
BASHER 
 
The Basher prestige class is the master 
of the shield.  They pound away at their 
targets with their shields more than a 
sword.  The Basher’s use of shields and 
armor are as natural as a dragon’s use of 
its scales.   
 
Hit Die: d10 
 

Requirements 
To qualify to become a Basher, a 
character must fulfill the following 
criteria. 

Base Attack Bonus: +5 
Craft (Armorsmith): 2 ranks 
Armor Proficiency (any) 
Shield Proficiency 
Two-Weapon Fighting 
Weapon Focus: Shield Spikes 
Special: The Basher must own a 
shield, normally a masterwork item. 

 

Class Skills 
The Basher’s class skills (and the key 
ability for each skill) are Climb (Str), 
Craft (Int), Intimidate (Cha), Jump (Str), 
Ride (Dex), Tumble (Dex).  See Chapter 
4: Skills in the Player’s Handbook for 
skill descriptions. 
 
Skill Points at Each Level: 2 + Int 
modifier. 
 

Class Features 
Weapon and Armor Proficiency:  

A Basher’s weapon training focuses on 
the shield bash and use of shield spikes.  
Bashers are proficient with all armor and 
shields. 

Dexterity Use:  Armor no longer has 
a Maximum Dexterity Bonus.  The 
character is allowed his full Dexterity 
bonus to all actions. 

Second Skin:  As a Basher gets used 
to wearing armor and using a shield, the 
armor and shield become a “Second 
Skin”.  For each level that a character 
obtains in this class, he may ignore one 
point in armor check penalties.   

Donning:  Armor is easier for a 
Basher to Don and Remove.  Time 
required to Don or Remove any armor is 
halved. 

Shield Attack:  Starting at first 
level, the Basher may add 1 to his attack 
or damage roll for any shield attack.  
Every 3 levels after, he gets another +1 
bonus.  He may also split this bonus up 
among attack and damage rolls. 

Natural Armor (Ex):  As a Basher’s 
body gets used to wearing armor, his 
body reacts to it.  At level 2, the 
character gains a natural armor bonus of 
one.  Every 3 levels after, he gets 
another +1 bonus.  These calluses stack 
with other natural armor.  Natural Armor 
is an extraordinary ability. 

Extra Bash:  At levels 3, 6, and 9, 
the Basher receives an additional shield 
bash attack.  These attacks are at his 
regular attack rating for the hand used. 

 
Table 1: The Basher 
 
 
Level

Base  
Attack 
Bonus 

 
Fort 
Save

 
Ref  
Save

 
Will  
Save 

 
 
Special 

1 +1 +2 +0 +0 Shield Attack 1 
2 +2 +3 +0 +0 Natural Armor 1 
3 +3 +3 +1 +1 Extra Bash 1 
4 +4 +4 +1 +1 Shield Attack 2 
5 +5 +4 +1 +1 Natural Armor 2 
6 +6 +5 +2 +2 Extra Bash 2 
7 +7 +5 +2 +2 Shield Attack 3 
8 +8 +6 +2 +2 Natural Armor 3 
9 +9 +6 +3 +3 Extra Bash 3 
10 +10 +7 +3 +3 Shield Attack 4 



NEW FEATS 
 

Any Shield [General] 
If you can carry an object, you can use it 
as a shield. 

Prerequisites: Dexterity 13+, Shield 
Expert 

Benefit: Tiny and Small objects can 
be used as a shield with an armor bonus 
of +1.  Medium and Large objects give a 
+2 armor bonus.  Weapons cannot be 
used to attack and defend in the same 
round. 

 

Twin Shield [General] 
You can use shields in both hands at the 
same time and gain extra bonuses. 

Prerequisites: Dexterity 13+, Two-
Hand Fighting 

Benefit: You gain both shield’s 
armor bonuses, plus, one-quarter cover if 
defending only.  This feat does not work 
with tower shields. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

EXISTING FEATS 
 
Improved Shield Bash [General] 
You can push opponents back by 
bashing them with your shield. 

Prerequisites: Power Attack 
Benefit: Any shield bash you make 

with a small or large shield also affects 
your opponent as if you had preformed a 
bull rush.  You don’t actually move into 
your opponent’s square or incur attacks 
of opportunity for the bash.  You also 
can’t move your opponent back more 
than 5 feet, nor can you move along with 
the defender.  You can’t use this feat 
with a buckler. 
 

Shield Charge [General] 
You deal extra damage if you use your 
shield as a weapon when charging. 

Prerequisites: Power Attack, 
Improved Shield Bash. 

Benefit: When you attack with your 
shield as part of a charge action, you 
inflict double normal damage. 

 

Shield Expert [General] 
You use a shield as an off-hand weapon 
while retaining its armor bonus. 

Prerequisites: Base attack bonus +3, 
shield proficiency.  

Benefit: You may make an off-hand 
attack with your shield while retaining 
the shield’s AC bonus for that round. 

Normal: Using a shield as a weapon 
prevents you from gaining its AC bonus 
for the round. 
 


