Chapter Four: Character Classes

BERSERKER
Driven by raw fury, the berserker cleaves through his enemies with a combination of heavy weapons, powerful strength, and an endless well of fury. The berserker epitomizes the idea that the best defense is a good offense. 

This character overcomes his enemies by hammering them with powerful blows. His defenses are almost nonexistent, but his emotional fury and relentless fighting style allow him to ignore wounds that would leave other warriors mere crumpled lumps of agony. 

Strength and Constitution are equally important to berserkers. Strength allows their attacks to hit more often and deal more damage, while Constitution increases their hit point totals. Since berserkers absorb many attacks, they need lots of hit points to survive. 

Hit Die: 1d4+8/level 

SKILL GROUPS 

Berserkers gain access to the Athletics skill group. They have little formal training in acrobatics, trades, and other skills. Instead, they tend to learn such talents as a result of their cultural upbringing or personal interests. Few berserkers have any use for formal schooling or intellectual pursuits. 

Skill Points at 1st Level: (4 + Intelligence modifier) ×4 

Skill Points at Each Additional Level: 4 + Intelligence modifier
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	Level
	Base Attack
	DR
	Base Defense
	Special Abilities
	
	Power Mastery
	Armor Mastery
	Other Mastery
	

	
	1
	+1
	1/-
	+0
	Fury pool, bonus berserker ability
	
	1
	-
	-
	

	
	2
	+2
	2/-
	+1
	-
	
	1
	-
	-
	

	
	3
	+3
	2/-
	+2
	Berserker ability
	
	2
	1
	-
	

	
	4
	+4
	2/-
	+3
	Uncanny dodge
	
	2
	1
	-
	

	
	5
	+5
	2/-
	+3
	Berserker ability
	
	3
	2
	1
	

	
	6
	+6
	2/-
	+4
	-
	
	3
	2
	1
	

	
	7
	+7
	2/-
	+5
	Berserker ability
	
	4
	3
	2
	

	
	8
	+8
	2/-
	+6
	Heedless charge
	
	4
	3
	2
	

	
	9
	+9
	3/-
	+6
	Berserker ability
	
	5
	4
	3
	

	
	10
	+10
	3/-
	+7
	Improved fury pool
	
	5
	4
	3
	

	
	11
	+11
	3/-
	+8
	Berserker ability
	
	6
	5
	4
	

	
	12
	+12
	3/-
	+9
	-
	
	6
	5
	4
	

	
	13
	+13
	3/-
	+9
	Berserker ability
	
	7
	6
	5
	

	
	14
	+14
	3/-
	+10
	Improved uncanny dodge
	
	7
	6
	5
	

	
	15
	+15
	4/-
	+11
	Berserker ability
	
	8
	7
	6
	

	
	16
	+16
	4/-
	+12
	-
	
	8
	7
	6
	

	
	17
	+17
	4/-
	+12
	Berserker ability
	
	9
	8
	7
	

	
	18
	+18
	4/-
	+13
	Bounding charge
	
	9
	8
	7
	

	
	19
	+19
	4/-
	+14
	Berserker ability
	
	9
	8
	7
	

	
	20
	+20
	5/-
	+15
	Ultimate battle rage
	
	9
	8
	7
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FEATS 

Berserkers lack much of the elegant training and combat expertise of other classes. They can use Power weapons with average ability, but otherwise they rely on their endless fury to overcome their enemies. Elegance and expertise are the dead opposites of the berserker’s chosen methods. 

Berserkers also have special access to the Armor category of feats. You can select and use Armor feats at the mastery level given in the table below if you use them with your berserker damage reduction (see below). While wearing armor of any sort, reduce your Armor feat mastery by 2. 

CLASS FEATURES 

Berserkers rely on their emotions and relentless fury to overcome their enemies. Regardless of the injuries they suffer, they battle on. Berserkers are like avalanches or onrushing floods in battle. They cannot be stopped, merely endured until they have vented their boundless energy. 

Weapon and Armor Proficiencies: Berserkers rely on brute force rather than elegant tactics or training to defeat their enemies. Thus, they rarely master complex weapons. They are proficient with all simple weapons and with three martial weapons of their own choosing. They have no proficiency with armor or shields. 

Berserker DR: Berserkers gain damage reduction just as if they wore armor, though it derives from their natural ability to ignore injury rather than any sort of protective gear. They lose this damage reduction if they wear any armor. 

This rating represents your ability to block out the pain from an injury. 

As mentioned above, you suffer a –2 penalty to your effective Armor feat mastery while you wear armor of any sort. However, the benefits of those feats apply to your berserker damage reduction as normal. 

Fury Pool: A berserker relies on his raw emotional fury to carry his attacks to the enemy. While a weapon master draws on his training and practice, a berserker allows his inner animal instincts to guide his attacks. Some berserkers black out in battle. Their adrenaline and intense emotions overwhelm their rational minds. (And, in many cases, berserkers are barely rational even in peaceful circumstances.) 

As a berserker, you gain access to the fury token pool. You spend these tokens to fuel your inner rage. Some actions you commit—and some your enemies commit—allow you to build up more fury tokens. This pool represents the growing rage in your mind as a battle progresses. 

You earn fury tokens for a variety of actions and events that are summarized below and on the table under Improved Fury Pool (see page 6). These tokens last till the end of the encounter, and you may use them against any foe. You may have, at most, a number of unspent fury tokens equal to 10 + your class level.

	Action Spent
	Fury Tokens Gained

	Move
	1

	Standard
	2

	Full Round
	4

	Suffer Attack
	1

	Friend Defeated
	5


Friend Defeated: If any ally suffers injuries that drop her to 0 or fewer hit points, you immediately gain 5 fury tokens as a desire for vengeance wells up within you. 

Suffer Attack: As you withstand pain, animal fury naturally rises in you. Like a cornered creature, you summon an inner reserve of courage and anger to defend yourself. You gain 1 fury token for each attack that hits you. If you wear armor, the attack must inflict damage of some sort. If you rely on your berserker DR, the attack does not have to make it through your damage reduction. 

Stoke Fury: You bite your shield, howl, stomp your feet, and cut yourself with your weapon to stoke the inner fire of rage that burns within you. Each round, you can use a move action to arouse your fury. When you do so, you gain 1 fury token. You gain 2 fury tokens if you stoke your fury as a standard action, and 4 if you opt for a full-round action. 

Berserker Abilities: At every odd-numbered level in this class, including 1st level, you gain a berserker ability chosen from those described below. Your fury tokens power these abilities. You can spend tokens on any combination of berserker abilities at once; spending them is a free action. 

At 1st level, you gain an extra berserker ability (for a total of two), selected from the following list: berserk mind, berserk speed, or berserk strength (see below). 

Berserk Mind: While in the grip of your rage, your mind becomes a cloud of hatred, bloodlust, and fury. By spending 2 fury tokens, you can enter this almost mindless state of being. You become immune to all fear and mind-affecting effects and spells and gain a +2 bonus on all saving throws. This state lasts for a number of rounds equal to 2 + your Constitution modifier. You can use this ability once per encounter. You can extend its duration at any time by 2 rounds by spending a single fury token. There is no limit to the total duration you may extend it to. You can choose to end this state at any time as a standard action. 

Berserk Speed: By spending 2 fury tokens, you enter a raging state that makes you as quick and deadly as a tiger. You gain a +2 bonus to Dexterity and a +2 square (10-foot) bonus to movement for a number of rounds equal to 2 + your Constitution modifier. You gain all the benefits of an enhanced Dexterity as normal. You can use this ability once per encounter. You can extend its duration at any time by 2 rounds by spending a single fury token. There is no limit to the total duration you may extend it to. You can choose to end this state at any time as a standard action. 

Berserk Strength: This ability represents the stereotypical berserker state. It transforms you into a snarling, foaming madman who can cleave through enemies with relative ease. By spending 2 fury tokens, you gain a +2 bonus to Strength and a +2 bonus to Constitution for a number of rounds equal to 2 + your (newly improved) Constitution modifier. You gain additional hit points, and lose those hit points, as normal (see the rules for gaining and losing Constitution points under “Temporary Hit Points” in Chapter Eight: Combat). You can use this ability once per encounter. You can extend its duration at any time by 2 rounds by spending a single fury token. There is no limit to the total duration you can extend it to. You can choose to end this state at any time as a standard action. 

Berserk Toughness: When you empty your mind and allow your instinctual rage to guide you, you have a prodigious capacity to absorb wounds that would leave others in terrible pain. 

You may use this ability only while under the effects of berserk mind, above. For each fury token you spend on this ability, you can regain 2 vitality points immediately to heal your injuries. This healing applies only to hit points of damage. You cannot spend more than 4 fury tokens on berserk toughness per round. 

Blade Dancer: You may use this ability while under the effects of berserk speed, above. Each time you drop an opponent to below 0 hit points, you may spend 1 fury token to move one square (5 feet) as part of your attack action. You can then take your move action or complete your full attack action as normal. This movement counts toward your movement allowance for the round, and it provokes an attack of opportunity (or not, if you move one-quarter of your speed or less) as normal. 

Blind Rage: You pay little mind to your surroundings as you hack away at your opponents. In this state, you risk accidentally attacking anyone who draws near. It is best to use blind rage while your allies keep their distance. 

You may spend 2 fury tokens on blind rage, but only while under the effects of berserk strength, above. You gain an additional +4 bonus to Strength and Constitution from this ability, but at the same time you limit your combat options.

You attack a randomly selected opponent in your threatened area using a full-attack action. Should that opponent fall while you still have iterative attacks remaining, you attack a different, random foe. If you no longer threaten any opponents, you charge the closest living creature that you can reach. You never attempt to charge through impassable or deadly terrain. If no such target exists, simply move toward the nearest creature each round. You can take no other actions, though you can continue to spend fury tokens as normal (for example, to renew the effects of other berserker abilities). 

You must use your attack of opportunity against the first creature, whether friend or foe, that provokes one from you. If you have more than one attack of opportunity, you strike the second (and third, fourth, and so on) creature that provokes one. 

This state of blind rage lasts until the start of your next action. You can spend tokens on your next action to continue gaining its benefits and drawbacks. 

Furious Strike: For each fury token you spend on this ability, you gain a +1 bonus to damage on a single attack you make. You must spend these tokens before resolving your attack. 

Furious Throw: You rear back and throw a weapon that is not normally designed for ranged combat. The raw power of your rage allows you to deliver an effective attack at short range. You may throw any one-handed weapon to a range of 20 feet as a normal attack without penalty. You must spend 1 fury token for each attack made in this manner. If you spend 1 additional token, you can first pick up a weapon on the ground in your space (though not one on your belt or in a sheath) as a free action. For example, if you hacked down two guards, you could pick up their swords and throw them using this ability and 4 fury tokens. 

March of Ruin: You focus your efforts on a single opponent, bearing down upon her with such grim determination that few would willingly stand in your way. You can use this ability while under the effects of berserk mind, above. 

Pick a single target within your line of sight for your march of ruin. If a foe stands between you and your target, you move into the foe’s square as described in the overrun combat action (see “Overrun” in Chapter Eight: Combat) as part of a move action. You must pay 1 fury token for each space you enter in this way. In addition, an opponent who wishes to block you must succeed at a Will save (DC 10 + half your level + your Strength modifier). If she fails, she must choose to avoid you. If you wish, you may force an opponent who avoids you to move into the last space you occupied. The rest of this ability is as discussed in the overrun combat maneuver. 

Overpowering Assault: You bear down upon a single opponent, overwhelming her with your raw fury. You move into your opponent’s square, provoking an attack of opportunity in the process. However, while you occupy this space, you reduce your opponent’s reach by one square (5 feet). If this drops her reach to 0, she can only attack opponents in her square. Attempting to leave the square provokes an attack of opportunity from you. Your reach becomes 0 regardless of its original value. 

You must spend 2 fury tokens to activate this ability and use one square (5 feet) of movement to enter your foe’s space. Anyone who makes an attack into this square may hit either you or your foe; use the rules for attacking into a grapple to determining which combatant was hit. 

Overwhelming Charge: When using a charge action, you can spend 2 fury tokens to hurtle into the fray with little concern for your safety or defenses. You literally throw yourself into your opponent. In addition to the standard benefits of a charge, you may make a free trip attack before or after your strike, even if you normally cannot trip a foe with your weapon. If your attempt fails, your foe can try to trip you as normal. Apply the benefits of a charge to this attack. 

Primal Howl: You unleash a ferocious animal scream that strikes terror into your enemies. All enemies within 60 feet of you must attempt Will saves (DC 10 + half your berserker level + your Strength or Charisma modifier + tokens spent). Upon a failed save, any creature with fewer Hit Dice than you becomes frightened, and those with Hit Dice equal to or greater than your own total become shaken. Shaken creatures do not become frightened because of this ability, nor do frightened ones become panicked. Using the primal howl as a standard action costs a minimum of 2 fury tokens; as a move action, 6; and as a free action, 10. 

Relentless Attack: You continue to fight even when your hit points fall below 0. By spending 4 fury tokens each round, you can carry on fighting and acting as normal until you die. You lose hit points and make Fortitude saves to stabilize as normal. 

Splintering Strike: Your attacks land with such tremendous force that armor and shields can barely turn them aside. You can use this ability only while under the effects of berserk strength. 

You must pay 2 fury tokens for each splintering strike you make. If the attack misses an opponent but would have hit if she did not carry a shield, roll damage as normal and apply it to the shield. If your opponent wears armor and the attack hits, she suffers nonlethal damage equal to half the amount absorbed by her armor. Your attacks land with such force that they cause bruises and other minor injuries despite the protection afforded by armor. 

Storm of Fury: Rage clouds your mind, causing you to swing with little accuracy, but your anger sends renewed vigor surging through your arms. You can use this ability only while under the effects of berserk speed (see above). 

Using storm of fury, you deliver a flurry of attacks against your opponent. For every 4 fury tokens you spend, you may make an additional melee attack at your best base attack bonus as part of a full attack action. You suffer a –2 penalty to attacks and damage and a –1 penalty to defense for each bonus strike. The penalties last for the entire round. There is no limit to the total number of additional attacks you can gain from this ability, though you must have enough fury tokens to pay for them all. 

Suicidal Assault: You pay little heed to your defenses as you rage, slamming into foes with unmatched power. For every fury token spent on the suicidal assault, you gain a +1 bonus to attacks and suffer a –1 penalty to your base defense bonus. You cannot reduce your defense to below 0 in this manner. This bonus and its penalty last until your next action. 

Uncanny Dodge: Beginning at 4th level, you retain your active bonus to defense when you are caught flat footed, as your inner, instinctual senses warn you of danger. You do not enjoy this benefit if you wear armor of any kind. 

If you already have uncanny dodge from a different class, you gain improved uncanny dodge instead (see below). 

Heedless Charge: Upon reaching 8th level, when you use the charge attack action, you can forgo your defenses in favor of a more accurate and deadly strike. By taking a –4 penalty to defense rather than the typical –2 penalty, you increase the benefits of charging to either a +4 bonus to your attack or a +2 bonus to your attack and a +4 bonus to damage. These benefits apply only to the attack made as part of your charge, but the defense penalty persists until your next action. 

Improved Fury Pool: At 10th level, you become more adept at drawing out your inner rage using the stoke fury:
	Action Spent
	Fury Tokens Gained

	Move
	2

	Standard
	3

	Full Round
	5

	Suffer Attack
	1

	Friend Defeated
	5


Improved Uncanny Dodge: Starting at 14th level, you cannot be flanked when you wear no armor of any sort. Your animalistic combat instincts allow you to dodge and twist to prevent enemies from taking advantage of a flank. 

This defense prevents the use of sneak attack and other precision-based attacks that require flanking, unless the attacker’s base attack bonus is 5 or more points higher than your base defense bonus. 

Bounding Charge: Beginning at 18th level, you leap into battle with long, loping strides. When using the charge action, you may move up to triple, rather than double, your movement. However, if you do so, you increase the charge penalty to defense by an additional –2. 

Ultimate Battle Rage: By 20th level, you have become a walking engine of destruction. You automatically gain 1 fury token per round of combat at the beginning of your action. In addition, the stat bonuses provided by the berserk mind, berserk speed, and berserk strength abilities increase by +4 each. 

PLAYING A BERSERKER 

Wild and uncontrollable, most berserkers hail from a barbaric land far from civilization. In such conditions, a man’s base animal tendencies can flourish. With his uncontrolled rage and simple fighting techniques, the berserker makes the perfect barbarian. 

However, even in the civilized realms, the berserker fighting style can take root. Rural cults, particularly those dedicated to worshipping animal totems, might place a doctrinal emphasis on setting aside the trinkets of civilization and embracing the wild. Such a berserker may seem like any other normal civilized man—until his battle madness overtakes him. 

BERSERKER STRATEGY 

The berserker is not a character class for timid players or for those afraid to spend their resources as quickly as they gain them. The key to handling a berserker lies in attracting as many attacks as possible to build up fury tokens. As soon as you can activate the berserker abilities that persist for more than 1 round, do so. In many cases, it is best to gain all three of them—berserk mind, berserk speed, and berserk strength—as quickly as possible and use them in response to the battlefield situation. 

In any situation, if you are not at the front of the battle, you are probably doing something wrong. You must rely on your berserker damage reduction and high hit points to carry you to victory. The more attacks you soak up, the fewer that will target your friends and the more tokens you can spend to beat down your enemies.
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