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This version of the barbarian character class is built on the 
framework of the berserker, a fighter who channels rage into 
ferocious power. They fear and detest magic, and avoid asso-
ciation with it whenever possible.

The prime requisite of a barbarian is Strength. A barbarian with 
a score of 13 or greater in Strength gains a bonus on earned ex-
perience points. Barbarians use the same attack table as fighters, 
but have their own saving throw table.

RESTRICTIONS: Barbarians use eight-sided dice (d8) to deter-
mine their hit points. They may use any weapon, wear any type 
of normal armor, and may use a shield. Barbarians may not 
knowingly use any magic item, for they fear and distrust magic. 
If they perceive (or know) an item to be magical, they will not use 
it. A barbarian must have a minimum Constitution score of 9. 

SPECIAL ABILITIES: 

Barbarians possess a number of special abilities (most of which 
are combat-related), as outlined below.

Trap Sense: Barbarians have an uncanny sense for real-
izing the presence of traps around them. The indicated 
percentage represents a barbarian’s chance to avoid a 
trap that has been activated, not the chance to passively 
or actively to find a trap.  

Surprise: Barbarians acting alone surprise opponents on 
a 1-3 (on 1d6). However, if accompanied by others, the 

chance of surprise is the standard 1-2 (on 1d6). Barbar-
ians themselves gain advantages on their chance of be-
ing surprised as they rise in level. A separate surprise roll 
should be made for a barabarain if accompanied by oth-
ers who are not barbarians. Should the barbarian avoid 
being suprised, he or she acts independently of others in 
the party, should the remainder of the party be surprised 
for the round. 

Rage: A barbarian can fly into a rage a number of times 
per day for each three levels of experience (e.g., a bar-
barian of 1st-3rd level may rage once per day, a barbar-
ian of 4th-6th level may rage twice per day, and so on). 
A barbarian can fly into a rage only once per encounter. 
Entering a rage takes no time itself, but a barbarian can 
do it only during their action, not in response to some-
one else’s action. 

 In this rage, a barbarian temporarily gains a bonus on the 
all “to hit” and damage rolls as determined by the barbar-
ian’s level. Additionally, the barbarian gains a number of 
temporary hit points equal to their level, but these points 
go away at the end of the rage. (These extra hit points are 
not lost first the way temporary hit points are.)

 A fit of rage lasts for 1d6 rounds, plus 1 round per level. 
A barbarian may prematurely end his rage. At the end of 
the rage, the barbarian loses their rage modifiers and be-
comes fatigued for the duration of the current encounter. 

Barbarian I (Berserker)

BARBARIAN I (BERSERKER) CHARACTER CLASS CODEX PREVIEW
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Barbarian I Abilities
   Chance   Detect Resist Fear/   Leadership 
  Trap of Being Rage Attack Attack from Charm/Mind Detect Detect (Reaction 
Level Sense Surprised Bonus Equivalent Behind Control* Illusion Magic Bonus)
 1 20% 1-in-6 +1 — 5% +1 10% 5% —
 2 25% 1-in-6 +1 — 10% +1 15% 10% +1
 3 30% 1-in-6 +2 — 15% +1 20% 15% +1
 4 35% 1-in-8 +2 +1 20% +2 25% 20% +2
 5 40% 1-in-8 +2 +1 25% +2 30% 25% +2
 6 45% 1-in-8 +3 +1 35% +2 35% 30% +2
 7 50% 1-in-8 +3 +2 45% +3 40% 35% +3
 8 55% 1-in-10 +3 +2 55% +3 45% 40% +3
 9 60% 1-in-10 +3 +2 65% +3 50% 50% +3
 10 65% 1-in-10 +4 +3 75% +4 55% 60% +4
 11 75% 1-in-10 +4 +3 85% +4 60% 70% +4
 12 85% 1-in-10 +4 +3 90% +4 65% 80% +4
 13 95% 1-in-12 +4 +4 95% +5 70% 85% +4
 14 99% 1-in-12 +5 +4 99% +5 75% 90% +5

While fatigued, a barbarian suffers a –2 penalty on “to 
hit” and damage rolls, and has their movement halved.  

Attack Equivalency: As a barbarian rises in level, their 
natural attack abilities allows the barbarian to attack 
creatures that would normally require a magical weapon 
to hit. This ability does not grant any attack bonuses; it 
simply represents what creatures the barbarian is capa-
ble of striking with a non-magical weapon. Any other 
bonuses the barbarian gains from rage, etc. still apply.

Detect Attack from Behind: The perception skills of 
a barbarian in combat improve as the barbarian gains 
experience. This ability provides the barbarian a chance 
of perceiving attacks made from behind. If successful, 
any bonuses gained from such an attack (e.g., bonuses 
for thieves attacking from behind) are negated.

Strength of Will: Barbarians have a strength of will 
that goes far beyond that represented by their Charisma 
score. This provides them a bonus on all saving throws 
made that involve willpower, including fear effects, and 
all attempts to charm or control (including psionic).

Detect Illusion: Based on both their strength of will and 
aversion to magic, barbarians have a chance to perceive 
the presence of illusions and phantasms, sensing those 
types of sight, sound and sensory phenomena as being 
false. This ability is capped at 75%, even for barbarians 
above the 14th level of experience. Using this ability re-
quires that the barbarian concentrate exclusively (in lieu of 
any other actions) for 1 round. Additional attempts may 
be made (beyond a failed attempt) with a –10% penalty 
from the previous attempt.

Detect Magic: Barbarians have a chance of detecting 
the presence of other varieties of magic (apart from illu-
sions and phantasms). This ability is capped at 90%, even 
for barbarians above the 14th level of experience. Using 
this ability requires that the barbarian concentrate exclu-
sively (in lieu of any other actions) for 1 round. Unlike 
the barbarian’s ability to detect illusions, only one attempt 
may be made by the barbarian to detect magic on any one 
person, place, or thing.

Leadership: Based on their experience level, barbarians 
get a bonus on reaction rolls when dealing with other 
barbarians. Additionally, any negative reaction modifiers 
(e.g., from low Charisma) are negated when dealing with 
other barbarians, regardless of the character’s level.

Beginning at 9th level, a barbarian may start their own clan, 
attracting from 2-24 barbarians of levels 1-3. 

Barbarian I Class Table
   Exp.  
Level Title                              Points Hit Dice
 1 Battle Eye  0 1d8
 2 Battle Fist 2,000 2d8
 3 Bloodletter 4,000 3d8
 4 Bonebreaker  8,000 4d8
 5 Marauder  16,000 5d8
 6 Besieger  32,000 6d8
 7 Vanquisher 64,000 7d8
 8 Conqueror 125,000 8d8
 9 Battle Lord 250,000 9d8
 10 10th Level Battle Lord 375,000 9d8+2*
 11 11th Level Battle Lord 500,000 9d8+4*
 12 12th Level Battle Lord 625,000 9d8+6*
 13 13th Level Battle Lord 750,000 9d8+8*
 14 14th Level Battle Lord 875,000 9d8+10*

  * Constitution adjustments no longer apply.

Barbarian I Saving Throws
  Poison/ Petrify/ Breath Magic Rods/ 
  Level Death Paralyze Attacks Wands Spells
 1-3 8 11 13 11 14
 4-6 6 9 10 9 12
 7-9 4 7 7 7 10
 10-12 3 5 5 5 8
 13-15 2 3 2 3 6

CHARACTER CLASS CODEX PREVIEW BARBARIAN I (BERSERKER)
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This version of the barbarian character class is built on the 
framework of the hearty outdoorsperson, adept at skills invalu-
able to surviving a hostile wilderness. Unlike the barbarian class 
presented previously, these barbarians are not magic averse, 
and actually gain divinely bestowed powers at higher levels. 
This barbarian is akin to a ranger in theory, but not in spirit.

The prime requisites of a barbarian are Strength and Wisdom. A 
barbarian with a score of 13 or greater in Strength and Wisdom 
will gain a +5% bonus on earned experience points. A barbarian 
with a score of 13 or greater in Strength and a Wisdom score 
of 16 or better will gain a +10% bonus on earned experience 
points. Barbarians use the same attack table as fighters, but have 
their own saving throw table.

RESTRICTIONS: Barbarians use eight-sided dice (d8) to deter-
mine their hit points. They may use any weapon, wear any type 
of normal armor, and may use a shield. Barbarians may use any 
magic item permitted a fighter. A barbarian must have a minimum 
Constitution score of 9. 

SPECIAL ABILITIES: Barbarians possess a number of special 
abilities as outlined below.

Fury: A barbarian can fly into a rage once per day. En-
tering a rage takes no time itself, but a barbarian can do 
it only during their action, not in response to someone 
else’s action. In this rage, a barbarian temporarily gains a 

+1 bonus on the all “to hit” and damage rolls. This fury 
lasts for 1d4 rounds, plus 1 round per level. A barbarian 
may prematurely end his rage. At the end of the rage, 
the barbarian loses their rage modifiers and becomes fa-
tigued for the duration of the current encounter. While 
fatigued, a barbarian suffers a –1 penalty on “to hit” and 
damage rolls, and has their movement halved.  

Back Protection: There is a 5% per level that a barbar-
ian will detect attacks from behind (e.g., thief backstab) 
and counter them (negating any bonuses on the attack).

Climb Cliffs & Trees: This ability is similar to the 
thieves’ ability Climb Sheer Surfaces, except that it al-
lows the barbarian to climb trees and naturally occurring 
surfaces (e.g., cliffs, ledges, mountains, etc.) Attempts to 
scale man-made surfaces are made at half the normal 
chances (e.g., a 4th level barbarian attempting to climb a 
wall would have only a 45% chance of success).

Hide in Natural Surroundings: This ability is similar 
to the thieves’ ability to Hide in Shadows, except that it 
allows the barbarian to hide in wilderness locations.

Surpise Outdoors: As barbarians rise in level, they 
improve in their chances to surprise an opponent. Ad-
ditionally, in outdoor settings, barbarians are only sur-
prised only on a 1 (on 1d6).  

Barbarian II (Wildling)

BARBARIAN II (WILDLING) CHARACTER CLASS CODEX PREVIEW

Please Note: This content is preview/beta content only and is NOT designated as Open Gaming Content. This content will not be designated 
as Open Gaming Content until the official publication of New Big Dragon’s Old School Adventures™ Accessory CX1: Character Class Codex.
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CHARACTER CLASS CODEX PREVIEW BARBARIAN II (WILDLING)

Barbarian II Saving Throws
  Poison/ Petrify/ Breath Magic Rods/ 
  Level Death Paralyze Attacks Wands Spells
 1-3 10 12 14 12 14
 4-6 8 10 12 10 12
 7-9 6 8 9 8 10
 10-12 4 6 7 6 8
 13-15 2 4 4 4 6

Barbarian II Abilities
   Climb Hide in       
  Back Cliffs & Natural Surpise  Tracking   Spells*  
Level Protection Trees Surroundings (Outdoors) Survival (Outdoors) 1 2 3
 1 5% 87% 25% 3-in-6 75% 55% – – –
 2 10% 88% 30% 3-in-6 77% 60% – – –
 3 15% 89% 35% 3-in-6 80% 65% – – –
 4 20% 90% 45% 3-in-6 82% 70% – – –
 5 25% 91% 55% 4-in-6 84% 75% – – –
 6 30% 92% 65% 4-in-6 86% 80% – – –
 7 35% 93% 75% 4-in-6 88% 85% – – –
 8 40% 94% 85% 4-in-6 90% 90% 1 – –
 9 45% 95% 90% 5-in-6 92% 93% 2  – –
 10 50% 96% 95% 5-in-6 94% 95% 2 1 –
 11 55% 97% 96% 5-in-6 96% 96% 2 2 –
 12 60% 98% 97% 5-in-6 97% 97% 3 2 –
 13 75% 99% 98% 5-in-6 98% 98% 3 2 1
 14 80% 99% 99% 5-in-6 99% 99% 3 2 2

A barbarian’s magical abilities max out at 14th level. 

Leaping & Springing: From a standing start, a barbar-
ian may leap: 3' upward, 3' backward, or 10' forward. 
With a running start (at least 10'), a barbarian may leap 
1d6+15' forward with an arc that tops out at 4'+(1d4×½)' 
upward (add the barbarian’s height to determine the ceil-
ing clearance required by the leap). With a running start 
(at least 5') and some sort of “step” from which to spring, 
a barbarian may spring upward 4'+(2d4×½)'. The dis-
tance or height to which a barbarian may leap or spring 
should be more limited when conditions are not favor-
able (e.g., if the ground is slick or uneven, or if the step 
for a spring is irregularly shaped or too short to provide 
ample height). 

Survival: The barbarian is skilled in surviving the harsh 
environments of the wilderness, from finding adequate 
shelter in extreme weather, to finding edible food and 
drinkable water. The percentage indicates the chances for 
a barbarian to provide for himself. This is reduced by 5% 
for each additional party member with the barbarian.

First Aid: If a character is wounded such that they are los-
ing hit points beyond the initla damage roll (e.g., a wound 
that causes additional hp loss at the rate of 1 per round, 
1 per hour, or 1 per day), the barbarian can bind wounds 
and provide care that will stabilize the injired character. 
A stable character regains no hit points but stops losing 
them. The amount of time required to provide first aid 
depends on the type of wound and availability of dressing 
material (at the DM’s discretion).

Tracking: Barbarians are able to track quarry in the wil-
derness. The barbarian must first observe the creature 
directly for 1 turn OR spend 3 turns examining an area 
where the creature has been. The barbarian may then 
make the tracking attempt from that location.

Spell Use. Beginning at 8th level, a barbarian starts us-
ing spells as a cleric, and chooses from the same spell 
list. A barbarian, however, may not cast cleric spells from 
a scroll (even if the spell is known by the barbarian).

Barbarian II Class Table
   Exp.  
Level Title                              Points Hit Dice
 1 Tenderfoot  0 1d8
 2 Runner 2,300 2d8
 3 Climber 4,500 3d8
 4 Wing  9,000 4d8
 5 Hook 18,000 5d8
 6 Claw  36,000 6d8
 7 Fang 75,000 7d8
 8 Blazer 150,000 8d8
 9 Wildling Lord 300,000 9d8
 10 10th Level Wildling Lord 450,000 9d8+2*
 11 11th Level Wildling Lord 600,000 9d8+4*
 12 12th Level Wildling Lord 750,000 9d8+6*
 13 13th Level Wildling Lord 900,000 9d8+8*
 14 14th Level Wildling Lord 1,050,000 9d8+10*

+150,000 XP per level above 14th  
(with +2 additional hp/level*);  

* Constitution adjustments no longer apply. 
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Barbarian III (O.A. Barbarian)

BARBARIAN III (O.A. BARBARIAN) CHARACTER CLASS CODEX PREVIEW

This version of the barbarian character class is modeled on that 
found in oriental adventures and eastern-influenced settings.

Barbarians have no prime requisites. As such, they may not gain 
bonuses on earned experience points. Barbarians use the same 
attack and saving throw tables as fighters.

RESTRICTIONS: Barbarians use ten-sided dice (d10) to deter-
mine their hit points. They may use any weapon, wear any type 
of armor, and may use a shield. A barbarian must have a mini-
mum score of 9 in both Strength and Constitution. Additionally, 
barbarians benefit from double the normal hp bonus for high Con-
stiution scores, as outlined below:

 Constitution Score Hit Point Adjustment 
 9-12 No adjustments to hit points. 
 13-15 +2 points per Hit Die 
 16-17 +4 points per Hit Die 
 18 +6 points per Hit Die

Barbarians not only detest magic, they detest those that use it. At 
low levels, they are prohibited from using magic items or associ-
ating with arcane spellcasters (including inherently magical races 
like gnomes, elves and spirit folk). These restrictions are lightened 
as the barbarian rises in level.

SPECIAL ABILITIES: Barbarians possess a number of special 
abilities as outlined below.

Climb Cliffs & Trees: This ability is similar to the 
thieves’ ability Climb Sheer Surfaces, except that it al-
lows the barbarian to climb trees and naturally occurring 
surfaces (e.g., cliffs, ledges, mountains, etc.) Attempts to 
scale man-made surfaces are made at half the normal 
chances (e.g., a 4th level barbarian attempting to climb a 
wall would have only a 44% chance of success).

Hide in Natural Surroundings: This ability is similar 
to the thieves’ ability to Hide in Shadows, except that it 
allows the barbarian to hide in wilderness locations.

Surprise. Barbarians are surprise only on a 1 (on 1d6), 
surprise others on a 1-3 (on 1d6)

Back Protection: There is a 5% per level that a barbarian 
will detect attacks from behind (e.g., thief backstab) and 
counter them (negating any bonuses on the attack).

Leaping & Springing: From a standing start, a barbar-
ian may leap: 3' upward, 3' backward, or 10' forward. 
With a running start (at least 10'), a barbarian may leap 
1d6+15' forward with an arc that tops out at 4'+(1d4×½)' 
upward (add the barbarian’s height to determine the 
ceiling clearance required by the leap). With a running 
start (at least 5') and some sort of “step” from which 
to spring, a barbarian may spring upward 4'+(2d4×½)'. 
The distance or height to which a barbarian may leap 
or spring should be more limited when conditions are 
not favorable (e.g., if the ground is slick or uneven, or if 
the step for a spring is irregularly shaped or too short to 
provide ample height). 

Detect Illusion: Based on both their strength of will and 
aversion to magic, barbarians have a chance to perceive 
the presence of illusions and phantasms, sensing those 
types of sight, sound and sensory phenomena as being 
false. This ability is capped at 75%, even for barbarians 
above the 15th level of experience. Using this ability re-
quires that the barbarian concentrate exclusively (in lieu of 
any other actions) for 1 round. Additional attempts may 
be made (beyond a failed attempt) with a –10% penalty 
from the previous attempt.

Detect Magic: Barbarians have a chance of detecting the 
presence of other varieties of magic (apart from illusions 
and phantasms). This ability is capped at 90%, even for 
barbarians above the 13th level of experience. Using this 
ability requires that the barbarian concentrate exclusively 
(in lieu of any other actions) for 1 round. Unlike the bar-
barian’s ability to detect illusions, only one attempt may be 
made by the barbarian to detect magic on any one person, 
place, or thing.

Leadership: Barbarians add their experience level to 
their Charisma score when dealing with other barbarians 
of the same tribe or region. Additionally, any negative 
reaction modifiers (e.g., from low Charisma) are negated 
when dealing with other barbarians, regardless of the 
character’s level. Use the following table for adjusted bar-
barian Charisma scores greater than 18. 

 Charisma Adjustment Maximum No. Morale 
 Score to Reactions of Retainers of Retainers 
 19-20 +2 8 11 
 21-23 +3 9 12 
 24-27 +3 10 12(+1)* 
 28-32 +4 11 12(+2)* 
 33-38 +4 12 12(+3)* 
 39-45 +5 13 12(+4)*

* Retainer will never fail morale roll, fighting to  
the death if ordered, but otherwise acting in self- 
preservation. Number to right of slash indicates 
bonus to saving throws against effects that would 
cause the retainer to abandon or turn against  
the barbarian (e.g., fear and charm spells).

Healing. Life in the wild toughens a barbarian and allows 
them to heal at twice the normal rate. This ability does 
not affect magical healing or cure spells.

Additional Abilities. As a barbarian rises in level, they 
gain the following expanded abilities:

– limited use of specific magic items

– the ability to earn experience points when adventur-
ing with arcane spellcasters and spirit folk

– bonuses to saving throws vs. spells

– the ability to summon a barbarian horde

Please Note: This content is preview/beta content only and is NOT designated as Open Gaming Content. This content will not be designated 
as Open Gaming Content until the official publication of New Big Dragon’s Old School Adventures™ Accessory CX1: Character Class Codex.
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BARBARIAN HORDE: Beginning at 11th level, a barbarian 
is able to summon a barbarian horde from his native region. 
The horde can have as many men as the barbarian’s experience 
point total divided by 2,000, but may not exceed the local pop-
ulation of eligible men. 

For each 500 men, the horde will contain:

1 additional aide (a barbarian with a level of one-half 
(½) that of the barbarian who summoned the horde, 
rounded down)

2 additional barbarians at one-half (½) the level of  
the aide (rounded down)

1d3 shamans or witch doctors appropriate to the 
native region (e.g., a horde of steppeland  
barbarians would include 1d3 white shamans  
or black shamans), each of level 1-10  

The horde performs in the following manner, and under the con- 
ditions outlined:

The horde arrives to a pre-designated spot in  
the barbarian’s territory at a rate of 1 unit  
(500 men plus aides and spellcasters) per week.

After the horde has assembled, they must be given 
a clear directive within 2 weeks of arriving (e.g., 
to pillage a designated territory, to protect against 
invasion, etc.), or the horde will disband and its 
members will return home.

A directive cannot be changed once it has been issued 
or the members will lose faith and desert. 

The maximum length of a time a horde will normally 
stay together is equal to the barbarian’s level (during 
which time, the leader will constantly be called 
upon to settle claims, intervene in blood feuds, hold 
rivalries at bay, dole out punishments, and protect 
himself from the political aspirations and conspira-
cies of his underlings).

Should the barbarian wish the horde to stay together 
longer, a reaction roll must be made each week for 
each unit, with a penalty on the roll equal to the 
number of weeks beyond the normal limit (e.g., rolls 
the first week are made with a –1 penalty, rolls the 
second week are made with a –2 penalty, and so 
on). Promises of greater success or a share of the 
accumulated plunder may provide a bonus on the 
roll (at the DM’s discretion). 

The success or failure of a horde will determine a barbarian’s 
future chance of raising another horde. Barbarians leading suc-
cessful campaigns become the stuff of legend. Barbarians leading 
failed campaigns, or campaigns that end in disaster, not only 
become a pariah, they often ostricized from their place of birth.

CHARACTER CLASS CODEX PREVIEW BARBARIAN III (O.A. BARBARIAN)

Barbarian III Class Table
    Climb Hide Back 
   Exp. Cliffs/ in Protec- Detect Detect 
Level Points Hit Dice Trees Nature tion Illusion Magic Ability                                    
 1 0 1d10 85% 25% 5% 5% 30% –
 2 4,000 2d10 86% 31% 10% 10% 35% –
 3 8,000 3d10 87% 37% 15% 15% 40% magical potions allowed
 4 16,000 4d10 88% 43% 20% 20% 45% magical weapons allowed/+1 vs. spells
 5 32,000 5d10 89% 49% 25% 25% 50% magical armor allowed
 6 65,000 6d10 90% 56% 30% 30% 55% earns ½ XP on adventures with MUs
 7 125,000 7d10 91% 63% 35% 35% 60% weapon-like misc. magic items allowed
 8 250,000 8d10 92% 70% 40% 40% 65% earns full XP on adventures with MUs
 9 500,000 8d10+2* 93% 77% 45% 45% 70% protection scrolls allowed
 10 1,000,000 8d10+4* 94% 85% 50% 50% 75% +2 on saves vs. spells
 11 1,500,000 8d10+6* 95% 93% 55% 55% 80% able to summon barbarian horde
 12 2,000,000 8d10+8* 96% 97% 60% 60% 85% +3 on saves vs. spells
 13 2,500,000 8d10+10* 97% 98% 65% 65% 90% –
 14 3,000,000 8d10+12* 98% 99% 70% 70% 90% –
 15 3,500,000 8d10+14* 99% 99% 75% 75% 90% –
 16 4,000,000 8d10+16* 99% 99% 80% 75% 90% –
 17 4,500,000 8d10+18* 99% 99% 85% 75% 90% –
 18 5,000,000 8d10+20* 99% 99% 90% 75% 90% –
 19 5,000,000 8d10+20* 99% 99% 95% 75% 90% –
 20 5,000,000 8d10+20* 99% 99% 99% 75% 90% –
 +1 +500,000 +2 hp* +0% +0% +0% +0% +0% –

* Constitution adjustments no longer apply.


