CHAPTER 1: MILITARY CLASSES

The following classes represent training a character
receives after Basic Training. This represents what
is commonly referred to as “advanced individual
training”, where a character learns his MOS and
begins his career as a soldier.

ASSAULT TRAINING

Some people live an entire lifetime and wonder if
they have ever made a difference in the world, but
the Marines don 't have that problem.

-Ronald Reagan

Assault training focuses on penetrating fortified
positions with shock troops. This class is common
among Marine Corps enlisted personnel but members
of the Army (usually soldiers in an Air Assault unit)
and Navy (usually SEALSs) receive this training as
well.

REQUIREMENTS
To qualify for assault training a character must meet
the following criteria (the quickest path into this class
is through the Strong Hero basic class).

Base Attack Bonus: +3

Skills: Knowledge (tactics) 3 ranks

Feats: Personal Firearms Proficiency

CLASS INFORMATION
The following information pertains to assault training.
Hit Die: 1d10
Action Points: 6+ one-half character level, rounded
down, every time the character gains a new level in
this class.
Class SKkills: Assault training grants the class skills
(and the ability for each skill) are: Balance (Dex),

WWW.RPGOBJECTS.COM

Climb (Str), Craft (structural) (Int), Intimidate
(Cha), Jump (Str), Knowledge (popular culture,

tactics) (Int), Navigate (Int),
Survival (Wis), Swim (Str)

Skill points at each
level: 5+Int. modifier

CLASS FEATURES
All of the following are

features of assault training.

Tough as Nails: Assault training
grants a bonus of +1 hit point for

each level of assault training

the character takes. This
ability also grants a
bonus to all Intimidate
skill checks (and

level checks to resist
intimidation) equal to the
character’s Reputation

bonus.

Advanced Training:
Each time you gain this class

ability you may pick a talent

TABLE 1-1: ASSAULT TRAINING

Base Attack
Bonus

Level

st
2nd
3rd
4th
Sth
6th
7th
8th
9th
10th

+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort
Save

+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref
Save

+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save

+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Special

Tough as Nails
Advanced Training
Bonus Feat
Advanced Training
First Wave +1
Bonus Feat; Advanced Training
First Wave +2
Advanced Training
Bonus Feat
Advanced Training; Semper Fi

Defense
Bonus

+0
+1
+1
+1
+2
+2
+2
+3
+3
+3

+0

Reputation
Bonus



from the advanced training list.

Bonus Feats: At 3", 6™ and 9" level a character
receives a bonus feat. The bonus feats the character
may choose from are determined by his MOS (see
below). The character must meet the prerequisite for
any feat selected with this ability.

First Wave: First in last out is your motto and you
have been trained to lead attacks on heavily fortified
positions. You gain the modifier listed on the class
table as a morale bonus to your Defense and all melee
damage rolls as long as you are attacking or advancing
toward an active hostile force. If you are pinned down,
retreating, aiding an injured colleague or performing
any action that does not involve advancing toward an
enemy you do not gain this bonus.

Semper Fi: The bond of those who share one of
the most dangerous jobs (even by military standards)
is inseparable, often stronger than family. This
class ability improves the bonus granted from the
Teamwork feat to +4 (you must take that feat to
benefit from this ability).
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BLOOD AND GUTS 2:
MILITARY TRAINING MANUAL

The premier modern military sourcebook for the d20 system is reborn with

BLOOD AND GUTS 2.

Redesign from the ground up by modern d20 guru CHARLES RICE,
Blood and Guts 2 promises to be more flexible and adaptable, allowing
players and game masters to build soldiers of any military specialty from
around the world.

The first book of many, the MILITARY TRAINING MANUAL

includes new advanced classes that allow a wide variety of military
characters to be built using a new system of advanced training talents and
bonus feats.
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Material” means copyrighted material including derivative works

and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work
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3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the
Open Game Content.
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original material as Open Game Content, You represent that Your
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7. Use of Product Identity: You agree not to Use any Product Identity,
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licensed in another, independent Agreement with the owner of each
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Game Content.
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10 Copy of this License: You MUST include a copy of this License with
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11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
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13 Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.
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