table; you need to positidier skirmishers. Though the character takes a —2 penalty

your warrior for the next round of attacks. Remembdg all attacks, this is really no worse than a monk’s flur-
ry of blows ability. The potential for an extra arrow’s



TABLE 5-5: MOUNTED ARCHERY COMPARISONS

Double Move with No Feat (-4 penally)

Attack Average Typical Damage Per Round Versus Given AC

Bonus Damage 15 Damage 20 Damage 25 Damage 30 Damage
-3 4.5 0.15 0.675 0.05 0.225 0.05 0.225 0.05 0.225
-2 45 0.2 0.9 0.05 0.225 0.05 0.225 0.05 0.225
-1 4.5 0.25 1.125 0.05 0.225 0.05 0.225 0.05 0.225
+0 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+1 4.5 0.35 1.575 0.1 0.45 0.05 0.225 0.05 0.225
+2/-3 4.5 0.55 2.475 0.2 0.9 0.1 0.45 0.1 0.45
+3/-2 4.5 0.5 2.25 0.25 1.125 0.1 0.45 0.1 0.45
+4/-1 4.5 0.6 2.7 0.25 1.125 0.1 0.45 0.1 0.45
+5/0 4.5 0.7 3.15 0.35 1.575 0.1 0.45 0.1 0.45
+6/+1 4.5 0.8 3.6 0.45 2.025 0.15 0.675 0.1 0.45
+7/+2/-3 4.5 1.2 54 0.6 2.7 0.25 1.125 0.15 0.675
+8/+3/-2 4.5 1.35 6.075 0.7 3.15 0.3 1.35 0.15 0.675
+9/+4/-1 4.5 15 6.75 0.8 3.6 0.35 1.575 0.15 0.675
+10/+5/+0 4.5 1.65 7.425 0.9 4.05 0.4 1.8 0.15 0.675
+11/+6/+1 4.5 1.9 8.55 1.05 4725 0.5 2.25 0.2 0.9
+12/+7/+2/-3 4.5 2.1 9.45 1.25 5.625 0.65 2.925 0.3 1.35
+13/+8/+3/-2 4.5 2.3 10.35 1.4 6.3 0.75 3.375 0.35 1.575
+14/+9/+4/-1 4.5 2.45 11.025 1.55 6.975 0.85 3.825 04 1.8
+15/+10/+5/+0 4.5 2.6 11.7 1.7 7.65 0.95 4.275 0.45 2.025
+16/+11/+6/+1 4.5 2.75 12.375 2 9 1.1 4.95 0.55 2.475

Double Move with Mounted Archery Feat (-2 Penalty)

Attack Average Typical Damage Per Round Versus Given AC

Bonus Damage 15 Damage 20 Damage 25 Damage 30 Damage
-1 4.5 0.25 1.125 0.05 0.225 0.05 0.225 0.05 0.225
+0 4.5 0.3 1.35 0.05 0.225 0.05 0.225 0.05 0.225
+1 4.5 0.35 1.575 0.1 0.45 0.05 0.225 0.05 0.225
+2 4.5 0.4 1.8 0.15 0.675 0.05 0.225 0.05 0.225
+3 4.5 0.45 2.025 0.2 0.9 0.05 0.225 0.05 0.225
+4/-1 4.5 0.75 3.375 0.3 1.35 0.1 0.45 0.1 0.45
+5/+0 4.5 0.7 3.15 0.35 1.575 0.1 0.45 0.1 0.45
+6/+1 4.5 0.8 3.6 0.45 2.025 0.15 0.675 0.1 0.45
+7/+2 4.5 0.9 4.05 0.45 2.025 0.2 0.9 0.1 0.45
+8/+3 4.5 1 4.5 0.65 2.925 0.25 1.125 0.1 0.45
+9/+4/-1 4.5 15 6.75 0.8 3.6 0.35 1.575 0.15 0.675
+10/+5/+0 4.5 1.65 7.425 0.9 4.05 0.4 1.8 0.15 0.675
+11/+6/+1 4.5 1.8 8.1 1.05 4.725 0.5 2.25 0.15 0.675
+12/+7/+2 4.5 1.95 8.775 1.2 5.4 0.6 2.7 0.15 0.675
+13/+8/+3 4.5 2.1 9.45 1.35 6.075 0.7 3.15 0.3 1.35
+14/+9/+4/-1 4.5 2.45 11.025 1.55 6.975 0.85 3.825 0.4 1.8
+15/+10/+5/+0 4.5 2.6 11.7 1.7 7.65 0.95 4.275 0.45 2.025
+16/+11/+6/+1 4.5 2.75 12.375 1.9 8.55 1.1 4.95 0.5 2.25
+17/+12/+7/+2 4.5 29 13.05 2.1 9.45 1.25 5.625 0.55 2.475
+18/+13/+8/+3 4.5 3.05 13.725 2.3 10.35 14 6.3 0.75 3.375
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damage is high for the dedicated archer, and the archerseen on Table 5-7, Rapid Shot is the superior fighting
always has the option of not utilizing the feat againtchnique.

well-armored opponents. Though it may seem that Rapid

Shot is eventually rendered obsolete by Manyshot, Rapid

Shot will always be able to provide an additional attack PGWEI’ Attack Tree

and a higher average attack bonus. For example, a 16th )

level fighter using Rapid Shot can attack dYumber of Feats in Tree:6

+14/+14/+9/+4/-1 and not move or shel can attack Wiyitional Trees Required?: No

Manyshot at +8/+8/+8/+8 and still retain a move. Use

Rapid Shot when you want to take a full round action afahtry: Str 13

use Manyshot when you can only get off a standard.
attack y y y 9 aE)th; None

Manyshot is a perfect fit for many archers. But befo rphgtypes: Cavalry,. guerrillas, heavy .infantry, and
you jump all over this feat, you should be aware of i irmishers all benefit from select!ng this feat tree. Of
inherent costs and limitations. First, it has two feat pr e four, hovx:jever,”only thhe heavy mf::;ntry should fOCléS
requisites in addition to its Dexterity requirements. BotI n Improved Bull Rush, Improved Overrun, an
are useful feats, but neither of them is Precise Shépproved Sunder, as they are the archetype most likely
You'll need Precise Shot for your archer to make go&& use these feats.

use of this feat. Because the maximum range at which

Manyshot can be effective is 30 feet, it's quite likely that Power Aftack
any targets the archer uses Manyshot against are proba- i i i
bly closing to melee, if not already in it. When players think of the typical power-attacking war-

rior, they imagine a knight in full plate armor using a
The major benefit of Manyshot is not its multiple attackgreatsword to slice through some poor sap. In practice,
but the fact that its multiple attacks are performed asheavy infantry are just behind archers in having the
standard action. One attack roll, up to four arrows, afelvest opportunities to use the feat. Heavy infantry and,
the attacker can still take a move action! However, as q@ana lesser extent, light infantry, are the characters most

TABLE 5-6: POINT BLANK SHOT
Adjusted Average Typical Damage Per Round Versus Given AC
BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage
+2 5.5 0.4 2.2 0.15 0.825 0.05 0.275 0.05 0.275
+3 55 0.45 2.475 0.2 1.1 0.05 0.275 0.05 0.275
+4 55 0.5 2.75 0.25 1.375 0.05 0.275 0.05 0.275
+5 55 0.55 3.025 0.3 1.65 0.05 0.275 0.05 0.275
+6 5.5 0.6 3.3 0.35 1.925 0.1 0.55 0.05 0.275
+7/+2 5.5 1.05 5.775 0.55 3.025 0.2 1.1 0.1 0.55
+8/+3 5.5 1 55 0.65 3.575 0.25 1.375 0.1 0.55
+9/+4 5.5 1.1 6.05 0.75 4.125 0.3 1.65 0.1 0.55
+10/+5 55 1.2 6.6 0.85 4.675 0.35 1.925 0.1 0.55
+11/+6 55 1.3 7.15 0.95 5.225 0.45 2.475 0.15 0.825
+12/+7/+2 55 1.95 10.725 1.2 6.6 0.6 3.3 0.25 1.375
+13/+8/+3 55 2.1 11.55 1.35 7.425 0.7 3.85 0.3 1.65
+14/+9/+4 55 2.2 12.1 15 8.25 0.8 4.4 0.35 1.925
+15/+10/+5 55 2.3 12.65 165 9.075 0.9 4.95 0.4 2.2
+16/+11/+6 55 2.4 13.2 1.8 9.9 1.05 5.775 0.5 2.75
+17/+12/+7/+2 55 2.9 15.95 2.1 11.55 1.25 6.875 0.65 3.575
+18/+13/+8/+3 55 3.05 16.775 2.3 12.65 14 7.7 0.75 4.125
+19/+14/+9/+4 55 3.15 17.325 2.45 13.475 1.55 8.525 0.85 4.675
+20/+15/+10/+5 55 3.25 17.875 2.6 14.3 1.7 9.35 0.95 5.225
+21/+16/+11/+6 55 3.35 18.425 2.75 15.125 1.9 10.45 1.1 6.05
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TABLE 5-7: RAPID SHOT AND MANYSHOT COMPARISON
(INCLUDING MODIFIERS FROM POINT BLANK SHOT)
Rapid Shot
Adjusted Average Typical Damage Per Round Versus Given AC
BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage
+0/+0 5.5 0.6 3.3 0.1 0.55 0.1 0.55 0.1 0.55
+1/+1 5.5 0.7 3.85 0.2 1.1 0.1 0.55 0.1 0.55
+2/+2 5.5 0.8 4.4 0.3 1.65 0.1 0.55 0.1 0.55
+3/+3 5.5 0.9 4.95 0.4 2.2 0.1 0.55 0.1 0.55
+4/+4 5.5 1 5.5 0.5 2.75 0.1 0.55 0.1 0.55
+5/+5/+0 5.5 1.4 7.7 0.65 3.575 0.15 0.825 0.15 0.825
+6/+6/+1 5.5 155 8525 0.8 4.4 0.25 1.375 0.15 0.825
+7/+7/+2 5.5 1.7 9.35 0.95 5.225 0.35 1.925 0.15 0.825
+8/+8/+3 5.5 1.85 10.175 1.1 6.05 0.45 2475 0.15 0.825
+9/+9/+4 5.5 2 11 1.25 6.875 0.55 3.025 0.15 0.825
+10/+10/+5/+0 5.5 2.45  13.475 145 7.975 0.7 3.85 0.2 1.1
+11/+11/+6/+1 5.5 2.65  14.575 1.65 9.075 0.85 4.675 0.3 1.65
+12/+12/+7/+2 5.5 2.85  15.675 1.85 10.175 1 5.5 0.4 2.2
+13/+13/+8/+3 5.5 3.05 16.775 2.05 11.275 115 6.325 0.5 2.75
+14/+14/+9/+4 5.5 3.15 17.325 225 12.375 1.3 7.15 0.6 3.3
+15/+15/+10/+5/+0 55 3.55 19.525 25 13.75 15 8.25 0.75  4.125
+16/+16/+11/+6/+1 55 3.7 20.35 2.75 15.125 1.7 9.35 0.9 4.95
+17/+17/+13/+7/+2 5.5 3.9 21.45 3.05 16.775 195 10.725 1.1 6.05
+18/+18/+14/+8/+3 5.5 4 22 3.3 18.15 215  11.825 125 6.875
+19/+19/+15/+9/+4 5.5 4.1 22.55 3.45  18.975 235 12.925 14 7.7
Manyshot,
Adjusted Average Typical Damage Per Round Versus Given AC
BAB Damage 15 Damage 20 Damage 25 Damage 30 Damage
+2 5.5 0.4 2.2 0.15 0.825 0.05 0.275 0.05 0.275
+3 5.5 0.45 2475 0.2 1.1 0.05 0.275 0.05 0.275
+4 5.5 0.5 2.75 0.25 1.375 0.05 0.275 0.05 0.275
+5 5.5 0.55 3.025 0.3 1.65 0.05 0.275 0.05 0.275
+6 5.5 0.6 3.3 0.35 1.925 0.1 0.55 0.05 0.275
+3/+3 5.5 0.9 0 0.4 2.2 0.1 0.55 0.1 0.55
+4/+4 5.5 1 55 0.5 2.75 0.1 0.55 0.1 0.55
+5/+5 5.5 11 6.05 0.6 3.3 0.1 0.55 0.1 0.55
+6/+6 5.5 1.2 6.6 0.7 3.85 0.2 11 0.1 0.55
+7/+7 5.5 1.3 7.15 0.8 4.4 0.3 1.65 0.1 0.55
+6/+6/+6 55 1.8 9.9 1.05 5.775 0.3 1.65 0.15 0.825
+7/+7/+7 5.5 195 10.725 1.2 6.6 0.45 2475 0.15 0.825
+8/+8/+8 55 2.1 11.55 135 7.425 0.6 3.3 0.15 0.825
+9/+9/+9 55 225 12.375 1.5 8.25 0.75 4.125 0.15 0.825
+10/+10/+10 5.5 2.4 13.2 1.65 9.075 0.9 4.95 0.15 0.825
+9/+9/+9/+9 55 3 16.5 2 11 1 55 0.2 11
+10/+10/+10/+10 55 3.2 17.6 2.2 12.1 1.2 6.6 0.2 1.1
+11/+11/+11/+11 5.5 34 18.7 24 13.2 14 7.7 0.4 2.2
+12/+12/+12/+12 55 3.6 19.8 2.6 14.3 1.6 8.8 0.6 3.3
+13/+13/+13/+13 55 3.8 20.9 2.8 15.4 1.8 9.9 0.8 4.4
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likely to be engaged by opposition heavy infantry arélayers will have to decide if the long-term depreciation
light infantry characters. Typically, the armor classes of the feat is an acceptable price for the feats her charac-
those enemies will be too high for the warrior to sacrifider needs.
any significant attack bonus for damage. When you can-

sider the inherent penalties of iterative attacks, droppi
five points of attack bonus when going up against a bl

dragon doesn’'t seem like a good plan.

armored targets on a battlefield. Power Attack combin

H’ e real question when using Power Attack is, “How
ch attack bonus should | trade off?” It depends on

your base attack bonus and the enemy’s AC. Don't
worry, we've done the math for you! Tables 5-8 and 5-9
Skirmishers and guerillas, on the other hand, often fisiow how to max out Power Attack. First, Table 5-8
themselves attacking characters with low armor classgaies a numerical analysis of using Power Attack to
Whether they're wheezing old sorcerers trying to hide rarying degrees against enemies of different ACs. The
the corner or a swarm of annoying kobold runts, Poweble assumes the warrior wields the weapon in two
Attack can help make quick work of their easily-struckands to get the better damage. Strength modifiers to hit
hides. Cavalry characters may also find use in Powand damage are not included.
Attack if they have the space and range to choose poorl

m Table 5-8, you can see the relationship between

with a timely Ride-By Attack can take the wind out 0gamage and chances of hitting. Look at the first section,
which examines a 5th level fighter with a BAB of +5.

Against an opponent of AC 15, he normally averages
Unfortunately, though heavy infantry may not find mucB.475 points of damage each round. If he power attacks
use for Power Attack at higher levels, it is the prerequor +1, his chance of hitting drops from 0.55 to 0.5, but
site for a large number of traditional heavy infantry featkis base damage rises to 6.5, resulting in average damage

anyone’s sails.

BAB
Ftr5 +5
BAB Adjusted with Power Attack:
+4 (-1 to attack)
+3 (-2 to attack)
+2 (-3 to attack)
+1 (-4 to attack)
+0 (-5 to attack)

Ftr 10 +10/+5

BAB Adjusted with Power Attack:
+9/+4 (-1 to attack)
+8/+3 (-2 to attack)
+7/+2 (-3 to attack)
+6/+1 (-4 to attack)
+5/+0 (-5 to attack)

Ftr 15 +15/+10/+5

BAB Adjusted with Power Attack:
+14/+9/+4 (-1 to attack)
+13/+8/+3 (-2 to attack)
+12/+7/+2 (-3 to attack)
+11/+6/+1 (-4 to attack)
+10/+5/+0 (-5 to attack)

Ftr 20 +20/+15/+10/+5

BAB Adjusted with Power Attack:
+19/+14/+9/+4 (-1 to attack)
+18/+13/+8/+3 (-2 to attack)
+17/+12/+7/+2 (-3 to attack)
+16/+11/+6/+1 (-4 to attack)
+15/+10/+5/+0 (-5 to attack)

Base
Damage
4.5

6.5
8.5
10.5
125
14.5

4.5

6.5
8.5
10.5
125
14.5

4.5

6.5
8.5
10.5
12.5
14.5

4.5

6.5
8.5
10.5
125
14.5

TABLE 5-8: AVERAGE DAMAGE FROM POWER ATTACK

Average Damage Per Round Versus Given AC

AC Average
15
0.55 2.475

05 325
0.45 3.825
04 4.2
0.354.375
0.3 4.35
1.35 6.075

1.25
1.15

8.125
9.775
1.05 11.025
0.95 11.875
0.8512.325
23 10.35
22 143
21 17.85
1.95 20.475
1.8 225
1.65823.925

3.25 14.625

3.15
3.05

20.475
25.925
2.95 30.975
2.85 35.625
2.789.875

Damage

AC Average
Damage

20
0.3 1.35
0.25 1.625
0.21.7
0.15 1.575
0.1 125
0.05 0.725

0.85 3.825

0.75 4.875
0.65 5.525
0.55.775
0.45 5.625
0.35 5.075

1.65 7.425

15 975

1.35 11.475

12 126
1.0%3.125
0.9 13.05

26 117

245 15.925

23 19.55

2.15 22.575

2 25
1.85 26.825

0.9

AC Average
25 Damage
0.05 0.225

0.05 0.325
0.05 0.425

0.05 0.525
0.05 0.625

0.0r725

0.35 1.575

0.3 195
0.25125
2.1
0.15 1.875
1.45

0.2

0.1

09 4.05
0.8
0.7
0.6.3
6.25
5.8

5.2
5.95

0.5
0.4

14 6.3

1.3 8.45
12 10.2
1.1 1155
1 12.5
13.05

AC Average
30
0.05 0.225

0.05 0.325

0.05 0.425

0.05 0.525

0.05 0.625
0.05 0.725
0.1 045
0.1
0.85
1.05

0.1
0.1 1.45

0.65

0.1
0.1

1.25

04 18
0.35 2.275
0.3 255

0.25 2.625

02 25

0.15 2.175

0.95 4.275

0.85 5.52

0.75 6.37§

0.65 6.82
06875
0.45 6.525

Damag

[}

OT
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TABLE 5-9: SUGGESTED POWER ATTACKS

One Handed: Take the indicated penally to attack against the given AC {o maximize average damage

BAB
+1

+9 +10 +11 +12 +13 +14 +15 +16 +17 +18 +19 +20

+6 +7 +8

+3 +4 +5

+2

AC
10
11
12

13
13
12
12
11

11
10
10

13
12
12
11

12
12
11

12
11
11

11 11
10 11

10 10

9
9

9
9

9

10
9

10 10

9
9

10 11
10
9

10
9
9

13
14
15
16
17

10 11
10

10
10

18
19
20
21

22
23
24
25
26
27

28
29
30

11 O
11 12

10
10

9
9

8
8

0

0

Two Handed: Take the indicated penalty to attack against the given AC to maximize average damage

BAB
+1

+10 +11 +12 +13 +14 +15 +16 +17 +18 +19 +20

+9
9 9

+7 +8

+3 +4 +5 +6

+2

AC

13 13 14 14

12

12 12
11 12
11 11
10 11

11 11
10 11

10 10

9
9

10
11
12

13 13 14

10
9
9

12 12 13 13

11
11

10 10

9
9

12 12 13

11

10
9

13
14
15
16
17

12 12
11 12

10 10

9
9

10 11

10
9
9

10 10 11 11

9
9

10 10 11

9

10 10

18
19
20
21

10

22
23
24
25
26
27
28
29
30

11 2

10
10
10
10

9
9
9
9

8
8
8
8

11 12 2 2

11 12
11 12

2

13

2

15

13 14
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of 3.25 per round. In this example, the optimal combina-
tion of attack bonus and base damage is taking a —4 to

aFtack, resulting in a ne_t gttack bonus of +1. That glV@\?’ho doesn't love a free attack? This feat is most worth-
him a lower chance of hitting (only 0.35) but because hi

base damage rises to a whopping 12.5, he’ll do an avwsltyle for hea'vy infantry, I|gh_t infantry, and skirmishers.
. rchers won't make use of it, cavalry often take up too
age of 4.375 damage each round — 75% higher than’ an ) )
. much space to threaten multiple opponents, and guerillas
unpowered attack! The result for taking -5 causes even . )
" ~usually pursue single targets. Think of Cleave as a
more damage, but the lower chance of hitting results in a L
slightly lower average damage reward f_or winning. The more often you dov_vn opponents
' in the thick of melee, the more often you will be reward-
The really interesting part of Table 5-8 is the impact eéd. Unlike Combat Reflexes, this feat does not require
Power Attack against foes with high ACs. If you're fightthe enemy tdet youuse it. The skirmisher may wind up
ing an enemy who you can only hit with a natural 2making the greatest use of the Cleave feat if they work
then why not go full Power Attack? It won't affect your‘cleanup,” picking off groups of low level punks while a
chances of hitting! Look again at the 5th level fighteheavy infantry warrior takes on the tough guys. If you
His best option for Power Attacking foes of AC 25 anglay a “head for the boss” type of character, this feat may
AC 30 is to go the full +5, since it has no impact on hige underused. For best tactical advantage, use it against
chances of hitting but causes substantially more damale weakest of all threatened opponents first. The quick-
if he actually hits. er they go down, the quicker you can use your free attack

, , against the toughest hombre in the mix.
Table 5-8 isn’'t meant to be a complete analysis of every

possible Power Attack. Instead, it shows you a slice @feat Cleave and Power Attack with a two-handed
data at several different points. Table 5-9 takes this infaveapon allow you to mop up the floor with all but the
mation and compiles it into a complete reference tabdggest and toughest monsters in the game. For example,
for use in your games. assume your 8th-level barbarian (BAB +8) is raging and

) ) ' now has a 21 Strength (+5 bonus). He wields a two-
Table 5-9 is everything you'll ever need to Power Attagk, nqeq greatsword dealing 2d6+7 points of damage.

with confidence. By cross-referencing your BAB With\j\y this barbarian faces off against a bunch of ogres,
your opponents AC, Table 5-9 shows you the numbgpy with AC 16 and 29 hit points. Using Table 5-9, the
you should subtract from your attack roll to get the stgamarian should Power Attack for 8, reducing his attack
tistically maximum average damage. For example, gy gifier to +5. (See Table 5-9 to understand this calcu-
warrior with BAB +10 fighting one-handed against gution: BAB +8 plus +5 for Strength = adjusted BAB of
monster of AC 14 should swap 6 points of attack fQr3 cross-referenced against AC 16 on the two-handed
damage. (Note that there are two tables, for oqe—han t of Table 5-9.) If he hits, he deals thirty points of
qnd two-handgd attacks; make sure you're Iookmg at 8mage on average (the normal 2d6+7 (average 14) plus
right one.) This recommended Power Attack figure ig, exira 16 for Power Attack), enough to drop a single
based on the same chance-of-hitting-and-base-damggg, with each hit. Furthermore, he has a 50% chance to
analysis you see in Table 5-8, but adapted to every pRR-each ogre, good odds. (See Table 5-4: attack bonus of
sible combination of AC and BAB. You don't get the.5 4gainst AC 16 means he hits 50% of the time.) More
“guts” of the calculations, but you don't need them; affa, jikely, he'll cut through the ogres with little effort,

you really need to know is that you if you use the numnq with a 509% shot with every Cleave attack, he'll prob-
ber on the table, you'll be in line to do the statlst|caII¥b|y do it on just a standard attack.

maximum amount of damage that you can possibly do.

These tables consider single attacks for one-handecshort, Power Attack + Cleave + Great Cleave should
weapons and two-handed weapons. Strength and oftethe basis for every high-Strength, Weapon-Focused-
enhancements to damage are not included, but since teyrior in the game.

are uniform across all possible Power Attack options,

they don't affect the calculations. You should include

bonuses to attack when you look up your BAB — for Other Feats

example, if your BAB is +4 and you have a +1 weapon

and a 16 Strength (+3 bonus), use the column for a +8 Improved Critjcal

BAB (+4 +1 +3 = +8).

Cleave and Great Cleave

Dog-ear the page with Table 5-9. Trust me, if you ha@?th?r_ Sob"d Ieat fgr tht?] weapon s;?[ﬁc[{allfts, (Ijmp;]roved
Power Attack you will use this table — a lot. riical 1s best used with weapons that aiready have a

high threat range. However, do not let the lure of fre-
guent critical hits blind you to the fact that often a feat
like Weapon Specialization on a higher-damage, lower-
threat weapon will produce more damage over time than
Improved Critical on a lower-damage, higher-threat
weapon.



Table 5-10 shows the percentage chance of achievingoar opponent has AC 12. Looking at the section of
critical hit, based on the indicated threat range, yoliable 5-10 for weapons whose threat range goes from
BAB, and the opponent’s AC. | know this sounds coni8-20 to 15-20, you can cross-reference BAB +1 and AC
plicated, but it's not. First, here’s how to read it. Let’s sdl2 to see that you have a 15% chance of actually scoring
you're using a rapier, which has a threat range of 18-a0critical hit with this weapon. You'll get the critical
(crit x2) and does 1d6 damage. If you take Improvedreat 30% of the time, but the table shows you how
Critical, you'll improve your threat range to 15-20, or aften this will translate into a real critical hit, based on

30% chance of inflicting a critical threat. Now let's sayour chance of hitting with the second attack.
you're using that rapier while you have BAB +1 and

TABLE 5-10: IMPROVED CRITICAL: PERCENTAGE CHANCE OF SCORING A CRITICAL HIT,

GIVEN YOUR BAB AND AN OPPONENT’'S AC (CONTINUED ON FOLLOWING PAGE)

Threat Range 18-20 (which becomes 15-20 with Improved Critical, or a critical threat 30% of the time)

Enemy AC
BAB 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
+1 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0%
+5 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0% 0%
+6 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0% 0%
+7 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0% 0%
+8 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0% 0%
+9 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0% 0%
+10 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1% 0%
+11 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2% 1%
+12 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4% 2%
+13 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6% 4%
+14 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9% 6%
+15 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 11% 9%
+16 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 12% 119
+17 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 14% 129
+18 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 15% 149
+19 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 17% 159
+20 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 29% 27% 26% 24% 23% 21% 20% 18% 179
Threat Range 19-20 (which becomes 17-20 with Improved Critical, or a critical threat 20% of the time)
Enemy AC

BAB 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

+1 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0% 0%
+5 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0% 0%
+6 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0% 0%
+7 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0% 0%
+8 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0% 0%
+9 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0% 0%
+10 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1% 0%
+11 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2% 1%
+12 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4% 2%
+13 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5% 4%
+14 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6% 5%
+15 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7% 6%
+16 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8% 7%
+17 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9% 8%
+18 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 10% 9%
+19 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 11% 109
+20 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 19% 18% 17% 16% 15% 14% 13% 12% 119
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So how do you evaluate this? Well, start with the weap88% of the time. Thus, in a best-case scenario, your max-
for which you took Improved Critical, then figure ouimum possible extra damage from Improved Critical is
how much more damage you’ll be doing on averagen extra 1d6 (the rapier’s damage is 1d6 and its crit is x2)
Let’s say it's a rapier. Looking at the section of Table 29% of the time. Since 1d6 damage has an average result
10 for threat range 18-20 (which becomes 15-20 witi 3.5, that means your maximum average damage is 3.5
Improved Critical), you can see the greatest chance+o{3.5 x 0.29), or 4.515 — essentially the same as using a

achieving a critical is 29%. If you always fought againsteapon that does damage 1d8 (average 4.5) without
low-AC foes, you could make a critical hit a whoppingmproved Critical.

TABLE 5-10, CONTINUED

Threat Range 20 (which becomes 19-20 with Improved Critical, or a critical threat 10% of the time)

Enemy AC
BAB 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
+1 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0% 0%
+5 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0% 0%
+6 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0% 0%
+7 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0% 0%
+8 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0% 0%
+9 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3% 2% 2% 1% 0% 0%

+10 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4% 3% 3%
+11 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4%
+12 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4%
+13 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5%
+14 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5%
+15 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6%
+16 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4% 4%
+17 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5% 4%
+18 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5% 5%
+19 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6% 5%
+20 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 10% 9% 9% 8% 8% 7% 7% 6% 6%

2% 2% 1% 0%
3% 3% 2% 2% 1%
4% 3% 3% 2% 2%
4% 4% 3% 3% 2%
56 4% 4% 3% 3%
6% 5% 5% 4% 4% 3%

Threat Range 20 only (not affected by Improved Critical; a critical threat 5% of the time)

Enemy AC

BAB 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

+1 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+2 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0% 0% 0%
+3 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0% 0%
+4 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0% 0%
+5 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0% 0%
+6 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0% 0%
+7 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0% 0%
+8 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0% 0%
+9 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0% 0%

+10 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1% 0%
+11 5% %% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1% 1%

+12 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1% 1%
+13 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1% 1%
+14 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2% 1%
+15 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2% 2%
+16 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2% 2%
+17 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2% 2%
+18 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3% 2%
+19 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3% 3%
+20 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 5% 4% 4% 4% 4% 3% 3% 3%
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Now let's compare two weapons. Let's say your oth&pecialization and other such feats where all that extra
option (in addition to that rapier) is a warhammer, whiallamage stacked together can really make a difference,
has a threat range of 20 and a x3 crit on 1d8 damagstead of just taking it by itself.

(average 4.5). Looking at the section of Table 5-10 for . . . . .

threat range 20 (increased to 19-20 with the feat), we (f'ﬂ{ more mfor.matlon on the impact O.f critical hits on
see that your maximum chance of critting is 10%. On tigapon selection, see Chapter 6: Equipment.

other hand, you do an extra 2d8 damage because it's a x3
weapon. Assuming you spend all your time fighting foes

with a 10% of critting (the best-case scenario), o ,
Improved Critical increases your maximum averagel’ Mmany characters, this is a so-so feat. A character’s
damage to 4.5 + ((4.5 + 4.5) x .010), or 5.4 damagq;_fectlve Leadership score is affected by her Charisma,

Surprisingly, Improved Critical with a warhammer has %hich is a low-priority statistic for most warriors. For
bigger impact than with a rapier. paladins, however, a high Charisma is highly desirable.

Leadership just piggy-backs onto those benefits. This
The thing to remember with this feat is that it's not negeat is best taken above eighth level, when the cohort will
essarily about which weapon you should take the fas high enough level to really do some good and not
with; it's also about whether this feat can give you mofgeed constant babysitting. This also practically ensures
ooomph than another feat. Improved Critical with ghat your warrior will gain several 1st level assistants that
warhammer increases your max average damage freah come in handy, if used carefully. If you need more
4.5 to 5.4, or 0.9 points. Can another feat increase y@ahvincing, consider this: for the cost of one feat, you get
average damage by more than 0.9? If so, that other fgatextra ally, two levels lower than your warrior. Your

is probably the better option. If you do opt for Improvefkvel minus two in hit points, feats, and skills. It's a steal.
Critical, think in terms of combining it with Weapon

Suggested Feat Trees

Buying individually valuable feats is enough to make a potent warrior, but if the ultimate warrior is what you had in
mind, you'll need to think ahead when buying feats. Here are some suggested feat trees organized by warrior arche-
type and class combinations. By using these examples and creating your own variants, you should be able to build a
warrior to be reckoned with.

Leadership

Archers

Fighter Archer

The fighter archer build is constructed to take quitk

BLE 5-11: FIGHTE CHER FEATS
advantage of the fighter’s massive amount of bonus fefts. TA F TER AR R F AT

The pattern here is to take all of the most importgnte, g Feat
archery and bow specialization feats as quickly as pobsjzt Point Blank Shot
ble. By the time the character hits 12th level, all of the ¢ (bonus) Rapid Shot

most important feats will be accounted for. Feats frqmq (bonus)
14th to 20th level are purchased to help round out fhgq
character defensively in case she is engaged in meglegy, (bonus)

Precise Shot
Weapon Focus (longbow)
Weapon Specialization (longbow)
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Iron Will at 9th gives the fighter a little added insuran¢eg;p, Manyshot
against typical anti-archer magic likeold personor | giy (bonus) Far Shot
dominate persanOtherwise, this build produces an all-giy (honus) Greater Weapon Focus (longbow)
out ranged offense monster. oth Iron Will
10th (bonus) Improved Ciritical (longbow)
Ranger Archer 12th Improved Precise Shot

Due to the ranger archer’s lower hit points and reliar]
on staying in light armor for the benefits of the arche
combat style, Dodge and Mobility appear earlier in th
build than in the fighter archer tree. Rangers are m

C‘152th (bonus)
r)}L4th (bonus)
~15th

)'JEBth (bonus)

woth

s

likely to have a higher Wisdom score to bolster their Ig

Will save, but the ranger archer still picks up Iron Willer
I

15th level to close that widening gap towards high lev

8th (bonus)
§Oth

Greater Weapon Specialization (longbow)
Dodge

Mobility

Shot on the Run

Quick Draw

Weapon Focus (longsword)
Weapon Specialization (longsword)
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Cavalry

Fighter Cavalry

TABLE 5-12: RANGER ARCHER FEATS

Level

1st

2nd (style)
3rd

6th

6th (style)

9th

11th (style)
12th

15th

18th

Feat

Point Blank Shot

Rapid Shot

Precise Shot

Dodge

Manyshot

Mobility

Improved Precise Shot
Far Shot

Iron Will

Improved Ciritical (longbow)

TABLE 5-13: FIGHTER CAVALRY FEATS

Level

1st

1st (bonus)
2nd (bonus)
3rd

4th (bonus)
6th

6th (bonus)
8th (bonus)
9th

10th (bonus)
12th

12th (bonus)
14th (bonus)
15th

16th (bonus)
18th

18th (bonus)
20th

Feat

Mounted Combat

Ride-By Attack

Spirited Charge
Weapon Focus (greatsword)

Weapon Specialization (greatsword)
Skill Focus (Ride)

Trample

Greater Weapon Focus (greatsword)
Power Attack

Improved Sunder

Improved Critical (greatsword)
Greater Weapon Specialization (greatsword)
Quick Draw

Cleave

Weapon Focus (lance)
Weapon Specialization (lance)
Mounted Archery
Weapon Focus (longbow)

TABLE 5-14: PALADIN CAVALRY FEATS

Level Feat
1st Mounted Combat
3rd Ride-by Attack
6th Spirited Charge
9th Leadership
12th Power Attack
15th Cleave
18th Trample
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lances have dire limitations when not mounted; leave the
lance feats for later levels. As with the fighter archer

build, the fighter cavalry character comes into full bloom

at about 12th level.

As with many of the other fighter trees, the fighter cav-
alry feat tree shown here takes advantage of the fighter’s
high number of bonus feats to build a highly specialize
devastating melee combatant. Players may be tempted t
focus on the lance as their early weapon of choice, l?

Paladin Cavalry

bmpared to the fighter cavalry build, the paladin caval-
?nay seem downright boring. With only the standard
bts given every three character levels, players must be
very careful about what they buy. This character build
emphasizes melee aspects only, starting first with caval-
ry-enhancing feats then moving to general melee combat
feats at higher levels. As paladins are generally more
capable of protecting their magnificent mounts in com-
bat, archery and defensive crossover feats are excluded
entirely. Because cavalry warriors can be very vulnerable
when forced to fight on foot, the paladin cavalry build
takes Leadership at 9th level. The cohort earned with the
feat will probably be about 7th level, and could serve in
a variety of supporting roles. Amounted cleric of the pal-
adin’s faith would be particularly helpful. For characters
more likely to spend significant time fighting on foot,
players may wish to switch Spirited Charge with Power
Attack and Leadership with Cleave.

Ranger Cavalry

The ranger cavalry build is significantly different from
the other two cavalry feat trees. This progression utilizes
the ranger’s optional archery feats to make a formidable
cavalry archer. Some players may wish to substitute
melee-oriented feats for Weapon Focus (longbow), Far
Shot, and Improved Critical (longbow). This may pro-
duce a more well-balanced character at high levels.

Guerilla

Fighter Guerilla

The fighter guerilla has far more feats than her monk
counterpart, but she does not have the naturally strong
Will and Reflex saves. Both builds start out similarly, but
the fighter takes Weapon Focus and Weapon
Specialization followed up with the very useful Iron Will
feat. Given a variety of supernatural or magic-using
opponents, the Blind-Fight feat will undoubtedly come
into play on a regular basis.

In the mid-levels, the guerilla gets serious damage poten-
tial with Greater Weapon Focus and Greater Weapon
Specialization. Because Reflex saves are important but
not vital, the Lightning Reflexes feat is put off until 12th
level. In the mid-teens, the fighter takes a number of
feats to reinforce special attacks. This is all rounded off
with the entire Weapon Focus tree in the flail, a weapon
that is particularly useful when making said special
attacks.
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Monk Guerilla

Unlike the other two guerilla builds, the monk guerilléhe opportunity for trips galore. At the higher levels,

awesome power and flexibility of a spiked chain put to
good use: reach without the hassles, solid damage, and

doesn't bother with Iron Will or Lightning Reflexes. Heinstead of buying the remainder of the Power Attack tree,
saving throws are uniformly good and once Diamoritiis fighter diversifies by buying another entire set of the
Soul kicks in, most mid-level casters will have a difficultveapon Focus tree, but takes spear for a melee and

time affecting her. This guerilla goes the route of mo

re

traditional feats that improve combat effectivenes|
Dodge and Mobility are still useful for getting by thos

pesky meat-shields on the way to more important bupi-

ness, but at 6th level, the monk buys Power Attad
Lacking the weapon flexibility that their fighter ang
ranger cousins possess, the monk can use Power At
to turn up the heat as the need arises. After Blind-Fig
the monk buys Stunning Fist even though she skipp
over it at 1st level. There’s no penalty for buying it latg
and the monk will be able to slap down at least a doz
Stunning Fists every day from the time of purchase. T|
high-level Weapon Focus and Improved Critical feats §
there to add a bit of oomph that the monk seriously neg
at higher levels.

TABLE 5-15: RANGER CAVALRY FEATS

As for the monk’s bonus feats, they are purchased spe

ically for her role as a guerilla. Though Stunning Fi
could arguably be as useful as Improved Grapple, a gr
ple is particularly troublesome for enemy spellcaste
even clerics. Choosing between Combat Reflexes g
Deflect Arrows is like choosing to be stung by wasps
to be thrown down a flight of stairs. Neither is particu
larly desirable, but Combat Reflexes may come in han
if the monk is threatening multiple casters.

Ranger Guerilla

Melee rangers are encouraged to go down the sligh
sub-optimal route of two-weapon fighting, so this rang
guerilla build has a bit of predestination built in. Dodge
Mobility, and Combat Expertise come early for this buil
because the lightly armored, d8 hit die ranger needs a
tle extra insurance. At 12th level, Two-Weapon Defen
gets thrown in for added protection. Iron Will get
skipped since rangers will tend to have higher Wisdo

2nd (bonus)
d%rd
4th (bonus)
6th
6th (bonus)
tigth (bonus)
pOth
» 10th (bonus)
H12th
if-2th (bonus)
Ld4th (bonus)
L 15th
n1-6th (bonus)

scores, but Lightning Reflexes comes in at the strat
pheric 18th level just in case. It can be difficult to pic
the mid- and high-level feats since the ranger is picki

sl8th
18th (bonus)
¢Oth

Combat Expertise
Weapon Focus (longsword)
Weapon Specialization (longsword)
Iron Will

Blind-Fight

Greater Weapon Focus (longsword)

kLevel Feat
1st Mounted Combat
A Qd (style) Rapid Shot
h rd Mounted Archery
A th Point Blank Shot
| oth (style) Manyshot
'e’ th Precise Shot
N 1th (style) Improved Precise Shot
] 2th Weapon Focus (longbow)
5th Far Shot
8th Improved Critical (longbow)
cif-
’;p_ TABLE 5-16: FIGHTER GUERILLA FEATS
i%evel Feat
L st Dodge
1st (bonus) Mobility

Greater Weapon Specialization (longsword)

Spring Attack

Lightning Reflexes

Improved Trip

Improved Ciritical (longsword)
Improved Disarm

Weapon Focus (flail)
Weapon Specialization (flail)
Greater Weapon Focus (flail)
Greater Weapon Specialization (flail)

around bonus combat style feats. This build takes Blind=

Fight for use against concealed and invisible oppone
and Spring Attack for an added buffer against particula
ly dangerous opponents.

Heavy Infantry

Fighter Heavy Infaniry

Building a proper fighter heavy Infantry tree can be di
ficult because it's tempting to overload on every fe
associated with Power Attack. This example build tak
advantage of the fighter's many proficiencies not f¢
insane specialization, but for a surprising amount

IS
\r-

Level
1st
1st (bonus)
2nd (bonus)
3rd
_6th
hibth (bonus)
p9th
r12th
pHfL5th
218th

diversity. The fighter sacrifices the shield arm for th

TABLE 5-17: MONK GUERILLA FEATS

Feat
Dodge
Improved Grapple
Combat Reflexes
Mobility
Power Attack
Improved Trip
Blind-Fight
Stunning Fist
Weapon Focus (unarmed)
Improved Critical (unarmed)
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thrown weapon combination that prevents her froremember than both paladins and rangers have small but

being too mired in melee.

Paladin Heavy Infantry

significant spellcasting ability. For the paladin heavy

infantry character, any spells they use will often be cast
within an enemy’s threatened space. And though this
character will not be as effective on horse as a paladin

This paladin heavy infantry build sacrifices two feats fctravalry warrior, the mounted paladin can still use her

the sake of bolstering the class abilities of the paladifeeq 1o great effect; protecting it with the paladin’s Ride
namely the paladin mount and the spellcasting abilityi is a wise investment.

While this book is about warriors, it is important to

TABLE 5-18: RANGER GUERILLA FEATS

Level

1st

2nd (style)
3rd

6th

6th (style)

9th

11th (style)
12th

15th

18th

Feat

Dodge

Two-Weapon Fighting
Mobility

Combat Expertise

Improved Two-Weapon Fighting
Blind-Fight

Greater Two-Weapon Fighting
Two-Weapon Defense

Spring Attack

Lightning Reflexes

TABLE 5-19: FIGHTER HEAVY INFANTRY FEATS

Level

1st

1st (bonus)
2nd (bonus)
3rd

4th (bonus)
6th

6th (bonus)
8th (bonus)
9th

10th (bonus)
12th

12th (bonus)
14th (bonus)
15th

16th (bonus)
18th

18th (bonus)
20th

Feat

Power Attack

Cleave

Exotic Weapon Proficiency (spiked chain)
Weapon Focus (spiked chain)

Weapon Specialization (spiked chain)
Combat Expertise

Improved Trip

Greater Weapon Focus (spiked chain)
Great Cleave

Blind-Fight

Iron Will

Greater Weapon Specialization (spiked chain)
Combat Reflexes

Dodge

Weapon Focus (spear)
Weapon Specialization (spear)

Greater Weapon Focus (spear)

Greater Weapon Specialization (spear)

TABLE 5-20: PALADIN HEAVY INFANTRY FEATS

Level Feat

1st Power Attack

3rd Cleave

6th Mounted Combat

9th Leadership

12th Combat Casting

15th Weapon Focus (longsword)

18th Improved Critical (longsword)
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By the time the paladin buys Leadership at 9th level, the
cohort she gains should be about 7th level. For the pal-
adin heavy infantry warrior, the best cohort may be a
fighter who can dish out serious damage alongside her
patron.

Light Infantry

Barbarian Light Infantry

Barbarians can make devastating light infantry charac-
ters. The combination of their increased speed, brutal
damage potential, and ability to suck up massive punish-
ment is unmatched. This build focuses immediately on
raw damage potential. Power Attack is immediately fol-
lowed by Cleave and Great Cleave. These simply rein-
force the barbarian’s already awesome melee abilities. At
the very high levels, the barbarian can use her Improved
Bull Rush to slap lesser creatures out of the way wher-
ever she goes. While using greater rage, it would take a
truly massive creature to prevent the barbarian from get-
ting her way.

Despite all this offensive potential, the barbarian starts to
feel the need for more defense as the mid-levels come to
a close. Barbarians can take a lot of abuse, but it's better
to avoid a few hits than to assume she can absorb every-
thing thrown at her. Dodge and Combat Expertise are
purchased in sequence to give the barbarian defensive
flexibility. Mobility comes in at 18th level. The chal-
lenges around that time are often so suddenly fatal that
the barbarian would be wise to make a momentary retreat
when things get too hot.

Monk Light Infaniry

The monk has neither the feat potential of the fighter nor
the d12 hit die of the barbarian. She has many special
abilities and a good unarmored AC potential, but that
only goes so far. The monk starts out with an offensive
trio of feats: Power Attack, Stunning Fist, and Combat
Reflexes. As the challenges rise, she deviates from the
barbarian’s progression by taking Dodge and Mobility
for added defense. She takes Combat Expertise at 12th
level for the defensive flexibility, but the rest of the upper
level feats are all offensive. By 15th level, her various
bonuses to AC should be significant, so Improved
Disarm and Improved Critical are taken for more combat
flexibility and more damage potential, respectively.



Focus trees for both longsword and longbow. Despite
what seems to be a lack of singular focus, this fighter
As with many melee ranger builds, the light infantrgkirmisher is actually as well equipped to deal with both
character is encouraged to take the two-weapon fightiglee and ranged combat as many non-fighter infantry
style that is offered to rangers. Though this fighting styl# archer characters.

is sub-optimal when compared to the use of two-handed

weapons, the ranger quickly makes up for the offensive Ranger Skirmisher

difference by buying Power Attack. With the automatic . ) , . o
bonus feat Greater Two-Weapon Fighting at 11th Ievg?'“"Ck Draw is the key to this build’s success. With it, the
afnger can not only draw two weapons simultaneously,

the ranger will start to have a hard time landing her thiE h | K itile th ks i
off-hand attack. Proactively, she buys Weapon Foc yt she can also make multiple thrown weapon attacks in

(shortsword) to gain a small but significant bonus Wh&single round. lThOEgh Shﬁ COUIE use two heaviefr mele?
she’s making that tertiary off-hand attack at -10. Even §fapons or a longbow when she expects one form o

a slight damage disadvantage, she’ll still be droppir? mbat to dlommate dan gr:ﬁoun'ter, hertho typlcald
opponents on a regular basis, so the Cleave feat at 15g7PONS are longsword and throwing axe. ves, you rea

level should get a healthy amount of use. that right: a throwing axe. Remember: the goal of the

Ranger Light Infantry

The rest of the ranger’s build is devoted to defense. $he
takes Two-Weapon Defense before Dodge since |ts ] ABLE 5-21: BARBARIAN LIGHT INFANTRY FEATS
bonus applies to all opponents instead of just one. Still,

Dodge is useful on its own merits and as a gateway tbevel Feat

Mobility, so both are purchased later in her career. Spripdst Power Attack

Attack, though arguably an offensive feat, is used by therd Cleave

ranger light infantry warrior in a defensive capacity. SHebth Great Cleave

can't charge the same powerful foes that the hegv§th Dodge

infantry fighter beats to death, but Spring Attack can hglg-2th Combat Expertise

her take pot shots until a new target gains priority or thd5th Improved Bull Rush

target’s fate is sealed. 18th Mobility
Skirmisher

Fighter Skirmisher TABLE 5-22: MONK LIGHT INFANTRY FEATS
ghte she

Level Feat
Though some may think of a fighter skirmisher as 8 ¢ Power Attack

“waste” of the fighter’s potential for massive specializa “1st (bonus) Stunning Fist
tion, the fact is that because fighters get so many feg S (bonus) Combat Reflexes
it's very easy for them to have excellent capabilities Dodge

both melee and ranged combat. Since this character yvj h Mobility

be a multi-role warrior, the first feats she takes a &th (bonus)
focused on getting out of threatened spaces and qui kb(th
switching weapons. After that, taking advantage of t 8 2th
fighter’s specialization capability will help sustain her i 15th

melee combat. 18th

Improved Trip

Cleave

Combat Expertise

Improved Disarm

Improved Critical (unarmed)

The mid-levels are a mish-mash of ranged feats, melee

feats, and a couple of miscellaneous feats. Point Blgsak

Shot and Precise Shot are taken first. Primarily, the sKir- BLE 5-23: NGER LIGHT INFAN EATS
misher will be pulling archery duty at close range, usual- TA Ra N T FANTRY F AT

ly at targets that are engaging her allies. Both feats helpae| Feat

in those circumstances. Once that's out of the way, Power Attack

takes Power Attack for the increased offensive capabllizng (style) Two-Weapon Fighting

ty required for someone who isn't a two-handed melggq Two-Weapon Defense
weapons specialist. This is followed by two miscella-gip, Dodge

neous feats: Iron Will helps protect against the inevitablg, (style) Improved Two-Weapon Fighting
mind-affecting spells and Blind-Fight allows the skirt gi Weapon Focus (shortsword)
misher to deal with concealment in case the rest of they i, (style) Greater Two-Weapon Fighting
party is incapable of doing so. Rapid Shot and Cleayvg i Mobility

round out the most consistently useful feats availaljlg sin Cleave

from the Point Blank Shot and Power Attack feat tregs; gip Spring Attack

The high-level feats are reserved for building Weap@n
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skirmisher is not to be devastating at one form of corooking like a wandering axe salesman, she could sheath
bat, but to remain flexible at all times. The throwing axthe longsword and make a whopping six attacks within
in the off-hand is a light weapon (reduces penalties) a2d feet at +10/+5/+0, +10/+5/+0! Impractical? Possibly.
has a range increment of 10 feet. Totally awesome? Definitely. It's certainly flexible, and

that's what the skirmisher is all about.
When combined with Point Blank Shot and Far Shot, the W rm ! !

throwing axe becomes fairly respectable. At 11th levédf higher levels, the ranger buys Power Attack and
the Greater Two-Weapon Fighting feat allows the rangEteave for increased melee capabilities as the challenges
skirmisher to do some pretty bizarre things with heise. The purchase of Improved Critical can certainly
weapon combos. Consider a full attack action that cdmelp whether the axes are used for ranged or melee com-
sists of three melee attacks with longsword followed lyat. The sheer number of attacks the ranger gets by that
a 5 foot step and three ranged throwing axe attacks wigloint in time practically guarantees regular critical hits
in 20 feet (increased range increment thanks to Far every adventure.

Shot)! If you don’t mind the idea of your skirmisher

TABLE 5-24: FIGHTER SKIRMISHER FEATS

Level

1st

1st (bonus)
2nd (bonus)
3rd

4th (bonus)
6th

6th (bonus)
8th (bonus)
9th

10th (bonus)
12th

12th (bonus)
14th (bonus)
15th

16th (bonus)
18th

18th (bonus)
20th

Feat

Dodge

Mobility

Quick Draw
Weapon Focus (longsword)

Weapon Specialization (longsword)
Point Blank Shot

Precise Shot

Power Attack

Iron Will

Blind-Fight

Rapid Shot

Cleave

Weapon Focus (longbow)
Weapon Specialization (longbow)
Greater Weapon Focus (longsword)
Greater Weapon Specialization (longsword)
Greater Weapon Focus (longbow)
Greater Weapon Specialization (longbow)

TABLE 5-25:

Level

1st

2nd (style)
3rd

6th

6th (style)

9th

11th (style)
12th

RANGER SKIRMISHER FEATS

Feat

Quick Draw

Two-Weapon Fighting

Point Blank Shot

Precise Shot

Improved Two-Weapon Fighting
Far Shot

Greater Two-Weapon Fighting
Power Attack

1ae-ig Seo (order =3

15th Cleave
18th Improved Ciritical (throwing axe)
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Chapter Six

Equipment

Next to experience points, loot is the basis for buildingeapons. Simple weapons include unarmed strikes,
your character. The more loot, the more you can buy. Ttlabs, sickles, and quarterstaffs.

more you buy, the better equipped you are. And the bet-

ter equipped you are, the better your chances for SMI_:ll’tia|Z These are the better weapons that are made for
-war, as implied by the proficiency name. These weapons

ival. All th t feat choices, d skill point distri- " ; , .
yiva © grea feat tholces, good SKi! point Cisi re all the traditional things you'd find on the battlefield,

butions, and great stat rolls mean nothing if the g hasl q h 4 lonab
you're facing has a5 vorpal greatsword of woundinay such as longswords, warnammers, and Iongbows.

a +4 unholy flaming composite [+4] longbowith Exotic: This proficiency group covers just about every-
Rapid Shot. Of course, in the hands of a commoner, th@sgg else. Exotic weapons need not be from weird
weapons are worthless, but in the hands of a reasonagiales. Instead, they just have unusual or special rules
competent warrior, equipment, more often than n@issociated with them, higher than normal damage, race-
makes or breaks the fight. specific origins, or are just plain weird. Examples

This chapter’s focus is on weapons and armor, with ex{%IUde the bastard sword, dwarven waraxe, shuriken,
attention on weapons, because they're cool. We're d. the infamous two-bladed sword (see, forget about
gonna chat about magic items, the virtues of smolzg—al'ty!)'
sticks, or why you should use a silk rope over hemp rope,
because if you're that hung up on general PHB equip-
ment, well, you should probably switch classes and gQch weapon falls into one or more of the following cat-
for rogue. Just keep your mind on the damage dealer @%ries.

the damage stopper, and you'll be fine.

Categories

Unarmed: This includes attacks made while wearing
gauntlets.
Weapons
Light: These weapons are small and don'’t take a lot of
First off, if you're a historical type looking for reality in00m to use. Weapons in this category include the dag-
this game, you've chosen the wrong system. TIHE" kama, and short sword. When you're grappled, swal-

weapons in the d20 system have only a tenuous linkl%yved whole, ]?r e”g‘;'fed, you ﬁanbuse a light weapon to
any reality, and instead serve to simulate combat in your way Tree. These are the best weapons 1o use In

smooth a manner as possible. All weapons have chardg!' off-hand if you fight with two weapons.

teriStiCS, jUSt like Spe||S, skills or feats. To decide WhiCd)ne_Handed: The Category says it all. These weapons
weapon is best for you, consider the various componefgjude longswords, the morningstar, and the whip.

of each weapon.

Two-Handed: This category includes greatswords, most
double weapons (quarterstaff to the dwarven urgosh),
and longspear. You get one-and-a-half times your
) Strength modifier with attacks made with one-handed
Proficiency weapons wielded in two hands, or with two-handed

weapons. When you use Power Attack with a two-hand-

Each weapon requires some modicum of proficiency Q weapon, you trade attack for damage points on a 1-
use properly. Most warriors — all but monks — are profj- '

. . : i . or-2 basis.
cient with all simple and martial weapons. Clerics are
proficient with all simple weapons, while everybody elsRanged: Includes both thrown and projectile weapons,

has specific lists of weapons they can use. such as the javelin and the longbow.

Weapon Components

Simple: Even a commoner could use these real basiize: A weapon'’s size reflects the intended size of the
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weapon’s wielder. For example, a longsword, as writtemagic weapon and then face a 70% chance that the
is the same thing as a Medium longsword (1d8 pointswéapon included is a common weapon. Finally, anything
damage). However, there is a difference between a Smadlre talking about below can also apply to exotics, sim-
longsword (1d6 points of damage, a longsword intendpts, and even weapons of different sizes with just a lit-
for a Small wielder such as a halfling), and a Largée extrapolation.

longsword (2d6 points of damage, a longsword con-

structed for a Large wielder, like an ogre). The weaporF’érSt off, a weapon_’; value rests e.nfurely.on how the
size changes the weapon’s damage value. The def page dealt magnifies through a critical hit. Remember

damage values of a weapon are listed under the Dmg Feats’)c_?spter n Ith'hs book? Ik?)emember\?\;lhthof&ﬁ per-
column, while those for Small are under the Dmg (S) ¢ entages? They apply here too, but worse. at follows

umn. For other sized weapons, look at Table 7-4: T“Jﬁ, an extensive look at the potential damage based on
and Large Weapon Damage in {he PHB weapon and crit range. Look them over, and you'll see

which weapons are best.

Cost: The weapon’s cost. This typically is unimportant ) . - .
beyond 2nd or 3rd level, since by that point you Shouﬁjweapon with a crit range of 20 indicates you will have

have enough cash to buy just about anything you wanf"ir?% chance to get a critical_ threat. A range of 19.'20
gives you a 10% chance, while a range of 18-20 gives

you a 15% chance. Compare the heavy pick with the
Damage: A weapon’s damage is always in whole dishort sword. The heavy pick has a x4 multiplier, but only
increments. Gone are the days of a weapon dealihgeatens on a 20. On the other hand, the short sword has
1d6+1 damage. Damage values are based on &2 multiplier, but threatens on a 19-20. If you manage
weapon’s category. to score a critical hit with the heavy pick, you get 4d6
damage, an average of 14 points of damage before mod-
ifiers. The short sword only deals 7 points of damage, but
you achieve a critical twice as often. Balanced? Consider
Two-handed:  1d6 to 2d6 this: It takes 20 rolls to guarantee a natural 20 (statisti-
Ranged: 1d4 to 1d10 cally speaking), while it only takes 10 rolls to guarantee

Critical: All weapons have a listed critical threat rangé 19-20. Every additional round you spend in combat is
A weapon threatens a critical when the number indicat@@other round you might take damage.

gomesl up on tr&er::he and hits Witg ;T)e I?dded Tog'f'eﬁ%e tables below compare weapons based on their dam-
0, a longswor t r(_aatens ona 13-2U. Tyou rofled a Ja e and critical range. The calculations include the
and hit the target with modifiers, you can roll a SeCONhances of getting a critical, and the added damage on
1d20. Ifyqu hitwith the secqnd roll, you get a critical hltaverage. The tables demonstrate how the average dam-
For more info, see the section preceding the weaponsaa‘é changes based on expected hits on a standard attack

the PHB. and the critical multiplier against ACs ranging from 10 to
Range Increment: A weapon, if a projectile or thrown 20. From these tables, you can compare expected dam-
weapon, has some distance listed here. Thrown weap8#i§ between weapons of different damage dice, such as
have double value, since a character can make a fien determining if a light pick or a short sword is the
attack action, then use Rapid Shot to throw the weapegiter off-hand weapon, or which weapon is better for
in their hand, then pull another to replace it with Quickvo-handed attacks.

Draw. In most f|g.hts, the battlefield rarely extendsAVerage damage”
beyond one range increment.

Light: 1d3 to 1d6
One-handed: 1d3to 1d10

is the average damage resulting from
the dice rolled for the weapon’s damage. “Average criti-

Type: There are three types of weapons: Slashinggl damage” is the average damage you'll do when you
Piercing, and Bludgeoning. Most of the time, a weaporf@ll a crit (influenced by the weapon’s crit multiplier),

type has little game effect, though some monsters (si¢hile the “adjusted critical damage” is the average addi-
as the skeleton and zombie) have damage reductitstnal critical damage multiplied by the chance of actual-

against a particu]ar type of weapon. Iy gettlng a critical (5%, 10%, or 15%, as discussed
above). In other words, adjusted critical damage is bal-
A Martjal Weapon’ s Value anced for how often that crit damage is actually going to

occur. If you add average damage plus adjusted critical
First, skip simple weapons. You're a warrior, after affl@mage, you get the true average amount of damage the
(And if you're a monk, stick with unarmed attacks!/€aPOn will do, including percenta_ge chances of criticals
they'll serve you better.) Exotic weapons are probabfi'd the extra damage those crits will do above and
not going to be what you want to focus on either. Why?£yond the normal damage.
When was the last time your treasure haul includetl a «1yye average damage” is the average damage from a
orc double axgor a+3 siangham? How about &3/+2  ormal, non-critical hit, plus the average extra damage
dire flail”? Probably never, and it probably won't evefrom a critical hit adjusted for the chance of actually get-
See, DMs have to add that crap to their adventuresgilfy the critical hit. In other words, if you attacked 100
they're randomizing treasure, they first have to roll @nes and got a critical exactly as many times as you



should (10 times or 10% for a 19-20 weapon, 15 timeslmse chance to critically threaten your target with each
15% for a 18-20 weapon, etc.), and every other attagking... well, you'll be hitting criticals frequently, espe-
landed with average damage rolls, the true average damadly if you get a magical kukri with enchantment
age is the total damage over those 100 attacks divideddoyuses or thkeenquality. At that point you'll crit with
100. It's the only true measure of a weapon’s damagearly every swing. The kukri is not bad, really, but it
potential over the course of many battles. lacks the versatility of the light hammer, dagger, or

F h K h hat th throwing axe, as it is a melee weapon only. And, with
(For you math wonks out there, note that the true aver a x2 multiplier, you're still dealing just 2d4 points

damage number never appears on the table of averggé/amage on a successful critical hit, just like a dagger.
damage based on AC and BAB. This is because there is

always a 5% chance of any attack failing (on a roll dhe kukri is best when paired with the scimitar in Two-

natural 1). To get from true average damage to the nuvleapon Fighting. First, get the kukri enchanted and with
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bers on the tables, multiply each component of damattpe keenquality. Next, take Improved Critical (scimitar).
Now, both your scimitar and your kukri have threat
ranges of 15-20. With two swings, you have a 40%

by the chance of actually hitting.)
Weapon Analysis

1d4/x2: 1i9ht hammer

Cost: 1 gp TABLE 6-1: AVERAGE DAMAGE FOR 1D4/X2 WEAPON
Average Damage2.5 (EXAMPLE: LIGHT HAMMER)
AC

Average Critical Damage:5 BAB 10 11 12 13 14 15 16 17 18 19 20
+1 1575 1444 1313 1181 105 0919 0788 0.656 0525 0.394 0.26
Adjusted Critical Damage: 0.125 +2 1706 1575 1444 1313 1.181 1.05 0919 0788 0.656 0.525 0.39
+3 1.838 1706 1575 1444 1313 1181 105 0919 0.788 0.656 0.52
+4 1.969 1.838 1706 1575 1444 1313 1181 105 00919 0.788 0.65
True Average Damage2.625 +5 21 1969 1.838 1706 1575 1444 1313 1181 105 0919 0.78
. ) | +6 2231 21 1969 1.838 1706 1575 1.444 1313 1181 105 091
While clearly one of the worst weapons in the martial.7 2363 2231 21 1969 1.838 1.706 1575 1.444 1313 1.181 1.05
proficiencies, insofar as damage goes, you shouldn’t dis® 2494 2363 2231 21 1969 1838 1706 1575 1444 1313 118
; s +9 2494 2494 2363 2231 2.1 1969 1838 1706 1575 1444 131
count this weapon altogether, considering the fact thaf it;, 2494 2494 2494 2.363 2231 21 1969 1838 1706 1575 1.44
has a range increment. Like the hand axe, it can |bgl 2494 2494 2494 2494 2363 2231 21 1969 1838 1706 157
. +12 2494 2494 2494 2494 2494 2363 2231 21 1969 1838 1.70
thrown, but farther. In fact, it has the best thrown rangg ; 2494 2494 2494 2.494 2494 2494 2.363 2231 2.1 1969 1.83
increment in the game. And, at one-eighth the cost of a4 2494 2494 2494 2494 2494 2494 2494 2363 2231 21 196
i 15 2494 2494 2494 2494 2494 2494 2494 2494 2363 2231 2.1
throwing axe, you can afford to throw these weapo 1§16 2494 2494 2494 2494 2494 2494 2494 2494 2494 2363 2.2
away. +17 2494 2494 2494 2494 2494 2494 2494 2494 2494 2494 2.3
+18 2494 2494 2494 2494 2494 2494 2494 2494 2494 2494 2.4
For cheap fun, use light hammers in conjunction with+19 2494 2494 2494 2494 2494 2494 2494 2494 2494 2494 2.4
Two-Weapon Fighting, Quick Draw, Point Blank Shof, *2° 2494 2494 2494 2494 2494 2494 2494 2494 2494 2494 2.4

and Rapid Shot. Armed with any one-handed weapon

chance of nailing a critical hit each round.

and a light hammer, make a full attack action, but apply
a —2 penalty to your melee attack rolls. At the end of your

full attack, take a five-foot step away from your oppd-
nent if he is still alive. With Rapid Shot, throw the light TABLE 6-2: AVERAGE DAMAGE FOR 1D4/18-20 WEAPON
hammer at the target, or any other target within 30 |ft, (EXAMPLE: KUKRI)
gaining a +1 bonus to the ranged attack and damage. AC
Finally, with Quick Draw, replace the thrown weapofeas 10 11 12 13 14 15 16 17 18 19 20
+1 1725 1581 1438 1.294 115 1006 0.823 0.719 0575 0431 0.27p
and repeat as necessary. +2 1.869 1725 1581 1.438 1.294 115 1.006 0.823 0719 0.575 0.43]
+3 2013 1.869 1725 1581 1438 1.294 115 1006 0.823 0.719 0.57p
1d4/18-20: kukri +4 2156 2.013 1869 1725 1.581 1438 1294 1.15 1.006 0.823 0.71p
+5 23 2156 2013 1.869 1725 1581 1.438 1.294 115 1.006 0.82
(also the Small scimitar) +6 2444 23 2156 2013 1.869 1725 1581 1438 1294 115 1.00
+7 2588 2444 23 2156 2013 1869 1725 1581 1438 1294 1.15
_ +8 2731 2588 2444 23 2156 2013 1.869 1725 1581 1.438 1.29%
Cost: 8 gp +9 2731 2731 2588 2444 23 2156 2013 1.869 1.725 1581 1.43
+10 2731 2.731 2731 2588 2444 23 2156 2013 1.869 1725 1.58
Average Damage2.5 +11 2731 2731 2731 2731 2588 2444 2.3 2156 2013 1869 172
+12 2731 2731 2731 2731 2731 2588 2444 23 2156 2013 1.86
Average Critical Damage:5 +13 2731 2731 2731 2731 2731 2731 2588 2444 23 2156 2.01
: +14 2731 2731 2731 2731 2731 2731 2731 2588 2444 23 2.5
. " . +15 2731 2731 2731 2731 2731 2731 2731 2731 2588 2.444 23
Adjusted Critical Damage: 0.375 +16 2731 2731 2731 2731 2731 2731 2731 2731 2731 2588 2.4
+17 2731 2731 2731 2731 2731 2731 2731 2731 2731 2.731 25
True Average Damage2.875 +18 2731 2731 2731 2.731 2731 2.731 2731 2.731 2.731 2.731 2.7
+19 2731 2731 2731 2731 2731 2731 2731 2731 2731 2.731 2.7
The kukri sure seems like a good bargain_ With a 15%20 2731 2731 2731 2731 2731 2731 2731 2731 2731 2731 27
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TABLE 6-3: AVERAGE DAMAGE FOR 1D4/x4 WEAPON
(EXAMPLE: LIGHT PICK)

AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 1.725 1581 1.438 1.294 1.15 1.006 0.863 0.719 0.575 0.431 0.28B
+2 1.869 1.725 1.581 1.438 1.294 1.15 1.006 0.863 0.719 0.575 0.43]L
+3 2.013 1.869 1.725 1.581 1.438 1.294 1.15 1.006 0.863 0.719 0.57p
+4 2.156 2.013 1.869 1.725 1581 1.438 1.294 1.15 1.006 0.863 0.71p
+5 2.3 2.156 2.013 1.869 1.725 1.581 1.438 1.294 1.15 1.006 0.86
+6 2444 2.3 2.156 2.013 1.869 1.725 1581 1.438 1.294 1.15 1.00
+7 2588 2444 2.3 2.156 2.013 1.869 1.725 1.581 1.438 1.294 1.15
+8 2.731 2588 2.444 2.3 2.156 2.013 1.869 1.725 1.581 1.438 1.294
+9 2731 2.731 2.588 2.444 2.3 2.156 2.013 1.869 1.725 1.581 1.43
+10 2731 2.731 2.731 2.588 2.444 2.3 2.156 2.013 1.869 1.725 1.58
+11 2731 2731 2.731 2.731 2.588 2.444 2.3 2.156 2.013 1.869 1.72
+12 2731 2.731 2.731 2.731 2.731 2588 2444 2.3 2.156 2.013 1.86
+13 2731 2.731 2.731 2.731 2.731 2.731 2.588 2.444 2.3 2.156 2.01
+14 2731 2731 2731 2.731 2.731 2.731 2.731 2.588 2.444 2.3 2.15
+15 2731 2731 2731 2.731 2.731 2.731 2.731 2.731 2.588 2.444 2.3
+16 2731 2.731 2731 2.731 2.731 2.731 2.731 2.731 2.731 2.588 2.4
+17 2731 2731 2731 2.731 2.731 2.731 2.731 2.731 2.731 2.731 25
+18 2731 2731 2731 2.731 2.731 2.731 2731 2.731 2.731 2731 2.7
+19 2731 2731 2731 2.731 2.731 2.731 2.731 2.731 2.731 2731 2.7
+20 2731 2731 2731 2.731 2.731 2.731 2.731 2.731 2.731 2731 2.7
TABLE 6-4: AVERAGE DAMAGE FOR 1D6/%X2 WEAPON
(EXAMPLE: THROWING AXE)

AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 2205 2.021 1.838 1.654 1.47 1.286 1.103 0.919 0.735 0.551
+2 2.389 2205 2.021 1.838 1.654 1.47 1.286 1.103 0.919 0.735
+3 2,573 2.389 2205 2.021 1.838 1.654 1.47 1.286 1.103 0.919
+4 2.756 2573 2.389 2205 2.021 1.838 1.654 1.47 1.286 1.103
+5 2.94 2756 2.573 2.389 2.205 2.021 1.838 1.654 1.47 1.286
+6 3.124 294 2756 2573 2.389 2.205 2.021 1.838 1.654 1.47
+7 3.308 3.124 294 2.756 2.573 2.389 2.205 2.021 1.838 1.654
+8 3.491 3.308 3.124 2.94 2756 2.573 2.389 2.205 2.021 1.838
+9 3.491 3.491 3.308 3.124 2.94 2.756 2.573 2.389 2.205 2.021
+10 3.491 3.491 3.491 3.308 3.124 294 2.756 2573 2.389 2.205
+11 3.491 3.491 3.491 3.491 3.308 3.124 294 2.756 2.573 2.389
+12 3.491 3.491 3.491 3.491 3.491 3.308 3.124 2.94 2.756 2.573
+13 3.491 3.491 3.491 3.491 3.491 3.491 3.308 3.124 294 2.756
+14 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.308 3.124 2.94
+15 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.308 3.124
+16 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.308
+17 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491
+18 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491
+19 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491
+20 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491 3.491

TABLE 6-5: AVERAGE DAMAGE FOR 1D6/18-20 WEAPON
(EXAMPLE: SCIMITAR)

1ae-ig Seo (order =3

AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 2.415 2214 2013 1811 1.61 1409 1.208 1.006 0.805 0.604
+2 2616 2415 2.214 2013 1811 161 1.409 1.208 1.006 0.805
+3 2.818 2616 2415 2214 2013 1811 1.61 1409 1208 1.006
+4 3019 2818 2616 2415 2214 2.013 1811 161 1.409 1.208
+5 322 3.019 2818 2616 2415 2214 2013 1811 161 1.409
+6 3421 322 3019 2818 2616 2415 2214 2013 1.811 161
+7 3.623 3421 322 3019 2818 2616 2415 2214 2013 1.811
+8 3.824 3.623 3.421 322 3019 2818 2.616 2415 2214 2013
+9 3.824 3.824 3623 3.421 3.22 3019 2818 2616 2415 2214
+10 3.824 3.824 3.824 3.623 3421 3.22 3.019 2818 2616 2.415
+11 3.824 3.824 3.824 3.824 3.623 3421 322 3019 2818 2.616
+12 3.824 3.824 3.824 3.824 3.824 3.623 3421 322 3019 2.818
+13 3.824 3.824 3.824 3.824 3.824 3.824 3623 3421 322 3.019
+14 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421 3.22
+15 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421
+16 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623
+17 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
+18 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
+19 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
+20 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824
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144 /x4: light pick
(also a Small heavy pick)
Cost: 4 gp
Average Damage2.5
Average Critical Damage:10
Adjusted Critical Damage: 0.375
True Average Damage2.875

This is the big off-hand weapon, best for the reckless
high rollers. Sure, you only have a 5% chance of getting
a critical threat, but you're probably going to get the con-
firmation when you do make that big roll. The key bene-
fit, as evidenced on Table 6-3, is the damage potential.
It's also cheaper than the kukri. However, despite this
weapon’s virtues, it carries some flaws. Like the kukri,
it's not made to be thrown. The short sword consistently
deals more damage. Finally, piercing weapons are often
less successful in damaging opponents than slashing or
bludgeoning, since many monsters have resistances to
piercing weapons.

Want to beef this weapon up a bit? Add a “fill in energy
type here” burst weapon. For the price of a +2 bonus,
your light pick deals an extra 3d10 points of energy dam-
age on a critical hit. Mix with Power Attack, and it's all
over.

1d6/x2: throwing axe
Cost: 8 gp
Average Damage3.5
Average Critical Damage:7
Adjusted Critical Damage: 0.175
True Average Damage3.675

This one’s real simple. Itty-bitty axe, deals itty-bitty
damage. For 8 gp, you could buy 4 daggers with the
same range increment. Really, the big benefit here is the
added damage per hit. You're not going to crit all that
often, and for the price, it's probably better to look at
cheaper and expendable thrown weaponry.

Whenever using thrown weaponry, you must invest in
the Quick Draw feat. It allows you to use your normal
rate of attacks with thrown weaponry, provided of course
you have enough of them on hand. One more thing:
many warriors make the mistake of dumping 35 or 50 gp
into a crossbow. The only people who should ever, ever
use a crosshow are the 95-pound weaklings, with a
Strength of 9 or less. A crossbow requires reload time. To
avoid or minimize the reload time, you have to buy a
super-specialized feat (Rapid Reload, that is). On the
other hand, 50 gold pieces gets you 50 light hammers or,
for the more reasonable, 6 throwing axes. And with
thrown weapons, you get a Strength bonus to damage.



1d6/18-20: scimitar TABLE 6-6: AVERAGE DAMAGE FOR 1D6/19-20 WEAPON

Cost: 15 gp (EXAMPLE: SHORT SWORD)
AC
Average Damage3.5 BAB 10 11 12 13 14 15 16 17 18 19 20

N +1 231 2118 1.925 1.733 154 1.348 1.155 0.963 0.77 0578 0.35

Average Critical Damage:7 +2 2503 231 2118 1.925 1733 154 1.348 1.155 0.963 0.77 0.52
+3 2.695 2.503 231 2118 1.925 1.733 154 1.348 1.155 0.963 0.7

Adjusted Cr|t|ca| Damage0525 +4 2.888 2.695 2503 2.31 2118 1.925 1.733 1.54 1.348 1.155 0.87%
+5 3.08 2888 2695 2503 231 2118 1925 1733 1.54 1.348 1.05

; +6 3273 3.08 2888 2695 2503 231 2118 1925 1.733 154 1.22

True Average Damage#.025 +7 3.465 3273 308 2.888 2.695 2503 2.31 2118 1925 1.733 1.4
: o . +8 3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31 2.118 1.925 157p

Of the two high-critical-threatening one-handefl.q 3.658 3.658 3465 3.273 3.08 2.888 2.695 2503 2.31 2.118 1.75
weapons, scimitars are Consistenﬂy Superior to rapiers;l.o 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2503 2.31 1.92p
Scimit lashi hich h liible fort 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2503 2.1
cimitars are slashing, which means they are efigible [of;, 3658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.27p
the keen edgespell and magic enhancement. The rapier13 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.45
o miarai ; ) 14 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.62F
IS plercmg,'whlch means you'd have to spend afe’at Q15 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 2.8
increase this effectiveness of this weapon. If you're|ais 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 2.97p
warrior. there i nd t more effective w 17 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.15
arrior, t.e e is bound to be more e ,ec € weaponyy . 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.32%5
out there; take a look at the game’s most popularig 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.3%b
weapon: the |0ngsword_ On the other hand, you can 3@0 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.32b

Weapon Finesse with a rapier, something you can't use
with a scimitar.

BLE 6-7: AVERAGE D GE FOR 1D6/%X3 WEAPON
In short, if you have a high Dexterity, a mediocr Ia AVERA AMAGE FOR / AP

D

Strength, and Weapon Finesse, a rapier and a kukri fare (EXAMPLE: HANDAXE)
the weapons for you. On the other hand, if you want [to AC
S . . BAB 0 11 12 13 14 15 16 17 18 19 20

start ripping through the bad guys, invest imXakeen | ,; 231 2118 1.925 1.733 154 1348 1155 0.963 0.77 0578 0.38
scimitar, and you won't be sorry. +2 2,503 2.31 2.118 1.925 1.733 1.54 1.348 1.155 0.963 0.77 0.57
+3 2.695 2503 2.31 2118 1925 1.733 1.54 1.348 1.155 0.963 0.77

+4 2.888 2.695 2503 2.31 2118 1925 1.733 154 1.348 1.155 0.96

1d6/19-20: short sword +5 3.08 2888 2695 2503 231 2118 1.925 1.733 154 1.348 1.15

+6 3273 3.08 2.888 2.695 2503 2.31 2.118 1925 1733 154 1.34

(also a Small longsword) +7 3.465 3.273 3.08 2.888 2.695 2503 2.31 2118 1.925 1.733 1.54

+8 3.658 3.465 3.273 3.08 2888 2.695 2503 231 2118 1925 1.73
Cost: 10 gp +9 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2503 2.31 2118 1.92%
. +10 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2503 2.31 2.11

+11 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.503 2.31
Average Damage3.5 +12 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.695 2.50B
N +13 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.888 2.69b
Average Critical Damage: 7 +14 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08 2.88B
+15 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.273 3.08
Adjusted Critical Damage: 0.35 +16 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.465 3.27B
+17 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.46p
+18 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658
True Average Damage3.85 +19 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658
+20 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658 3.658

The short sword is undoubtedly the game’s most popujar
off-hand weapon. What can match the high critical threat
range at such a great price? Compared to the kukri, the
short sword deals more damage on average, despitg its

TABLE 6-8: AVERAGE DAMAGE FOR 1D6/x4 WEAPON

5% less likelihood of scoring a critical threat. It eveh (EXAMPLE: HEAVY PICK)

weighs less than most of the martial light weapons. |Is Aéi ) . . 20
: B 1 1 1 1 14 15 1 17 18 19

there a reason not to use this weapon as an off-haﬁ? 2415 2214 2013 1811 161 1409 1208 1.006 0.805 0.604 0.40

Probably not; thousands of gamers can't be wrong, rigit?2 2616 2415 2214 2013 1811 161 1409 1.208 1.006 0.805 0.60

+3 2.818 2.616 2.415 2.214 2.013 1.811 1.61 1.409 1.208 1.006 0.80

’ X i ' s 322 3.019 2.818 2.616 2.415 2.214 2013 1.811 1.61 1.409 1.20

However, you can't throw it. It's also the most expensiye,s 3421 322 3019 2818 2616 2415 2.214 2013 1.811 161 1.40

of the ||ght maurtial weapons, and worse, it's piercing_ In+7 3.623 3.421 3.22 3.019 2.818 2.616 2415 2.214 2.013 1.811 161

. .. . ., +8 3.824 3.623 3.421 3.22 3.019 2.818 2.616 2.415 2.214 2.013 1.81
this department, the kukri is a better investment, desgitg 3.824 3.824 3.623 3.421 322 3.019 2818 2616 2415 2214 2.01

the lower damage on average. Plus, the kukri does slgsho 3.824 3.824 3.824 3.623 3421 322 3019 2818 2616 2415 2.21
: : AR +11 3.824 3.824 3.824 3.824 3.623 3.421 322 3.019 2818 2.616 241
ing damage, which lets you put sokeenaction into it. | 17 3.824 3.824 3.824 3.824 3.824 3.623 3.421 322 3.019 2818 2.6l
In fact, akeenedged kukri has almost the same damag@e1s 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421 322 3019 2.81
potential as the short sword. +14 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3623 3421 322 3.01
+15 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.421 3.2
+16 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.623 3.4
+17 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 36
+18 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 38
+19 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 338
+20 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 3.824 338
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(EXAMPLE: FLAIL)

TABLE 6-9: AVERAGE DAMAGE FOR 1D8/x2 WEAPON

AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 2.835 2599 2363 2.126 1.89 1.654 1.418 1.181 0.945 0.709
+2 3.071 2.835 2599 2363 2.126 1.89 1.654 1.418 1.181 0.945
+3 3.308 3.071 2.835 2599 2.363 2.126 1.89 1.654 1418 1.181
+4 3.544 3.308 3.071 2.835 2.599 2.363 2.126 1.89 1.654 1.418
+5 3.78 3544 3308 3.071 2.835 2599 2.363 2.126 1.89 1.654
+6 4,016 3.78 3.544 3.308 3.071 2.835 2.599 2.363 2.126 1.89
+7 4253 4.016 3.78 3.544 3.308 3.071 2.835 2.599 2.363 2.126
+8 4489 4.253 4.016 3.78 3.544 3.308 3.071 2.835 2.599 2.363
+9 4489 4.489 4.253 4.016 3.78 3.544 3.308 3.071 2.835 2.599
+10 4,489 4.489 4.489 4.253 4.016 3.78 3.544 3.308 3.071 2.835
+11 4.489 4.489 4.489 4.489 4.253 4.016 3.78 3.544 3.308 3.071
+12 4,489 4.489 4.489 4.489 4.489 4.253 4.016 3.78 3.544 3.308
+13 4.489 4.489 4.489 4.489 4.489 4.489 4.253 4.016 3.78 3.544
+14 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.253 4.016 3.78
+15 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.253 4.016
+16 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.253
+17 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489
+18 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489
+19 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489
+20 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489 4.489
TABLE 6-10: AVERAGE DAMAGE FOR 1D8/19-20 WEAPON
(EXAMPLE: LONGSWORD)

AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 297 2723 2475 2228 198 1.733 1.485 1.238 0.99 0.743 0.45
+2 3.218 297 2723 2475 2228 198 1.733 1.485 1.238 0.99 0.67
+3 3.465 3.218 297 2723 2475 2228 198 1.733 1.485 1.238 0.9
+4 3.713 3.465 3.218 297 2723 2475 2.228 1.98 1.733 1.485 1.12%
+5 3.96 3.713 3.465 3.218 297 2723 2475 2228 198 1.733 1.35
+6 4,208 3.96 3.713 3.465 3.218 2.97 2.723 2.475 2.228 1.98 1.57
+7 4,455 4208 3.96 3.713 3.465 3.218 2.97 2.723 2475 2.228 1.8
+8 4,703 4.455 4208 3.96 3.713 3.465 3.218 2.97 2.723 2.475 2.02%
+9 4,703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 297 2.723 2.25
+10 4,703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 2.97 2.47p
+11 4703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 2.7
+12 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 2.92p
+13 4,703 4.703 4.703 4.703 4.703 4.703 4.455 4208 3.96 3.713 3.15
+14 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.37p
+15 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.6
+16 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 3.82b
+17 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.05
+18 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.27p
+19 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.27p
+20 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.27p
TABLE 6-11: AVERAGE DAMAGE FOR 1D8/%X3 WEAPON
(EXAMPLE: BATTLEAXE)

AC
BAB 10 11 12 13 14 15 16 17 18 19 20
+1 297 2723 2475 2228 198 1733 1.485 1.238 0.99 0.743 0.49
+2 3.218 297 2723 2475 2228 198 1.733 1.485 1.238 0.99 0.74
+3 3.465 3.218 2.97 2723 2475 2228 198 1.733 1.485 1.238 0.99
+4 3.713 3.465 3.218 2.97 2.723 2475 2.228 1.98 1.733 1.485 1.23
+5 3.96 3.713 3.465 3.218 297 2723 2475 2228 1.98 1.733 1.8
+6 4208 3.96 3.713 3.465 3.218 297 2723 2.475 2228 198 1.73
+7 4455 4208 3.96 3.713 3.465 3.218 2.97 2.723 2.475 2.228 1.98
+8 4,703 4.455 4.208 3.96 3.713 3.465 3.218 2.97 2.723 2475 2.22
+9 4703 4.703 4.455 4208 3.96 3.713 3.465 3.218 297 2.723 2.47
+10 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 2.97 2.72
+11 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.218 2.97
+12 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.465 3.21
+13 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.713 3.46
+14 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.96 3.71
+15 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.208 3.9
+16 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.455 4.2
+17 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.4
+18 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.7
+19 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.7
+20 4,703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.703 4.7
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1d6/x3: handaxe
(also a Small batfleaxe)

Cost: 6 gp

Average Damage3.5

Average Critical Damage: 10.5
Adjusted Critical Damage: 0.35
True Average Damage3.85

The handaxe is an interesting and oft-overlooked alter-
native to the short sword. It has the same damage poten-
tial as the short sword, it's cheaper, and it's slashing.
Again, where you have to stack a feat on the short sword
to improve its critical threat, the hand axe improves with
a simple magical oil or enchantment.

1d6/x4: heavy pick
Cost: 8 gp
Average Damage3.5
Average Critical Damage: 14
Adjusted Critical Damage: 0.525
True Average Damage#4.025

This bruiser is a great weapon for reckless characters
who believe they have a better chance at nailing the nat-
ural 20 than other characters. While this is an acceptable
weapon, better than the hand axe and on par with the
short sword, it can't be used as effectively as an off-hand
weapon without taking some extra penalties to the attack
roll. As a primary weapon, though you may occasionally
get lucky with a swing, you're probably not going to pull
off a miracle every game session.

1d8/x2: flail
Cost: 8 gp
Average Damage4.5
Average Critical Damage: 9
Adjusted Critical Damage: 0.225
True Average Damage4.725

On the surface, this looks like one of the crummiest
weapons in the game. Alas, many players fall into this
trap by not reading the weapon description. Flails, either
regular or their bigger brother, the heavy flail, grant their
wielder a +2 bonus on opposed attack rolls made to dis-
arm an enemy and to avoid being disarmed on a failed
attempt. Better still, this so-called yuck weapon also lets
you trip bad guys. If you were thinking about multiclass-
ing a fighter/monk and want to play with the Improved
Trip feat a bit, this weapon is an 8 gp gem in the rough,
having a reasonable damage value, especially compared
to the beloved pick.



1ae-ig Seo (order =3

1d48/19-20: longsword TABLE 6-12: AVERAGE DAMAGE FOR 2D4/18-20 WEAPON
Cost: 15 gp (EXAMPLE: FALCHION)
, AC
Average Damage#.5 BAB 10 11 12 13 14 15 16 17 18 19 20
N +1 345 3.163 2.875 2588 2.3 2013 1725 1438 1.15 0.863 0.55
Average Critical Damage: 9 +2 3.738 3.45 3.163 2.875 2588 2.3 2013 1.725 1.438 1.15 0.86
+3 4025 3.738 3.45 3.163 2.875 2588 23 2013 1725 1.438 1.15
Adjusted Cr|t|ca| Damage045 +4 4313 4.025 3.738 345 3.163 2.875 2.588 2.3 2.013 1.725 1.438
+5 46 4313 4025 3.738 345 3163 2875 2588 2.3 2013 1.72
; +6 4888 46 4313 4.025 3738 3.45 3.163 2.875 2588 2.3 201
True Average Damage#.95 +7 5175 4.888 4.6 4313 4.025 3.738 3.45 3.163 2.875 2.588 2.3
, . +8 5463 5175 4.888 4.6 4.313 4.025 3738 345 3.163 2.875 258
Yeah, yeah. It's a great weapon. Not much in the perkq ap 5463 5463 5.175 4.888 4.6 4.313 4.025 3.738 3.45 3.163 2.87
Onglna“ty department, buﬁ.l |0ngsw0rdsare more +10 5463 5.463 5.463 5.175 4.888 4.6 4313 4.025 3.738 3.45 3.16.
than half-elves th d It a0l +11 5463 5463 5463 5463 5175 4.888 4.6 4313 4.025 3.738 3.45
common than hali-elves these days. It's a staple weapoiy, 5.463 5.463 5463 5463 5.463 5.175 4.888 4.6  4.313 4.025 3.73
You're going to use it, and there’s nothing anyone canr13 5463 5463 5.463 5463 5463 5463 5.175 4.888 4.6 4.313 4.02
sav about it +14 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6  4.31
Yy : +15 5463 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6
+16 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5175 4.8
1d8/x3: battleaxe +17 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5463 5.1
+18 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5463 5.4
' +19 5463 5463 5463 5463 5463 5463 5463 5463 5463 5463 5.4
Cost: 10 gp +20 5.463 5463 5463 5463 5463 5463 5463 5463 5463 5.463 5.4
Average Damage4.5
Average Critical Damage: 13.5 TABLE 6-13: AVERAGE DAMAGE FOR 2D4/X3 WEAPON
Adjusted Critical Damage: 0.45 (EXAMPLE: GUISARME)
AC
True Average Damage#4.95 BAB 0 11 12 13 14 15 16 17 18 19 20
+1 33 3025 275 2475 22 1925 1.65 1375 11 0825 0.55
Same average damage potential as the longsword, /ogj 3-225 3-375 2-325 g-g;’s ;-‘71;5 ;-275 ;-225 i-ggs 1-225 1'375 2-?25
say? Five gold cheaper? Better top-end damage potep; 4125 385 3575 33 3025 275 2475 22 1925 165 1375
tial? Slashing, too? Yep, you're still going with the +5 44 4125 385 3575 33 3.025 275 2475 22 1925 165
, " +6 4675 44 4125 385 3575 3.3 3.025 275 2475 22  1.925
longsword, aren't you? +7 495 4675 44 4125 385 3575 33 3025 275 2475 22
+8 5225 495 4.675 44 4125 385 3575 33  3.025 275 2473
2d4/18-20: falchion +9 5225 5225 495 4.675 44 4125 385 3575 33 3025 275
+10 5225 5225 5225 495 4.675 44 4125 385 3575 33  3.024
) +11 5225 5225 5225 5225 495 4675 44 4125 385 3575 33
Cost: 75 gp +12 5225 5225 5.225 5225 5225 4.95 4.675 4.4 4125 385 357
+13 5.225 5225 5225 5225 5225 5225 4.95 4675 44 4125 3.85
Average Damage5 +14 5.225 5225 5225 5225 5225 5225 5225 495 4.675 44  4.12f
+15 5225 5225 5225 5225 5225 5225 5225 5225 495 4675 4.4
Average Critical Damage:10 +16 5.225 5225 5225 5225 5225 5225 5225 5225 5225 4.95 4.67b
: +17 5.225 5225 5225 5225 5225 5225 5225 5225 5225 5225 4.95
. . . +18 5.225 5225 5225 5225 5225 5225 5225 5225 5225 5225 522
Adjusted Critical Damage: 0.75 +19 5225 5225 5.225 5225 5225 5225 5225 5225 5225 5225 522
True A b 575 +20 5.225 5.225 5225 5225 5225 5225 5225 5225 5225 5225 522
rue Average Damage>s.
This is a really strange weapon. It costs 25 gp more ttfan
a greatsword, still requires two hands to use, and ddals TABLE 6-14: AVERAGE DAMAGE FOR 2D4/X4 WEAPON
i i 0,
less damage. Granted, it does give you an extra p% (EXAMPLE: SCYTHE)
chance for a critical threat, and does slightly more adjupt- AC
ed critical damage, but who are we kidding? Oh yeah, if’'sas 10 11 12 13 14 15 16 17 18 19 20
: s : +1 345 3.163 2.875 2588 23 2013 1725 1.438 1.15 0.863 0.57
QISO 4 pqunds lighter. This is somewhat cool with the, 3738 345 3163 2.875 2588 2.3 2013 1725 1.438 115 0.86
right magical enhancements, but if you ask any warrigrys 4.025 3.738 345 3.163 2875 2588 2.3 2013 1725 1438 1.15
they'll hand you a greatsword instead. +4 4313 4025 3738 345 3.163 2.875 2588 2.3 2013 1.725 1.43%
+5 46 4313 4025 3.738 345 3.163 2875 2588 2.3 2013 1.72
+6 4888 46 4313 4.025 3738 3.45 3.163 2.875 2588 2.3 201
+7 5175 4.888 4.6 4313 4.025 3.738 3.45 3.163 2.875 2588 2.3
+8 5463 5175 4.888 4.6 4.313 4.025 3738 345 3.163 2.875 258
+9 5463 5463 5175 4.888 4.6 4313 4025 3.738 345 3.163 287
+10 5463 5463 5463 5175 4.888 4.6 4313 4.025 3.738 345 3.16
+11 5463 5463 5463 5463 5175 4.888 4.6 4313 4.025 3.738 3.45
+12 5463 5463 5463 5463 5463 5175 4.888 4.6 4313 4.025 3.73
+13 5463 5463 5463 5463 5463 5463 5.175 4.888 4.6 4313 4.02
+14 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6  4.31
+15 5463 5463 5463 5463 5463 5463 5463 5463 5175 4.888 4.6
+16 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5175 4.8
+17 5463 5463 5463 5463 5463 5463 5463 5463 5463 5463 5.1
+18 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5463 5.4
+19 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5463 5.4
+20 5463 5463 5463 5463 5463 5463 5.463 5463 5463 5463 5.4
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TABLE 6-15: AVERAGE DAMAGE FOR 1010/X2 WEAPON 2d4/x3: guisarme

(EXAMPLE: GREATCLUB) Cost: 9 gp
AC
BAB 100 11 12 13 14 15 16 17 18 19 20 Average Damage5
+1 3465 3.176 2.888 2.599 2.31 2.021 1.733 1.444 1.155 0.866 N
+2 3.754 3.465 3.176 2.888 2.599 231 2.021 1.733 1.444 1.155 Average Critical Damage:15
+3 4.043 3.754 3.465 3.176 2.888 2599 2.31 2.021 1.733 1.444
+4 4.331 4.043 3.754 3.465 3.176 2.888 2.599 2.31 2.021 1.733 Adjusted Damage:o_s
+5 4.62 4331 4.043 3.754 3.465 3.176 2.888 2599 2.31 2.021
+6 4.909 4.62 4.331 4.043 3.754 3.465 3.176 2.888 2.599 2.31
+7 5198 4.909 4.62 4.331 4.043 3.754 3.465 3.176 2.888 2.509 True Average Damages.5
+8 5486 5198 4.909 4.62 4.331 4.043 3.754 3.465 3.176 2.888 .
+9 5.486 5486 5198 4.909 462 4331 4043 3.754 3.465 3.176 Pole-arms are underrated. Lots of damage potential,
+10 5.486 5.486 5.486 5.198 4.909 4.62 4.331 4.043 3.754 3.465 great critical hits and reach. Every multiclassed f|ght-
+11 5486 5.486 5.486 5486 5198 4.909 4.62 4.331 4.043 3.754 ) ;
+12 5486 5.486 5.486 5486 5486 5198 4.909 4.62 4.331 4.043 er/cleric should wield a pole arm. You want a weapon
+13 5.486 5.486 5.486 5486 5.486 5486 5198 4.909 4.62 4.331 you can trip with? This is it.
+14 5486 5.486 5.486 5486 5486 5.486 5.486 5198 4.909 4.62
+15 5486 5.486 5.486 5486 5486 5.486 5.486 5486 5.198 4.909
+16 5.486 5486 5486 5.486 5.486 5.486 5.486 5.486 5.486 5.198 2d4/x4: scythe
+17 5486 5.486 5.486 5486 5486 5486 5.486 5486 5486 5.486
+18 5486 5.486 5.486 5486 5486 5486 5.486 5486 5486 5.486 Cost: 18 gp
+19 5486 5.486 5.486 5486 5486 5486 5.486 5486 5486 5.486
+20 5486 5.486 5.486 5486 5486 5486 5.486 5486 5486 5.486

Average Damage5

Average Critical Damage: 20

TABLE 6-16: AVERAGE DAMAGE FOR 1D10/19-20 WEAPON Adjusted Damage:0.75

(EXAMPLE: FLAIL)

AC True Average Damage5.75

BAB 10 11 12 13 14 15 16 17 18 19 20 . . .
+1 363 3328 3025 2723 242 2118 1815 1513 121 0908 055| At a certain level, the scythe is somewhat cool. High
+§ iggg g-gga 2-258 gg;g 58;2 ;-47153 ;-}és ;fﬁg igig iﬁs 2-22 damage potential, not too expensive, and rather effective.
+4 4538 4235 3933 363 3328 3025 2723 242 2118 1815 1a7p ON the other hand, who are you kidding? What, your
+5 484 4538 4.235 3933 363 3328 3.025 2723 242 2118 165| character’s going to stroll into a random town clutching
+6 5143 4.84 4538 4.235 3.933 3.63 3.328 3.025 2723 242 192 o Thi ;
+7 5445 5143 484 4538 4235 3933 363 3328 3025 2723 20| &Scythe? This weapon sets off some aIarmS. Howevgr, it
+8 5748 5445 5143 484 4538 4235 3.933 363 3328 3.025 2476 can be used for making trip attacks. When it comes right
+9 5748 5748 5445 5143 484 4533 4235 3933 363 3328 275| down to i, if you're going to use a two-handed weapon
+10 5748 5748 5748 5445 5143 484 4538 4.235 3.933 3.63 3.02p ’ i . LA
+11 5748 5748 5748 5748 5445 5143 484 4538 4235 3933 33| a greatsword consistently outperforms, trip or no trip.
+12 5748 5748 5748 5748 5748 5445 5143 4.84 4538 4.235 3.57p . _ . _

+13 5748 5748 5748 5748 5748 5748 5445 5143 4.84 4538 385 This weapon gets real sick with teaergy bursmagic

+14 5748 5748 5748 5748 5748 5748 5748 5445 5143 4.84 412 - ,

+15 5748 5748 5748 5748 5748 5748 5748 5748 5445 5143 44| WEAPON property. R’,eal ,S'Ck' You'll do so mugh damage
+16 5748 5748 5748 5748 5748 5748 5748 5748 5748 5445 4675 0N a critical hit, you'll think the world was ending.

+17 5748 5748 5748 5748 5748 5748 5748 5748 5748 5748 4.95

+18 5748 5748 5748 5748 5748 5748 5748 5748 5748 5748 5226 0/x2:

+19 5.748 5.748 5.748 5748 5748 5748 5.748 5748 5748 5748 5225 1d10/x2: greatclub

+20 5748 5748 5748 5748 5748 5748 5748 5748 5748 5748 5.226

Cost: 5 gp

A D .
TABLE 6-17: AVERAGE DAMAGE FOR 1D10/X3 WEAPON verage Damages.5

(EXAMPLE: HALBERD) Average Critical Damage: 11

AC Adjusted Critical Damage: 0.275

BAB 0 11 12 13 14 15 16 17 18 19 20
+1 363 3.328 3.025 2.723 242 2118 1815 1513 121 0.908
+2 3933 3.63 3.328 3.025 2.723 242 2118 1815 1513 1.21 True Average Damages.775
+3 4235 3933 3.63 3.328 3.025 2723 242 2118 1815 1513 o . L
+4 4538 4235 3933 363 3328 3025 2723 242 2118 1815 There’s just one reason to use this weapon: it's cheap.
+5 4.84 4538 4.235 3933 3.63 3.328 3.025 2.723 242 2118 Take out a loan from the cleric and buy a heavy flail
+6 5143 4.84 4538 4.235 3.933 3.63 3.328 3.025 2.723 242 instead
+7 5.445 5143 4.84 4538 4.235 3.933 3.63 3.328 3.025 2.723 :
+8 5.748 5.445 5143 4.84 4538 4235 3933 3.63 3.328 3.025
+9 5.748 5748 5.445 5143 4.84 4538 4235 3.933 363 3.328
+10 5748 5748 5748 5445 5143 4.84 4538 4235 3.933 3.63
+11 5.748 5748 5748 5748 5445 5143 4.84 4538 4.235 3.933
+12 5748 5748 5748 5748 5748 5445 5143 4.84 4538 4.235
+13 5.748 5748 5748 5748 5748 5748 5445 5143 4.84 4.538
+14 5.748 5748 5748 5748 5748 5748 5748 5445 5143 4.84
+15 5.748 5748 5748 5748 5748 5748 5748 5748 5.445 5.143
+16 5.748 5748 5748 5748 5748 5748 5748 5748 5.748 5.445
+17 5.748 5748 5748 5748 5748 5748 5748 5748 5.748 5748
+18 5.748 5748 5748 5748 5748 5748 5748 5748 5.748 5748
+19 5.748 5748 5748 5748 5748 5748 5748 5748 5.748 5748
+20 5.748 5748 5748 5748 5748 5748 5748 5748 5.748 5748
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1d10/19-20: heavy flail 2d6,/19-20: gre atsword

Cost: 15 gp Cost: 50 gp

Average Damage5.5 Average Damage?

Average Critical Damage:11 Average Critical Damage:14

Adjusted Critical Damage: 0.55 Adjusted Critical Damage: 0.7

True Average Damage6.05 True Average Damage7.7

See the entry for flail on why you should always keep@f all the two-handed weapons, this one consistently

flail handy. deals the most damage. Compared to the greataxe, the
greatsword can rack up the hits just as nicely, and it hits

1d10/x3: halberd critically twice as often. This is the badass of all

weapons.

Cost: 10 gp

Average Damage5.5
Average Critical Damage: 16.5
Adjusted Critical Damage: 0.55

True Average Damage.05 TABLE 6-18: AVERAGE DAMAGE FOR 1D12/X3 WEAPON
Wow, this weapon is cool. First, it has a great damage (EXAMPLE: GREATAXE)
range. It's only 10 gp. You can trip folks with it. It deal$ AC
. S X . - BAB 10 11 12 13 14 15 16 17 18 19 20
either piercing or slashing damage. Finally, it's not [a.; 429 3933 3575 3218 2.86 2503 2145 1788 1.43 1.073 0.71
reach weapon, so you're always threatening the 5 feef (000 080, 395 Tom 3a7s azie 266 2503 245 i7ee 143
s + . . X . . . . . . . .
around you, for those AoOs you'd like to take. +4 5363 5005 4.648 4.29 3933 3575 3218 286 2503 2.145 178
+5 572 5363 5005 4.648 429 3933 3.575 3.218 286 2503 2.14
. +6 6.078 572 5363 5005 4.648 429 3.933 3.575 3218 2.86 2.50
1d12/x3: greataxe +7 6.435 6.078 572 5363 5005 4.648 429 3.933 3575 3.218 2.86
+8 6.793 6.435 6.078 572 5363 5005 4.648 429 3.933 3.575 3.21
Cost: 20 gp +9 6.793 6.793 6.435 6.078 572 5363 5.005 4.648 4.29 3.933 3.57
+10 6.793 6.793 6.793 6.435 6.078 572 5363 5005 4648 429 3.93
Average Damage$.5 +11 6.793 6.793 6.793 6.793 6.435 6.078 572 5363 5005 4.648 4.29
+12 6.793 6.793 6.793 6.793 6.793 6.435 6.078 572 5363 5005 4.64
" . +13 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.078 572 5363 5.00
Average Critical Damage:19.5 +14 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.078 572 5.36
. " ] +15 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.078 5.7
Adjusted Critical Damage: 0.65 +16 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.435 6.0
+17 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.4
True Average Damage7.15 +18 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.7
+19 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.7
Damage. This weapon is about raw damage potential 120 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.793 6.7
can deal the most critical damage of any weapon in the
game, though some others still deal more damage [on
average. Really, this item is all about prestige. Seeing a TABLE 6-19: AVERAGE DAMAGE FOR 2D6/19-20 WEAPON
player dusting off his d12 for damage just says some- (EXAMPLE: GREATSWORD)
thing about him. AC
o ) . BAB 10 11 12 13 14 15 16 17 18 19 20
If you've ignored our warnings about playing monsters:1 462 4235 385 3465 3.08 2695 231 1925 154 1.155 0.77
X . 43 539 5005 4.62 4.235 3.85 3.465 3.08 2695 231 1.925 1.54
a Large creature and wields a Large version of this, 5775 539 5.005 4.62 4.235 3.85 3465 3.08 2.605 231 1.92§
weapon. That's 3d6 points of damage, 9d6 on acrltlca'lg 2-16 5-725 5.39 5'2,35 4-35 4-2’;:5 35232 2-365 2-02 é-ggS 323
: - Y + 545 6.16 5775 539 5005 4.62 4.235 3.85 3.465 3. 69:
hit. Add in Power Attack, and the fight's over. 7 6.93 6545 616 5775 539 5005 4.62 4235 3.85 3.465 3.08
+8 7315 6.93 6.545 6.16 5775 539 5005 4.62 4235 3.85 3.46"
+9 7315 7.315 693 6545 6.16 5775 539 5005 4.62 4235 3.85
+10 7.315 7.315 7.315 693 6545 6.16 5775 539 5005 462 4.23
+11 7.315 7.315 7.315 7.315 6.93 6.545 6.16 5775 539 5005 4.62
+12 7.315 7.315 7.315 7.315 7.315 693 6545 6.16 5775 539 5.00%
+13 7.315 7.315 7.315 7.315 7.315 7.315 6.93 6.545 6.16 5775 5.39
+14 7.315 7.315 7.315 7.315 7.315 7.315 7.315 6.93 6.545 6.16 5.77p
+15 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 6.93 6.545 6.16
+16 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 6.93 6.54p
+17 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 6.93
+18 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.316
+19 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.316
+20 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.315 7.316
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Summing It All Up

This chapter introduces a number of new ways to evaluate weapons. Here's a summary of weapons with the new s
included, as well as anything special you should know about them. The table ranks the weapons by true average d
age — it's the real stat you should be looking at, after all. All the stats in this table are for Medium size weapons
the given type. The table only includes the weapons listed above in the examples. For other weapons, simply find t
entry for the same damage and crit modifier.

Weapon

Light Melee Weapons

Hammer, light

Kukri
Pick, light

Axe, throwing
Sword, short

Handaxe

One-Handed Melee Weapons

Scimitar

Pick, heavy

Flail
Longsword
Battleaxe

Two-Handed Melee Weapons

Guisarme
Falchion
Scythe
Greatclub
Flail, heavy
Halberd
Greataxe
Greatsword

Dmg Crit
1d4 X2
1d4 18-20
1d4 X4
1d6 X2
1d6 19-20
1d6 X3
1d6 18-20
1d6 x4
1d8 X2
1d8 19-20
1d8 X3
2d4 x3
2d4 18-20
2d4 x4
1d10 x2
1d10  19-20
1d10 x3
1d12  x3
2d6 19-20

True Avg.
Damage

2.625
2.875
2.875
3.675

3.85

3.85

4.025
4.025
4.725
4.95
4.95

5.5
5.75
5.75
5.775
6.05
6.05
7.15
7.7

Range
Increment

20 ft.

10 ft.

Type Notes

B
S
p
S
=)
S

S

P
B +2 disarm, can trip
S

S

S Reach, can trip

S

PorS

B

B +2 disarm, can trip

Por S Double damage against charge, can trip
S
S



Armor

In previous editions of this game, armor was vital to the survival of any warrior. However, with all the options avail-
able to players through feats like Combat Expertise and Dodge, or classes like the monk, armor’s usefulness begins
to ebb. What follows is a brief analysis of the three categories of armor, and some things to think about when select-
ing armor.

Armor Categories

There are three main categories of armor: light, medium, and heavy.

Light Armor: These armors provide armor bonuses ranging from +1 to +4, allow characters with Dexterity scores
of 18 or higher to retain their Dexterity bonus, have minimal armor check penalties, and do not reduce speed.
Swimmers, light infantry, some guerillas, and archers should stick with this armor.

Medium Armor: These armors provide armor bonuses ranging from +3 to +5, allow characters with Dexterity scores
of 14-18 to retain their Dexterity bonus, have moderate armor check penalties, and reduce speed. Some guerillas and
skirmishers should wear this armor.

Heavy Armor: These armors provide armor bonuses ranging from +6 to +8, for the most part don't allow characters
with high Dexterity scores to retain their Dexterity bonus, have severe armor check penalties, and reduce speed.
Heavy infantry and cavalry should wear this armor.

Selecting Armor

Armor selection is important, especially at the lower levels. Depending on the archetype, the need for armor dimin-
ishes as your character advances. Light infantry and archers have less use for armor than do cavalry and heavy
infantry. Moreover, the heavier types of armor severely retard many of the character’s Strength- and Dexterity-based
abilities, such as Climb, Jump, Move Silently, and Tumble. Last, armor can dramatically reduce your character’s
speed, unless you're a dwarf, so your character’s reliance on movement is also a critical consideration.

Many players are tempted to dismiss armor altogether, once they realize the effects of the armor check penalty and
speed reductions. Before you fall into this trap, consider the cost of magic items to replicate armor’s bonus to AC.
For example, a suit of full plate with all of its disadvantages costs a steep 1,B¥aags of armor +8however,

cost 64,000 gp. The solution? A happy medium of magic enhancement and armor always does the trick.

Table 6-20 (following page) is an analysis of all the armors in the PHB, modified by Dexterity modifiers and shield
bonuses. Looking at this table, you should have a good idea of where your character should be for the money spent.
If you're playing a two-handed weapon warrior, then focus on the no-shield row. If a —2 armor check penalty is too
steep for your agile character, consider the light shield rows. If you're a tank, check out the heavy shield row, or the
tower shield if you're proficient. Note that all shields are priced at their minimum value. You can always buy at least
two wooden shields for the price of a steel shield.
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TABLE 6-20: AC BY ARMOR, DEXTERITY, AND SHIELD
Dexterity Modifier
Armor -1 +0 +1 +2 +3 +4 +5
Padded 10 11 12 13 14 15 16
11 12 13 14 15 16 17
12 13 14 15 16 17 18
14 15 16 16 16 16 16
Leather 11 12 13 14 15 16 17
12 13 14 15 16 17 18
13 14 15 16 17 18 19
15 16 17 18 18 18 18
Studded Leather 12 13 14 15 16 17 18
13 14 15 16 17 18 19
14 15 16 17 18 19 20
16 17 18 19 19 19 19
Chain Shirt 13 14 15 16 17 18 18
14 15 16 17 18 19 19
15 16 17 18 19 20 20
17 18 19 20 20 20 20
Hide 12 13 14 15 16 17 17
13 14 15 16 17 18 18
14 15 16 17 18 19 19
16 17 18 19 19 19 19
Scale Mail 13 14 15 16 17 17 17
14 15 16 17 18 18 18
15 16 17 18 19 19 19
17 18 19 20 20 20 20
Chainmail 14 15 16 17 17 17 17
15 16 17 18 18 18 18
16 17 18 19 19 19 19
18 19 20 21 21 21 21
Breastplate 14 15 16 17 18 18 18
15 16 17 18 19 19 19
16 17 18 19 20 20 20
18 19 20 21 21 21 21
Splint mail 15 16 16 16 16 16 16
16 17 17 17 17 17 17
17 18 18 18 18 18 18
19 20 20 20 20 20 20
Banded mail 15 16 17 17 17 17 17
16 17 18 18 18 18 18
17 18 19 19 19 19 19
19 20 21 21 21 21 21
Half-plate 16 17 17 17 17 17 17
17 18 18 18 18 18 18
18 19 19 19 19 19 19
20 21 21 21 21 21 21
Full plate 17 18 19 19 19 19 19
18 19 20 20 20 20 20
19 20 21 21 21 21 21
21 22 23 23 23 23 23

+6

17
18
19
16

18
19
20
18

18
19
20
19

18
19
20
20

17
18
19
19

17
18
19
20

17
18
19
21

18
19
20
21

16
17
18
20

17
18
19
21

17
18
19
21

19
20
21
23

Shield?

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

None
Light
Heavy
Tower

Cost (gp)
5

8

12

35

10
13
17
40

25
28
32
55

100
103
107
130

15
18
22
45

50
53
57
80

150
153
157
180

200
203
207
230

200
203
207
230

250
253
257
280

600
603
607
630

1500
1503
1507
1530
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Chapter

Seven

Combat

Or, How To Impress Your DM and Win The Game

By now, you know everything you need to know to make .

your warrior great. You've analyzed ability score place- Quahfy the Battlefield

ment, racial choice, class choice, skills, and feats, all to

help you build the uberwarrior. You're feeling confidenfever overlook the battlefield’s features. Difficult terrain
about your character, ready to poke a hot stick in the eftgps charges, cover improves AC and Reflex saves, hid-
of a cyclops, beard the dragon, maybe even go on a geién traps complicate an otherwise straightforward com-
cidal rampage through an orc tribe. However, before ygHt, and other entrances can hide more opponents. This
traipse off and get yourself in trouble, wait a bit longesection discusses ways to analyze the basic indoor con-
This is the most important chapter in the book, for wheict, such as those fought in a dungeon, temple, or in any
good is your min/maxed fighter when you're going tef a myriad of locales common in this game.

fight the same way you always have? This chapter is not

going to waste time covering material explicitly spelled Tunnel Fighting

out in the PHB. Instead, it gives you the tools to succeed.

Sit tight a little longer, and get ready to learn how to sufynne fights occur in passageways. There, opponents

vive nearly every combat. can strike at you from where the corridor travels, either
ahead or behind you. The more adjoining tunnels, the
RiSk Assessment more points the enemy can engage. The tunnel reduces

your movement choices and attack options. Some special

Melee combat kills characters more than traps, spells,.
other hazards. A failed Reflex save made to avoid a
trap has spelled the end for many a character, but com

attack options are difficult to achieve. Flanking is

or

impractical with the restricted movement spaces. Your

|ei1?s block charge attempts. Even simple 5-foot steps

can be hard with the cramped environment. Control is

places characters in direct danger. Not knowing the mon:-

field's features, or simple bad positioning can all medh

the end of an adventuring party. To avoid these sity

ster's capabilities, not taking advantage of the battl\él—tal' To take control, you have to be prepared. And

reparation is best achieved by marching order.

=

tions, consider the three foundations of risk assessme
1. Qualify the Battlefield
2. Qualify the Opponents

3. Establish an Action Plan

By qualifying the battlefield, you identify traps, poor tert

rain, cover and other important environmental concer

nt. LIGHTING

Light does not affect characters with darkvision. Light has ady
effects on monsters predominately dwelling underground, such as
drow, and duergar. As these are common monsters, make certal
carry some light source. Of those available in the PHB, the sunrod

erse
derro,
n you
is the

best. For 2 gp each you get six hours of light. It only takes a couple of

ghese to equip you through most dungeon crawlsevarburning torch

Qualifying the opponents reveals who's who, who's inlasts forever, but it costs 55 times as much (a cost justified only

charge, the combatants you need to deal with first,

nohany, many dungeon crawls) and it doesn't illuminate as welleven

any pertinent details about your enemy. From steps 1 arlirning torchhas a bright light radius of 20 ft. and a shadowy radiu
2, develop an action plan, a course of action maximizipgO ft., while a sunrod has a 30 ft. bright and 60 ft. shadowy radius
the advantages and minimizing the disadvantages to dive

after

s of

you a quick win. It may not be possible to do everything
in the flash of a sudden fight, but the more information Marching Order Basics
you ascertain, the better prepared you are for fighting

your foes.

Protect the weaker members of the party. Wizards, sor-

cerers, bards, and other support characters should always
go to the middle. In addition, non-spellcasters should
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employ reach weapons to threaten enemies ahead. The
slowest and best-protected melee warrior should always
stand in the front, while the fastest and most versat
member of the part should stand in the rear. Parties W
more than 4 characters, or those with cohorts, should f
low the same model, by simply adding more to th
appropriate locations.

Diagram 7-1: Marching Order

Each position has a certain responsibility while marchip
in this order. The responsibilities for each follow. In th
example shown in Diagram 7-1, the fighter (F) and tf
multiclassed warrior (PC) take the front ranks ar
engage the monsters (M). The wizard (W) and the cle
(C) hold the mid-ranks, where the wizard casts supp
spells, and the cleric heals the frontline fighters or use
longspear (simple weapon with reach) to attack the mg
sters threatening the fighter or multiclass warrior. TH
ranger (Rgr) and the rogue (R) hold the rear gua
employing ranged attacks against the second rank
monsters.

FOUR FooD GROUPS OF PARTY COMPOSITION

It's no coincidence there are four major character groupings: Coinb
Arcane, Divine, and Roguery. Party balance relies on a character pr|
ence from each of the groups. Each group fulfills a particular fungtio
The Combat characters fight, Arcane deal direct damage and have utm

ty magic, Divine heal and reinforce the party, while Roguery build OBrontline: Characters in the front ranks face the greatest
all three groups and can defeat specific threats such as traps or I They open doors, trigger traps the rogues miss, open

ster’s special attacks. chests, and all around function as the first line of defense.

Abalanced four-character party should have a fighter, cleric, wizard, af@#€se characters protect the party from immediate dan-
rogue. By balanced, we mean the basic elements are present and|no3@fe9iving the rest of the group time enough to assess the
characters have redundant abilities. If a four-character party ha¢l tgtuation and react appropriately.

fighters, a rogue and a wizard, it would lack the cleric or druid’s he il'nglid-ranks: Not surprisingly, this is where the least

and reinforcement qualities, thereby crippling the adventurers and ma&imbat-effective characters wind up. It's here where the
ing their escapades harder than they need to be. '

wizards and sorcerers should stay, where the bard can
Based on party size, a balanced party needs the following elemenits: help the front or rear guard and where the seriously
wounded go. Characters in this position hold the light
4 players: Fighter, Cleric, Wizard, Rogue source. Mid-rank characters, if possible, also wield reach
weaponry to fight the foes beyond the frontline.
Likewise, all spell support comes from this position.

5 players: Fighter, Cleric, Wizard, Rogue, warrior type

6 players: Fighter, Cleric, Wizard, Rogue, Bard, warrior type Rearguard: The most mobile warrior in the group holds
7 players: Fighter, Cleric, Wizard, Rogue, Bard, warrior type, mutlithe rearguard. Of the positions in the marching order,

classed character rearguard is the most important. These characters can
move about, helping where most needed, by protecting
Iélgainst ambush attacks from behind, or sending volleys
of arrows over the heads of their allies.

The above is a suggestion, not a rule, but you should always have|a rep-
resentative of the basic four. You could substitute, but each time yqu do,

you weaken your party. For example, a paladin is a specialized fi ;hteltrhe more adjoining corridors, the more complicated the

weakening the overall offensive capabilities, but adds to the reinfprce- .. : .
Situation, and the more like a room the environment

ment/healing department. Likewise, the sorcerer gains spell levels slo%v- . . . .
. o = ecomes. While the basic premise remains the same, the
er than the wizard does, functioning less as a utility character and|magre

. ) ircumstances change the PCs’ optimal placement. In the
of an offensive character. While these character classes serve Dal’%l S 9 P P

well, they blur the lines of the four food groups, taking something irorﬁf&ratéon :r?é?]\;\g tfrr‘gn:'g:g;;hr;ﬁ'dsthrgsvﬁcz’;'rtéon\;vﬁ:ﬁa clglr;%
one area while building on another. PP g ’

blocking flanks. The rogue occupies the multiclass war-

8 players: Fighter, Cleric, Wizard, Rogue, Bard, warrior type, 2 mutl
classed characters

Marching Order in Intersections
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rior's position, reducing the foes the rogue must face to R iqhti
allow support when he dispatches the foe, and to steal o6om flg tmg

flanks if possible. T.he multiclass warnor.blocks th'Y?Vhere tunnel fighting is straightforward, room dynamics
monsters from reaching the spellcaster, while the ran%er

positions himself to dispatch one foe and rain arrows n complicated. A rigid party position is never the solu-
the others. The cleric is at risk, but, between his and the - Enemy spelicasters use area of effect spells to catch

: ; : . . oups of PCs. Instead of the standard tunnel-fighting
fighter’s efforts, he can dispatch his enemy quickly a .

o . : actics, use the features of the room to your advantage,
use support spells to aid his allies, using a reach wea

: hile protecting weaker characters. Before you do this
to strike the bad guys. though, consider the battlefield.

Diagram 7-2: Marching Order, 3-Way Intersection Exits

Look for exits out of the room first. Exits are entrances
for more monsters. An exit is a door, portal, corridor,
stairway, or anything else allowing escape or entrance
into the room. Protecting exits is vital for two reasons.
First, you control escape. Second, you prevent new com-
batants from entering the fray.

X

=

After identifying the exits, secure them. Spells like
arcane lockblock the door and let you get back to help-
ing the warriors fight. Rogues can jam locks with a DC
10 Disable Device check. Clerics can csikinceon the
doors to prevent sounds of combat from luring monsters
and other threats to the battle. Wounded characters
should fall back to block a suspicious door, to listen for
approaching enemies, or to hammer spikes preventing
the door from opening.

Secret doors pose a dire threat to an unprepared party in

Afourth tunnel increases the threat, for the fighter typB thick of a combat. To keep secret doors from being a
must cover more opponents. At the mouth of each corffoPlem, have an elf run the perimeter of the room. Her
dor is a warrior presence; the fighter faces the north dpgate ability to detect secret doors merely by passing
west, while the ranger holds the eastern tunnel, minimf2em lets you identify these suspicious exits without

ing the threat to the wizard. The multiclass warrior serve§voting a full-round action to searching.

the same purpose, working alongside the cleric to kegRne room features several entrances, and the inhabi-
the monsters at bay. The wizard faces two opponents, fifis are not yet aware of you, fall back and study the
with help from the multiclass warrior, he should survivgea in secret rather than tackling the room all at once.
to bear his arcane magic against the enemy. Too many ways in and out of a room present a real pos-

. . . sibility of an ambush.
Diagram 7-3: Marching Order, 4-Way Intersection

THE ULTIMATE DOORJAMB

For 5000 gp, aitimmovable rodlocks doors from opening or closing,
stops traps from resetting, keeps collapsing ceilings from squighing
characters, and so on. Invest. You won't be sorry.

Architecture

A room’s architecture tells of its function, and its func-
tion says a lot about its inhabitants. For example, a table,
a couple of chairs, and a cot in a small chamber probably
denotes the room serves as a guard post or checkpoint.
Bunk beds or a more lavish bed in the same room may
suggest a living area or barracks. Guard posts mean
you're facing guards, with more nearby.
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Knowing a room’s architecture may allow a combat
advantage. For example, if a shrine has several columns,
line spells and ranged attacks are less useful. A dais jReoms may feature dangerous characteristics beyond the
vides higher ground, while reflecting pools providetandard trap/monster fare. Dripping green slime, a rain-
cover if you dare enter them, or at the least, reflect whgw of molds, darkness, or unusual magical effects such
may be hiding behind the columns. Look for cover; it's @ wild magic, impeded magic, or even enhanced magic
free way to improve AC and retard the monster’s abilityl affect the nature of conflict. Many times, it's impossi-

to hit you with spells. These miscellaneous features miglg to anticipate or identify features until you stumble
seem like window dressing, but with a little thought, yogver them, but the common hazards are easy to find if
can turn this scenery to an advantage. you know what to look for.

Perils

Columns, walls, massive trees, doors, and so on areTalere are three major identifiers of a peril. First is mon-
impassable. These obstructions determine the boundagigs behavior. Do they avoid certain places in the room?
of the battlefield, offer cover, and break up line of sigiDo they try to lure you back to some other area, tunnel,
helping to avoid spells. Other features may inform you ef trap? Second is a monster’s type. What kind of mon-
hidden threats such as constructs, monsters, or trapssies do you face? Does the luring monster have cold
suspicious of statues, pedestals, pools, and pillars. Thessistance? If so, it's possible it draws you to an area with
structures often hide hidden and dangerous featuregwn mold. Third are spells and spell-like abilities. Do
Animated objects are also something to watch for, comreatures normally having spell-like abilities refrain
mon in temples or sanctuaries. The wizard can identfipm using them? Do enemy wizards avoid or favor cer-
these potential hazards witletect magi@nd a sweep of tain areas in the room? All of these are indicators of
the room. Better yet, instead of blowing the spell, drgwmething fishy about the room’s effect on magic.

375 gp and buy svand of detect magi@ny character
with ranks in Use Magic Device or with the spell on their
spell list can use it.

Sand Traps

Anything slowing your movement falls into the catchall
category, sand trap. Sand traps include rubble, debris,

COVER

ice, or an uneven floor. Light permitting, always look for
those sections before jumping into combat, as sand traps
prevent charging, slow your movement, and, in the case

Nearly all rooms provide some sort of cover. Always seek cover
using ranged attacks. Cover boosts AC by +4 and grants a bo
Reflex saves. Walls, columns, trees, and anything else blocking
between your space and your opponent’s space all serve this end

When fighting against creatures with cover, remember that you

have cover against their attacks as well. When approaching their| p

vhest ice, cause you to lose your balance. Identify sand traps

NUSHR same way you look for other perils, by examining

2 liffonster behavior, placement, and room dynamics. In
natural caverns, expect treacherous footing. In worked

maveas, the floor is normally level, but where the floor is

g¥edominately hazardous, seek cover and let them come

tion, stick with objects that block line of sight rather than chargind® You. while peppering them with ranged attacks.

across the battlefield and exposing yourself to their attacks.

SorT COVER

Any time a creature blocks line of sight to you, you have soft cover

Unusual Features

Rooms always have some sort of extra feature. Such
things could include pedestals, curtains, sarcophagi,
YQhimneys, tables, beds, shelves, and anything else not

can derive soft cover from enemies you engage in melee comb
allies standing near you. Dangerous and skilled warriors draw m

t 88ffing into the above categories. Astute players ask for a
scription of the room before starting combat to both

the fire from the enemies, especially when they cut through the eherRg alize the scenario and identify important features. If
in rapid succession. Always position yourself where another body sepayoom's description prominently features an altar to a
rates you from the opposing archer. Note that, with the recent grragg, god, you can bet your magic sword it's important.

characters can derive soft cover against ranged attacks only.

Sometimes these objects have magical properties; other

times they are simply mundane. Regardless, having a
sense of what'’s in the room helps you maximize the envi-

CONCEALMENT

Fog, foliage, natural darkness, and magical effects suctarksess,

ronment to let you succeed, by exploiting the room’s
contents.

invisibility, and obscuring mistll create concealment. Where concgal-

ment comes into play, your attackers have the same chance of
that you do. If you can't get around the miss chance and your op

issing
nent

is having the same troubles, keep the combat in the area of concedlment,

thus leveling the playing field.
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. Heavy Infantry: Charge into combat and direct your
Quahfy the Opponents: attacks against one foe at a time. Use Power Attack and
Cleave to maximize your damage.

MOﬁSter ArChetypeS Skirmishers: Hold your position until you're needed. If
a batch of critters breaks past the heavy infantry, move
Monsters have archetypes just like warriors. Knowirgp to assist. Otherwise, aid your allies with ranged
the monster’s archetype tells you how to fight it. Belo@ttacks.
are the several archetypes and their sub-groupings. In

each section is an example of what a party should d

the first round of combat against a sample monstgr. TABLE 7-4: CRITTERS

Example parties are assumed to have four character
each of the basic classes — fighter, wizard, cleric, antlype HD Good Saves Special Notes
rogue. These are good examples of what you should|do

whenever fighting a monster of the particular archety eAnimaI ds Fort and Ref hgv‘;'rg?ht vision, always
u
Critters Magical Beast d10 Fort and Ref Darkvision and {bght
vision

These creatures are the creepy-crawlies of a dunggon. ) . .
They include monstrous centipedes, spiders, wolves, 4rfd0Z€ dio None Mindless, blind, immune
other low-powered creatures. They have simple motives, poison, sleep, paralysis, stu
namely to make a meal of you and your allies. Crittefrs ning, critical hits, flanking

include the following creature types: Animals, mostp|ants ds Fort
Magical Beasts, Oozes, Plants and Vermin. Animals
creatures with existing or former real world counterpar

. . D : ) to critical hits
wolves, many with special abilities. Oozes are giant si

gle-celled organisms similar to amoebas or parameci
except much bigger and dangerous. Plants are monsters

Low-light vision, immune t
mind-affecting effects, poi
' son, sleep, paralysis, pol
morph and stunning, immury

nyermin ds Fort Mindless, darkvision

with some modicum of movement and sentience. Vermin
are insects, usually the big ones. Example: Monstrous Spiders (CR 1/4 to 11)

Parlay: Not usually. Critters are motivated by instinctuponstrous spiders are easy threats for most parties.
al needs such as fear, protect, and hunger. However, these creatures have potent abilities. They
Critter Tactics: Multiple critters attack en masse. Singlé3Ome ina varllety of sizes, and the b|gger they are, the

gre toxic their venom. There are two kinds of spiders:

critters attack the nearest combatant. You shouldn’t h d web spi H K Web Spi
to worry about the non-warriors being the targets, ynters and we SpInners. unters stalk you. Web spin-
ReLs snare you with their webs.

these creatures don't differentiate between meats. On

other hand, they attack the nearest target, and if justgg@paration: A spider’s best weapons are poison and
happens to be the wizard, well, he’s out of luck. webs. To beat the poison, drink antitoxin before engag-

Archers: When fighting a bunch of critters, focus younLng them. Cloaks  of re5|§tance\nd potions of bear’s.
attacks on the rear numbers, letting the other Warricﬁ,gdurancea!so help to fight off the effects of their
handle the frontlines. This reduces the number of cré& °M: Against webs, boost your Strength.

tures to fill in the gaps, while keeping a warrior back to

protect other characters.

Cavalry: Avoid staying in one place where the monstefs
can swarm you. Use Ride-By Attack to erode their numSpread out

bers until they flee, then ride them down. .
Boost your Fortitude saves
Guerrillas: Use multiple attacks whenever possiblg,

such as Rapid Shot or Two-Weapon Fighting. You wapt/Se ranged attacks

maximum damage potential to reduce the numbers. Fight defensively to avoid bite attacks

Light Infantry: Fight defensively with Combat
Expertise to reduce the number of attacks against yp

Use fire to destroy webs
u.

Tips vs. MONSTROUS SPIDERS

On the other hand, if your AC is high, use your speed and
agility to move through their ranks, taking flanks when-
ever able.
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Diagram 7-5: Round 1 vs. Critter

w
oo

First Round Tactics

Opponent: Large Monstrous Hunting Spider (CR 2)
Party: Ftr 2, Wiz 2, ClIr 2, Rog 2

Round 1:

Fighter: Move (do not charge) and attack

Wizard: Load crossbow, castue strike 5 ft. step back

Cleric: Castshield of faithon rogue, move to threaten

Rogue:Double move to circle behind the spider, usingP
Tumble if necessary

Spider:Attacks fighter or cleric

Special Notes

Darkision and low-light
vision, immune to magi
sleep and paralysis

Darkvision, immune to p
son, sleep, paralysis, stu
ning, critical hits and flank
ing; these creatures do n|
sleep, eat, or breathe

Darkvision, extraplanar ou
siders do not need to eat
sleep

Di-
"]-

pt

o
=4

TABLE 7-6: FIENDS
Type HD Good Saves
Dragon di2 All
Elemental ds Varies
Outsider ds All
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Fiend

The fiend category includes Elementals, Dragons and
Outsiders. Elementals are creatures composed of one or
more of the four classic elements — air, earth, fire or
water. Summoned like fiends, they are less willing to
negotiate and many are of low Intelligence. Evil out-
siders, on the other hand, can eclipse many dragons in
sheer power and malevolence. With their spell-like abil-
ities and the possibility of summoning assistance, fiends
are a threat only the most prepared or lucky heroes can
hope to overcome. You should know what a dragon is.

Parlay: Sometimes, but don’t trust anything fiends tell
you, as they are all universally motivated by mortal
destruction, either physically or spiritually. Elementals
don’t normally parlay.

Fiend Tactics: Fiends typically employ a mixture of spe-
cial attacks such as spell-like abilities to soften their foes
before finishing them off with melee attacks. Against
particularly well-armed opponents, they retreat sunah-
monan ally (for outsiders), usually another of their kind
or something a bit nastier. Fiends, regardless of type, are
more than capable of wiping out a party. Confront them
with caution.

Archers: Use ranged attacks to interrupt the fiend’s
spell-like abilities, forcing a Concentration check every
time it tries something. While your attacks may not deal
a lot of damage, you're sure to tick them off and make
them do something irrational.

Cavalry: Use mounted charges or Ride-By Attacks to

maximize the damage and mobility. Avoid staying in one

place too long. Don't do anything provoking attacks of

portunity, such as overruns or bull rushes, unless
you're positive you'll succeed.

Guerrillas: Paladins make the best fiend hunters. To fur-
ther reinforce your combat potential, make sure you
boost low saves with save buff feats like Lightning

Reflexes or Iron Will, or get your friends to cast spells or
make potions that likewise give a bonus (ldet’s grace

or owl’s wisdon.

Light Infantry: Keep moving. The more you move, the
less likely the fiend can strike you with multiple attacks.
Position yourself to help rogues gain flanks, distract and
otherwise control the fiend’'s movement. Watch out for
its spell-like abilities. If you don't have levels in monk,
you're more susceptible to its mind-affecting effects.

Heavy Infantry: Charge and don’t give it time to
enhance its own defenses. Once you've drawn its atten-
tion from the rest of the party, your allies should be able
to make short work of this threat.

Skirmishers: Though you lack the focus of other war-
riors, you have a variety of tools at your disposal. If mul-
ticlassed as a rogue, nail the fiend with sneak attacks. If
you have spells, use them to enhance your own fighting



potential by building your stats, AC, and saving throwp.

Finally, be a supporting character and defend other char- TIPS vS. BEARDED DEVILS
acters by boosting their own abilities with spells or sin-
ply using the aid another action. Avoid letting the devil take full attacks

Example: Bearded Devils (CR 5) Interrupt summon devil ability

Bearded devils, while lacking the spell-lie abiliies df 'O defensively

other fiends, are brutal opponents with a number of speSpread out
cial attacks. Damage they inflict continues each addi-

tional round. They get a beard attack with two successful
claw attacks, and can slip into a battle frenzy similar to a Diagram 7-7: Round 1 vs. Fiend
barbarian’s rage. Worse, if the creature catches you, it
may infect you with devil chills with its disease-ridde
beard. At a CR 5, these creatures have a slight AC ady
tage, solid hit points and a number of other defenses.

bypass their damage reduction you need silver or ga rgrr
weapons. Don’t bother with fire, poison, acid or cold, 3 f;

their resistances and immunities block most of thej- _
attacks. B

Preparation: Having the right tool for the job goes
long way when fighting these devils, and the cheaps
tools to use against these monsters#versheerandoil

of bless weaparThe first temporarily changes the mets
of the weapon to silver: an adamantine weapon becor| | +
silver for 1 hour, for example. At 250 gp, you had bett
be certain you're fighting a lot of monsters requiring si
ver to bypass DROIl of bless weapgrwhile cheaper at

only 100 gp, has a duration of 1 minute per caster lev
or for the list price, 2 minutes. A cheaper solution is

invest in silver arrows. A quiver of 20 costs 20 gp.

=0
N
Iﬁ r}

First Round Tactics

Opponent: Bearded Devil (CR 5)

Party: Ftr 5, CIr 5, Wiz 5, Rog 5
Terrors

Round 1

Where critters are creatures of lower intelligence, terrors

Fighter: Charges are smarter and deadlier. Example terrors include gibber-

Cleric: Castsprayer, faces new devil ing mouthers, aboleths, and winter wolves. Terrors are
Aberrations, Constructs, evil Fey and Magical Beasts.
Rogue:Move and ranged attack Aberrations are a catchall classification for unusual crea-
Wizard: Moves and castsull’s strengthon fighter tures with odd anatomies and mindsets r_10t fitting in any-
where else. Constructs are the exception to the lower
Devil: Summons another bearded devil intelligence bit, because many lack Intelligence scores

Devil 2: Battle frenzy full attack on cleric (assuming théa_ltogether. Worse, they gain bonus hit points based on

! : ; . Size, and many have hardness scores too. Fey are the
first devil made his Concentration check for the SUm-. . . L .
moning) airies, creatures with low hit points but powerful magi-

cal abilities. Magical Beasts we covered above, but those
qualifying as terrors are the smarter breeds like aranea
and sphinxes.

Parlay: Unlikely. These creatures want to kill you just as

badly as critters, but they’re smarter about it. Evil fey are
likely to abuse and maim you, while aberrations, if not
hungry, exploit you. Smart magical beasts are true ter-
rors, for they have the hit points and the special abilities
to give parties a really hard time.

Terror Tactics: Terrors normally don’'t have minions,
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being forces of destruction rather than leademnagic items. Such things would againdi@aks of resist-
Exceptions do exist. Aboleths spawn skum and othamce stat boosts and the like. Finalbaneweapons are
aberrations make thralls out of humanoid races, but fegver a bad idea. Purchaset20bane arrowsbut make
the most part these creatures are normally solitary sure you have a good mix of types.

grouped with their own kind. Terrors with special abili-

ties target spellcasters first, for they are the ones mb ht -Infantry: WorI§ W'.th rogues to maximize their
likely to do them harm, or keep the other charactefdectiveness when fighting terrors. These monsters rely
on their special attacks, many affecting the mind, calling

fighting.
'ghting for Will saves. Make certain you have the proper defense
against these kinds of attacks, lest you turn on your party,
TABLE 7-8: TERRORS or worse, become easy pickings for these horrors.
Type HD Good Saves  Special Notes Heavy Infantry: Avoid becoming a dangerous puppet

and another opponent for your party to face by fighting
Aberrations ds Wwill Darkvision alone and keeping your distance from your allies. If you
turn against them, such as by the aboleth’s domination
ability, they should notice what you’re doing and be able
to avoid you until the combat is over.

Construct di0 None Low-light vision, darkvisiop,
immune to mind-affecting
effects, poison, sleep, paraly-
sis, stunning, disease, dedth Skirmishers: As always, fill in the obvious gaps left by
effects and necromandy the other warriors. Employ ranged attacks where able,
effects; also immune to criti- but, like the heavy infantry, isolate yourself from the
cal hits, nonlethal damagg, other characters in case you lose control over your char-
ability damage or drain and acter. Finally, use poison and things targeting Fortitude
just about anything affecting saves like thunderstones and the like to keep the combat
a living creature in your favor.

Fey dé Ref and Will  Low-light vision Example: Chuuls (CR 7)
Magical Beasts  (see Table 7-4: Critters for details) Chuuls are unusual aquatic aberrations dwelling in tem-
perate marshes. The nature of their favored terrain
Archers: Stick with the spellcasters and target the terroggisures a difficult fight given the bogs, underbrush, and
from afar. Keep out of range of the terror’s special abilncertain footing. These monsters have a high AC,
ties. Against solitary opponents, the terrors will use yotltough their touch AC is low and easy to hit by 7th-level
allies for soft cover, so you may have to move aroundcharacters with the right types of spells. These creatures
lot to get a clear shot. strike with their claw attacks to get a hold, dealing con-

striction damage until their target succumbs. They also

Cavalry: Focus on Ride-By Attacks, because terroigse paralytic tentacles. Given their human-level intellect,
have plenty of weapons to take your steed out from unqggy focus on spellcasters and wounded characters,

you. Keep moving to reduce their attacks per round, §@ploying group strategies and tactics when in numbers.
they have to follow you. Even if they ready an action to

attack when you approach, they can only ready a st&ieparation: First, get a magic weapon of some sort to

dard action. And, by constantly moving, you're harder ft their high AC — a chuul has an AC 22. CR 7 creatures
target with their spell-like abilities especially if you'reéhave ACs around 20. Without a magic weapon and a 16
out of range. Strength, a 7th-level fighter should hit this creature on a

) ) , 12 or better. Hence, you need at least a +2 weapon to
Guerrillas: Play against a terror's weaknesses by UsiRgen the odds. The good news is a chuul only has a 5 ft.

poison, as most have poor Fortitude saves (but remem,kg%[ch and a speed of 30, so you should be able to out-

that poison doesn't affect constructs). Build up defensgsneyver this monster easily with a little effort. Finally,
against their special attacks through effective selectionff't waste your time with poison; they’re immune.

First Round Tactics

Tips vs. THE CHUULS Opponent: Chuul (CR 7)

Build up your saves Party: Ftr 7, Clr 7, Wiz 7, Rog 7

Attack quickly and often Note: The example assumes impeded movement, with
each square costing 2 spaces of movement.

Keep heavy hitters away from the rest of the party
Round 1:
Choose your own battlefield by luring it out of its territory

o Fighter: Ranged attack, move and draw melee weapons
Let spellcasters do their jobs
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Cleric: Castsprayeron allies and stays with the wizard Diagram 7-9: Round 1 vs. the Chuul

Rogue:Ranged attack and move

Wizard: Castsblink and moves

Chuul: 5-ft. step and full attack on cleric

Tough

Toughs fill the roll of the villain’s underlings, soldiers
and servants. Toughs include Giants, Humanoids 3§
Monstrous Humanoids. Giants are large humanoig
though some have unusual special abilities, like the tr
for example. Monstrous Humanoids are humanoids wi
animal characteristics, such as the minotaur, harpy,
centaur. The more powerful monstrous humanoids hg
supernatural and extraordinary abilities. Finally
Humanoids are the most common opponent, being cq
posed of goblins, lizard folk, and orcs.

Parlay: Many of these creatures are willing to negotiat
especially if they're losing the battle.

Tough Tactics:Toughs employ complex strategies, tray
and direct conflict depending on their intelligence and

alignment. As all toughs can advance in character class-

es, many keep a spellcaster nearby. Specifically, giahts TABLE 7-10: TOUGHS
prefer to soften their enemies with ranged attacks befpre
closing for melee combat. Monstrous humanoids, hoywIype HD Good Saves Special Notes
ever, use thelr spell-like abilities to confuse, beguile, a.1%iant ds Fort Low-light vision
disrupt their enemy. Note many monstrous humanoigds
have other movement modes aside from land speed, pplimanoids Usually by character class
they always use them to gain tactical advantage if pogsi-
ble. Monstrous
Humanoids ds Ref, Will Darkvision

Archers: Employ Rapid Shot when possible to weaken

| of th f h h the fighter. . .
several of the opponents before they reach the fig r|rm|:~:hers: Focus on defense. Toughs can swarm in

with Cleave. Against larger and more solitary opponen . ; .
draw attention from the spellcasters who can quickf’"lld attack weak links, targeting the wounded, the wiz-

. a}/rds, and rogues in the party. Don't let yourself get
overcome most toughs with no problem. bogged down by one combat and focus on keeping other
Cavalry: Use a trample to crush standard humanoidsarty members alive.
while employing Ride-By Attacks to harass giants.

Against monstrous humanoids, charge first and hammer Example: Grimlocks (CR 1)

into them, using your size to help and achieve flanks. _
Grimlocks are dangerous underground. These creatures

Guerrillas: Develop the Power Attack tree to hackave blindsight to 40 ft., so they’re immune to any spe-
through multiple opponents and Spring Attack for fightial attacks relying on vision. For CR 1, they have a
ing giants and creatures with reach. As these foes alightly higher AC than normal, so they're harder to hit

bipedal, use bull rush and trip attacks to unbalance thahman other creatures of an equal power level. One thing
to note though is they have scent, so even if you're out-

nght Infantry: Like the guerrllla, use t.”p attaCksside of their blindsight radius, they can still detect you.
against monstrous humanoids, and work with other char-

acters to gain flanks. Preparation: Though grimlocks have hit points, num-
bers, and the advantage underground, there are things

. . qy can do. Rely on sound-based attacks. Thunderstones
guys. Get up close to glant§ as soon as possible to a %{H deafen and confuse the@ilenceand gust of wind

their ranged attacks. Against monstrou; humanm%eISk your approactBlindness/deafneséhe deafness
make sure you have the proper defenses in place be

. h titoxin. Wisd buff I d SHEct of course) gives you concealment as if you were
§Egag|ng, such as antitoxin, Yisdom butl Spells and pRiisiple. Essentially, any spell or effect masking sound

adds a decided advantage whenever you face these crea-
tures.

Heavy Infantry: Charge and start chopping up the b
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TIPs vS. GRIMLOCKS

Use sound-based attacks to deafen them

Use multiple attacks to overcome their high hit points

First Round Tactics
Opponent: 3 Grimlocks (EL 3)
Party: Ftr 3, Clr 3, Wiz 3, Rog 3
Round 1:
Fighter: Charge the two grimlocks closest together
Cleric: Castdoomon the third grimlock and move
Rogue:Ranged attack at the third grimlock and move

Wizard: Move and cassilenceon rogue’s arrow/bolt

Grimlocks: Two grimlocks attack the fighter. The third

Undead

The last of the monster archetypes is undead. Undead
come in two varieties: corporeal and incorporeal.

Wounded and spellcasters should stay 40 ft. or more away from thenCorporeal undead include common types like zombies,

wights, and skeletons. Incorporeal undead include spec-
tres, ghosts, and wraiths. The more powerful the undead,
the more negative energy levels it bestows or ability
drain it deals, suggesting you need special defense
whenever fighting these creatures. Likewise, there is a
50% miss chance from any attack made against an incor-
poreal undead, unless the weapon hasgtiest touch
quality. Many undead creatures, especially those of a low
CR, are mindless, but the more powerful ones are
smarter and nastier, decked out with an arsenal of life-
draining powers.

Parlay: Sometimes, but only the more intelligent types
of undead such as ghosts and vampires. The hunger for
life compels mindless or extremely savage undead, like
zombies, ghouls, and wraiths, to ignore the pleas of the
living.

grimlock engages cleric. All three fight as though theindead Tactics: Mindless undead swarm their oppo-
opponents had total concealment, though the monstggsits, intent on devouring the living. Liches, vampires

function as if they had the Blind-Fight feat.

Diagram 7-11: Round 1 vs. Grimlocks

g

«le
[Cr] [ et
g’f-—' 528
TABLE 7-12: UNDEAD
Type HD Good Saves Special Notes
Undead di2 Wwill No Constitution; darkvision

immune to all mind-affecting
effects, poison, sleep, paralysjs,

crits, nonlethal damage, etc.
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stunning, disease, death effeqts,

and other powerful undead use minions and servants for
combat, confronting PCs when no other options remain.
These undead use special abilities to drain the physical
and spiritual resources from their foes.

Archers: Archers are not successful against these oppo-
nents. Piercing weaponry is ineffective against skeletons.
Unless you have ghost touchbow or other ranged
weapon, you're not going to prevail against incorporeal
undead either. Focus on the undead’s minions, leaving
more powerful foes for the clerics and paladins to han-
dle.

Cavalry: The mounted charge is virtually ineffective
against undead opponents as they are immune to critical
hits. Worse, undead monsters can scare the crap out of
mounts, having abilities like an unnatural aura. Like the
archer, you're not much help except to have the means to
beat a hasty retreat.

Guerrillas: Target the bigger and nastier undead with the
cleric’'s help. You're not going to have the modifier for
turn attempts to make much headway against the bigger
foes, but with the right spells and magic items (stat buffs,
death ward andghost touclweapons, for example), you
can handle just about anything undead your DM throws
at you.

Light Infantry: Touch AC is important against incorpo-
real undead, so you're the best opposition against these
types of creatures. Distract these foes and give your
allies the time to mount a proper defense.

Heavy Infantry: Heavy infantry are great at taking on
weaker undead, but awful at facing the incorporeal foes.
Make sure you carry a weapon of each damage type to
overcome the damage reduction.



—+

Skirmishers: You have a number of tools useful agains
these creatures. With cleric levels, spend an action tufn- TIPS vs. WIGHTS
ing away the smaller and weaker undead. Against mgre

powerful opponents, use aid another actions to bogdtight defensively

your allies’ ACs and attack rolls. Heal fallen comrade ;’Use ranged attacks
and be where you're most needed. 9

Use fire or electricity attacks
Example: Wights (CR 3) '
Forget flanks, they’'re immune
Nobody likes fighting wights. They deal crippling dam
age, bestowing a negative energy level with each I
Whenever these foul creatures slay a living creature, the

corpse animates as a wight in 1d4 rounds to side against

you. Coupled with the other undead traits, these are

tough monsters to face for the unprepared. Diagram 7-13: Round 1 vs. Wight

i\Withdraw whenever you fall below 10 hit points or one-half your leyels

Preparation: Build up your AC. If the wight can’t hit
you, it can’t bestow negative energy levels. For after t
fight, invest in save-buffing magic items, likeoaks of
resistance, potions of bear’s endurance, potions of resi
ance,and anything helping you remove those negati
energy levels. Last, protect the cleric. Give him anythir
he needs to stay alive. Without a cleric, you have 1
advantage against these monsters.

First Round Tactics

Opponent: 1 Wight (CR 3)
Party: Ftr 3, Clr 3, Wiz 3, Rog 3

Round 1:

Fighter: Ranged attack and retrieve flask of alchemist
fire, moving 5 ft.

sl

il
[l

Cleric: Turn undead and draw weapon

Rogue:Ranged attack and move

Wizard: Moves and castscorching ray

Wight: If turned, it flees. Otherwise, it charges the cleric

rioritizing Opponents
P tizing Opp t TABLE 7-14: THREAT PRIORITY
At the start of combat, assess the greatest threat to [the
party and address it first. While it may be tempting to cfif 1€nds
through_ the hor_de of CR 172 goblins, t_he 7th-level evok-gpelicasting NPCs
er tossing thelightning boltsis the bigger problem.
Consult Table 7-14 to gauge which opponents to fap&ther NPCs
first. Powerful Undead
Terrors
Toughs
Critters

Weak Undead
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. that action. Clarity is your best ally here. Don't be
ACthI‘l Plan ambiguous or too specific; simply state what it is you

want to do and under what circumstances you'll do it.
Having examined the battlefield and the foes you fad@g¢ing ambiguous creates a possibility that you may
you need to come up with an action plan. It's good tiever see the results of your readied action. The same
have several contingency plans in place prior to combBelds true if you're too specific. For example, “I ready
because in many instances a prolonged discussionnayilongspear to attack when the ogre charges me,” is too
what everyone should do is not practical or even posspecific. If the orc fighter charges you instead, you have
ble. This final section details what to do and not to do 0 action. Likewise, “I hurl an axe at the next thing | see
combat, with some analysis on the techniques and sp®ving through the door,” is too broad. You may wind
cial attacks available to you. By the end of this sectionp tossing the axe into an ally. Find the happy middle
you'll have all the tools not only to survive combat, buiground, and all should be well for you and readied
to win. actions.

Attacks of Opportunity (AoO)

There are special things you can do with your initiativélo matter how much clarity the PHB provides for
The two initiative-modifying actions are ready and delagttacks of opportunity (AcO), it seems there will always
For most warriors, when you act in a round is not as crife some debate as to what actions trigger an AoO. The
ical, but occasionally there are times when adjustimgst rule of thumb before we move into particulars is if
your initiative to some later or earlier point can mean tly@u do anything other than focus your entire attention on
difference between life and death. What follows are tiptefeating your opponent, you provoke an AoO.

on both actions.

Initiative

You trigger an AoO when in a threatened square. You
Delay: Never, ever, delay on the first round of combabnly take an AoO against an opponent who you threaten.
Delay is not an action. That means you're flatfooted untiou threaten all the squares you can reach. So, if you
you do act. But if you'd rather move earlier in the rounghave a 5-foot reach, you threaten all squares adjacent to
delay allows you to adjust your initiative to any poinyour position (see diagram 7-15). Monsters with a 10-
between the time you act and the time when you dgbt reach threaten two squares from their base (see
again. Essentially, you can delay to a point allowing y@iagram 7-16). Weapons with reach do not threaten the
to act earlier in the subsequent rounds. (This replaggfuare adjacent to you. They instead threaten a square

refocus from 3.0.)

Ready: Readied actions are far more complex than
ply delaying your initiative count. You can ready

standard, move, or free action provided you specify t
action and the triggering condition allowing you to take

the indicated distance away (see Diagram 7-16 for a 10-
si foot reach weapon). You can't take an AoO if you're flat-
anrpooted. Being flatfooted deprives you of your Dex bonus

if any) to AC, but being deprived of your Dex bonus to
G\C does not make you flatfooted.

DO SOMETHING — ANYTHING!

Each round of combat presents an opportunity to overcome youy en
mies. Many players believe erroneously they can do nothing agajnsf a

foe and waste entire rounds lamenting their fates. Not having the
kind of weapon to bypass damage reduction, or being so low

points they're afraid of taking any more damage, or worse, using
knowledge of the rules to do something they just can't do. What
don't realize is by not stepping up and contributing, the party func
as if they had one less PC. In larger groups, this is almost a forg

Moving to engage a target does not provoke an AoO
unless the target has natural reach, such as with a Large
creature. Looking at Diagram 7-18 (page 86), we can see
the character provokes an AoO because he leaves a
Lﬁfeatened square to enter a position where he can attack
righ'fc' opponent.

N hivhile in a threatened square, four basic actions provoke
poattacks of opportunity: movement, casting a spell, attack-
theésg with a ranged weapon, and special actions.

ions

vable Movement

sin, but in smaller parties with 4 or 5 players, the loss of a chafacter

causes the whole team to unravel.

This game is about action. Period. There is always something to ¢

While threatened, movement suggests you are doing
something other than responding to the threat your oppo-
O, Mént represents. If you move more than 5 feet while

matter what the situation. Even if you failed your initial save againshreatened you provoke an AoO. Other move actions also

hold personyou can still try a new saving throw on the next round.
trick is you have to do the right action. If you can’t swing a sword,
a spell, or ambush a foe with a sneak attack, there are things avail
allow you to contribute. Take a close look at the Special Attack seq
of Chapter 8: Combat in the PHB. There are some real nuggets in
Remember, if everything else fails, use the aid another action to
another party member; at least there, you're doing something.

Therovoke AoOs, such as controlling a frightened mount,
cagbading a weapon, moving a heavy object, picking up an

Abl@deh, sheathing a weapon, retrieving a stored item, or
tioggen standing up from a prone position. For a full list of
theffove actions and those provoking AoOs, consult
hedhapter 8: Combat in the PHB.
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Diagram 7-15: 5-foot reach Diagram 7-16: 10-foot reach

The best way to avoid attacks of opportunity from move-

ment is to avoid moving until your opponent is dead. No Diagram 7-17: Reach weapon
combat is this easy, of course, and there are times when

you need to reposition yourself to gain an advantage o
avoid a dangerous predicament. There are three way
move without provoking an AoO: Tumble, which is co
ered in Skills; withdraw; and the 5-ft. step.

Withdraw: Provided your opponent does not have a 1
foot or greater reach, you can always safely get ay

from him by withdrawing. This is a full-round action thg = ,r'
allows you to move up to twice your speed away fron , f?}g/i
'I“~L~;"Ii

target, preventing a visible foe from making an Ao(
However, if you are unaware of the foe, it still gets
A00O. See Diagram 7-19 (next page). IM is an invisib
monster and it gets an AoO against the character bec
the withdrawing character is unaware of his position
moves through a threatened square. (See the Full-Rg
Actions section of Chapter 8: Combat in the PHB for fl
details on the withdraw action.)

5-foot Step:If you don’t actually move in the round, yol
can always take a 5-foot step in a round to adjust ypur THINGS LIXE SPELLS
position, even if you take a move-equivalent action. Tlis

never provokes an AoO unless you do something els¢ Trhe following actions are like spells and provoke AoOs:

the round normally provoking an AoO. This is especia
handy when fighting with a reach weapon against
opponent who advances beyond the threat range, allpypply an oil
ing you to step back and readjust. This is also effectjve

against foes with reach weapons, and when you neefi fk¢ad a scroll
get in an attack.

ly . .
aerk a potion

Use a spell-like ability

Casting a Spell

There are two sure ways, and one not-so-sure way, to avoid attacks of opportunity when casting spells in combat.
First, never cast a spell while in a threatened square. The spell effect is almost never worth the damage you could
take. Second, if in a threatened square, use a 5-foot step to get out of the threatened square before casting it. In most
cases, this isn't a problem. Just reposition to use the spell to the most advantageous effect. Third, if you have Combat
Casting, aside from ignoring everything in this book, you could use the cast on the defensive option. However, there
is so much wrong with your warrior wiggling fingers and muttering incantations when he should be cutting his way
through the bad guys that you deserve the attack of opportunity.
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Diagram 7-18: AcO from Movement, Diagram 7-19: Withdraw

74

ﬁTDrovokes AoO herla

2

:

moments. It is in these moments the bad guy gets to
attack.

REACH WEAPONS

Speaking of reach weapons, these weapons allow you to hit targe
more squares away depending on the weapon and its size. While
ing with these weapons, you attack your opponents while they
immediately threaten you. When they advance on you on the follo

s 2 or Defensive Measures

nttack-
HorFhere are times when everything seems to be flushing

wirpwn the toilet. Perhaps the troll just tore your flesh with

round, you can simply take another 5-foot step back and attack fgainiend attack and the cleric is too far away right now to
effectively leading your opponent around the battlefield.

slip you a few extra hit points. What are you supposed to
do now? There are two options available to you, without

having to withdraw.
Attacking with Ranged Weapons
_ _ Fighting Defensively
Using ranged weapons in melee has the same result as
casting a spell in melee: you're going to take a hit. THighoose to fight defensively as part of a standard attack
should never, ever be a problem for you, because you earas part of a full-round attack. Essentially, you're try-
always take a five-foot step to adjust your movemeitg to be careful and not leave the openings you normal-
outside of the threatened area. If you can't get outsidelpfieave in combat. By fighting defensively, you volun-
the threatened area, such as if you're backed up to a wiallily reduce your attack bonus by 4 to increase your AC
or the monster has reach, then drop the bow as a f¥e2. You can also use Combat Expertise with this action
action and draw a melee weapon. You can always usd@iicrease your AC further, but this action necessitates
arrow as a dagger, albeit at a —4 penalty. an attack roll.

When using the fighting defensively option, you severe-
ly retard your ability to hit the opponent. The fewer times

There are all sorts of things you can do to trigger attack&U hit your opponent, the more opportunities your
of opportunity. The key to sorting out which ones do ar@Pponent has to hit you. The following example shows a
which ones don't is to know that actions taking yougombat between our two rangers from Chapter 2. The
attention away from an opponent provoke the free attabikiman ranger fights defensively, while the gnoll fights
Lighting a torch, controlling an upset mount, loading Bormally against the ranger, not using Power Attack as
bolt, and picking something up off the floor are all thingde knows the ranger fights defensively. Both employ the

requiring your attention, even for the briefest dull attack option. This comparison does not include the
ranger’s wolf companion.

Special Actions

CHANGING WEAPONS

Human ranger fighting defensively: Hp 22, AC 18,
longsword +1 melee (1d8+2/19-20), shortsword +0
melee (1d6+1/19-20)

Never sheath a weapon in combat. Always drop it. Sheathing a weal

is an AoO-provoking move action. Dropping an item action is a
action and does not provoke an AoO. Just make sure you notate

frquﬂman ranger fighting normally: Hp 22, AC 16,
Wh%)rr(%gsword +5 melee (1d8+2/19-20), shortsword +4
melee (1d6+1/19-20)

you dropped the item, so you don't forget it.
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Gnoll ranger full attack: Hp 23, AC 15, battleaxe +6 .
melee (1d8+4) Aid Another

Expected Hits Per Round (and Average Damage) Step 1:Move adjacent to a PC.

While the human is fighting defensively: Step 2:Make an attack roll or skill check against an AC

) 10 or DC 10, respectively.
Human: longsword 0.35 hits (2.275) + shortsword

0.3 hits (1.35) = 3.625 average damage Step 3:Apply +2 bonus to the adjacent PC's attack, AC,

i or skill check.
Gnoll: 0.45 hits (3.825) = 3.825 average damage

Aid another is a hard action to take, because it gives the
glory to another character and most players’ egos don't
Human: longsword 0.55 hits (3.575) + shortsword!low this sort of thing to happen. Suck it up. You want
0.5 hits (2.25) = 5.825 average damage to win, right? There are all sorts of situations arising in a
game where a particular character has the right skills to
Gnoll: 0.55 hits (4.675) = 4.675 average damage overcome some particular nasty. Sure, you may be able

. . . to do a little, but if you help your buddy, your buddy can
The result of this comparison is that the human ranggg a lot. This is e\yen truepr >\//vhen the):)gre sunderys your

while increasing his AC, deals significantly less damaggvoriteﬂ lonasword Feeling useless. vou dron back to
than he would normally inflict, while only reducing the 9 g Y b

RN o
gnoll's chances of hitting him by 10% (+2 AC) andnope a bit, right? Wrong. You take it like a hero, and

reducing his average damage by less than a point E:Iépp in and aid the other warriors who are still fighting

. e brute. By simply taking an aid another action, you
round. Carried out over several rounds of combat, the h . . )
o can help your allies boost their AC against the ogre’s
ranger fighting normally would slay the gnoll before hg . . )
. vastating attacks, or buff their attack roll to hit the
himself were felled (5.825 damage per round works Ut ) . . .
-~ . gre’s stupidly high AC. What follows are some tricks
to killing the gnoll on the fourth round, while the gnol or particular combat options
wouldn’t down the ranger till the fifth round), but the P P '
ranger fighting defensively would actually die one roung/ith Barbarian’s Rage: When a barbarian rages, he
beforethe gnoll! Of course, this is all statistical averagefpses his AC. Worse, if he charges the penalty drops to
and if you have faith in your lucky 20-sider, you might4. Position yourself where you threaten an opponent the
be willing to take more chances. But statistically speakarbarian plans to charge and ready an action allowing
ing, you should reserve fighting defensively for finajou to aid another (AC) when the barbarian charges. This
efforts, when there is no hope at all. alleviates some of the penalties associated with charging,
and lets your group deal the needed damage.

If the human were fighting normally:

Total Defense
With Combat Expertise: Use aid another (attack) to

Only a standard action, total defense boosts your AC Iwlp a character using Combat Expertise. Monsters are
+4 for 1 round, helping you avoid AoQO's or other normatont to attack the individuals hurting them; your aid
attacks. Because you're not attacking, you can’t boasttion helps the character continue to smack the bad guy,
your AC further with Combat Expertise or fightingwhile also keeping him from taking damage.

defensively, nor can you make any AoO while taking this . ) ) ,
action. This is an excellent choice for monks on the mov ith FelnFs: Thgre are two obvious ways to use aid
using Tumble. Tumbling through bad guys to reac,q'POther with a fe|_nt._ First, make a} DC 10 Bluff check and
another position, along with Mobility, makes the monf\1dd *2 10 the .felntlng. chargcters Bluff check. Second,
virtually untouchable. Note you can't use total defend§ady your aptlon to a'_d in his attack. roll when.th_e 0oppo-
with the withdraw action (it is a full-round action). Théient loses his Dexterity ponus to his AC. This is espe-
only certain time to use total defense instead of Withdraﬁ}\?"y nasty when used with a rogue who has Improved

is when the opponent you face has reach greater thanS4t
feet. Total defense improves your AC, helping you avoigfith Monk Special Attacks: At lower levels, monks

the inevitable hit from the unavoidable AcO. take some penalties when using flurry of blows. Aid
. . another allows you to eliminate the penalty to one of the
Spemal Attack Opthl’lS attack rolls, or even improve them. When used in con-

junction with Stunning Fist — even though this is a feat
The PHB is chock full of special attacks to provide mo@nyone can take, monks are the most likely to do so —
options than the average fighter knows what to do withou ensure the attack hits. For higher-level monks, help
everything from bull rushing to charging to shattering tH8€ monk make a Quivering Palm attack.

bad guy’s weapon. This section provides an overview @i, power Attack: The benefit comes into play when
the spe_C|aI attac_k options presented in the PHB re are several of you. One guy giving up an attack so
offers tricks and tips to use them to your best advz‘;mtagﬁother gets a +2 bonus to hit isn't great, but as long as

‘é":gﬁ giving you the skinny on the archetypes best gf ot e allies are in position to make a melee attack, the

Page 87

1ae-ig Seo (order #36310)



Page 88

1ae-ig Seo (order =3

310)

benefits quickly manifest, especially when fighting a sin-

gle monster with damage reduction or high AC. If your Bull Rush
party lacks the means to damage the opponent, and your . . ,
fighter has Power Attack, get all the characters with%{%ap 1:Move into defender’s space.

range for a melee attack. There they can all aid the figBtep 2:Defender gets an AoO unless either they are flat-
er with the Power Attack feat. In a party of 4 charactefgoted or you have the Improved Bull Rush feat.

they grant up to a +6 bonus and the extra damage dealt

by the Power Attack should be enough to breach tR&EP 3:Both you and defender make a Strength check,
monster's damage reduction with no problem. (fodified by size or if you're charging.

Diagram 7-20, PA represents the three characters uséig, 4:1f you have the higher result, you push the
aid another actions to help fighter P with his Powgftender back 5 feet for each 5 points you beat him, not
Attack against the monster, M. In addition to the +6 fromying more than your speed allows. If the defender has

the aid attacks, P also gains +2 for flanking, nettingﬂqe higher result, you move 5 feet back to where you
total of +8 to hit. were.

Diagram 7-20: Aid Another with Power Aftack  Recap: Bull Rush Modifiers

Each size larger than Medium +4
Each size smaller than Medium -4
Charging +2
More than four legs +4
Stability (dwarves) +4

If you need to move an opponent on the battlefield, you
have two options. First, you can try to overrun him (see
below). A more successful choice, however, is the bull

rush. Use bull rush attacks to knock a foe off a cliff, a
table, the side of a heaving ship, or any other surface.
You can also use this special attack to break up flanks or
create a path for escape. Don't bother bull rushing

guadrupeds, dwarves, or weirdo creatures like oozes,
centipedes, worms, or things bigger than you.

To Prevent & Gain AoOs: Bull rush is a great tool to

help your allies get the hell away from bad guys serious-

) ) o ) _ly outclassing them. A successful bull rush takes the
With Smite Attacks: When fighting alongside a paladin,character out of a threatened square and perhaps even

especially a high-level one, it may be a good idea to heljg, s the character an attack of opportunity too. In the
the. paladin wlth his smite eV|I'attack, or a cleric Wlth th@xample below, P is the bull rushing character, C1 is the
smite anything attack. Each aid allows the paladin 10 S¢j3racter's ally, while M is the bad-guy monster. A suc-

rifice. more from his BAB, and ultimately deal anggsfy| pull rush can knock an opponent back more than
extraordinary amount of damage. one space, allowing the other character to take an AoO.

With other Special Attack Actions: Aid another is also ;0000 7.91: Bull Rushing to Gain an AcO
useful when combined with many other special actions. 9 9

For example, you could aid in disarms, sundering, grg
pling, tripping (attack), and skill checks made as part
movement like Climb, Tumble, Jump, and just abo
anything else falling under the criteria of attack, AC

skill check.

Archetypes: Any archetype does well with the ai
another action. Skirmishers are best, because they fil
on the battlefield where most needed. Archers lack t
positioning to take the action, while the heavy infantry
on the front ranks swinging his sword rather than helpi
other characters hit or defend.




As a Barbarian: When chewing on your shield in thefor success. Another one is to delay your action, but
heat of a rage, you've got an advantage of strength in bulen you’re no longer flatfooted, until a clear path pres-
rush attempts. On successful bull rushes, you can mavrds itself. Not rocket science. Combining smite evil
the bad guys where you want them, controlling the batttacks with charges provides an extra +2 to hit, helping
tlefield rather than letting the battlefield control youyou smack the bad guy for sure. Using Power Attack
Plus, with your fast movement, you're sure to knookith charges lets you gain two points without penalty.
them back even further. Combined with Cleave and Great Cleave, characters can
drop tons of low powered bad guys with a +2 bonus to all

With Bull’s Strength: If possible, before bull rushing, attacks for the round

get your cleric to slap laull’s strengthon you. The more

you beat your opponent’s opposed check, the furttjer

back you push them. A COMMON SCREW-UP
Against Flanking: If one of your fnent;ls faces a coupl A charge is a special full-round action that gives you an attack at the end
of nasty.rogues, use a buII. TUSh action to brgak up hgf your movement. You cannot combine it with fighting defensively or
flank. This gets you into position to help your friend, and

. . Combat Expertise.
keeps your friend standing to return the favor. P

Against Spellcasters:Pesky wizard/cleric/spellcasting

aberration on the battlefield? Bull rush ‘em. A wellThe Unstoppable Charger: Characters with enough
placed bull rush forces a Concentration check, screws'@pks in Tumble and the Mobility feat can charge unmo-
their spell placement, and puts you in the fortunate pol§isted through threatened squares to land a telling blow
tion of being able to smack the heck out of them whaégainst a spellcaster or some other powerful and in-the-

they cast another spell. It's best to charge while bulldd?ack opponent. Charging requires the squares be unob-
ing a spellcaster. structed (i.e., no walls, difficult terrain, friends/baddies).

But it does not require the squares to be unthreatened,
Archetypes: Guerrillas and any other character with §or does it require you to attack the nearest opponent.
good speed and Strength can be devastating on the Jairre free to select whatever target you would like, pro-
tlefield moving opponents where they will. Heavyjided the conditions are right. Monks are the best at this
infantry are also solid when bull rushing as part of garticular technique. Throw in some Stunning Fist
charge. Cavalry, whose size equals the size of the crgation, and watch the enemy sorcerers and wizards fall
ture they ride, gain an additional +4 bonus to the oppos@§lyn. Diagram 7-22 demonstrates how combining
Strength checks. Just as in the case of aid anothglimble allows a character to attack the best target avail-
archers should remain out of melee attacks, leaving sy#le and get past the bad guys standing in his way. Note,
maneuvers to other warriors. the diagram example requires three Tumble checks

against DC 15, 17, and 19 respectively.

Charge
Diagram 7-22: Tumbling while Charging

Step 1:Select target to which you have a clear and unob-
structed path.

|
Step 2:Move up to twice your speed to the closest squa lif“&’
threatening him. =

Step 3:Make a single melee attack adding +2 to th
attack roll. For the remainder of the round, take a -
penalty to AC. ™M

e

P
A recent erratum prevents characters from using over : g,
as part of a charge, so forget that combo. Many folks U —
the charge action in every combat. While this kind &
enthusiasm is laudable, don't fall into the charge tra M
Charge is reckless, it exposes you to all sorts of risks, '
now, more then ever, it's harder to pull off well, requi
ing a clear and unobstructed path to leap into the thick
things. On the other hand, nothing says warrior mg
than the bold barbarian blasting into the thickest chu
of orcs and knocking them down.

=

. ) . Woodsman Charger:Rangers of 7th-level or higher can
The Obvious C(_)mbos_.lf you yvant to be the Charg'”g move through any sort of undergrowth at their normal
reckless barbarian, stick to lighter armors to gain fagtoq and without taking damagesaffering any other

movement, then.rage and watch the blood .fIy. This gairments This means rangers can charge through
super, super obvious, but some folks need big roadmap
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heavy undergrowth, while the bad guys are getting stugBares. Grab the sorcerer and wizard’s spell component
and crawling through the mess. Oh, and druids? Get pffuches and you pretty much ruin their day. Is a wizard
your rears, because in outdoor fights, you can step uputing awand of magic missileagainst you? Grab it.
the plate at 2nd-level. Add a little wildshape to the miXou're a fighter. You have a high BAB; use it to cripple
and you're nasty as hell. the spellcasters before pasting them.

With Lay on Hands: Against undead, paladins can us&rappling Grab: Combine a grab attack while grap-
lay on hands as a melee touch attack. Charge the undgad) an opponent and you can pretty much take whatev-
bad guy for the extra +2 to hit. You can’t, however, adet you want.

your smite to lay on hands attacks, as lay on hands is not . .
a normal melee attack. Grab and Run: Want to take an item away and keep it

away? Combine grab attacks with spring attacks. You
Archetypes: Charge attacks are excellent for warriorsan leap in, snatch the object and get the hell out, and no
with lower BABs and high speeds, such as the monk aattiack of opportunity. Sure, you've made an enemy for
multiclass warriors. Heavy infantry are also good choitife, but with this technique, the enemy won't be around
es because it allows them to move across the battlefieldch longer anyway. The below example assumes a
without too much of a penalty to their high ACs, lettinghonk with a 50 speed.
them drop foes early in the combat. Cavalry can be dev-
astating in charge attacks, for with the lance, they can Diagram 7-23: Spring Attack Grab
shell out staggering amounts of damage.

Disarm

Step 1:You provoke an AoO with a weapon in han
unless you have Improved Disarm. If the defender de
damage, the disarm attempt fails.

Step 2Both you and the defender make attack rolls. T
one with the higher result wins.

Step 3:If you beat the defender, you disarm him and
you made the attempt unarmed, you seize the weapot]
the defender beats you, the disarm attempt fails and
defender may attempt to disarm you as a free act
unless you have the Improved Disarm feat or a sped
weapon.

Al
)
-&_f;'_.

"°" .
\'.

Recap: Disarm Modifiers
Wielding a two-handed weapon  +4

Iterative Attacks: Both a trip and a disarm count as a

Wielding a light weapon —4 melee attack, so you can attempt them for as many times
Larger combatant +4 per as you have iterative attacks. High-level characters can

size difference do some scary things. For example, a high level charac-
Target isn't melee weapon -4 ter can run up and grab a sword from an opponent. On
Defender uses a locked gauntlet ~ +10 the next attack, trip the same opponent and then beat the

) ) ) ) ) _living crap out of him with his own sword.
In most fights, it's easier to just kill the opponent outright

than it is to disarm them. In fact, against grunts like oré¢chetypes Light infantry and guerrillas are good
and bugbears, you'd be better off just attacking to kignough to move and disable as many opponents as pos-
and against bigger threats, like NPCs and fiend, the Aédle. Skirmishers can prove to be good at disarming too,
is something you want to avoid. However, disarming gspecially against troublesome archers and spellcasters.
useful when fighting several foes, of whom you can't

dispatch them all in just one or two hits. By disarming

them, they have to pick up their weapons from the floor,

provoking an AoO. With Combat Reflexes, you get to

smack several of them for free.

Item Thief: A better use of the disarm attack action is to
grab items from an NPC. If you have the Improved
Disarm feat, always go after spellcasters first. If you
shatch the cleric and druid’s divine focus, you don't have
to worry about spells from them, unless they keep a few



i on a creature more than two size categories larger than
fe ng you. If you win, you are grappling and deal damage as if

Step 1:As a standard melee action (unless you ha\¥8u had hit with an unarmed strike.

Improved Feint, which functions as a move actiongtep 4:Next round, move into target’s space to maintain
make a Bluff check opposed by the opponent’'s Seng@pple.

Motive check, plus his base attack bonus. ) )

See the Combat chapter in the PHB for more details.
Step 2:If your Bluff check exceeds your opponent’s o , i
Sense Motive check, that opponent loses his Dexterf§j@PPling is complicated and can have some practical

modifier to his AC (if any). application. When in a group of grapplers, one character
can pin the bad guy, while others carve him up.
Recap: Feint Modifiers Grappling is also useful for preventing a spellcaster from
Against nonhumanoids -4 being a threat in combat, but it's better to hack through
Against creatures with the necromancer than it is to hug him. Most times, grap-
animal Intelligence _8 pling comes into play when a monster with Improved

Grab attacks you. This is bad news for you, and you
This is the rogue’s favorite special attack. It's the perfeshould try to escape. Remember, you can always draw
set up for a sneak attack. For other characters, feintigd use a light weapon while grappling, provided, of
can be useful. If you have the Improved Feint feat, y@gurse, you make the grapple check. The best defense
can feint as move action, improving your chances to Bigainst a monster with Improved Grab is to avoid being
your target. Of course, this does nothing for you if youit. If you're held, your allies should distract the monster
opponent already lacks a Dexterity bonus to his AC, and draw his attacks away from you. Grappling monsters
worse, has uncanny dodge. with Improved Grab have a —20 to their grapple checks

Opponents losing their Dexterity adjustment to AC stiWhen fighting opponents other than the ones they grap-

threaten the squares in their reach, so you cannot B

feint to avoid AoOs. Against Opponents with High Armor ClassesMake a
Sgrapple check against an opponent with a high AC, but

Arch . Of r multicl r -warriors’. .
c etypes;_ o course, mu ticlassed rogue-warrio with a low or normal touch AC. This allows you to deal
excel at using the feint ability. Most multiclassed rogue ) .
amage you otherwise would not be able to deal for their

wind up being guerrillas or skirmishers, so these arct}%h AC. By having to make a touch attack, you bypass
types are the best.

all of their armor and natural armor.

flanking Grapple with Armor Spikes: Make grapple attacks
while wearing armor spikes to deal extra damage.
Find a buddy in your gaming group, preferably a rogue. , , ,
You two work together. Between your heavy hitting arMore Tricks: S.ee Grapple in thg Combat chapter in the
the rogue’s sneak attacks, you make short work of a5 for a fulllist of grapple options.

thing subject to critical hits you come across. Archetypes: The best grapplers are monks, so light

Avoiding Flanks: The best way to avoid flanks is to?nfantry, guerrillas or skirmishers do well. Heavy

stick with your buddy. This way, one of the two of yodpfantry, while strong, lack the light weaponry necessary
can knock out the offending flanker. Alternatively, loo© carve udp the lg()rappler. hO]; cqurs;]a ,.afrmor spikes are
for a wall and stick to it. It's going to take a lot mor@uaranteed to poke some holes in their foes.

movement for the bad guys to get a flank without an

attack of opportunity than it would if you were out in the Overrun

open.
Step 1:Resolve AoO. Overruns provoke AoOs.
Archetypes: Again, this combat technique is best suited

for rogues or for helping rogues. All archetypes beneft€P 2.The opponent has the option to avoid the overrun
from the +2 bonus to attack rolls when flanking. (unless you have Improved Overrun or if mounted and
with the Trample feat). If the defender instead opts to

Grapple block, go to step 3.

_ ‘Step 3Make a Strength check opposed by the defender’s
Step 1:Unless you have Improved Grapple, this speciglexterity or Strength check. If you win, you knock the
attack provokes an AoO. defender prone. If you lose, the defender may attempt to
Step 2:Make a melee touch attack to grab the opponehﬂOCk you down.

If you miss, the grapple fails. If you hit, move to step 3step 4:1f you win, you may continue movement as nor-

Step 3:Make an opposed grapple check as a free actigﬁ"?ll' If you fail, you move 5 feet back the way you came.

If you lose, the grapple fails. You cannot achieve a hat\,errun, according to the errata, cannot be used as part
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of a charge and you cannot overrun through friendiou can sunder shields, but not armor.

squares. Despite these changes, overrun is still useful

even if you don’t have Improved Overrun. With th\iﬁ;‘?kmg Obje;tS: You can use sungerrt]o str)pash gbjtlacctjs
attack action, you can break up flanks, knock do or worn by your opponents. such objects include

opponents, and get out of a nasty situation in comb%l%g'c wandsl,dpotlons, holy symbSoIs or an);thmghelse th?
You can ready this action. ad guy would use against you. Sure, you lose the magic

item from treasure, but you and your allies should be
Overrun for Positioning: Use this special attack to getable to run through just about any cleric you encounter.

to highly coveted spots on the battlefield, such as higher . .
ground, through a closing gate, or anywhere it's adV(,J“,],[%lr_chetypes:Tanks, heavy infantry that is, are the best at

geous to be. You can use overrun with Tumble to let ygunde_r attacks, because th.ey W'_eld b!g mean weapons.
avoid plowing down tougher foes to focus on the wea|zlght mfantry are good at th'$ too; nothing spells broken
er combatants. Finally, use overruns to contain enePH?nd like a ticked-off barbarian.

spellcasters and monsters with spell-like abilities.

ry
Archetypes: Cavalry are the best at overrun actions as T p
they have the size and speed to be successful. Hegwyp 1:Unarmed trip attacks provoke AoOs unless you
infantry are also good at this technique, allowing them e the Improved Trip feat.
get into the thickest parts of the fight. Light infantry with
high speeds can make impressive overrun attemptéeP 2:Make a melee touch attack.

knocking down the enemy from across the battlefield. Step 3:If you succeed, make a Strength check opposed
by your opponent’s Strength or Dexterity check. If you

win, the defender falls prone. If you fail, the defender can

FAVORABLE AND UNFAVORABLE CONDITIONS try to trip you.

Higher Ground: When possible, always attack from a position of high-Recap: Trip Modifiers

er ground. This gives you a free +1 bonus to melee attacks. If y@&very size category larger than Medium +4
employ ranged attacks, focus your attacks on those opponents s
tioned. They are usually clear of cover and make prime targets.

D PBYJery size category smaller than Medium  —4
Stability (e.g., dwarves) +4

Prone: In melee, don’t be prone. Against ranged attacks, on the pthitore than two legs +4
hand, it's a good idea, because you get a +4 bonus to AC.

Trip is undervalued. It's a great technique to keep your

Kneeling and Sitting: While not exactly prone, your AC still increases enemies on the ground. When used in conjunction with
by +2 against ranged attacks. Combined with cover, you are praciicallyiproved Trip, it gives you a free attack, and when they
untouchable.

struggle to their feet you get an additional attack. Prone
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opponents are the best foes, because when they crawl,
stand up or do anything to get away they provoke attacks
Sunder of opportunity — and while they’re prone, they have a -4
AC penalty against melee opponents. If you're a finesse
Step 1:Sunder provokes an AoO unless you have tﬁighter, you can't live without this SpeCial attack. By the
Improved Sunder feat. way, as the equipment chapter mentions, always use a

weapon to trip folks, and not your hands.
Step 2:You and opponent make opposed attack rolls.
Pile-on: Use the Improved Trip feat with grapple/disarm

Step 3:If you beat the defender, you deal damage to ki impose the —4 penalty to their AC then take away all

weapon. If you fail, you don’t deal any damage. of their goodies for free.

Recap: Sunder Modifiers Against Mounted Opponents:Got a pesky rider caus-
Two-handed weapons +4 ing all sorts of headaches? Get your friends to aid anoth-
Light weapons -4 er and use Improved Trip to drag him from his horse and
Per size difference +4 then club him while he’s on the ground. It's ugly, but

spectacular.
Sunder allows you to break an opponent’s weapon, dis-

arming them. This is a defensive measure as it sacrifiédShetypes: Monks, be they guerrillas, light infantry, or
an attack to prevent your opponent from striking yoﬁ!(|rm|shers, are the best trippers. They have the tools, the

There are some inherent problems with this tactigiats: and the techniques to drop people all day long.
though. First, if you broke the bad guy@ longsword S_urpnsmgly, heavy infantry do a nice job too, with their
during the fight, you just threw away 8000 gp. Secona',gh Strength scores. Last, cavalry, counted.as Large
sundering is risky with little guarantee of success, ancF[€atures, have an advantage when performing a trip.
provokes an AoO unless you have Improved Sunder. §iVe them a lance, and they can skewer the bad guy
most circumstances, use the attack to kil the bad gl{f’en he's down.



Combat Styles

There are three major weapon techniques in combat. The first is the one-hander. This technique allows the warrior to
keep a hand free or to use a shield to beef his AC. The second is the two-hander. These brutes ditch the shield and
swing the sword like a baseball bat, dealing lots of extra damage, but costing them AC by not having the shield.
Finally, the last combo is the two-weapon fighter. Rangers are notorious for this technique, having made it famous.
Two-weapon fighting gives you an extra attack, and with the extra attack, extra damage.

Which style is better? Well, let’s find out. Tables 7-28 through 7-31 offer a comparison of all three techniques with

or without the appropriate feats, so you can see the damage potential of each one. Remember, a skilled warrior
changes his combat tactics between two-handed, one-handed, and two-weapon when the situation demands, rather
than relying on one technique all the time.

The four tables compare the expected damage for a fighter with a Strength of 15, increasing to 16 at 4th level, 17 at
8th level, 18 at 12th level, 19 at 16th level and 20 at 20th level. The first table reflects the fighter using a single-hand-
ed longsword. The second details the fighter using the longsword in two hands. The third presents the fighter using
a longsword with a shortsword without the Two-Weapon Fighting feat tree. The final table shows two-handed com-
bat with the appropriate feats. Each table shows four armor classes and does not take into account critical hits. Except
for the Two-Weapon Fighting tree in the last table, these tables do not account for feat selection.

At lower levels, use a shield to improve your AC. Using a weapon two-handed only deals slightly more damage, aver-
aging no more than an extra point. But as you advance, switch to two-handed fighting against creatures with low ACs,
because your iterative attacks allow you to deal significantly more damage in each round. The higher your Strength
and the more attacks per round you have, the greater the benefit of two-handed fighting. At higher levels it makes a
huge difference.

The charts reveal that two-weapon fighting is not as useful as one would suppose. It is marginally better than one-
handed fighting in some circumstances, and marginally worse in others. It's never a clear-cut winner. At higher lev-
els and with the right feats it's superior to swinging a weapon with two hands, but then again, you had to spend three
feat slots to make it better! Like the one-handed technique, it fails to do appreciable damage when compared to the
two-handed approach. Moreover, the loss of the shield bonus to AC for the extra possible hit is usually not worth the
effort. Reserve two-weapon fighting for those with the feat tree, or at worst, when fighting many smaller foes with
low ACs and low hit points, where spreading out damage over multiple hits is more important than punishing the
same target over and over again.

TABLE 7-28: ONE-HANDED LONGSWORD
Attack Average Hits Per Round (and Average Damage) vs. Given AC
Bonus (Damage/Hit) 15 20 25 30
+3 (Dmg 6.5) .45 (2.925) 2 (1.3) .05 (0.325) .05 (0.325)
+4 .5(3.25) .25 (1.625) .05 (0.325) .05 (0.325)
+5 .55 (3.575) .3 (1.95) .05 (0.325) .05 (0.325)
+6 (Dmg 7.5) .6 (4.5) .35 (2.625) .1 (0.75) .05 (0.375)
+8 7 (5.25) .45 (3.375) 2 (1.5) .05 (0.375)
+9/+4 1.25 (9.375) .75 (5.625) .3 (2.25) .1(0.75)
+10/+5 1.35(10.125) .85 (6.375) .35 (2.625) .1 (0.75)
+11/+6 1.45 (10.875) .95 (7.125) .45 (3.375) 15 (1.125)
+12/+7 1.55 (11.625)  1.05 (7.875) .6 (4.5) 2 (1.5)
+13/+8 1.65 (12.375)  1.15 (8.625) .65 (4.875) .25 (1.875)
+14/+9/+4 2.2 (16.5) 1.5 (11.25) .8 (6) .35 (2.625)
+16/+11/+6 (Dmg 8.5) 2.4 (20.4) 1.8 (15.3) 1.05 (8.925) .5 (4.25)
+17/+12/+7 2.5 (21.25) 1.95 (16.575)  1.25(10.625) .6 (5.1)
+18/+13/+8 2.6 (22.1) 2.1 (17.85) 1.35 (11.475) .7 (5.95)
+19/+14/+9 2.65 (22.525) 2.2 (18.7) 1.5 (12.75) .8 (6.8)
+20/+15/+10/+5 3.25(27.625) 2.6 (22.1) 1.7 (14.45) .95 (8.075)
+21/+16/+11/+6 3.35(28.475) 2.75(23.375) 1.9 (16.15) 1.1 (9.35)
+22/+17/+12/+7 3.45(29.325) 2.9 (24.65) 2.15 (18.275)  1.25 (10.625)
+23/+18/+13/+8 3.55(30.175)  3.05(25.925) 2.3 (19.55) 1.4 (11.9)
+25/+20/+15/+10 (Dmg 9.5) 3.65(34.675) 3.25(30.875) 2.6 (24.7) 1.7 (16.15)
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TABLE 7-29: TWO-HANDED LONGSWORD

Attack Average Hits Per Round (and Average Damage) vs. Given AC
Bonus (Damage/Hit) 15 20 25 30

+3 (Dmg 7.5) .45 (3.375) 2 (1.5) .05 (0.375) .05 (0.375)
+4 .5 (3.75) .25 (1.875) .05 (0.375) .05 (0.375)
+5 .55 (4.125) .3 (2.25) .05 (0.375) .05 (0.375)
+6 (Dmg 8.5) .6 (5.1) .35 (2.975) .1 (0.85) .05 (0.425)
+8 7 (5.95) 45 (3.825) 2(1.7) .05 (0.425)
+9/+4 1.25(10.625) .75 (6.375) .3 (2.55) .1 (0.85)
+10/+5 1.35 (11.475) .85 (7.225) .35 (2.975) .1 (0.85)
+11/+6 1.45 (12.325) .95 (8.075) .45 (3.825) 15 (1.275)
+12/+7 1.55 (13.175)  1.05 (8.925) 6 (5.1) 2(1.7)
+13/+8 1.65 (14.025)  1.15 (9.775) .65 (5.525) .25 (2.125)
+14/+9/+4 2.2 (18.7) 1.5 (12.75) .8 (6.8) .35 (2.975)
+16/+11/+6 (Dmg 10.5) 2.4 (25.2) 1.8 (18.9) 1.05 (11.025) .5 (5.25)
+17/+12/+7 2.5 (26.25) 1.95 (20.475)  1.25(13.125) .6 (6.3)
+18/+13/+8 2.6 (27.3) 2.1 (22.05) 1.35 (14.175) .7 (7.35)
+19/+14/+9 2.65(27.825) 2.2(23.1) 1.5 (15.75) .8 (8.4)
+20/+15/+10/+5 3.25(34.125) 2.6 (27.3) 1.7 (17.85) .95 (9.975)
+21/+16/+11/+6 3.35(35.175) 2.75(28.875) 1.9 (19.95) 1.1 (11.55)
+22/+17/+12/+7 3.45 (36.225) 2.9 (30.45) 2.15 (22.575)  1.25(13.125)
+23/+18/+13/+8 3.55(37.275)  3.05(32.025) 2.3 (24.15) 1.4 (14.7)
+25/+20/+15/+10 (Dmg 11.5) 3.65 (41.975)  3.25(37.375) 2.6 (29.9) 1.7 (19.55)

TABLE 7-30: LONGSWORD AND SHORTSWORD

Attack Bonus at -4/-8 Average Hits Per Round (and Average Damage) vs. Given AC
(Damage/Hit) 15 20 25 30

—-1/-5 (Dmg 6.5/4.5) .25/.05 (1.85)  .05/.05 (0.55)  .05/.05 (0.55)  .05/.05 (0.55)
+0/-4 3.1 (2.4) .05/.05 (0.55)  .05/.05 (0.55)  .05/.05 (0.55)
+1/-3 .35/.15 (2.95)  .1/.05 (0.875)  .05/.05 (0.55)  .05/.05 (0.55)
+2/-2 (Dmg 7.5/4.5) 4/.2 (3.9) .15/.05 (1.35)  .05/.05 (0.6) .05/.05 (0.6)
+4/+0 .51.3 (5.1) .25/.05 (2.1) .05/.05 (0.6) .05/.05 (0.6)
+5/+0/+1 .751.35 (7.2) .35/.1 (2.725)  .1/.05(0.975)  .1/.05 (0.975)
+6/+1/+2 .95/.4 (8.925) .45/.15 (4.05) .15/.05 (1.2) .1/.05 (0.975)
+7/+2/+3 1.05/.45(9.9) .55/.2(5.025) .2/.05(1.725)  .1/.05 (0.975)
+8/+3/+4 1.15/.5 (10.875) .65/.25 (6) .25/.05 (2.1) .1/.05 (0.975)
+9/+4/+5 1.25/.55 (11.85) .75/.3 (6.975)  .3/.05 (2.475)  .1/.05 (0.975)
+10/+5/+0/+6 1.55/.6 (14.325) .9/.35(8.325)  .4/.1 (3.45) .15/.05 (1.35)
+12/+7/+2/+8 (Dmg 8.5/5.5) 1.95/.70 (20.425) 1.2/.45 (12.675) .6/.2 (6.2) .25/.05 (2.4)
+13/+8/+3/+9 2.1/.75 (21.975) 1.35/.5 (14.225) .7/.25(7.325)  .3/.05 (2.825)
+14/+9/+4/+10 2.2/.8 (23.1) 1.5/.55 (15.775) .8/.3 (8.45) .35/.05 (3.25)
+15/+10/+5/+11 2.3/.85 (24.225) 1.65/.6 (17.325) .9/.35 (9.575)  .4/.1 (3.95)
+16/+11/+6/+1/+12 2.75/.9 (28.325) 1.9/.65 (19.725) 1.1/.4 (11.55)  .55/.15 (5.5)
+17/+12/+7/+2/+13 2.9/.95 (29.875) 2.1/.7 (21.7) 1.25/.45 (13.1) .65/.2 (6.625)
+18/+13/+8/+3/+14 3.05/.95 (31.15) 2.3/.75 (23.675) 1.4/.5(14.65)  .75/.25 (7.75)
+19/+14/+9/+4/+15 3.15/.95 (32) 2.45/.8 (25.225) 1.55/.55 (16.2) .85/.3 (8.875)

+21/+16/+11/+6/+17 (Dmg 9.5/5.58.35/.95 (37.05) 2.75/.9 (31.075) 1.9/.65 (21.625) 1.1/.4 (12.65)
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TABLE 7-31: LONGSWORD AND SHORTSWORD WITH TWO-WEAPON FIGHTING FEAT TREE

This table reflects the full progression of feats in the Two-Weapon Fighting feat tree. A character likely must advanceritys|Dext
rather than Strength to meet the prerequisites for the feats higher in the tree. However, to match the other tablesgved|tessum
a high Dexterity to start with, so the damage improves just as in the other comparisons.

Attack Average Hits Per Round (and Average Damage) vs. Given AC
Bonus (Damage/Hit) 15 20 25 30

1st: Two-weapon Fighting Atk -2 & -2 (damage 6.5/4.5)

+1/+1 .3/.3(3.3) /.1 (1.2) .05/.05 (0.55) .05/.05 (0.55)
+2/+2 A4].4 (4.4) .15/.15 (1.65) .05/.05 (0.55) .05/.05 (0.55)
+3/+3 .45/.45 (4.95) 21.2 (2.2) .05/.05 (0.55) .05/.05 (0.55)

4th: (damage 7.5/4.5)
+5/+5 .55/.55 (6.6) .3/.3 (3.6) .05/.05 (0.6) .05/.05 (0.6)
+6/+6 .6/.6 (7.2) .35/.35 (4.2) A1 (1.2) .05/.05 (0.6)

6th: Improved Two-weapon Fighting Atk -2 & -2/-5

+7/+2/+7/+2 1.05/1.05 (13.425) .55/.55 (6.6) 21.2 (2.4) A1/.1 (1.2)
+8/+3/+8/+3 1.15/1.15 (13.8)  .65/.65 (7.8) .251.25 (3) A1/.1 (1.2)
+9/+4/+9/+4 1.25/1.25 (15) .751.75 (9) .3/.3 (3.6) 1/.1 (1.2)
+10/+5/+10/+5 1.35/1.35 (16.2)  .85/.85 (10.95) .35/.35 (4.2) 1/.1 (1.2)
+11/+6/+11/+6 1.45/1.45 (17.4)  .95/.95 (11.4) .45/.45 (5.4) .15/.15 (1.8)

11th: Greater Two-weapon Fighting Atk -2 & -2/-5/-10
+12/+7/+2/+12/+7/+2 1.95/1.95 (23.4) 1.2/1.2 (14.4) .6/.6 (7.2) .25/.25 (3)

12th: (damage 8.5/5.5)

+14/+9/+4/+14/+9/+4 2.2/2.2 (30.8) 1.5/1.5 (21) .8/.8 (11.2) .35/.35 (4.9)
+15/+10/+5/+15/+10/+5 2.3/2.3 (32.2) 1.65/1.65 (23.1) .9/.9 (12.6) 4/.4 (5.6)
+16/+11/+6/+16/+11/+6 2.4/2.4 (33.6) 1.8/1.8 (25.2) 1.05/1.05 (14.7)  .51.5 (7)
+17/+12/+7/+17/+12/+7 2.5/2.5 (35) 1.95/1.95 (27.3) 1.2/1.2 (16.8) .6/.6 (8.4)
+18/+13/+8/+3/+18/+13/+8 3.05/2.55 (39.95) 2.25/2.1 (30.675) 1.4/.1.35(19.325) .75/.7 (10.225)
+19/+14/+9/+4/+19/+14/+9 3.15/2.65 (41.35) 2.45/2.2 (32.925) 1.55/1.50 (21.425) .85/.8 (11.625)
+20/+15/+10/+5/+20/+15/+10 3.25/2.7 (42.475) 2.6/2.3 (34.75) 1.7/1.65 (23.525) .95/.9 (13.025)
+21/+16/+11/+6/+21/+16/+11 3.35/2.75 (43.6)  2.75/2.4 (36.575) 1.9/1.8 (26.05) 1.1/1.05 (15.125)

20th: (damage 9.5/5.5)
+23/+18/+13/+8/+23/+18/+13 3.5/2.8 (48.65) 3.05/2.6 (43.275) 2.3/2.1(33.4) 1.4/1.35 (20.725)
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Other Products from Goodman Games

Goodman Games publishes a wide variety of high quality games. For more information, please visit our web site at www.goedmamgar
write to Goodman Games, 672 Woodland Ave. SE, Atlanta, GA 30316.

The Wanderers Guild Dungeon Crawl Classics
Beautifully illustrated monster manuals designed with a New adventure modules with a classic feel. Retro design and
spirit of adventure. art, with a back-to-basics approach to the adventure.

g
!“fa’l’f Dungeon Crawl Classics #4 ]
a‘ybé‘

AN ADVENTURE FOR CHARACTER LEVELS 10-12

Monsters of the Endless Dark Monsters of the Boundless Blue Dungeon Crawl Classics #3: Dungeon Crawl Classics #4: Bloody

GMG4000, $18.00 GMG4001, $18.00 The Mysterious Tower Jack’s Gold
Nominated in 2003 Gen Con ENnie GMG5002, $10.99 GMG5003, $10.99
Awards:

Best Graphic Design
Best Monster Supplement

The Complete Guide Adventure Guides

Monster sourcebooks covering everything from culture to  World-neutral sourcebooks for playing unusual kinds of
combat — including guidelines for PC play of the creatures. adventures, designed to be used in ongoing campaigns.

"UNDERDARK = AFRIAL

Complete Guide to Beholders Complete Guide to Liches Underdark Adventure Guide Aerial Adventure Guide
GMG3004, $22.00 GMG3003, $13.00 GMG2003, $28.00 GMG2004, $27.99
Also available:
Complete Guide to Wererats Complete Guide to Treants Other Titles
GMG3001, $11.00 GMG3003, $13.00
Complete Guide to Doppelgangers Complete Guide to Drow From magazines to mart|_al arts, from dinosaurs to drow,
GMG3000, $11.00 GMG3006, $13.00 Goodman Games has got it!
DM Campaign Tracker Morningstar Campaign Setting
GMG9700, $4.99 GMG4100, $30.00
Beyond Monks: EN World Player’s Journal
the Art of the Fight GMG9004, $5.00
GMG4300, $20.00
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Power Gamer's 3.5 Warrior Sfrateqy Guide

Errata

Oops! There are a few mistakes in this book. Putting together a tome of min-maxing secrets is bound to attract the
most dedicated min-maxers in the world. This book did indeed attract many sharp d20 minds, some of whom found
a few things that we missed.

All of the mistakes are minor and do not affect the “big picture” strategies discussed in the Warrior Strategy Guide.
The most significant is the table given in the entry for the Power Attack feat, which is accurate only in a certain set
of conditions; the feat requires several tables for a full min-max analysis.

Eventually we will compile all such required tables, as well as a complete errata file. For the time being, we refer
you to the Goodman Games forums, where you can find discussion of these errata. You can find the discussions here:

http://www.goodman-games.com/for ums/index.php
Look for the Warrior Strategy Guide thread in the Our Products section of the forums.

If you happen to discover additional errata, or have other questions or comments, please feel free to post your com-
ments on our forums, or e-mail us directly at info@goodman-games.com.
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