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Chevalier 
 
he knight errant, the veteran 
Templar, the Norman lord, and 
sometimes even the mercenary 
band captain—all are chevaliers. 
The icon of medieval warfare, the 
mounted knight is the central 
element of sweeping battles, fierce 

jousts, and even tales of courtly love. Chevaliers can 
be idealistic crusaders or petty tyrants, protectors of 
the weak or cruel marauders who use their power 
and strength to take what they want when they 
want it. 
 Adventures: As men of war, conflict and battle 
are part and parcel of the chevalier’s trade. 
Chevaliers are often called upon to protect 
travelers, merchants, and nobles, to track down 
outlaws, and to lead military assaults. Those who 
are not landed or titled lords often travel 
extensively, looking to put their skills to work. 
 Characteristics: Chevaliers are the king of the 
battlefield and the most feared and respected force 
in warfare. As cavalry combatants, they are at the 
greatest advantage when fighting from horseback, 
but, being well trained in arms and armor, the 
chevalier is a formidable opponent in any context. 
 Outlook: The code of chivalry is named after 
the chevalier, and many chevaliers hold closely to 
its ideals. Some even take up the cloth, joining the 
Templars or Hospitalers to fight outremer in the 
name of Christendom. Many chevaliers, however, 
are little more than brutal warlords or bloodthirsty 
thugs, living only for the thrill of battle or the spoils 
of war. 
 Background: Chevaliers are almost always 
nobility—knights or nobles of higher station. 
Commoners simply don’t have access to heavy 
warhorses, or to the training necessary to make the 
most of them. 
 Many knights are raised from the ranks of 
commoners due to valor on the battlefield. Such 
promotions are valid for two generations only; the 
son of the promoted knight must earn again the 
noble mantle, or his son will be a commoner. Due to 
this arrangement, even many chevaliers who are 
“noble” by birth have more in common with 
commoners than with the rest of nobility. 
 Chevaliers relish the honor that attends face-
to-face combat. They do not train in the use of bows 
or other ranged weapons; only less capable fighters 
would choose to shoot an opponent rather than face 
him man-to-man. 

 Other Classes: As noblemen, chevaliers 
frequently interact with courtiers. As warriors, they 
are in frequent contact with footsoldiers. Most 
chevaliers look down on both classes. Footsoldiers 
are seen as “lesser” combatants, not as valuable on 
the battlefield as the chevalier. Courtiers are seen as 
noblemen who can’t hack the rigors of battle—and 
hence aren’t truly deserving of their noble status. 
 Role: Although he may not be any more 
effective than the footsoldier when dismounted, the 
chevalier is usually seen as the combat leader of an 
adventuring group. Like the footsoldier, the 
chevalier is quite capable of standing between a 
magus and danger. As a more melee-focused 
character, however, the chevalier is more likely to 
charge into the thick of combat, while the 
footsoldier might choose to provide ranged 
support. 

Game Rule Information 
Chevaliers have the following game statistics. 
 Abilities: Strength is especially important to 
chevaliers because it improves their melee attack 
and damage rolls. Constitution is important for 
giving chevaliers lots of hit points, which they need 
for their many battles. Dexterity is important for 
handling a horse and dodging blows, although 
heavy armor can limit the advantage of high 
Dexterity in the latter regard. 
 Hit Die: d10. 

Class Skills 
The chevalier’s class skills (and the key ability for 
each skill) are: 

Balance (Dex) Jump (Str) 
Climb (Str) Knowledge (local) (Int) 
Craft (Int) Ride (Dex) 
Handle Animal (Cha) Swim (Str) 
Intimidate (Cha)  

 Skill Points at 1st Level: (5 + Int modifier) x 4. 
 Skill Points at Each Additional Level: 5 + Int 
modifier. 

Class Features 
The following are class features of the chevalier. 
 Weapon and Armor Proficiency: A chevalier 
has the following weapon proficiency feats: 
Weapon Proficiency (basic weapons), Weapon 
Proficiency (swords), and Weapon Proficiency 
(lances). A chevalier is proficient with all armor 
(heavy, medium, and light) and with shields. 
 Mounted Combat: On the battlefield, the 
chevalier fights primarily from horseback. At 1st 
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level, the chevalier gains the bonus feat Mounted 
Combat. 
 Righteous Fury: A chevalier can draw upon 
great inner strength to reach extreme levels of 
fighting prowess. Once per day the chevalier can 
call upon his reserves of power and righteousness 
to become a terrifying combat machine. 
 A chevalier cannot enter a fury if he is 
fatigued. Entering a fury takes no time itself, but a 
chevalier can do it only during his action, not in 
response to someone else’s action. 
 While in a fury, the chevalier gains the 
following abilities: 
 

• +2 bonus to Strength. 
• Damage Resistance 1: The chevalier gains 

the ability to shrug off some amount of 
injury from each blow or attack. Subtract 1 
from the damage the chevalier takes each 
time he is dealt damage from a weapon or 
natural attack. Damage reduction can 
reduce damage to 0 but not below 0. 

• +1 morale bonus on Will saves. 
 
However, the chevalier’s intense focus is not 
without consequences. While in his fury, the 
chevalier suffers the following: 
 

• Restricted skill use: The chevalier cannot 
make a skill check that requires a standard 
action or longer to perform, with the 
exception of Intimidate. Furthermore, he 
cannot use the Concentration or Use Magic 
Device skill. 

• The chevalier cannot conduct any activity 
that requires patience or concentration. 

• The chevalier cannot cast spells or activate 
magic items that require a command word, 
spell trigger, or spell completion to 
function. 

 
The chevalier’s fury lasts for a number of rounds 
equal to 3 + the character’s Constitution modifier. 
(The chevalier can choose to end his fury 
prematurely.) At the end of the fury, the chevalier 
loses the modifiers and restrictions and becomes 
fatigued (–2 penalty to Strength, –2 penalty to 
Dexterity, can’t charge or run) for the duration of 
the encounter. 
 Saddletrained: The chevalier is the most 
accomplished horseman. Beginning at 1st level, the 
chevalier gains a +4 competence bonus on all Ride 
checks. 
 Battle Hardened: The chevalier is born to 
battle, and through his career becomes an 
amazingly tough warrior. At 2nd level, the 

chevalier’s Constitution score increases by +1. At 
6th level his Constitution increases again, and then 
again at every 4th level (10th, 14th, and 18th). 
 Feudal Stature: The chevalier’s place in the 
social order is a lofty one, but it’s based on his 
ability to fulfill his martial duties, which cannot be 
accomplished without three key possessions: a 
sword, a mount, and armor. At 3rd level, the 
chevalier gains +1 status, provided he owns a 
sword (any weapon from the swords weapon 
proficiency group), a light (or better) warhorse, and 
any item of medium (or better) armor. If at any time 
he does not own these items, he loses this bonus to 
status until he regains them. This class ability does 
not give the chevalier these items. 
 Bonus Feats: At 5th level, and at 9th, 13th, 
17th, and 20th level, the chevalier gains a bonus 
combat-oriented feat. This feat must be selected 
from the following list, and the chevalier must meet 
all prerequisites for the feat. 

Animal Affinity Improved Shield Bash 
Bold Improved Sunder 
Cleave Improved Trip 
Combat Expertise Leadership 
Combat Reflexes Power Attack 
Diehard Powerful 
Endurance Quick Draw 
Exotic Weapon 
Proficiency (any) 

Ride-By Attack 

Great Cleave Spirited Charge 
Greater Weapon Focus Toughness 
Greater Weapon 
Specialization 

Trample 

Improved Bull Rush Weapon Focus 
Improved Critical Weapon Proficiency 

(any) 
Improved Disarm Weapon Specialization 
Improved Feint Whirlwind Attack 
Improved Overrun  

 Improved Righteous Fury: At 4th level, the 
chevalier’s intense fighting prowess improves. He 
may enter a fury 2 times per day. His bonus to 
Strength improves to +4, his Damage Resistance 
increases to 2, and his morale bonus on Will saves 
improves to +2. All other benefits and 
consequences of righteous fury remain unchanged. 
 Greater Righteous Fury: At 8th level, the 
chevalier may enter a fury 3 times per day. His 
bonus to Strength improves to +6, his Damage 
Resistance increases to 3, and his morale bonus on 
Will saves improves to +3. All other benefits and 
consequences of righteous fury remain unchanged. 
 Tireless Righteous Fury: At 12th level, the 
chevalier may enter a fury 4 times per day. He is no 
longer fatigued at the end of his fury. All other 
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benefits and consequences of righteous fury remain 
unchanged. 
 Mighty Righteous Fury: At 16th level, the 
chevalier may enter a fury 5 times per day. His 
bonus to Strength improves to +8, his Damage 
Resistance increases to 4, and his morale bonus on 
Will saves improves to +4. All other benefits and 
consequences of righteous fury remain unchanged. 
 Indomitable Righteous Fury: At 20th level, 
the chevalier may enter a fury 6 times per day. His 
bonus to Strength improves to +10, his Damage 
Resistance increases to 5, and his morale bonus on 
Will saves improves to +5. All other benefits and 
consequences of righteous fury remain unchanged.
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TABLE X–X: THE CHEVALIER 
 Base Fort Ref Will 
Level Attack Bonus Save Save Save Special 
1st +1 +2 +0 +0 Mounted Combat, righteous fury, saddletrained 
2nd +2 +3 +0 +0 Battle hardened +1 
3rd +3 +3 +1 +1 Feudal stature 
4th +4 +4 +1 +1 Improved righteous fury 
5th +5 +4 +1 +1 Bonus feat 
6th +6/+1 +5 +2 +2 Battle hardened +2 
7th +7/+2 +5 +2 +2  
8th +8/+3 +6 +2 +2 Greater righteous fury 
9th +9/+4 +6 +3 +3 Bonus feat 
10th +10/+5 +7 +3 +3 Battle hardened +3 
11th +11/+6/+1 +7 +3 +3  
12th +12/+7/+2 +8 +4 +4 Tireless righteous fury 
13th +13/+8/+3 +8 +4 +4 Bonus feat 
14th +14/+9/+4 +9 +4 +4 Battle hardened +4 
15th +15/+10/+5 +9 +5 +5  
16th +16/+11/+6/+1 +10 +5 +5 Mighty righteous fury 
17th +17/+12/+7/+2 +10 +5 +5 Bonus feat 
18th +18/+13/+8/+3 +11 +6 +6 Battle hardened +5 
19th +19/+14/+9/+4 +11 +6 +6  
20th +20/+15/+10/+5 +12 +6 +6 Bonus feat, indomitable righteous fury 

 


