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Y
ou are a mailed knight on a king’s 
errand, a greedy brigand loyal to no 
man, a wild bear skinned wanderer 

with an empty stomach, or a stout man at arms 
armored by a merchant’s gold.

Of all the classes, warriors have the best attack 
bonus, the highest hit points, and the most po
tential for extra attack actions.

Hit points: A warrior gains 1d12 hit points at 
each level.

Weapon training: A warrior is trained in the 
use of these weapons: battleaxe, club, crossbow, 
dagger, dart, handaxe, javelin, longbow, long
sword, mace, polearm, shortbow, short sword, 
sling, spear, staff, two handed sword, and war
hammer. Warriors wear whatever armor they 
can afford.

Alignment: Warriors can follow one of four 
paths based on their alignment. Titles differ by 
path. Royal warriors, employed by nobility, are 
lawful. Lawless warriors, fighting merely for 
profit or carnage, are chaotic. Wild warriors, 
natives of the barren steppes or deadly forests, 
are neutral or chaotic. Hired warriors, loyal to 
a cause, a man, or simply the fattest purse, are 
lawful, neutral, or chaotic.

Attack die: Unlike other classes, warriors do not 
receive a fixed attack modifier at each level. In
stead, they receive an advancing attack die. At 
1st level, this is a d3. The warrior rolls this d3 on 
each attack roll and applies it to both his attack 
roll and his damage roll. On one attack, the die 
may give him a +1 to his attack roll and damage 
roll. On the next attack, the die may give him 
+3! The attack die advances with the warrior’s 
level, climbing to d7 by 5th level. The warrior 
always makes a new roll with this die in each 
combat round. When the warrior has multiple 
attacks at 4th level, the same attack die applies 
to all attacks in the same combat round.

Mighty Deed of Arms: Warriors earn their gold 
with pure physical prowess. They rappel across 
chapels on chandelier chains, bash through 
iron banded oaken doors, and leap over chasms 
in pursuit of their foes. When locked in mor
tal melee, their mighty deeds of arms turn the 
course of battle: a brazen bull rush to push back 
the enemy lines, a swinging flail to entangle the 
beastman’s sword arm, or a well placed dagger 
through the enemy knight’s visor. 

Prior to any attack roll, a warrior can declare a 
Mighty Deed of Arms, or for short, a Deed. This 
Deed is a dramatic combat maneuver within 
the scope of the current combat. For example, 
a warrior may try to disarm an enemy with his 
next attack, or trip the opponent, or smash him 
backward to open access to a nearby corridor. 
The Deed does not increase damage but could 
have some other combat effect: pushing back an 
enemy, tripping or entangling him, temporarily 
blinding him, and so on. 

The warrior’s attack die determines the Deed’s 
success. This is the same die used for the war
rior’s attack and damage modifier each round. 
If the action die is a 3 or higher, and the attack 
lands (e.g., the total attack roll exceeds the tar
get’s AC), the Deed succeeds. If the action die 
is a 2 or less, or the overall attack fails, the Deed 
fails as well. 

Example #1: A 1st level warrior with a Strength 
of 16 (+2 bonus) has a d3 attack die. He is fight
ing a goat headed demon that emerged from 
an extraplanar portal. The warrior declares his 
Deed will be to shove the demon back through 
the portal. He attacks, rolling 1d20 + 1d3 +2 (due 
to his Str). The result is a 16 on the d20, and a 3 
on the 1d3, plus his +2 Str modifier, for a total 
attack roll of 21 (16+3+2). The demon’s AC is 17, 
so the attack lands. Because the attack die came 
up a 3, the Deed also succeeds. The warrior does 
1d8+2 damage with his longsword and shoves 
the demon back through the portal! (Note, de
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pending on the size and strength of the opponent, the judge may still require 
an opposed Strength check for such a maneuver. In this case the demon is 
man sized, and the judge rules that the pushback succeeds.)

Example #2: On his next combat round, the same warrior declares his Deed 
will be to shatter the demon’s goat horns, a grievous insult to any horned 
denizen of the Nine Hells. He rolls 5 on his d20, 3 on his d3, plus his +2 
Str modifier, for a total attack of 10 (5+3+2). This is be
low the demon’s AC of 17. The attack misses, 
and even though the attack die came up a 3, 
the Deed fails.

This game encourages the player and judge 
to develop creative Deeds, and a warrior may 
even devise a “signature move” that he fre
quently attempts. Generally speaking, Mighty 
Deeds of Arms are grouped into seven gener
al categories (see below). Full details are given 
in the Combat chapter. However, it must be 
noted that the author strongly encourages 
creative attacks! (See the sidebar for more 
information.)

Blinding attacks: throwing sand in the eye, 
stabbing a knife through a visor, impal
ing an arrow in a target’s eyeball.

Disarms: called shots to the hand, shattering 
an opponent’s weapon, severing a spear shaft, 
entangling a sword arm.

Pushbacks: shield bashes, tackles, and bull 
rushes, as well as tables hurled into enemies, 
doors smashed into opponents on the other 
side, and so on.

Trips and throws: hooking an enemy’s leg, stab
bing a kneecap, knocking an opponent off bal
ance, hurling an enemy away.

Precision shots: severing the hangman’s noose 
with a well placed arrow from twenty paces, 
lodging a sword in the dragon’s mouth so it 
cannot use its breath weapon, smashing the 
evil cleric’s anti holy symbol so he loses con
trol over his un dead minions.

Rallying maneuvers: an inspirational war cry, 
a heroic charge that rallies routing followers, 
a frothing, bloodthirsty maniac inspiring al
lies to greatness.
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Defensive maneuvers: shield walls, back to back com
bat positions, fighting withdrawals, and defensive 
positioning that improves survival odds for the war
rior and his allies.

Critical hits: In combat, a warrior is most likely to 
score a critical hit and tends to get the most destruc
tive effects when he does so. A warrior rolls the high
est crit dice and rolls on tables with more devastat
ing effects. In addition, a warrior scores critical hits 
more often. At 1st through 3rd level, a warrior scores 
a crit on any natural roll of 19 20. The threat range 
increases to natural rolls of 18 20 at 4th level. See the 

Combat section for more information on crits.

Initiative: A warrior adds his class level to his initia
tive rolls.

Luck: A warrior’s Luck modifier applies to attack 
rolls with one specific kind of weapon. This kind 
of weapon must be chosen at first level and cannot 
change over the course of the warrior’s career.

Action dice: A warrior always uses his action dice for 
attacks. At 4th level, a warrior gains a second attack 
each round with his second attack die.

TABLE 1-10: WARRIOR

Level Attack Crit Die/Table Threat Range Action Dice Ref Fort Will
1 +d3* 1d12/III 19 20 1d20 +1 +1 +0
2 +d4* 1d14/III 19 20 1d20 +1 +1 +0
3 +d5* 1d16/IV 19 20 1d20 +1 +2 +1
4 +d6* 1d20/IV 18 20 1d20+1d14 +2 +2 +1
5 +d7* 1d24/V 18 20 1d20+1d16 +2 +3 +1
* A warrior’s attack modifier is rolled anew, according to the appropriate die, with each attack. The result modifies 
both attack and damage rolls.

TABLE 1-11: WARRIOR TITLES

Level Title by Alignment and Origin
 Lawful Chaotic Neutral
1 Squire Bandit Wildling
2 Champion Brigand Barbarian
3 Knight Marauder Berserker
4 Cavalier Ravager Headman
5 Paladin Reaver Chieftain


