Fighter (Unchained)

A

fighter is a master martial artist, able to hold his
own in any fight, with any weapon, and against
any foe. Soldiers, knights, hunters, and artists
of war, fighters are unparalleled champions, and
woe to those who dare stand against them.

Alignment: Any

Hit Die: d10
Class Skills

The fighter's class skills are Climb (Str), Craft (Int), Handle
Animal (Cha), Intimidate (Cha), Knowledge Dungeoneering
(Int), Knowledge Engineering (Int), Profession (Wis), Ride
(Dex), Survival (Wis), and Swim (Str).
Skill Ranks per Level: 2 + Int mod

Level

Base Attack Bonus

Fort Save

Ref Save

Will Save

1st

+1

+2

+0

+0

Vigor, Fighting Prowess

2nd

+2

+3

+0

+0

First Martial Style, Fighting Prowess

3rd

+3

+3

+1

+1

Armor Training 1

4th

+4

+4

+1

+1

Physical Training, Size Up

5th

+5

+4

+1

+1

Vigor, Step Up

6th

+6/+1

+5

+2

+2

Martial Style Ability

7th

+7/+2

+5

+2

+2

Armor Training 2

8th

+8/+3

+6

+2

+2

Physical Training, Critical Strike

9th

+9/+4

+6

+3

+3

Vigor, Warrior's Resilience

10th

+10/+5

+7

+3

+3

Second Martial Style

11th

+11/+6/+1

+7

+3

+3

Armor Training 3

12th

+12/+7/+2

+8

+4

+4

Physical Training, Size Up

13th

+13/+8/+3

+8

+4

+4

Vigor, Dazing Blow

14th

+14/+9/+4

+9

+4

+4

Martial Style Ability

15th

+15/+10/+5

+9

+5

+5

Armor Training 4

16th

+16/+11/+6/+1

+10

+5

+5

Physical Training, Critical Strike

17th

+17/+12/+7/+2

+10

+5

+5

Vigor, Second Wind

18th

+18/+13/+8/+3

+11

+6

+6

Martial Style Ability

19th

+19/+14/+9/+4

+11

+6

+6

Armor Training 5

20th

+20/+15/+10/+5

+12

+6

+6

Physical Training, Martial Mastery

Class Features
Weapon and Armor Proficiency

A fighter is proficient with all simple and martial weapons.
Furthermore, starting at 1st level, then again at 5th, 10th,
15th, and 20th levels, the fighter may choose one exotic
weapon to add to their weapon proficiency list.
A fighter is proficient with all armor (light, medium, heavy)
and shields (including tower shields).

Features

Fighting Prowess

At 1st level, a fighter gains the choice of Combat Expertise or
Combat Reflexes as a bonus feat.
Furthermore, a character whose favored class is fighter is
always considered to have at least a 13 in all of his ability
scores for the purpose of qualifying for combat feats, and his
base attack bonus is always considered to be +1 higher for
the purpose of qualifying for combat feats.

Vigor (Ex)

Critical Strike (Ex)

At 1st level, a fighter gains access to a pool of vigor. The size
of this pool is equal to his Constitution modifier (minimum 1).
The fighter may use vigor to gain various abilities; his vigor
pool refreshes after 8 hours of rest. He also regains 1 point of
vigor after reducing a creature's health to 0. At 5th, 9th, 13th,
and 17th levels, the fighter's vigor pool increases by 1.
At 1st level, he may spend a point of vigor as a swift action
to regain hit points equal to 1d4 per two levels of fighter,
rounded down.

At 8th level, a fighter automatically confirms a critical hit
when he rolls a natural 20 on an attack roll. Furthermore,
once per round, whenever he scores a critical hit, he instantly
regains one point of vigor.
At 16th level, a fighter automatically confirms all critical
hits (though he can still miss an attack in his critical range if
the attack roll fails). Furthermore, when he rolls a natural 20
against a creature that is immune to critical hits, he still deals
additional damage, though his damage multiplier is only 1.5.

Martial Style

Warrior's Resilience (Ex)

At 2nd level, a fighter chooses a martial style from the list
below or a combat style from the ranger list. At 2nd level, and
every 4 levels thereafter, he gains an ability from that martial
style. If he chooses a combat style, it functions as per the
ranger class feature of the same name; his ranger and fighter
levels stack for the purpose of determing which feats he may
take.
At 10th level, a fighter may choose a second martial style or
combat style.

Armor Training (Ex)

At 3rd level, a fighter becomes more maneuverable while
wearing armor. Whenever he is wearing armor, he reduces
his armor check penalty by his strength score. He further
reduces his armor check penalty and increases the maximum
dexterity bonus of his armor by his current level of armor
training. His armor check penalty cannot be reduced past 0.
In addition, a fighter can also move at his normal speed
while wearing medium armor. At 7th level, a fighter can move
at his normal speed while wearing heavy armor.

Physical Training

At 4th level, and every 4 levels thereafter, a fighter's intense
dedication to training their bodies enables them to increase
one of their physical ability scores (Strength, Dexterity,
Constitution) by +1. This is a stackable, typeless bonus. This
bonus cannot be applied to the same ability score when the
fighter gains ability score increases from levelling up.

Size Up (Ex)

Beginning at 4th level, a fighter can begin to accurately assess
his opponents. As a standard action, he can look at a single
opponent and determine if they have a lesser, equal, or
greater ability score than him for one of the following
abilities: strength, dexterity, or constitution.
At 12th level, he instead determines the target's exact
ability score when using size up. Furthermore, he only
requires a swift action to use size up.

Step Up (Ex)

At 5th level, if a creature in a fighter's threatened space
attempts to take a 5-foot step out of his threatened space, he
may spend a point of vigor to also take a 5-foot step; he may
move in any direction, so long as he threatens the space to
which the creature moved. A fighter who does this may not
take a 5-foot step during his next turn unless he spends an
additional point of vigor.

At 9th level, a fighter may spend a vigor point as an
immediate action to increase the result of a saving throw he
just made by his +2. He may do this after rolling, but before
the results of the save are announced. This ability may be
used only once per saving throw.
At 17th level, this bonus increases to +3.

Dazing Blow (Ex)

At 13th level, when a fighter scores a critical hit, he may
forego the extra damage to instead attempt to daze the target
as a free action by spending 1 point of vigor. The target must
succeed a Fortitude saving throw with DC equal to 10 plus
the damage inflicted by the fighter or become dazed.

Second Wind (Ex)

At 17th level, a fighter may spend 3 points of vigor to take a
full-round attack action after his move action.

Martial Mastery (Ex)

At 20th level, a fighter becomes nearly indomitable in combat.
When he attacks as part of a full-round action, he may choose
to make every attack at a -5 penalty to his full base attack
bonus.

Feats

The following feats are meant to complement the unchained
fighter.
Additional Vigor

Increase the maximum size of your vigor pool by 2.
Stylistic Master

Choose a martial style ability you have that uses no more
than 2 vigor or has a limited number of uses per day. If it has
limited uses, increase the number of uses per day by 1. If it
uses vigor, you may use it 1/day without consuming vigor.
Vigorous Ki

Prerequisite: Ki pool
You may use ki and vigor interchangeably.
Incredible Vigor

Prerequisite: Additional Vigor
Increase the maximum size of your vigor pool by 2. This
stacks with the bonus from Additional Vigor.

Martial Styles

The following martial style abilities are available to all
fighters. Unless explicitly stated, no martial style ability may
be taken more than once.
Conserve Energy

Whenever you use vigor, roll a d6. If the result is less than or
equal to the amount of vigor you spent, regain 1 vigor.
Finesse Training

You gain Finesse Training as per the Unchained Rogue class
feature.
Opportunist

Gain an additional attack of opportunity. This attack stacks
with attacks of opportunity you gain from Combat Reflexes.
Preferred Arms

Each time you select the preferred arms ability, choose one
weapon type. You gain the Weapon Focus and Weapon
Specialization feats for that weapon type. If you already have
one or both of these feats, you gain their greater versions
instead. You may select this ability multiple times; you may
only select the same weapon type once.
Weapon Expert

Choose a weapon quality from the list below. You gain a
bonus whenever you wield a weapon with that quality.
Slashing or Piercing: Deal 1d6 bleed damage on a
successful critical hit. At 10th level, this becomes 2d6.
Bludgeoning: Deal 1d4 force damage on a successful
critical hit. At 10th level, this becomes 2d4.
Disarm: When you make a full-round attack action, you
may make a disarm attempt as part of your first attack, using
your attack roll as your effective combat maneuver check.
This does not provoke attacks of opportunity.
Sunder: When you make a full-round attack action, you
may make a sunder attempt as part of your first attack, using
your attack roll as your effective combat maneuver check.
This does not provoke attacks of opportunity.
Trip: When you make a full-round attack action, you may
make a trip attempt as part of your first attack, using your
attack roll as your effective combat maneuver check. This
does not provoke attacks of opportunity.

Chivalry
Black Knight

Prerequisite: 10th level, Evil alignment
You may spend 5 vigor to coup de grace an enemy who is
not helpless. You must still make an attack roll against their
flat-footed AC. You still regain vigor from this critical hit.
Blue Knight

Prerequisite: 10th level, Chaotic alignment
When a creature attacks you, if any other creature is in one
of its threatened squares, you may spend 3 points of vigor as
an immediate action to redirect the attack to another
creature in its threatened square.

Call to Arms

As a move action, a fighter may shout an inspiring call to
arms. All allies within 30 feet of him who can hear him gain a
morale bonus on all attack and damage rolls equal to his
current armor training bonus modifier for one round.
He may do this 3/day. At 10th and 16th levels, he may do it
an additional time per day (to a maximum of 5/day at 16th
level).
Challenge

You may challenge a foe, as per the cavalier class feature;
your levels of fighter and cavalier stack for the purpose of
determining this ability's effects. When you challenge a
creature, you may forego the normal effect for your cavalier
order to instead immediately regain 1 point of vigor as part of
the challenge.
Noble Air

Prerequisite: 6th level
You gain the ability to exert your will over other creatures.
Once per day, you may make a demand of a creature that can
understand you as an extraordinary ability as if using Greater
Command, but your command can be a simple phrase
instead of a single word. The DC to resist this command is
equal to 10 plus your Charisma bonus plus one-third your
fighter level.
At 10th and 14th levels, you gain an additional use of this
ability per day.
Chivalrous Code

When you would be able to take an attack of opportunity, you
may forego it to regain 1 point of vigor.
Green Knight

Prerequisite: 10th level, Lawful alignment
You may spend 2 points of vigor as an immediate action
after taking damage to convert it to nonlethal damage. This
damage will not make you fall unconscious if it exceeds your
total hit points, but taking damage again (lethal or nonlethal)
can.
Token

The fighter gains a token of appreciation from someone of
considerable significance to the fighter, worth no more than
50 gp. So long as he bears this token where others can see it,
he gains a bonus to charisma-based skill checks equal to onethird his fighter level. If the token comes from a person wellknown by the subject of the skill check, the bonus is instead
equal to one-half his fighter level.
The fighter may bear multiple tokens, but their effects do
not stack.
Tournament Weapon

Gain Dueling Mastery as a bonus feat, even if you do not
meet its prerequisites. Furthermore, any time you would gain
proficiency with an exotic weapon, you may instead choose a
weapon for which you have the Weapon Specialization feat.
That weapon counts as a dueling sword for the purpose of
the Dueling Mastery feat.

Shining Armor

1/day, while wearing armor, you may add your armor bonus to
all of your saving throws for the next round as an immediate
action. At 10th and 16th levels, you may use this ability an
additional time each day, up to 3/day at 16th level. This bonus
stacks with warrior's resilience.
White Knight

Prerequisite: 10th level, Good alignment
When an adjacent ally is hit by an attack, you may spend a
point of vigor as an immediate action to take the damage in
their place. You may spend an additional point of vigor to use
one of the following effects: reduce the damage you take by
half, or force the attacker to take half of the damage dealt to
you.
Yellow Knight

Prerequisites: Neutral alignment
When you make an attack or an attack is made against you,
you may spend 1 point of vigor as a free action to make that
attack deal average damage instead of rolling. At 10th level,
you may spend 2 points of vigor to cause yourself or an
attacking creature to take 10 on an attack roll.

Riposte

Prerequisite: Parrying Weapon
While wielding a light weapon in your off-hand, you may
use Opportune Parry and Riposte, as per the swashbuckler
deed. You may use vigor instead of panache.
Twin Pique

You gain Bullying Blow as a bonus feat, even if you do not
meet its prerequisites. Additionally, while dual-wielding,
whenever you attempt to demoralize an opponent, you gain a
bonus to your Intimidate check equal to half your fighter level.
Three-Weapon Fighting

Prerequisites: 10th level
You are able to wield a third weapon in combat, so long as
you have enough limbs. This third weapon always attacks at
the same penalties as your second weapon, and if you have
the Flurry martial style ability, you can make one additional
attack at your full base attack bonus with this third weapon.
Weapon-Guard

Dual-Wielder

While dual-wielding, you gain additional AC equal to your
Wisdom modifier. If you already gain Wisdom to AC from
another source, then increase that bonus by +2. This bonus
stacks with the bonus received from Parrying Dagger.

Addtional Strikes

Eldritch Knight

While dual-wielding, you gain an additional attack of
opportunity. Additionally, when you use the Step Up class
feature, you may spend an additional point of vigor to make
an attack of opportunity as part of the 5-foot step. This attack
must be made against the creature that moved.
Ambidextrous Fighter

Prerequisite: 10th level
You do not incur a penalty when attacking with your offhand weapon.
Darting Flurry

Prerequisite: Flurry
When you use Flurry, you may spend a point of vigor to
gain the following benefit: each time before you attack, you
may take a 5-ft step that does not provoke attacks of
opportunity. When you do this, the movement is subtracted
from your movement on your next turn.
Flurry

You gain the Flurry of Blows class feature, as per the
unchained monk, with the restriction that at least one attack
must be made with your primary weapon, and one must be
made with your secondary weapon.
Furious Flurry

Prerequisites: 6th level, Flurry
Whenever you use Flurry, you may spend a point of vigor to
gain an additional attack at your full base attack bonus. You
may do this multiple times per turn.
Parrying Weapon

While wielding a light weapon in your off-hand, gain a +2
shield bonus to AC. You do not lose this bonus when you
make attacks with your off-hand.

A fighter who takes the eldritch knight martial style must
choose Spellcasting for their first martial style ability.
Combat Caster

You gain Combat Casting as a bonus feat. Furthermore, you
may spend a point of vigor to forego having to make a caster
check to cast defensively.
Dual Focus

Gain a bonus combat feat and a bonus metamagic feat. This
martial style ability may be taken up to two times.
Expanded Casting

Prerequisite: 10th level
The eldritch knight may select an additional arcane spell
list from which they may learn new spells.
Improved Combat Caster

Prerequisite: 10th level, Combat Caster
You may spend 3 vigor points to make a single attack at
your full base attack bonus and cast a spell as part of a
standard action. You do not need to make a concentration
check when casting a spell in this way.
Intense Preparation

After finishing an 8-hour rest, an eldritch knight may spend a
point of vigor to memorize an additional spell that day. He
may memorize multiple additional spells in this way.
Mental Training

Increase your Intelligence score by 1. This bonus, like the
bonus gained from physical training, is typeless and stacks
with all other bonuses.

Metamagic Vigor

When an eldritch knight applies at least one metamagic feat
he knows to a spell, he may spend vigor points up to the level
increase of the metamagic feats. When he does this, the spell
slot he must use to cast that spell is decreased by the amount
of vigor he spent.
More Spells

Gain an additional spell slot. It must be of a spell level one
lower than the highest you can cast.
Spellcasting

The eldritch knight gains the ability to cast spells. He starts
with one 1st-level spell slot. Whenever he gains a new martial
style ability, he additionally gains a spell slot of the next
highest spell level. At every even level of fighter that he does
not gain a new spell level, he instead gains a spell slot of the
highest level spell he can cast.
He gains a spellbook with all of the spells he knows. When
he first gains this spellbook, it contains 4 cantrips and 2 firstlevel spells. Every time he gains a level, the eldritch knight
learns a new spell of a level he can cast to add to his
spellbook. His spells come from an arcane spellcasting class
of his choice; once made, this cannot be changed. His spell
slots from Eldritch Knight are added to the normal spell slots
he gains for that class.
To cast a spell, he must spend an hour memorizing a
number of spells equal to half his fighter level plus his
intelligence modifier. He may cast any spell he has
memorized spontaneously. His spellcasting ability is
intelligence.

Protection
Extinguish

When a creature makes an attack against you, if it misses,
you may spend 2 vigor points to force it to lose its other
attacks this round.
Improved Resilience

Prerequisite: Warrior's Resilience class feature
You add your armor training bonus to your warrior's
resilience ability.
Intelligent Guard

Prerequisite: Combat Expertise
When you use the combat expertise feat to gain additional
AC for a round, you may negate part of the attack penalty
equal to your intelligence modifier.
Keen Sentinal

Prerequisites: 10th level, Sentinal
When an ally within 10 plus half your fighter level feet is
attacked, you may use an attack of opportunity to leap to a
space adjacent to them; this movement does not provoke
attacks of opportunity. You may use sentinal as a free action
after completing this movement.
You lose movement equal to the amount taken in this way
during your next turn.
Mighty Sentinal

Prerequisites: 10th level, Sentinal
When you use the sentinal ability, you my target up to two
adjacent allies to receive the benefit.

Sentinal

Prerequisite: 6th level
Once per round, you may spend 1 point of vigor as an
immediate action to target an adjacent ally. During this round,
you are protecting that ally, and attacks made against them
must succeed against your AC. If you lose your dexterity
bonus to AC, you cannot use this ability.
Territorial

Prerequisite: 6th level
When an enemy enters one of your threatened spaces, you
may make an attack of opportunity against them.
Uncanny Dodge

You gain uncanny dodge, as per the barbarian class feature. If
you already have uncanny dodge from another class, gain
improved uncanny dodge instead.
Untouchable

You gain half of your armor and shield bonuses against
attacks which target your touch AC.

Shield-Bearer
Critical Deflection

While carrying a shield, you may spend 2 vigor points to
negate a critical hit made against you.
Deflecting Throw

Prerequisite: 6th level
When an ally within 30 feet of you is attacked, you may
spend an attack of opportunity to throw your shield in an
attempt to deflect the attack. When you do, they gain a shield
bonus equal to the shield bonus of your shield (plus the
bonus from efficacious shield). This bonus applies even to
attacks which would not normally allow a shield bonus (such
as touch attacks). You must choose to use this ability before
the result of the attack is announced.
If your shield has the Returning property, it comes back to
you at the end of the current character's turn. If not, it lands
on a random space adjacent to the ally.
Efficacious Shield

Increase the shield bonus to AC of your shield by +1. At 10th
and 16th levels, increase it by an additional +1.
Guarded Offense

While carrying a shield, when you fight defensively, you only
take a -2 penalty to your attacks that round, and your AC
bonus increases to +4.
Impenetrable Defense

Prerequisite: 6th level
Your shield cannot be sundered. Additionally, you gain a +4
bonus to your CMD to resist having your shield disarmed.
Improved Shield Bash

Prerequisites: 6th level, Shield Bash
When you make a shield bash, the opponent must make a
Fortitude save DC 10 + 1/2 your fighter level + the damage
done to avoid becoming dazed. If you score a critical hit with
the shield bash, it does not receive a saving throw.

Parry

Mighty Swing

Shield Bash

Titan's Grip

While wielding a light shield, you may use Opportune Parry
and Riposte, as per the swashbuckler deed. You may use
vigor instead of panache.
You may make a shield bash as part of an attack action. This
bash is made after all of your attacks at a -5 penalty to your
base attack bonus. The shield is a melee attack that deals
1d4 bludgeoning damage, plus additional damage equal to its
AC bonus (this stacks with Efficacious Shield).
Shield Stun

Prerequisites: 10th level, Improved Shield Bash
When you make a shield bash, the opponent is stunned for
1 round if it fails its Fortitude save.

Zwei-Hander
All-Out

As a full-round action, you may spend 3 vigor points to make
a single attack with a two-handed weapon at twice your base
attack bonus. If it hits, it deals an additional 1d6 points of
damage of the same type per two fighter levels you possess.
This damage is not multiplied on a critical hit.
After using this ability, your AC takes a -2 penalty until the
start of your next turn.
Armsguard

You gain a +1 shield bonus to AC while two-handing.
Cleaver

Gain Cleave as a bonus feat. Additionally, at 6th level you may
gain Great Cleave or Cleaving Finish as a bonus feat.
Double-Up

Prerequisite: 6th level
While two-handing, a fighter making an attack as part of a
standard action may attack again if his first attack hits by
spending 2 vigor, using his full base attack bonus on the
second attack. This attack stacks with the extra attack given
by haste.
Improved Armsguard

Prerequisites: 6th level, Armsguard
Your shield bonus from armsguard increases to a +2.
Giant's Grip

You may two-hand weapons of a size category one larger than
yourself without penalty.
Improved Power Attack

Prerequisite: 6th level
While two-handing, before you make an attack, you may
spend 1 vigor point to gain twice your strength bonus to
damage instead of 1.5 times your strength bonus. If this
attack uses power attack, you likewise get twice the damage
bonus from power attack.
Leverage

Choose two of the following combat maneuvers: Bull Rush,
Disarm, Steal, Sunder. While not helpless and two-handing,
you gain a +4 bonus to your CMD against these combat
maneuvers.

Prerequisite: 10th level
While two-handing, you deal damage with your weapon as
if it were one size category larger.
Prerequisites: 10th level, Giant's Grip
You may two-hand weapons of a size category two larger
than yourself without penalty.
Quick Draw

Prerequisite: 6th level
You may draw and equip a two-handed weapon as a swift
action instead of a move action.

Notes for GMs using these rules

The goals of making this homebrew class were the
following:
Make fighters a powerful and late-game viable
melee class
Give an identity to the fighter with more specific
and evocative class features, as compared to
generic bonus feats
Make several different styles of fighter viable
choices without resorting to archetypes
As a general rule, I tend to err on the side of making
features too powerful; if you're concerned about the power
level of some of these abilities, scale them down to what
you think is appropriate
Concerning the above point, remember that one of
the goals of this class was to make fighters more
powerful
The Eldritch Knight is added here as a martial style, as
opposed to a prestige class, and by many measures it is
much better. If you're concerned about the easy
accessibility to magic (considering the new martial tools
fighters get), consider banning that particular martial
style.
Some martial styles make various fighter archetypes seem
much less powerful in comparison, such as the Shielded
Fighter, High Guardian, and others. For PCs that desire to
play these archetypes, consider letting them takes some of
the archetypical class features as martial style abilities (so
they can get the archetype features without sacrificing
access to the traditional ones).
If you are currently running a campaign with fighters,
consider letting your PCs retool into fighter unchained. Be
aware that, if they are mid- to high-tier, they will become
more powerful (perhaps substantially).
The small sampling of bonus feats I've provided are
meant to make heavy-vigor builds (such as the knights
under the Chivalry martial style) more viable. Alternatively
(or in addition), you may consider making the base size of
a vigor pool 3 + Con mod.
As part of making vigor a more readily available
resource, you might make magic items that give
additional vigor; the easiest way to do this would be
to re-skin magic items that give grit/ki/panache.
Many tables run the feat-tax house rule, in which case
most fighters will pick up Power Attack at 1st level; you
may consider doing this to enable more complex builds at
earlier levels (for all classes, but especially fighter).
As I have it worded, Vital Strike can be used for the first
attack of the Zweihander ability Double-Up. I allow it in
my games, but if you're concerned about the closing-in
damage capabilities of two-handed fighters, then don't.
The Deflecting Throw Shield-Bearer martial ability
includes text about shields that have the Returning
property, which cannot normally be given to shields, but
it's just so cool that I had to include it as a potential houserule.
Not included here: I thought to make feats that would
allow grit and panache to be used in place of vigor, but
only included ki because it makes more thematic sense
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