
The Fighting Hero [beta] 
 
In a world filled with sorcery and mythical beasts, 
there is always a need for someone to keep the evil 
forces at bay, to protect the town, to avenge the fallen, 
and to slay the dragon. There are many ways to 
accomplish these aims, but the most direct way is 
through force of arms. If you’ve ever thought to 
yourself, “If I’d have been there, I would have 
introduced that dragon to the tip of my blade!” then 
you have the correct attitude to become a Fighting 
Hero. The world is full of professional soldiers, hired 
thugs, and boastful brigands. But Fighting Heroes are 
a breed apart. They set the bar for all the others, 
because they are the true masters of melee combat; 
where others fail, they often succeed. Where others 
falter, they charge ahead. Fighting Heroes are to the 
physical arena what Wizards are to the magical arena. 
They represent the ultimate achievement in the 
application of brute force. 
 
That is not to say that Fighting Heroes cannot be 
subtle; quite the contrary. There are many 
methodologies available to them, some of which favor 
avoidance over resistance, speed over raw power. 
However, in the final analysis, the result is the same. 
Fighting Heroes are the masters of the physical realm. 
 

GAME STATISTICS 
 
Alignment: any. 
 
Required Abilities: 

12 Strength, 12 Dexterity, 12 Constitution, 12 
Intelligence, 12 Wisdom, 12 Charisma (No dump 
stats! Fighting Heroes are well-rounded!) 
 
Hit Die: d12. 
 

Class Skills 
The Fighting Hero’s class skills (and the key ability 
for each one) are as follows: 
 
Climb (Str), Craft (Int), Handle Animal (Cha), 
Intimidate (Cha), Jump (Str), Knowledge: Arcana 
(Int), Knowledge: Codes, Creeds, & Oaths (Int), 
Knowledge: Formal Combat Etiquette (Int), 
Knowledge: Large Unit Tactics (Int), Knowledge: 
Siege Warfare (Int), Knowledge: Small Unit Tactics 
(Int), Profession (Wis), Ride (Dex), Survival (Wis), and 
Swim (Str) 
 
Skill Points at 1st Level: (2 + Int modifier) × 4. 
 

Skill Points at Each Additional Level: 2 + Int 
modifier. 
 

Class Features 
 
All of the following are class features of the Fighting 
Hero: 
 
Weapon and Armor Proficiency: A Fighting Hero is 
proficient with all simple and martial weapons and 
with all armor (heavy, medium, and light) and shields 
(including tower shields). 
 
Bonus Feats: At 1st level, a Fighting Hero gets a 
bonus combat-oriented feat in addition to the feat that 
any 1st-level character gets and the bonus feat 
granted to a human character. The Fighting Hero 
gains an additional bonus feat at 2nd level and every 
two fighter levels thereafter until 20th (4th, 6th, 8th, 
10th, 12th, 14th, 16th, 18th and 20th) and in addition, 
the Fighting Hero also gains a bonus feat at every 
level beyond 20th (at every epic level.) These bonus 
feats must be drawn from the feats noted as fighter 
bonus feats. A Fighting Hero must still meet all 
prerequisites for a bonus feat, including ability score 
and base attack bonus minimums. 
 
These bonus feats are in addition to the feat that a 
character of any class normally gets from advancing 
levels. A Fighting Hero is not limited to the list of 
fighter bonus feats when choosing these normal, 
level-gained feats. 
 
AC Bonus: When unencumbered, a Fighting Hero 
gains an Insight Bonus to his Armor Class, starting at 
6th level, and maxing out at +5 when 18th level is 
attained. Since this bonus depends upon the Fighting 
Hero being aware of his opponent, it does not apply if 
he is caught flat-footed, nor does it apply when he is 
helpless, immobilized, or carrying a medium or heavy 
load. Wearing armor does not penalize the Fighting 
Hero with regard to this bonus. He simply needs to 
be able to move freely. 
 
If the Fighting Hero elects not to wear armor at all, he 
gains an additional +2 to his AC, as long as he 
remains unencumbered. Again, this bonus depends 
upon the Fighting Hero being aware of his opponent, 
and it does not apply if he is caught flat-footed, nor 
does it apply when he is helpless, immobilized, or 
carrying a medium or heavy load. Note that the +2 
additional bonus does not apply until the Fighting 
Hero has reached 6th level; it takes that long for him to 
develop the heightened battle senses necessary for the 
use of the ability. 
 
 



Beginning at 13th level, the Fighting Hero gets the +2 
“no armor” bonus even when he is wearing armor, 
because of his Diamond Step ability (See below.) 
However, the combined weight of other items carried 
must still add up to a total that results in the Fighting 
Hero being unencumbered. 
 
Beginning at 21st (epic) level, the Fighting Hero begins 
to gain Natural Armor bonuses to his AC, up to a 
maximum of +5 at 39th level. Further advancement of 
this bonus requires the expenditure of epic feats. 
 

Diamond Step (Ex): At 13th level, the Fighting Hero 
no longer counts the weight of his armor towards his 
encumbrance total for the purposes of calculating his 
movement rate. Nor does the Fighting Hero suffer 
any armor check penalty whatsoever, for any reason. 
 
Diamond Mind (Su): At 15th level, a Fighting Hero 
gains immunity to all forms of fear, and all morale 
effects, whether they be magical, supernatural, or 
otherwise. 
  
Diamond Body (Su): At 17th level, the Fighting Hero 
gains immunity to poisons of all kinds. 
 
Diamond Soul (Ex): At 19th level, a Fighting Hero 
gains spell resistance equal to his current Fighting 
Hero level + 10. In order to affect the Fighting Hero 
with a spell, a spellcaster must get a result on a caster 
level check (1d20 + caster level) that equals or exceeds 
the Fighting Hero’s spell resistance. 
 
 
 
 
 
 

The Fighting Hero [Pre-Epic] 
Level: Base Attack:           Saving Throws (F/R/W) AC Bonus    Special:  
1 +6/+1  +2/+0/+0 +0 Bonus Feat 
2 +7/+2  +3/+0/+0 +0 Bonus Feat 
3 +8/+3  +3/+1/+1 +0 DR 1 / -- 
4 +9/+4  +4/+1/+1 +0 Bonus Feat 
5 +10/+5  +4/+1/+1 +0 DR 2 / -- 
6 +11/+6/+1  +5/+2/+2 +1 Bonus Feat 
7 +12/+7/+2  +5/+2/+2 +1 DR 3 / -- 
8 +13/+8/+3  +6/+2/+2 +1 Bonus Feat 
9 +14/+9/+4  +6/+3/+3 +2 DR 4 / -- 
10 +15/+10/+5  +7/+3/+3 +2 Bonus Feat 
11 +16/+11/+6/+1 +7/+3/+3 +2 DR 5 / -- (@) 
12 +17/+12/+7/+2 +8/+4/+4 +3 Bonus Feat 
13 +18/+13/+8/+3 +8/+4/+4 +3 Diamond Step 
14 +19/+14/+9/+4 +9/+4/+4 +3 Bonus Feat 
15 +20/+15/+10/+5 +9/+5/+5 +4 Diamond Mind 
16 +21/+16/+11/+6/+1 +10/+5/+5 +4 Bonus Feat 
17 +22/+17/+12/+7/+2 +10/+5/+5 +4 Diamond Body 
18 +23/+18/+13/+8/+3 +11/+6/+6 +5 Bonus Feat 
19 +24/+19/+14/+9/+4 +11/+6/+6 +5 Diamond Soul 
20 +25/+20/+15/+10/+5(*) +12/+6/+6 +5 (#) Bonus Feat 
 
 
* = 5 BASE attacks per round is the maximum that ANY class can achieve, which means that dual 
wielders can achieve 10 attacks per round. 
 
# = This is an Insight bonus, and it maxes out at +5. The Fighting Hero loses this bonus if he is 
caught flat-footed. 
 
@ = This class ability maxes out at 5 / -- but it can be increased further with epic feats. 
 
$ = This is a Natural Armor bonus, and it maxes out at +5, but it can be increased further with 
epic feats. 
 
 
 
 

The Fighting Hero [Epic] 
Level: Base Attack:           Saving Throws (F/R/W) AC Bonus    Special:  
21 +26/+21/+16/+11/+6 +12/+6/+6 +1 Bonus Feat 
22 +26/+21/+16/+11/+6 +13/+7/+7 +1 Bonus Feat 
23 +27/+22/+17/+12/+7 +13/+7/+7 +1 Bonus Feat 
24 +27/+22/+17/+12/+7 +14/+8/+8 +2 Bonus Feat 
25 +28/+23/+18/+13/+8 +14/+8/+8 +2 Bonus Feat 
26 +28/+23/+18/+13/+8 +15/+9/+9 +2 Bonus Feat 
27 +29/+24/+19/+14/+9 +15/+9/+9 +2 Bonus Feat 
28 +29/+24/+19/+14/+9 +16/+10/+10 +3 Bonus Feat 
29 +30/+25/+20/+15/+10 +16/+10/+10 +3 Bonus Feat 
30 +30/+25/+20/+15/+10 +17/+11/+11 +3 Bonus Feat 
31 +31/+26/+21/+16/+11 +17/+11/+11 +3 Bonus Feat 
32 +31/+26/+21/+16/+11 +18/+12/+12 +3 Bonus Feat 
33 +32/+27/+22/+17/+12 +18/+12/+12 +4 Bonus Feat 
34 +32/+27/+22/+17/+12 +19/+13/+13 +4 Bonus Feat 
35 +33/+28/+23/+18/+13 +19/+13/+13 +4 Bonus Feat 
36 +33/+28/+23/+18/+13 +20/+14/+14 +4 Bonus Feat 
37 +34/+29/+24/+19/+14 +20/+14/+14 +4 Bonus Feat 
38 +34/+29/+24/+19/+14 +21/+15/+15 +4 Bonus Feat 
39 +35/+30/+25/+20/+15 +21/+15/+15 +5 Bonus Feat 
40 +35/+30/+25/+20/+15 +22/+16/+16 +5 ($) Bonus Feat 
 
Note that the epic Fighting Hero follows standard epic advancement, in regard to base attack 
bonus and saving throws. The Fighting Hero continues to gain bonus feats EVERY LEVEL. Many 
Fighting Heroes will choose to use these bonus feats to develop stackable abilities, such as Energy 
Resistance and Damage Reduction. 
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