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since he had slain the beast, his scars showed the mark of the Iyan 
bird upon him and he touched the scabs, pushing his thoughts out to 
the spirit of the Iyan bird. 

“Great bird spirit!” he howled into the wind. “I call thee, I your slay-
er, and you my sacrifice! Totem of my people, I command you come 
to my aid, lift me from the mountain and take me to the plain. Carry 
your master hither and yon at my bidding! I have done all that is 
respectful and proper! I am not a mere slayer, but keeper of the honor 
of the Iyan Bird Clan, named for your might and power! I call you 
from your new hunting grounds! Fly to me!”

With that he placed the beast’s heart within the flames. A long still 
moment passed, with only the howling of the winds in his ears to 
remind him he still stood there. Suddenly his mind’s eye filled with 
colors and he found himself in a misty place standing before the in-
substantial form of the Iyan bird.

BARBARIAN FAMILIARS

Barbarians have many reasons for wishing to seek out a com-
panion creature or fantastic familiar. Often living on the fringes 
of civilization or in far-flung desolate and primitive environs, 
barbarians find a common link to the beasts of the wild. Their 
tribal clans and kingdoms are often named after the animals 
that live side by side with them in the wilderness. Names such as 
Bear Claw, Elk Horn, Crow, Cheetah, or Snake are not uncom-
mon among the people the “civilized” world labels barbarians.

PATH OF THE TOTEM FAMILIAR (BARBARIAN PATH)

At third level, when the Barbarian chooses his Path, he may 
choose to bond with his totem spirit, gaining a familiar in the 
process to aid and guide him on his journeys. A totem is a spirit 
creature – be it animal or monster – that is revered by primitive 
societies as the source of their strength. The totem can be an 
animal such as a deer or lizard, or a beast such as the magical 
griffon or the owl bear, or even something more powerful, such 
as a dragon. The totem is an ideal to be achieved and strived for 
by the people as a whole. To barbarians, the totem of their tribe 
represents their cultural identity and their ties with the land 
and its peoples.

Barbarian tribes may have several totems, representing various 
unions with different tribes via conquest and/or marriage that 
have sculpted the ideologies and philosophy of the people. On 
the other hand, the tribe may be very small and have only one 
totem that truly identifies its spirit and personality. Wheth-
er a great tribe or small, it is the domain of the CK crafting 
the game world in which the player characters live and die, 
though certainly many such referees appreciate input in this 
regard from the players.

A barbarian’s connection to a totem creature is dependent 
on certain taboos which the barbarian must follow in order to 
maintain his connection with the totem spirit. Such taboos can 
be of nearly any nature, such as shaving all of one’s body hair, 

CHAPTER 2
BARBARIAN FAMILIARS & SPECIAL MOUNTS

M
ace’s fingertips gripped at tiny holds in the 
nearly sheer rock-face. His arms burned from 
the exertion of the climb. A hundred feet below 
him lay the rubble filled valley where his clan 
made their home. Fifty feet above him was the 

nest of the Iyan bird, a frightening beast of nightmares whose call 
was known to paralyze the most stouthearted warriors of the clan in 
fear. The bird’s claws were strong as the ore-witch’s steel, capable of 
hauling a full-grown man from the ground up to its lair to be torn to 
pieces by its razor sharp beak. 

With a grunt Mace hauled himself over the edge of the rock lip, within 
mere yards of the crack in the rock-face where the nest lay. It was emp-
ty. The shaman’s words were correct, it was not mating season, and no 
eggs lay within the nest. The young had recently departed to make their 
own nests, and the Iyan bird would return alone with its prey.

Mace crawled into the nest with his wickedly sharp glaive and wait-
ed. He had blackened the glaive’s blade in the shaman’s fire to hide 
its keen glint from alerting his quarry. Once in the nest, Mace found 
several feet of shed scales and some branches to hide himself beneath. 
As the sun began to set, Mace heard the beating of wings just before 
a blast of air from the beast’s leathery flapping brought his prey into 
view. He felt his heart leap into his throat as he gazed upon the mag-
nificent creature, both feared and respected by his people. The mighty 
Iyan bird was more than a beast to be slain, it was a creature to be 
honored in death and bound to Mace as a spirit to aid him in his 
journeys and show itself as a symbol of the might of his people.

The featherless Iyan bird swooped into land, a large red deer grasped 
in its talons. Mace arose suddenly from his hiding place within the 
nest, his glaive extended before him, and struck the beast a mighty 
blow. The deer dropped from its claws onto the edge of the cliff and 
its bright eyes registered shock as it lashed out cruelly at its attacker 
with its talons, leaving large gashes down Mace’s chest and shredding 
the hardened leather armor he wore before he again chopped down 
upon its featherless body with the short-hefted glaive. The creature let 
out an ear splitting howl and writhed about attempting to bite Mace’s 
head off. The Iyan bird’s jaws snapped open and closed inches from 
his face as he twisted the blade lodged deep within the beast, and in 
moments it was dead. Mace collapsed upon the creature and let out a 
rasping sigh – surely several of his ribs had been cracked. 

After he took his rest for many minutes, Mace began to carefully 
prepare the beast’s body. He prayed to his primal gods to show the 
creature’s spirit that he was but a respectful hunter, even as it had 
been, and to convince it to come when he called it to his side to join 
him in battle against his enemies. He skinned and prepared the beast’s 
leathery hide, thinking what a fine replacement it would make for his 
own tattered garment, and worked methodically to salt and preserve 
its flesh to share with his people. Its bones he carefully dried in the sun 
of the coming days. When he was hungry he took care to feast upon 
the red deer, saving the meat of the Iyan bird for the feast that would 
mark his arrival home. 

Once finished, Mace sat cross-legged before a small fire and waited, 
letting his consciousness float off into the Weird. It had been two days 
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ENRAGED TOTEM SPIRIT

If the barbarian fails to earn the totem spirit’s respect or 
complete the ritual, the totem spirit becomes enraged. 
From that point on, the barbarian is cursed.  The enraged 
spirit of the totem has clung to his soul and now exists only 
to lead him to disaster.

The enraged totem spirit inhabits no body. It is nothing 
more than a shadow that only the barbarian and those ca-
pable of seeing into the ethereal plane can see.  It is always 
somewhere on the ground near the barbarian’s footsteps, as 
if the creature were stalking only a few feet away.

The enraged spirit manifests itself as per the bestow curse 
spell as cast by a 9th-level caster, except that the effects are 
less severe and must be chosen from those listed here. The 
Castle Keeper selects one of the following curses:

•      Disadvantage on ability checks and saving throws with 
a single chosen ability score (CK’s choice).

•     Victim must make a Wisdom Save (DC 17) every turn 
or be unable to act that turn.

Barbarians who enrage a totem spirit are usually cast out 
of their tribes and clans. Despite the lesser effects of this 
curse, due to its cause, the remove curse spell cannot aid the 
doomed barbarian. Only a successful dismissal can banish 
the totem spirit back to the Weird. 

This curse lasts until the Barbarian seeks out one who can 
remove the curse, or until he undertakes a vision quest to 
assuage the spirit. Only a cleric of at least 7th level can at-
tempt to remove the curse, via the Remove Curse spell, and 
even then the caster attempting to remove the curse must 
succeed at a DC 21 Wisdom check to accomplish the task. 

Alternatively, a cursed barbarian may choose to go on a vi-
sion quest and perform a powerful ritual that results in a seri-
ous personal sacrifice. This sacrifice can be one of experience 
points, ability score loss, or something more personal. The 
exact nature of the Vision Quest, and the consequences 
imposed, are up to the CK, but it should not be a simple 
task to appease the enraged totem. By undergoing a harrow-
ing trial and/or sacrificing this portion of his personal power 
and skill, the barbarian can assuage the enraged spirit.

TYPICAL TOTEMS

Barbarians can belong to any race, existing upon the edges of the 
civilized world. They can be found in a wide range of climates, 
and have evolved a variety of complex and disparate cultures. 
The animals and beasts that thrive in these areas are as differ-
ent as the barbarians themselves. As a result, for our purposes, 
barbarians and their companions have been divided into three 
categories: Northmen, Jungle Savages, and Plainsmen. Each 
category represents a different type of barbarian which might 
exist in a campaign world.

not eating after dark, washing only with one hand, or choosing 
to not travel or work on certain days of the week or month. 

TOTEM SUMMONING RITUAL

The connection between a barbarian and his chosen compan-
ions is a matter of ritual and spiritual belief. Barbarians see no 
more difference in the bond between themselves and their bes-
tial or exotic companions than they do in the bond between a 
tree and the soil in which it grows, or in the bond between an 
eagle and its prey. It is a connection given at birth by the tribe, 
fulfilling tribal oaths taken by the barbarian when he achieves 
adulthood and status in the tribe. It is a connection forged by 
blood – the barbarian must slay his totem creature, taking a part 
of its spirit into himself,  thus sealing the bond between them.

For a barbarian seeking to capture a totem spirit, the first step is 
to find and slay a powerful totem creature within his tribal hold-
ings. This is done in the form of ritual sacrifice.  The barbarian 
must track down and kill the totem creature in single combat. 
They may accept no aid in their quest – even from other mem-
bers of their tribe – save for the spiritual guidance which may be 
provided them by a shaman or priest.

Once the totem creature is slain, the barbarian must spend at 
least 24 hours ritually skinning and preparing the totem animal. 
No part of the totem may be wasted. The creature’s flesh is con-
sumed, its bones fashioned into tools and equipment, the skin 
prepared for crafting into a cloak or armor, and its claws and 
teeth fashioned into jewelry. The barbarian’s own body is paint-
ed using a mixture of the creature’s blood, combined with rare 
pigments and oils. This ritual must be performed immediately 
and requires a Deerstalker check (Challenge Level 5) in order to 
properly skin, dress, and clean the totem creature. Otherwise, 
the ritual fails and the totem spirit becomes enraged (see the 
‘Enraged Totem Spirit’ sidebar for details).

If the ritual is a success, the barbarian adorns himself with the 
tokens he has made and eats of the totem creature’s flesh. Then 
the last remnants of the totem creature are mixed with potent 
incenses and cast into a blazing inferno. The barbarian sits before 
the fire in meditation upon his totem spirit. There he slips into a 
deep trance, sending a portion of his own spirit into the Weird.

The Weird is a misty spirit world found between the bonds of 
the mortal world and the realms of the dead. It is here that the 
barbarian calls the totem spirit to his side and binds it to him as 
a familiar, supernatural ally, and eternal partner in strife. Within 
the Weird the barbarian is again confronted by his totem spirit. 
He may then demand the spirit’s aid as his personal totem and 
spirit companion.

As the last act of this ritual, the barbarian must make a Cha-
risma (Intimidation) check (DC=10 + Hit Dice of the Totem 
Creature). If the check is failed, the barbarian has only angered 
the creature through his actions. In this case, the totem be-
comes an enraged spirit (see the ‘Enraged Totem Spirit’ sidebar 
for details). If the check is successful, however, the barbarian 
has earned the spirit’s respect – the totem spirit is forever bond-
ed to the spirit of the barbarian, and the barbarian to it. 
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Displacer Beast*

Elemental, medium (any)*

Giant Eagle*

Giant Goat (Ram)*

Giant Owl*

Griffon*

Mammoth*

Winter Wolf*

Wyrmling (dragon) (silver or white)*

* These creatures can be found in the 5th Edition monsters tome. All 
other creature stats can be found in Appendix A.

** See ‘Non-standard Familiars’ sidebar for details.

Note: All Greater and Supreme familiars have specific character 
level and alignment prerequisites that must be met in order to be 
chosen – see Tables 1-4 and 1-5 in Chapter 1 for more details.

JUNGLE SAVAGES

The jungle savage is a barbarian born and bred in equatorial 
rainforests of thick vegetation and harsh climate. As a feral 
youth, raised by the beasts of the jungle, or as a primitive tribes-
man born of thousands of years of culture and shamanistic tra-
dition, the jungle savage shares a common ferocity with the 
arboreal jungles they call their home. Often naked as the land 
they are born in, barbarians of the jungle disdain the use of any 
armor beyond a simple hide shield. They live a life of supersti-
tion and ritualistic magic.

As with other barbarians, the jungle savage has a close affinity 
with the beasts and monsters of the jungle. Creatures such as 
great cats, primates, serpents, and wondrous birds are as often to-
tem animals to the tribes that live in the jungle, as these animals 
are often predators that prey upon them. Jungle savages tend to 
choose animal companions that reflect the untamed beauty of 
the jungle, creatures that have a natural grace and agility bred of 
survival in a world where everything from the tiniest insect to the 
largest jungle cat has the potential to deal death.

TABLE 2—2: TYPICAL JUNGLE SAVAGE TOTEMS

Standard Totem Familiars
Chameleon

Frog*

Giraffe

Lizard*

Mongoose

Monkey

Snake (tiny viper)*

Greater Totem Familiars
Ape*

Baboon

Chameleon, giant

Crocodile*

Elemental, small (any)*

More so than with other classes, however, the CK should feel 
free to show a large degree of flexibility. The lists presented be-
low are only a sampling of typical totem animals. In truth, al-
most any animal can serve as a totem spirit.

NORTHMEN

Northmen are the archetypal barbarians of fantasy – harsh men 
and women of strong drink and a berserker’s temperament. 
These are hearty folk who laugh loudly, fight fiercely, and have 
no fear of death. Reavers and raiders who are as equally com-
fortable on land as they are at the oars of a longship, these bar-
barians are actually more civilized and sophisticated than most 
folk who wear the name barbarian. Living in cold northern cli-
mates, their societies are dependent on hunting, farming, raid-
ing, exploration, and most importantly, trade. Northmen lust 
for battle and choose creature companions and familiars who 
reflect the harshness of the icy wind, the salt spray of the sea 
and the effects of midnight sun and winter darkness. 

Like other barbarians, northmen revere creatures that share 
their hardiness and strength. Creatures such as the wolf, stag, or 
bear are frequent choices amongst northmen. Other northmen 
may find that creatures such as the sea hawks and kingfishers 
more closely identify with their seafaring ways. Such northmen 
spend much of their time navigating the frozen waterways of 
the north and see such creatures as spirit guides who guarantee 
safe passage for their longships along the harsh sea currents that 
separate their lands from ‘civilization.’

TABLE 2—1: TYPICAL NORTHMEN TOTEMS
Standard Totem Familiars

Bird of Prey (Eagle, Owl, Hawk, etc. – Choose one)*

Boar* 

Deer*

Giant Badger*

Goat (Ram)*

Mastiff (or other Big Dog)*

Musk Ox

Owl*

Wolf*

Greater Totem Familiars
Bear, black*

Bear, brown*

Bear, polar*

Elemental, small (any)*

Giant Boar*

Giant Spider*

Saber-Toothed Tiger* 

Snow Leopard**

Worg*

Supreme Totem Familiars
Dire Bear

Dire Wolf*
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Cheetah

Elemental, small (any)*

Leopard

Lion*

Saber-Tooth Tiger* 

Tiger*

Worg*

Supreme Totem Familiars
Bison 

Bulette* 

Dire Wolf*

Displacer Beast*

Dragon, wyrmling (blue, gold or red)*

Elemental, medium (any)*

Elephant*

Giant Badger/Wolverine*

Giant Eagle*

Giant Lion*

Giant Tiger

Giant Owl*

Griffon*

Mammoth**

Shadow Mastiff*

Winter Wolf*

Yeth Hound

* These creatures can be found in the 5th Edition monster tome. All 
other creature stats can be found in Appendix A.

** See ‘Non-standard Familiars’ sidebar for details.

Note: All Greater and Supreme familiars have specific character 
level and alignment prerequisites that must be met in order to be 
chosen – see Tables 1-4 and 1-5 in Chapter 1 for more details.

NONSTANDARD FAMILIARS

Barbarians have several non-standard familiars, including: 

Mammoth: Use the stats in the 5th edition monster tome.

Sea Hawk: Use the stats for a hawk in the 5th editin mon-
ster tome.

Snow Leopard: See the New Animals Appendix.

totEm familiar aBilitiEs

A totem familiar is not easily slain or dismissed. They are crea-
tures of a primal nature; the pure embodiment of the totem 
creature. They are tireless. They have no need of food or rest. 
They are part of this world and yet apart from it. And they are 
fearsome. For, like the barbarian spirit to which they have bound 
themselves, their blood pounds to the drums of battle and their 
hearts beat with nature’s fury.

Leopard* 

Lizard, giant 

Lizard, venomous (As Lizard, but add poison DC 10 Con save 
Fail=1d12 poison damage and poisoned for 24 hours.)

Snake, constrictor* 

Snake, large viper*

Tiger*

Supreme Totem Familiars
Crocodile, giant*

Dire Ape*

Dragon (Wyrmling) (copper, green, or gold)* 

Elemental, medium (any)*

Elephant*

Girallon*

Lizard, giant variant*

Lizard, giant venomous (As above but save DC 15)*

* These creatures can be found in the 5th Edition monsters tome. All 
other creature stats can be found in Appendix A.

** See ‘Non-standard Familiars’ sidebar for details.

Note: All Greater and Supreme familiars have specific character 
level and alignment prerequisites that must be met in order to be 
chosen – see Tables 1-4 and 1-5 in Chapter 1 for more details.

PLAINSMEN

Barbarian plainsmen are best described in a non-fantasy setting as 
the horse culture of the American Great Plains, or  the Mongol 
hordes of Genghis Khan, or the Khurgan and Scythian peoples 
of the Russian steppes, or the elephant-riding mercenaries in the 
service of Hannibal. Plainsmen live by horse, lance and bow. They 
are lightly armored barbarians who favor speed and bloodthirsty 
ferocity to steely muscles and bulging brawn. Such nomads travel 
in tightly organized family groups, bearing their possessions and 
temporary lodgings with them. They stalk game and seek river 
valleys to winter in to avoid the roaring wind of the great prai-
ries. Animal companions and totems chosen by such people are, 
more often than not, migratory hunters who stalk with stealth 
and speed, striking quickly and with deadly accuracy. 

TABLE 2—3: TYPICAL PLAINSMEN TOTEMS
Standard Totem Familiars

Antelope
Badger/Wolverine*
Bird of Prey (Choose one – Owl, Eagle, Hawk, etc.)*
Crane
Deer*
Mastiff (or other big dog)*
Musk Ox
Ostrich
Vulture*
Wolf* 

Greater Totem Familiars
Blink Dog*
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TABLE 2—4: STANDARD BARBARIAN FAMILIAR

Master                    
Class Level 

Natural
Armor Adj. Int Special

3rd +1 6
Combat Sense, empathic 
link, blood bond

4th-5th +2 7
Whirlwind Attack (2 
Opponents.) 

6th +3 8
Speak With Master, Pri-
meval Will, Whirlwind 
Attack 3 opponents. 

7th-8th +4 9
Speak with animals of its 
kind

9th-10th +5 10
Whirlwind Attack (4 
Opponents.) 

11th-12th +6 11 —

13th-14th +7 12 —

15th-16th +8 13 —

17th-18th +9 14 —

19th-20th +10 15 —

Natural Armor Adj.: The number noted here is an improve-
ment to the familiar’s AC due to an improved natural armor bonus. 
It represents the preternatural toughness of the barbarian’s familiar.

Int: The familiar’s Intelligence score (if higher than the familiar’s 
natural Intelligence). Familiars are as smart as people, though not 
necessarily as smart as smart people.

Other Special Abilities: For more information on the other 
special abilities listed on this chart, see Chapter 1.

TABLE 2—5: GREATER BARBARIAN FAMILIAR

Master                    
Class Level 

Natural
Armor Adj. Int Special

3rd +1 6
Combat Sense, empathic 
Link, Blood Bond

4th-5th +2 7
Whirlwind Attack (2 
Opponents)

6th +3 8

Speak with master, animal 
trance, Primeval Will, 
Whirlwind Attack (3 
Opponents)

7th -9th +4 9
Speak with animals of its 
kind

10th +5 10
Whirlwind Attack (4 
Opponents)

11th -12th +6 11 Greater Familiar Ability

13th -14th +7 12 —

15th -16th +8 13 —

17th -18th +9 14 Greater Familiar Ability

19th -20th +10 15

Natural Armor Adj.: The number noted here is an improve-
ment to the familiar’s AC due to an improved natural armor bonus. 
It represents the preternatural toughness of the barbarian’s familiar.

Int: The familiar’s Intelligence score (if higher than the familiar’s 
natural Intelligence). Familiars are as smart as people, though not 
necessarily as smart as smart people.

Greater Familiar Ability: Select one greater familiar ability 
from Table 2—7 below.

Other Special Abilities: For more information on the other 
special abilities listed on this chart, see Chapter 1.

TABLE 2—6: SUPREME BARBARIAN FAMILIAR

Master                    
Class Level 

Natural
Armor Adj. Int Special

3rd +1 6
Combat Sense, Empathic 
Link, Blood Bond

4th-5th +2 7
Whirlwind Attack (2 
Opponents)

6th +3 8

Speak with master, ani-
mal trance, Primeval 
Will, Whirlwind Attack 
(3 Opponents)

7th -9th +4 9
Speak with animals of its 
kind

10th +5 10
Whirlwind Attack (4 
Opponents)

11th -12th +6 11 Greater Familiar Ability

13th -14th +7 12 —

15th -16th +8 13 Supreme Familiar Ability

17th -18th +9 14 Greater Familiar Ability

19th -20th +10 15 Supreme Familiar Ability

Natural Armor Adj.: The number noted here is an improve-
ment to the familiar’s AC due to an improved natural armor bonus. 
It represents the preternatural toughness of the barbarian’s familiar.

Int: The familiar’s Intelligence score (if higher than the familiar’s 
natural Intelligence). Familiars are as smart as people, though not 
necessarily as smart as smart people.

Greater Familiar Ability: Select one greater familiar ability 
from Table 2—7 below.

Supreme Familiar Ability: Select one supreme or greater famil-
iar ability from Tables 2—7 or 2—8 below.

Other Special Abilities: For more information on the other spe-
cial abilities listed on this chart, see Chapter 1.

TABLE 2—7: BARBARIAN GREATER FAMILIAR ABILITIES

Augury

Blessed Companion 

Enhance Attribute

Commune with Nature 

Contagion 

Countercall

Courageous Roar

Darkness 

Daylight 

Deafening Call

Defensive Roll

Discern Lies 

Disease Immunity
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CRAFT NATURE FETISH

You can create a spiritual focus for the animistic powers of your 
spirit guide.

Benefits: At third level, when you choose this Path you may 
create a nature fetish to gain the powers of your spirit guide. 
This fetish may be created from the flesh, bone, teeth, or feath-
ers of whatever creature you consider your sacred beast (as cho-
sen by the CK – see below), or it may be carved from a semi-pre-
cious stone. Creating the fetish requires the barbarian to make 
a successful Intelligence check whose DC = 10 + the amount 
of bonus the Fetish imports upon the character. In addition, if it 
is created using a gemstone, tusk, fang, claw, or hide, this item 
must be worth at least 500 gp. 

Once the nature fetish has been crafted, the barbarian may 
then perform a ritual that binds one aspect of the animal spirit 
permanently into the fetish (see the ‘Nature Fetish’ section of 
Chapter 2 for details on what aspects do). This aspect may be 
used by the barbarian once per day as a standard action and 
lasts for a number of rounds equal to the barbarian’s level. Note 
that if the fetish is made from a precious material, the aspect’s 
daily duration is extended by one extra round for every 500 gp 
worth of the base precious material used to construct the fetish 
(up to a maximum of 4 extra rounds).

When this ability is selected, the CK or Player will choose an 
animal to be the barbarian’s spirit guide. This animal provides 
a number of aspects that provide additional abilities to the Bar-
barian. By creating a Fetish, the barbarian can tap into one of 
these aspects. Each fetish may be used once and provides its 
benefits for 1d6x10 minutes, after which the Barbarian must 
engage in a long rest before it may be used again.

At level 5, the barbarian may expend one use of his fetish to cast 
the spell Augury.

At level 6, the barbarian need only engage in a short rest be-
tween uses of his fetish. 

At levels 10 and 14, the barbarian may create an additional fetish 
(for a total of three fetishes at level 14). If the Barbarian’s Spirit 
Guide provides only two aspects, he will have two fetishes that 
provide one of the aspects, and one that provides the second.  

The fetish is a personal item whose power is tied to the life force 
of its creator. In the hands of another, the fetish is a perfectly 
useless piece of ornamentation.

ASPECTS AND CASTER LEVELS

Some of the aspects below grant spell use, using the barbarian’s 
level as the effective caster level. This caster level determines the 
maximum spell level that can be used for the spell effects. Consult 
the Druid spellcasting table for maximum spell level the Barbar-
ian can access. For example, a 3rd level Barbarian can use up to 
a second-level spell slot to cast a spell effect, meaning he could, 
with the Protection Aspect, cast Bless on himself as a first level 
spell, or upon himself and one other using a 2nd-level slot. Though 
Barbarians do not have spell slots per se, they can choose to cast a 
spell anywhere from its base level of power to the maximum level 
allowable by a Druid of the same level. 

Encompassing Vision

Endure Elements 

Fearful

Great Leap

Haste 

Natural Armor, Improved

Resist Energy

Speech

Spell Resistance, Greater

Venom Immunity

Water Walk

Wholeness of Body

Woodland Stride

For more information on these special abilities, see Chapter 1.

TABLE 2—8: BARBARIAN SUPREME FAMILIAR ABILITIES

Astral Projection 

Banishing Call

Companion’s Veil

Damage Reduction

Dimension Slip

Divine Health

Ethereal State

Familiar Growth

Find the Path 

Fly 

Natural Armor, Supreme

Spell Resistance, Supreme

Supreme Leap

Tongues 

For information on these special abilities, see Chapter 1.

NATURE FETISH (BARBARIAN PATH)

Each barbarian believes that he is tied to a spirit companion 
from the time of his birth until his death. These spirit compan-
ions, like totems, usually take the form of an animal or creature. 
But unlike a totem – where the entire tribe identifies with the 
animal as a symbol of their nation, family or clan – this spirit is 
a personal guide. The spirit often manifests itself to the barbar-
ian for the first time during his tribal rituals of manhood, and 
from that time forth the spirit guide has a recurring presence 
throughout his life.

The power of these spirit guides can be harnessed in the physi-
cal vessel of a nature fetish. These fetishes are often made from 
the feathers, skin, fur, or bone of the creature associated with 
the spirit guide, but they may also take the form of a tiny stone 
or gem idol of the creature. In either case, the nature fetish is 
possessed of mystical power, and barbarians place great faith in 
the power of the fetish to grant amazing abilities and victory in 
battle.
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TABLE 2—10: NATURE FETISH ASPECTS
Aspect Ability
Antler +4 bonus to Charisma.

Augury As per the spell 

Battle Blood Grants the use of the Diehard feat (see Chapter 1).

Breath of the Waves
As per the water breathing spell (treat the char-
acter’s barbarian level as the caster level).

Claw +3 bonus to unarmed damage.

Climb
Grants advantage to Strength (Athletics) 
checks to climb walls, cliffs or other surfaces.

Cunning Advantage on Dexterity (Stealth) checks.

Endurance
As per the Enhance Ability (Bear’s Endurance) 
spell (treat the barbarian’s level as the caster level.)

Fins
Grants Advantage to Strength (Athletics) 
checks to swim.

Fleet of Foot
As per the familiar ability fast movement (see 
the ‘Familiar Special Abilities’ section of Chap-
ter 1 for details).

Flight
Allows flight at speed and maneuverability of 
the fetish creature.

Grace
As per the spell Enhance Ability (cat’s grace) 
(treat the character’s barbarian level as the 
caster level).

Hoof
As per the familiar ability fast movement (see 
the ‘Familiar Special Abilities’ section of Chap-
ter 1 for details). 

Horn +3 bonus to unarmed damage.

Leap
As per the familiar ability great leap (see the ‘Famil-
iar Special Abilities’ section of Chapter 1 for details).

Night Eyes Low-light vision.

Protection
As per the Bless spell (treat the barbarian’s level 
as the caster level).

Rage

As per the barbarian’s own rage ability, thus 
granting an additional rage each day (though this 
bonus rage is subject to the duration restrictions 
outlined in the Create Nature Fetish feat (see the 
‘New Feats’ section of Chapter 1 of details).

Raptor’s Eyes
Advantage on Wisdom (Perception) checks re-
lying on sight.

Scent

Advantage on Wisdom (Perception) checks re-
lying on smell. The barbarian can pick up scents 
that normal humans cannot and can track by 
smell using Wisdom (Perception) in any situa-
tion that an animal could (CK’s discretion).

Shell +3 natural bonus to AC.

Spine +3 bonus to unarmed damage.

Strength
As per the spell Enhance Ability (bull’s 
strength). (Treat the character’s barbarian level 
as the caster level).

Talon +3 bonus to unarmed damage

Tooth +3 bonus to unarmed damage

Tusk +3 bonus to unarmed damage

Third Eye As per the spell detect magic.

Water Limb Advantage on Strength (Athletics) checks to swim.

TABLE 2—9: SPIRIT GUIDES

Animal Spirit Aspects*

Antelope Antler, Hoof

Ape Cunning, Rage, Strength

Baboon Climbing, Rage, Strength

Badger Claw, Scent

Bat Blindsight, Flight

Battle Dog Battle Blood, Claw, Tooth

Bear Claw, Rage, Strength, Tooth

Boar Rage, Strength, Tusk

Bull Horn, Rage, Strength

Cat Grace, Leap, Third Eye

Chameleon Chameleon, Climb

Cheetah Claw, Grace, Speed

Crab Claw, Shell

Crane Flight, Grace

Crocodile Tooth, Water Limb

Deer Antler, Hoof

Dog Claw, Endurance, Tooth

Dragon Battle Blood, Blindsight, Flight, Talons, Third Eye

Eagle Flight, Raptor’s Eyes, Talon

Fox Claw, Cunning

Griffon Flight, Strength, Raptor’s Eyes, Talons

Goat Horn, Strength

Hawk Flight, Raptor’s Eyes, Talon

Hedgehog Protection, Spine

Horse Endurance, Hoof, Strength

Hummingbird Flight, Grace

Kangaroo Endurance, Fleet of Foot, Leap

Koala Climb, Night Eyes

Lion Battle Blood, Endurance, Tooth

Lizard Climb, Cunning

Mongoose Grace, Tooth

Monkey Climb, Grace

Musk Ox Horn, Rage, Strength

Ostrich Fleet of Foot, Strength

Owl Flight, Night Eyes, Third Eye

Ram Horn, Leap, Strength

Raven Flight, Third Eye

Turtle Endurance, Shell

Wolf Battle Blood, Claw, Scent, Tooth

* In addition to the aspects listed, all spirit guides have the aspect 
of Augury.
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as special mounts. Note that all such Greater or Supreme mounts 
are governed by the alignment and level restrictions listed for that 
monster or creature under ”Associated Character Level” in the 
lists of Greater and Supreme familiars in Chapter 1.

standard spECial mounts

Small Barbarians
Special Mount Barbarian Type
Dog, riding (as mastiff)* Plainsmen or Northmen

Hyena* Jungle Savages or Plainsmen

Lizard, Giant* Jungle Savages

Pony * Plainsmen or Northmen

Wolf* Plainsmen or Northmen

Medium Barbarians
Special Mount Barbarian Type
Camel** Plainsmen 

Warhorse*
Jungle Savages, Plainsmen, or 
Northmen

grEatEr mounts

Small Barbarians
Special Mount Barbarian Type
Bear, black* Jungle Savages or Plainsmen

Boar* Jungle Savages or Plainsmen

Worg* Jungle Savages or Plainsmen

Medium Barbarians
Special Mount Barbarian Type
Bear, brown* Plainsmen 

Bear, polar Northmen

Bison Plainsmen

Elk* Northmen

Giant Bat* Jungle Savages

Hippogriff* Plainsmen

Lion* Jungle Savages or Plainsmen

Lizard, giant venomous * Jungle Savages

Lizard, Giant (Variant)* Jungle Savages

Ostrich Plainsmen

Sabre-Tooth tiger* Jungle Savages or Plainsmen

Tiger* Jungle Savages

Yak Northmen

Large Barbarians
Special Mount Barbarian Type
Giraffe Plainsmen

Elk, Giant*

suprEmE mounts

Small Barbarians
Special Mount Barbarian Type
Dragon, very young (blue or copper)* Plainsmen

Dragon, very young (bronze or green)* Jungle Savages

Dragon, very young (silver)* Northmen

BARBARIAN HORSEMAN PATH
Hogar beat hard upon the back of the wooly beast beneath him, 
urging it forward against his enemies. With a sneer upon his 
cracked lips, and the blood of his foes frozen in his beard, Hog-
ar leaned forward and let out a hoarse curse as the mammoth 
trumpeted in response to his growls of derision. Before him, the 
line of the cold ones wavered. Behind him came a herd of wooly 
beasts, and amongst them on foot, the vanguard of his tribe 
stripped naked to the waist and painted in blue and black sigils 
of their own design. His howls and the trumpeting of the mam-
moths were nearly drowned out by the thunder of their padded 
feet upon the hard packed snow. 

“Death! Death to the cold ones!” he howled, swinging with vi-
cious cuts to the left and right with his tusk-handled greataxe. 
Tunandor the mammoth seemed to lead the wave of its brethren 
by thought as it lowered its head and tossed to the left and right 
with mighty tusks. The cold ones, with their grey skin and yel-
lowed eyes, keened and wailed in their frustration, swarming up 
the sides of Hogar’s mammoth in an attempt to drag him from 
his battle platform. But this was only to Hogar’s advantage. A 
battle that seemed like it had taken hours was finished in min-
utes as the few cold ones who could escape managed to flee the 
scene of carnage. Hogar bled freely from a dozen wounds, but 
the Mammoth clan stood strong. Hogar knew the raids upon his 
villages would end, for now. 

Stalking the battlefield on foot, with Tunandor following him 
like a guard dog, Hogar found the head of the cold one’s chief-
tain that he had hacked free during the battle and mounted 
it upon his war-staff, pointing it in the direction of the fleeing 
foes. Perhaps this would give the fools pause the next time they 
thought to consider his people easy pickings. 

By choosing this path, a barbarian may gain a special mount simi-
lar to that of a paladin by taking the Barbarian’s Mount Ability. 
The barbarian’s mount is similar to – yet distinct from – an animal 
companion, a familiar, and a paladin’s mount. The bond between 
a barbarian and his mount is born from the deep symbiosis be-
tween the barbarian’s soul and the natural world. The barbarian’s 
mount is a magical creature, but it is not the divine companion of 
the paladin – it is still rooted in the natural world, and represents 
a link between that world and the barbarian.

BARBARIAN’S MOUNT

Upon taking this ability at 3rd level, you can call an unusually 
intelligent, strong, and loyal steed to serve as your mount and 
companion (see the ‘Barbarian Mounts’ section of Chapter 2 for 
details). The mount gains powers and abilities as you gain class 
levels. Should the mount die, you must wait one year and a day 
before you can call for a new one.

typEs of BarBarian spECial mounts

Unlike a paladin, barbarians have a wider variety of mounts to 
choose from, often dependent upon the prominent terrain in their 
homelands. In addition, through the use of the Greater Special 
Mount and Supreme Special Mount feats, barbarians gain access 
to an even wider, and more powerful, variety of creatures for use 
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Should the barbarian’s mount die, it immediately disappears, 
leaving behind any equipment it was carrying. The barbarian 
may not summon another mount for thirty days or until he gains 
a barbarian level or adds either the Greater Special Mount or 
Supreme Special Mount Abilities, even if the mount is some-
how returned from the dead. During this thirty-day period, the 
barbarian takes a -1 penalty on attack and weapon damage rolls 
as his grief and anger impede his ability.

A barbarian’s mount uses the base statistics for a creature of its 
type, but gains the abilities shown on the table below. A barbar-
ian’s mount is treated as a magical beast, regardless of the base 
creature’s original type, for the purposes of all effects that de-
pend on its type though it retains the base creature’s HD.

Barbarian Level: The class level of the barbarian. If the mount 
suffers a level drain, treat it as the mount of a lower-level barbarian.

Bonus HD: Extra eight-sided (d8) Hit Dice, each of which 
gains a Constitution modifier, as normal. Extra Hit Dice im-
prove the mount’s base attack and base save bonuses.

Natural Armor Adj.: The number on the table is an improve-
ment to the mount’s existing natural armor class. It represents 
the preternatural toughness of a barbarian’s mount.

Int.: The mount’s Intelligence score (if higher than the mount’s 
natural Intelligence score). The breakdown of a creature’s aver-
age intelligence is found in the 5th Edition monster tome. 

Empathic Link: The barbarian and his mount have an em-
pathic link out to a distance of one mile. The barbarian can-
not see through the mount’s eyes, but he can communicate 
empathically. Even intelligent mounts see the world differently 
from humans, so misunderstandings are always possible. This is 
a supernatural ability.

Because of the empathic link between the mount and barbar-
ian, the barbarian has the same connection to an item or place 
that the mount does, just as a master and his familiar.

Share Saving Throws: The mount uses its own base save or 
its master’s, whichever is higher.

Mount Ability: Select any one mount ability (see table).

TABLE 2—11: STANDARD BARBARIAN’S SPECIAL MOUNT

Barbarian 
Level

Bonus 
HD

Natural 
Armor Adj. Str Adj Int Special Abilities

3rd-5th +1 +2 +1 5
Whirlwind Attack (2 Opponents), empathic link, share saving throws, Com-
bat Sense, Primeval Instincts. 

6th-9th +2 +4 +2 6     Whirlwind Attack (3 Opponents)

10th-13th +4 +6 +3 7

14th-16th +6 +8 +4 8 Whirlwind Attack (4 Opponents)

17th-20th +8 +10 +5 9
  

Medium Barbarians
Special Mount Barbarian Type
Achaierai* Jungle Savages or Plainsmen 

Giant bear* Northmen

Giant boar* Jungle Savages or Plainsmen

Giant lion Jungle Savages or Plainsmen

Giant tiger Jungle Savages

Dire wolf* Plainsmen or Northmen

Giant Badger/wolverine* Northmen

Dragonne* Plainsmen

Dragon, very young (red or gold)* Plainsmen

Giant eagle* Plainsmen

Griffin* Plainsmen or Northmen

Lizard, Giant venomous * Jungle Savages

Pegasus* Plainsmen

Rhinoceros* Plainsmen

Spider eater Jungle Savages

Winter wolf* Northmen

Large Barbarians
Special Mount Barbarian Type

Elephant (mammoth)*
Jungle Savages, Plainsmen or 
Northmen 

Dinosaur* Jungle Savages

* These creatures can be found in the 5th Edition monsters tome. 
All other creature stats can be found in Appendix A.

BarBarian’s spECial mount propErtiEs and spECial aBilitiEs

Once per day, as a full-round action, a barbarian may magically 
call his mount from the outer planes in which it resides. The 
mount immediately appears adjacent to the barbarian and re-
mains for 2 hours per barbarian level; it may be dismissed at any 
time as a free action. The mount is the same creature each time 
it is summoned, though the barbarian may release a particular 
mount from service (if it has grown too old to join his adven-
tures, for instance). Each time the mount is called, it appears in 
full health, regardless of any damage it may have taken previ-
ously. The mount also appears wearing any gear it had when it 
was last dismissed (including barding, saddle, saddlebags, and 
the like). Calling a mount is a conjuration (calling) effect.
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TABLE 2—12: GREATER BARBARIAN’S SPECIAL MOUNT

Barbarian
Level

Bonus 
HD

Natural 
Armor Adj. Str Adj Int Special

4rd-5th +1 +2 +1 5
Whirlwind Attack (2 Opponents), empathic link, share saving throws, Com-
bat Sense, Primeval Instincts.

6th-9th +2 +4 +2 6     Whirlwind Attack (3 Opponents)

10th-13th +4 +6 +3 7

14th-16th +6 +8 +4 8 Whirlwind Attack (4 Opponents)

17th-20th +8 +10 +5 9

TABLE 2—13: SUPREME BARBARIAN’S SPECIAL MOUNT

Barbarian 
Level

Bonus 
HD

Natural 
Armor Adj. Str Adj Int Special

3rd-5th +1 +2 +1 5
Whirlwind Attack (2 Opponents), empathic link, share saving throws, Com-
bat Sense, Primeval Instincts.

6th-9th +2 +4 +2 6     Whirlwind Attack (3 Opponents)

10th-13th +4 +6 +3 7

14th-16th +6 +8 +4 8 Whirlwind Attack (4 Opponents)

17th-20th +8 +10 +5 9

TABLE 2—14: SPECIAL MOUNT ABILITIES

Alertness

Blessed Companion

Blood Bond

Enhance Attribute

Command Creatures of Its Kind

Commune with Nature 

Countercall

Courageous Roar

Danger Sense

Darkvision

Detect Chaos 

Detect Evil

Detect Good

Detect Law 

Detect Magic

Discern Lies

Disease Immunity

Distracting

Encompassing Vision

Endure Elements

Fearful

Fast Movement

Great Leap

Haste

Healing Touch

Know Direction

Low-Light Vision

Natural Armor

Non-detection

Speech

Talons

Trackless Step

Water Walk

Woodland Stride

For more information on these special abilities, see Chapter 1.
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