Warlord
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Hit Die: d10 

	Statistics for Warlord

	Level
	Attack Bonus
	Fortitude Save
	Reflex Save
	Will Save
	Special

	1
	+1
	+2
	0
	0
	Double Weapon Style +1

	2
	+2
	+3
	0
	0
	Flurry

	3
	+3
	+3
	+1
	+1
	Bonus Feat

	4
	+4
	+4
	+1
	+1
	Double Weapon Style +2

	5
	+5
	+4
	+1
	+1
	Swirling Defense

	6
	+6
	+5
	+2
	+2
	Bonus Feat, Precision

	7
	+7
	+5
	+2
	+2
	Double Weapon Style +3

	8
	+8
	+6
	+2
	+2
	Whirlwind Attack

	9
	+9
	+6
	+3
	+3
	Bonus Feat

	10
	+10
	+7
	+3
	+3
	Double Weapon Style +4


	Requirements


	Base Attack +8 

Feat Cleave 

Feat Combat Reflexes 

Feat Two-Weapon Fighting 

Feat Weapon Specialization (Any Double Weapon) 

Intimidate 4 Ranks 

Jump 6 Ranks 

Knowledge (War) 4 Ranks 



	
	Class Skills

Skill Points at Each Level: 2 + Int modifier. 

The warlord's class skills (and the key ability for each skill) are: 

Climb (Str) 

Craft (Int) 

Intimidate (Cha) 

Jump (Str) 

Knowledge (War) (Int) 

Search (Int) 

Spot (Wis) 




Many fear the deadly warlord, master of double weaponry. They are elite warriors who have taken the style of double weapon fighting to the verge of perfection. Warlords are students of battle, often studying war in history as well as current engagements. Because of this and their martial skill, warlords are often great leaders and tacticians. 

Warlords are not an organized order, like a knighthood, but they have respect for one another and the dedication it takes to become one of them. They are rarely masters of horsemanship as fighting from a mount limits the double weapon style. Lawful characters find it easier to accept the practice regiman and state of mind of most warlords. Wild chaotic warlords do exist, but most warlords prefer to teach those who can dedicate themselves to their art. 

Warlords train every day. They approach combat from a logical point of view and believe that he who trains the hardest will bleed the least. A warlord must practice with his favored weapon for at least two hours a day or risk losing his special abilities. For every day after 3 that a warlord misses his practice, he loses his highest level special ability (listed in the Special column above). A full day of practice will bring back one level of special abilities. Thus, a 5th level warlord who misses practice for 6 days only has the special abilities of a 2nd level warlord. Each day he spends in practice will bring back one level of ability. Combat does not count as practice, thus a warlord cannot fight everything he sees and call it training. 

All warlords have some experience as fighters (as the Weapon Specialization feat is a requirement). Most warlords are single class fighters before joining the ranks. Occasionally warrior priests or paladins are found among them. It is rare for a ranger to accept the discipline required for this class. Barbarians and monks can benefit from the warlord bonuses. Wizards and sorcerers are extremely rare, and most rogues prefer stealthy weapons over the large double weapons. 

	Class Features


· Weapon and Armor Proficiency The warlord is proficient in all simple and martial weapons, as well as all types of armor, but not shields. 

· Bonus Feat Warlords can choose their bonus feats from the list of fighter bonus feats, and from Death Blow, Power Lunge, and Expert Tactician from Sword & Fist. 

· Double Weapon Style Warlords fight with double weapons as if they had the Ambidexterity feat. They also add the indicated bonus to all hit rolls when using a double weapon. 

· Flurry Much like a monk, a warlord may make extra attacks each round at the expense of accuracy. A warlord may attack with a flurry, making an additional attack at the character's highest base attack, but the attack and each after it suffer a -3 penalty to hit. The warlord makes one additional attack with each end of his double weapon (two bonus attacks in all), one with his normal hand and one with his off hand (with normal off-hand penalties and the -3 flurry penalty). 

· Precision The warlord gains the Improved Critical feat with his preferred double weapon, or increase the threat range by +2 if he has this feat already. 

· Swirling Defense The warlord's continued swirling and spinning of his weapon makes it harder for his opponent to score melee attacks. Add a +2 dodge bonus to AC against melee attacks when the walord is aware of the attack. This is an extraordinary ability. 

· Whirlwind Attack At this level, the warlord is capable of using the Whirlwind feat even if she does not have the prerequisites to acquire the feat normally. This is an extraordinary ability. 

