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Pikeman Prestige Class

A master with polearms.  Not quite as focused on formation-fighting as the name might imply; he focuses on more acrobatic polearm moves.
Pikeman
Polearms are a staple of most military outfits – they are cheap, easy to use, and effective in rough terrain and against cavalry and armored foes.  The Pikeman is no peasant conscript, though.  He takes the simple training of legions and turns it into an art form.

Hit Die: d10.

Requirements

To qualify to become a Pikeman, a character must fulfill all the following criteria.

Base Attack Bonus:  +6.

Balance:  3 ranks.

Tumble:  3 ranks.
Feats:  Weapon Focus with at least one of the following weapons:  glaive, guisarme, halberd, lance, longspear, spear, shortspear, quarterstaff, or ranseur.

Weapon Proficiency:  Glaive, guisarme, halberd, lance, longspear, spear, shortspear, quarterstaff, and ranseur.
Class Skills

The Pikeman’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Jump (Str), Profession (Wis), Swim (Str), Tumble (Dex).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions. 


Skill Points at Each Level:  4 + Int modifier.

The Pikeman
	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special

	1st
	+1
	+2
	+0
	+0
	Formation fighting +1, steady formation

	2nd
	+2
	+3
	+0
	+0
	Haft grip

	3rd
	+3
	+3
	+1
	+1
	Formation fighting +2

	4th
	+4
	+4
	+1
	+1
	Braced grip

	5th
	+5
	+4
	+1
	+1
	Formation fighting +3

	6th
	+6
	+5
	+2
	+2
	Sliding grip

	7th
	+7
	+5
	+2
	+2
	Formation fighting +4

	8th
	+8
	+6
	+2
	+2
	Impale

	9th
	+9
	+6
	+3
	+3
	Formation fighting +5

	10th
	+10
	+7
	+3
	+3
	Omni-grip


Class Features

All of the following are class features of the Pikeman prestige class.


Weapon and Armor Proficiency:  Pikemans gain no new weapon proficiency.  They gain proficiency in light and medium armor and shields, but not heavy armor.


Formation Fighting (Ex):  Pikemen learn to use polearms in a variety of battlefield situations.  His own allies do not grant his enemies any cover when he is attacking with a reach weapon.  When attacking with a glaive, guisarme, halberd, lance, longspear, spear, shortspear, or ranseur against a foe that is threatened by one of the Pikeman’s allies, the Pikeman gets a bonus to the weapon damage roll equal to ½ his class level.


Steady Formation (Ex):  Pikemen learn to stabilize themselves by standing in a group with the proper stance.  All allies adjacent to the Pikeman gain a +2 bonus on checks to resist bull rush, overrun, and trip attempts, and the Pikeman gets a bonus on these checks equal to +2 per adjacent ally.  The Pikeman must be conscious, able to act, and not flat-footed in order to use this ability.  


Haft Grip (Ex):  A Pikeman can hold a glaive, guisarme, lance, longspear, or ranseur further up on the haft, fighting with it as though was a double weapon rather than a reach weapon.  When holding the weapon in this manner, he strikes foes 5 feet away, not 10 feet, and threatens a radius of 5 feet, not 10 feet.  He can strike with the weapon’s head, dealing normal damage, or with base of the weapon, which deals damage as a quarterstaff (1d6 bludgeoning for a Medium-sized Pikeman, 1d4 for a Small Pikeman) as an off-hand attack.  Both ends are considered light weapons for purposes of two-weapon fighting penalties.  The Pikeman can switch between the haft grip and the normal weapon grip once per round on his turn as a free action.  Gripping the weapon in this manner requires both hands.

Braced Grip (Ex):  The Pikeman can wield a glaive, guisarme, lance, longspear, or ranseur as a one-handed weapon, but can’t move while doing so, nor use any skills that require movement (although he can still take a 5-foot step once per round as normal).  He can’t use any other grip ability in conjunction with braced grip, and thus can only fight with the weapon as a reach weapon, not a double weapon or one that strikes foes both 5 and 10 feet away.  If the Pikeman wishes to move, he must be able to drop the weapon, stow it, or hold it with both hands.

Sliding Grip (Ex):  The Pikeman becomes so adept at fighting with the glaive, guisarme, lance, longspear, and ranseur that he can use these weapons as both reach weapons and normal weapons at the same time, striking foes 5 or 10 feet away in the same round and threatening all foes within 10 feet.  However, he still can’t use the weapon as a reach weapon and a double weapon at the same time – when making a full attack, he can’t make an extra attack with the base of the weapon if he used the weapon’s head to strike a foe 10 feet away.  The Pikeman threatens within a 10 foot radius, even if he uses the weapon as a double weapon during his turn (he no longer needs to switch between grips).  Gripping the weapon in this manner requires both hands.

Impale (Ex):  When a Pikeman is wielding a glaive, guisarme, halberd, lance, longspear, spear, shortspear, or ranseur, the weapon’s critical hit multiplier increases by 1 step (from x3 to x4).


Omni-Grip (Ex):  The Pikeman can now wield a glaive, guisarme, lance, longspear, or ranseur as both a reach weapon and a double weapon at the same time.  He may strike any foe within 10 feet while still getting an extra attack with the weapon’s base (which may be against any foe within 10 feet).  Gripping the weapon in this manner requires both hands.
