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WEAPON SKILL SYSTEM

A New Character Development System
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In this author’s opinion, one of the strangest features of the d20 System rules set is the Base Attack Bonus (BAB) system.  According to the system as written, a 1st Level Fighter is better at climbing (can have up to 4 ranks in a Strength based skill) than he would be at fighting with his weapon of choice.  What’s more, that disparity never goes away (a 20th Level Fighter with a +5 Strength bonus climbs at +28 and fights at +25) throughout the whole system.  Also, the fact that so many disparate weapon styles are combined into a single system, the BAB, makes for strange occurrences (a character who had never picked up a mace before can wield it as well as any other weapon).  

What’s more is that the Skill System in the d20 system is set up almost perfectly to allow for the Base Attack Bonus to be replaced with individual Weapon Skills.  And so, the Weapon Skill System was born.  This system replaces the Base Attack Bonus completely.  So, without any further ado, the Weapon Skill System:

WEAPON SKILL SYSTEM CHANGES

Possession of the Weapon Proficiency for a specific Weapon allows the character to purchase a single Weapon Skill covered by that proficiency as a Cross Class Skill.  If the character is Proficient with an entire class, all of the weapons within that class can be taken as Cross Class Skills.  Weapons that the character does not have Proficiency are considered Restricted Skills and cannot be purchased with Skill Points.  A new Feat has been added to the system, called Enhanced Weapon Proficiency.  A character with the Enhanced Weapon Proficiency feat (see below) can purchase any Weapon Skills as Class Skills.  If a character does not possess any skill ranks in a particular Weapon Skill, the weapon can still be used, but the character only can add their Strength or Dexterity statistic to the d20 roll, and must also take a –4 untrained penalty as per the standard d20 rules.

All characters get the starting feat Weapon Proficiency: Unarmed Combat for free at first level.  Unarmed combat can be taken as an Enhanced Weapon Proficiency, with Weapon Focus, or with Weapon Specialization as well.  Any and all Touch Attacks (including “ranged” touch attacks) are based off of the character’s Unarmed Combat Skill.  Since they now get the Weapon Proficiency: Unarmed Combat Feat a character with no skill ranks in Unarmed Combat does not suffer the –4 untrained penalty for Unarmed Attacks as for most weapons.  

REMEMBER!  ALL UNNAMED BONUSES STACK IN THE D20 SYSTEM.

CLASS CHANGES

As noted above, all classes gain the feat: Weapon Proficiency: Unarmed Combat for free at first level.  For clarification sake: taking or gaining any Weapon Proficiency feat twice does not equal taking Enhanced Weapon Proficiency feat.  Thus, a multiclass Wizard/Sorcerer would get the Weapon Proficiency: Unarmed Combat for both first level Wizard and first level Sorcerer.  These do not stack and become an Enhanced Weapon Proficiency: Unarmed Combat.  

Rogue Progression Classes

Characters with the “Rogue Progression Base Attack Bonus” (i.e. the Bard, Cleric, Druid, Monk, and Rogue) get a bonus feat at 1st level.  This feat may be chosen from the following list: Enhanced Weapon Proficiency (single weapon), Skill Focus, Lightning Reflexes, Iron Will, Great Fortitude, any Metamagic feat (Bard, Cleric, or Druid only), or any other feat subject to GM approval.  This is to offset the overall loss of effectiveness in their fighting prowess in the new system.  

OPTIONAL RULE:  If the DM feels the bonus feat is too unbalancing, they can instead rule that the “Rogue Progression” classes gain a +1 bonus (unnamed, and, thus will stack each time it is gained) every 4 levels to all weapon skills (thus a +1 at 4th level, a +2 at 8th level, a +3 at 12th level, a +4 at 16th level, and a +5 at 20th level).  This bonus does not affect number of Iterative Attacks (if the Iterative Attack system from d20/D&D 3rd Edition is used), only increases the classes effectiveness in combat.

Cleric Class

Clerics of the WAR DOMAIN get the Weapon Proficiency and the Enhanced Weapon Proficiency feats in their deity’s favored weapon.  All Clerics also get the Weapon Proficiency feat for their Deity’s favored weapon.

Monk Class

Monks get two new starting Feats: Enhanced Weapon Proficiency: Unarmed Combat and Improved Attack Speed (see New Feats below)

Fighter Progression Classes

At first level, characters with the “Fighter Progression BAB” (i.e. the Barbarian, Fighter, Paladin, and Ranger) gain the Enhanced Weapon Proficiency feat for all weapons they gain as normal Weapon Proficiencies at first level.  Thus a Fighter would start at 1st Level with both normal and Enhanced Weapon Proficiencies for all Simple and Martial weapons.  

Fighter Class

The Fighter class gains the Weapon Group Feat at first level, which allows them to purchase weapon skills as a group at cross-class costs.  See the Feat description below

Spellcasters and Touch-Attacks

Every two levels gained in a spellcasting class (i.e. Wizards, Bards, Druids, etc), a character gains a +1 unnamed bonus to their Unarmed Combat skill.  This bonus applies only to Touch Attacks (both normal touch and ranged touch attacks).

Updating Monster Manual or NPCs

To update the Monster Manual or any other NPC quickly, add +3 to their BAB to get their new Weapon Skill if they are of a Fighter Class (or have a multiclass with a Fighter Class).  If they are not of a Fighter Class, add +1 to their BAB to get their Weapon Skills.

SKILL POINT CHANGES

One of the largest changes that are undertaken in the Weapon Skill System is to change the number of Skill Points gained per level.  This change is to make up for the fact that each individual weapon now requires a separate skill to perform.  No longer will fighters be Lord of all martial weapons; they must carefully train and hone their skills.  

Below is a table the shows the new Skill Point Base for all of the Core Classes in the d20 system.  Also there is a rubric for determining the new Skill Point totals for any Prestige Classes or additional Core Classes presented elsewhere.  Simply figure out the Base Attack Bonus Progression given to the Class and find out the new Skill Point Base.

	Class
	New Skill Point Base

	Barbarian
	8

	Bard
	7 / 9*

	Cleric
	5

	Druid
	7

	Fighter
	6

	Monk
	8

	Paladin
	6

	Ranger
	8

	Rogue
	11

	Wizard
	4

	Sorcerer
	4

	+1 “Fighter” Progression
	+4 Skill Points

	+0 / +1 / +1 “Rogue” Progression
	+3 Skill Points

	+0 / +1 “Wizard” Progression
	+2 Skill Points


* = use 9 if you use the alternate Bard with 6 base skill points rather than the 4 listed in the D&D 3rd Edition Player’s Handbook.

FEAT CHANGES AND NEW FEATS

Dodge (revised)

The Dodge feat has been revised to grant a single +2 Dodge bonus to AC to a single opponent.  The bonus and its target must be declared at the start of the character’s action and lasts until the character changes it.

Prerequisites: Dex 11+

Enhanced Dodge

Enhanced Dodge makes a character even more difficult to hit in combat.  Enhanced Dodge grants a +1 Dodge bonus to AC versus all opponents in combat.  This bonus and its targets must be declared at the character’s action and lasts until their next turn.  This feat can be used with the Dodge feat as well, granting a +3 Dodge bonus to one opponent and +1 to all other opponents in combat.

Prerequisites: Dex 13+ and Dodge

Enhanced Weapon Proficiency

The Enhanced Weapon Proficiency feat allows a character to learn weapon skills as Class Skills rather than as Cross-Class skills.  This must be taken for each weapon type separately.  Fighters, Paladins, Barbarians, and Rangers automatically start with this feat at 1st Level for all Simple and Martial weapons.  Please note that only the Class that the character gained this feat under gains the bonus of the Weapon Skill being considered a Class Skill.  Thus, if a Fighter multiclasses into a “non-fighter” class, like a Wizard, any Weapon Skill Ranks gained in the “non-Fighter” levels are Cross-Class Ranks (i.e. have double the cost).  

Prerequisites: Weapon Proficiency with weapon

Finesse Fighting

The Finesse Fighting feat allows the character to better make use of finesse weapons.  Due to the weight and speed of these weapons, a Finesse Fighter is better able to use their weapon to defend themselves as well as attack.  Finesse Fighting can only be done with a single weapon in one hand.  Finesse Fighting grants the character either a +2 parry/dodge bonus to AC or +2 bonus to their Weapon Skill when the feat is in use.  The character must specify at their initiative which option is taken.  Once the character declares the bonus for the round, it lasts until the beginning of their initiative of the next round.

Prerequisites: At least 5 ranks in the weapon skill of choice and the Weapon Finesse feat in weapon of choice.  Note that this feat is limited to weapons that can be selected under the Weapon Finesse feat and cannot be used by a character wielding two weapons.

Improved Attack Speed (Monks only)

This feat grants the Monk the ability to improve the speed in which they gain extra attacks in combat.  With Improved Attack Speed, a Monk gains iterative attacks with their Unarmed Combat Skill (and only their Unarmed Combat skill) at a –4 penalty rather than –6.

Prerequisites: 1st Level Monk.

One-weapon Proficiency

A character with the One-weapon Proficiency is more adept at using a single weapon in combat.  The One-weapon Proficiency can be used with any melee weapon so long as it is the sole weapon wielded by the character in combat.  The One-weapon Proficiency grants the user a +1 dodge bonus to AC and +1 bonus to damage.

Prerequisites: At least 5 ranks in the weapon skill of choice and proficiency with weapon.

Skill Focus (revised)
Skill Focus grants a +2 bonus to one skill (selected at the choosing of the Feat).  This Feat also makes the Skill a Class-skill for all Classes that character gains levels in.  Skill Focus only covers General and Exclusive Skills, not Weapon Skills.  For Weapon Skill Focus, use the Weapon Focus Feat.
Prerequisites: Cannot be a Weapon Skill
Weapon Focus (revised)
Weapon Focus grants a +2 bonus to one weapon (selected at the choosing of the Feat).  This Feat also makes the Weapon Skill for the Weapon of choice a Class-skill for all Classes that character gains levels in.

Prerequisites: Proficiency and Enhanced Proficiency with weapon, Two Skill Ranks in the Weapon Skill

Weapon Groups (fighter only)

A fighter gains this feat at first level, allowing them to condense the number of weapon skills they have. The Fighter can purchase the Weapon Group as a Cross-Class Skill.  When this Feat is taken, the Weapon Group skill is added to the character’s list, and is given zero ranks.  This skill progresses separate from any of the weapon skills of weapons in the group.  Thus a character with 2 ranks in the Short Blades group and 6 ranks in the Short Sword weapon skill that put points into the Short Blades group but would not raise the Short Sword skill as well and vice versa.  The character can use the better of the Weapon Group skill or the individual Weapon skill in combat.

Weapon Group List

Short Blades (knives, short swords, etc.)

Long Blades (longsword, greatsword, etc.)

Axe/Pick (hand axe, waraxe, heavy pick, etc.)

Bows (long bow, short bow, composite bow)

Polearms (halberd, pole axe, quarterstaff, etc.)

Chain (morning star, ball and chain, etc.)

Blunt (mace, club, etc.)

Prerequisites: 1st level Fighter

Weapon and Shield

A character that is skilled with the Weapon and Shield is better able to utilize the Weapon and Shield combo in combat.  This feat can be used with any one-handed weapon and shield that the character has the prerequisite skills in.  The Weapon and Shield combo grants the character a +2 parry/dodge bonus to AC in addition to any bonus from the shield.

Prerequisites: At least 5 ranks in the weapon skill of choice, proficiency with shield, and proficiency with weapon being used.

