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Characteristics: Battlers have a certain look.  This is mostly because they will only use weapons or armor created by Battlers.  Weapons and armor made by a Battler always has at least six prominent spikes and two serrated edges.  Whether this is because the Battler thinks it stylish, or just wishes to strike fear into opponents, only the Battler knows.


Alignment: A battler is rarely lawful.  They do not believe in fitting any mold.  They are creative and inventive, they love to build themselves something no-one has ever seen before.


Religion: Battlers often favor Eryn, the god of combat; Herulok, the god of feasts; or Koron, the god of war.


Adventuring: A Battler often adventures to earn money to make new stuff, to try out their new creations or just because they feel the fit in better in a more exciting environment.


Skills: A Battler has a bonus +2 to Craft skill checks involving Weaponsmithing and Armorsmithing.  


Weapons and Armor: Usually the weapons and armor that a beginning Battler uses are of his own creation, and if that is the case, cost him only the price of materials used (and perhaps a favor or two in order to borrow a forge.)  No matter how outlandish and non-functional the spikes and serrates are, the Battler always seems to have no problem using the items, though all Battler items weigh anywhere from 5-25% more than the standard issue.  A Battler is automatically proficient in the use of any weapons or armor of his own make.  A Battler does not need to ever take Exotic Weapon Proficiency, as he is automatically proficient in any weapon he makes, including Exotic Weapons.  In fact, any Weapon made by a Battler counts as an Exotic Weapon.

Class Features:


Resistance: The Battler takes 2 points of damage less per attack when attacked with fire.  Also, he gains a certain amount of resistance to wizardly and elemental magics, as detailed in Table A.


Weapon Specialization: On achieving 4th level or higher, as a feat, the Battler can take Weapon Specialization.  Weapon Specialization adds a +2 damage bonus with a chosen weapon.  The Battler must take Weapon Focus with that weapon to take Weapon Specialization.  If the weapon is a ranged weapon, this damage bonus only applies if the target is within 30 feet, because only at that range can the Battler strike precisely enough to hit more effectively.


Skills: The Battler’s class skills (and the key ability for each skill) are Appraise (Int), Climb (Str), Craft (Int), Intimidate (Cha), Jump (Str), Ride (Dex), and Swim (Str)

  Skill Points at 1st Level: (2 + Int modifier) x 4

Skill Points at Each Additional Level: 2 + Int modifier
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Bonus Feats: At 2nd level, the Battler gets a bonus feat in addition to the feat that any 1st level character gets and the bonus feat for humans.  The Battler gains an additional bonus feat at 4th level and every three levels thereafter (7th, 10th, etc.).  These bonus feats must be drawn from the following list: Ambidexterity, Blind-Fight, Combat Reflexes, Dodge (Mobility, Spring Attack), Endurance, Expertise (Improved Disarm, Improved Trip, Whirlwind Attack), Great Fortitude, Improved Critical, Improved Initiative, Lightning Reflexes, Mounted Combat (Mounted Archery, Trample, Ride-by Attack, Spirited Charge), Power Attack (Cleave, Improved Bull Rush, Sunder, Great Cleave), Quick Draw, Run, Toughness, Two-Weapon Fighting (Improved Two-Weapon Fighting, Weapon Finesse, Weapon Focus, Weapon Specialization.


Some of the bonus feats available to a Battler cannot be acquired until the fighter has gained on or more prerequisite feats; these feats are listed parenthetically after the prerequisite feat.  Some feats may be selected more than once, but it must be for a different weapon each time.  A Battler must still meet all prerequisites for a feat, including ability score and base attack bonus minimums.


Important: These feats are in addition to the feat that a character of any class gets every three levels.  The Battler is not limited to the list included here when choosing those feats.


