Brute

 
	The brute is a slow but powerful warrior.  Through some exotic training the brute becomes unusually large and durable.  He may not be very fast or mobile, but he can soak blows like no other.  Large creatures such as ogres and minotaurs often become brutes, as do some medium-size humanoids.  Among humans, brutes are usually employed as thugs and intimidators.  However, good aligned brutes often achieve a superhero-like status.
 
(Originally conceived by Particle_Man on Eric Noah’s meassage board.  Special thanks to Cheiromancer, Snicker Snack, Axeboy, Tar, Markvar, novyet, and Vaxalon)


 
 
	Requirements

Feats: Endurance, Great Fortitude, Power Attack, Toughness
Skills(Ranks): Intimidate(4)
Base Attack +6

	Hit Die: 1d12

	Skill Points: 2 + Int modifier

	Class Skills

Climb (Str), Intimidate (Cha), Jump (Str), Ride (Dex), Swim (Str)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+2
	+0
	+0
	Toughness, Nigh-Fortitude (+1), Big and Slow

	2
	+1
	+3
	+0
	+0
	Damage Reduction (1/-), Natural Armor (+1)

	3
	+2
	+3
	+1
	+1
	Toughness, Nigh-Fortitude (+2)

	4
	+3
	+4
	+1
	+1
	Damage Reduction (2/-), Ignore Pain

	5
	+3
	+4
	+1
	+1
	Toughness, Nigh-Fortitude (+3)

	6
	+4
	+5
	+2
	+2
	Damage Reduction (3/-), Natural Armor (+2)

	7
	+5
	+5
	+2
	+2
	Toughness, Nigh-Fortitude (+4)

	8
	+6
	+6
	+2
	+2
	Damage Reduction (4/-), Increased Healing

	9
	+6
	+6
	+3
	+3
	Toughness, Nigh-Fortitude (+5)

	10
	+7
	+7
	+3
	+3
	Damage Reduction (5/-), Natural Armor (+3)


 
	Class Features

Weapon and Armor Proficiency: simple weapons, martial weapons, light armor
 
Toughness - The brute gains the Toughness feat for free.
 
Nigh-Fortitude - The brute gains the listed bonus to his Fortitude saves.
 
Big and Slow - The brute becomes unnaturally big and heavy for his race. The brute’s Strength increases by 2 and his weight doubles.  In addition, he is always considered to be carrying a heavy load.  Note that a heavy load imposes significant penalties (see page 142 of the PHB).
 
Damage Reduction - The brute gains the listed damage reduction.  If the brute also has damage reduction from another class (such as the barbarian) then they stack.
 
Natural Armor - The brute’s natural armor increases by the listed amount.
 
Ignore Pain - The brute does not fall unconscious when he reaches negative hit points nor does he lose one hit point each round (the brute is effectively stable).  However he will still die if he reaches -10 hit points.
 
Increased Healing - The brute heals naturally at twice the rate he normally would.


