Beast Man
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Every once in a while a man appears that even the barbarians from the far north fear and respect, a wild man, a Beast Man. Typically they come from barbarian stock, but something happens that draws them further away from civilisation and deeper into the wilds. Either they separate themselves for a reason, or something befalls them that will force them to escape to the wilds. When and if they return from the wilds they are different people altogether. They have an animal companion that never leaves their side, and their fighting style emulates animals more closely, at least in the respect of fighting with two weapons. Due to their deeper understanding of nature they also gain the ability to cast divine spells in the same manner as Rangers, although their spells tend towards enhancing their capability to fight.

	Beast Man

	
	Base
	Fort.
	Ref.
	Will
	Special
	Spell Table

	Lvl
	Attack
	Save
	Save
	Save
	Abilities
	1
	2
	3
	4

	1
	+1
	+2
	+0
	+0
	Improved Ambidexterity, Two Weapon Fighting +1, Animal Companion
	0
	
	
	

	2
	+2
	+3
	+0
	+0
	Rage x3, Extra Dexterity Bonus
	1
	
	
	

	3
	+3
	+3
	+1
	+1
	Two Weapon Fighting +2
	1
	0
	
	

	4
	+4
	+4
	+1
	+1
	Rage x4
	1
	1
	
	

	5
	+5
	+4
	+1
	+1
	Two Weapon Fighting +3
	1
	1
	0
	

	6
	+6
	+5
	+2
	+2
	Rage x5, Improved Two Weapon Fighting
	1
	1
	1
	

	7
	+7
	+5
	+2
	+2
	Two Weapon Fighting +4
	2
	1
	1
	0

	8
	+8
	+6
	+2
	+2
	Rage x6 (no longer winded)
	2
	1
	1
	1

	9
	+9
	+6
	+3
	+3
	Two Weapon Fighting +5
	2
	2
	1
	1

	10
	+10
	+7
	+3
	+3
	Feral Rage
	2
	2
	2
	1


Requirements
To qualify to become a Beast Man, a character must fulfill all the following criteria:

Race: Any

Alignment: Any non-lawful

Base Attack: +5

Animal Empathy: 4 ranks

Handle Animal: 6 ranks

Intimidate: 5 ranks

Wilderness Lore: 5 ranks

Feats: Ambidexterity, Two Weapon Fighting

Special: Rage

Class Skills
Skill Points at each level 4 + Int mod

The Bestial Slayer’s skills (and the key ability for each skill) are:

Animal Empathy (Wis), Climb (Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Intuit Direction (Wis), Jump (Str), Listen (Wis), Ride (Dex), Swim (Str), Use Rope (Dex), Wilderness Lore (Wis)

See Player’s Handbook Chapter 4, Skills for skill descriptions.

Class Features
Hit Dice: d12

Weapons and Armour: Simple and Martial Weapons, Light and medium armour.

Animal Companion: This is the same as the paladins mount with regards to extra statistics and bonuses, the creature can be chosen from the following list; Bear, Black; Bison; Horse, Heavy; Horse, Heavy War; Horse, Light; Horse, Light War; Leopard; Wolf; Wolverine.

Two Weapon Fighting Bonus: The Beast man gains a bonus at each odd numbered level of +1 to hit when fighting with two weapons

Rage: This is the same the barbarian Rage ability, except that the Beast man uses it far more often. The number of time the beast man can rage is instead of any previous rage ability, it does not stack with any previous rages.

Feral Rage: This is the same as the Barbarian Great Rage

Extra Dexterity Bonus: The Beast Man receives his normal wisdom modifier to armour class. This bonus only applies when the Beast Man is wearing either no armour or light armour.

Improved Ambidexterity: The Beast Man can ignore the penalty for using a medium sized weapon in his offhand.

Spell Table: The Beast Man uses the same spell selection as the Ranger, his spells are considered divine for purposes of gaining spells at the beginning of each day.

