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Requirements: Str 9, Con 9
Prime Requisite: Str

Hit Dice: 1d8

Maximum Level: 20"

Legends speak of fierce warriors from a
frozen land across a vast sea. They come on
long boats, wielding axes and carrying round
shields. Entering battle with a fearless blood
lust, they come for gold and glory, slaying any

who stand in their way. Clerics and peasants
alike pray to their gods that they would be saved
from the ferocity of these warriors, but to no
avail. Some even speak of the mightest among
them being able to take inhuman forms, that of
beasts and predators — though surely such
stories are only idle tales told to frighten
children.

Berserkers are proficient in all melee
weapons, though they only use thrown weapons
at range such as hand axes or spears. They wear
padded, leather, studded leather, scale mail,
chain mail and regularly make use of shields.
Heavier forms of protection are forbidden to
them, for they believe their god, the All-Father,
protects them in battle. They use the Attack
Values and Saving Throws of a fighter.
Berserkers are never of lawful alignment,
instead limiting themselves to neutral or chaotic.
A Berseker who has a STR of 13 or higher
receives a +5% bonus to all experience earned.
If their STR is 16 or above, they receive a +10%
bonus.

Reaching 9™ Level: Upon reaching 9"
level the berserker becomes known as an
einherjar, one of the blessed warriors. They
draw the service of 2d6x10 1* level berserkers
who will expect their lord to build a long ship
and lead them in glorious raids on foreign soil.
If the berserker does not do lead them on at least
one successful raid each year, they will abandon
him, searching for a braver and fiercer warrior
to lead them to glory and riches
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Berserker Class Progression Chart

*Hit point modifiers from constitution are ignored.

Battle Lust: Berserkers are driven to deep
ferocity in battle. While engaged in melee
combat they receive a +1 bonus to all attack and
damage rolls. This bonus increases to +2 at 13"
level. In addition, at 15™ level they make two
attacks per round, but only if both attacks are
melee attacks.

Terror of the North: Beginning at 4™ level, a
berserker's fierce blows and put terror in the
hearts of even the most hardy of warriors.
Whenever the berserker rolls a natural 20 on an
attack roll against a foe whose hit dice are equal
or less than their own level that foe must make a
saving throw vs. spells or immediately act as
though they were the target of a Cause Fear
spell.

Form of the Wolf: At 7" level the predatory
fierceness of battle has so filled a berserker that

Experience |Level | Hit Dice (1d8) Special Abilities
0 1 1 Battle Lust

2035 2 2

4065 3 3

8125 4 4 Terror of the North
16,251 5 5

32,5016 6 6

65,001 7 7 Form of the Wolf
120,001 8 8

240,001 9 9

360,001 10 +2 hp only * | Form of the Bear
480,001 11 +4 hp only *

600,001 12 +6 hp only *

720,001 13 +8 hp only *

840,001 14 |+10 hp only *

960,001 15 +12 hp only *

1,080,001 |16 +14 hp only *

1,200,001 |17 +16 hp only *

1,320,001 |18 +18 hp only *

1,440,001 |19 +20 hp only *

1,560,001 |20 +22 hp only*

he can actually physically shape-shift into a
wolf (see Labyrinth Lord core rules, page 102)
as the Polymorph Self spell, once per day. They
can remain in this form for up to four hours
each day, though if they choose to return to
human form before this time has elapsed they
must wait a full day before changing form
again.

Form of the Bear: Legends say that the word
berserker are a muddling of “bear skin,” and
berserkers of 10" level are proof of this
common misconception. They can shape-shift
into a Cave Bear (see Labyrinth Lord core rules,
page 64) as the Polymorph Self spell, once per
day. They can remain in this form for up to four
hours each day, though if they choose to return
to human form before this time has elapsed they
must wait a full day before changing again.
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DESIGNATION OF OPEN GAME CONTENT

All text not identified as Product Identity is Open Game Content.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game
Content;

(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other
computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game
Content"

means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does
not

embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as
Open

Game Content by the Contributor, and means any work covered by this License, including translations and derivative
works

under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic

elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes

and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by
a

Contributor to identify itself or its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise
create

Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content
that

you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You
represent

that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this
License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact
text

of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must
add

the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except



as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You
agree

not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge

to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you
are

distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use
any

authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under
any

version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor

unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some
or

all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open
Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure
such

breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to
the

extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.



