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“Surely, you and your daunting axe and 
strapping arm have nothing to fear from 

me and my tiny knife.”

Whether treading civilized roadways or the 
backwood wilds of the frontier, there are individuals 
to be found who devote themselves to the mastery of 
one weapon or fighting style. Hawkeyes are just such 
warriors, having dedicated their attentions to becoming 
the foremost wielders of thrown weapons known. They 
are practitioners of finesse in a world 
where brute force 
is the norm.

Campaign Use

In troubled lands where a 
large sword and sturdy shield tend to 
grant a modicum of respect after little more 
than an appraising eyeballing, hawkeyes 
are often seen as weak and poorly 
armed –easy marks. A wily 
hawkeye uses this to his best 
advantage – although their 
vocations vary, many 
hawkeyes choose to 
become assassins and 
bodyguards, using 
their inoffensive visage and 
deadliness with small, easily 
concealed weapons to gain the 
upper hand on overconfident thugs.

Pursuing the soldier class is likely 
the quickest route to meeting the hawkeye’s 
requirements. The soldier will quickly provide the 
required base attack bonus and feats (not to mention 
increase the chance of surviving the attempt to fulfill 
the special requirement), although a level or two of 
thief would help with the requisite skill ranks.

Hit Die: d8

Requirements
Base Attack Bonus: +6

Skills: Jump 4 ranks,  Perform (Juggler) 8 ranks, Craft 
(Weaponsmith) 4 ranks

Feats: Dodge, Point Blank Shot, Precise Shot, Rapid 
Shot

Special: A hawkeye must have defeated a foe of at least 
40 hit points by himself using only thrown weapons

Class Skills
The hawkeye’s class skills (and the key ability 

for each skill) are Balance (Dex), 
Bluff (Cha), Climb 

(Str), Craft (any 
mundane) 
(Int), Escape 

Artist (Dex), 
Intimidate (Cha), Jump (Str), 

Listen (Wis), Move Silently (Dex), 
Perform (Cha), Profession (Wis), Search (Int), 
Sense Motive (Wis), Spot (Wis), Swim (Str), 

Tumble (Dex).

Skill Points at Each Level: 4 + Int 
modifier.

Class Features
All of the 

following are class 
features of the 
hawkeye prestige 

class.

Weapon and Armor Proficiency

The hawkeye is proficient with all simple 
weapons and all light throwing weapons, but no 
type of armor.
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Hawkeye Throw

This bonus replaces the character’s usual base 
attack bonus whenever using thrown weapons or 
objects.

Safe Toss

The hawkeye may throw a weapon as a ranged 
attack while within an opponent’s threatened area 
without drawing an attack of opportunity.

Evasion

If exposed to any effect that would normally allow 
a character to attempt a Reflex saving throw for half 
damage, a 3rd level hawkeye takes no damage with a 
successful saving throw. Evasion can only be used if 
wearing light or no armor.

Bonus Feats

Select an additional feat from the soldier’s bonus 
feat list. Note that hawkeyes lean towards feats that 
focus on missile weapons, agility, speed, and the 
senses. The following bonus feats may only be taken if 
applied to small-sized or smaller throwing weapons: 
Grater Weapon Focus, Greater Weapon Specialization, 
Weapon Focus, Weapon Specialization.

Bull’s-eye Throw

Starting at 4th level, as a full round action the 
hawkeye may attempt an incredibly well aimed throw 
at an opponent’s weak spot, gaining a bonus of +1d4 
damage. This ability increases by an additional +1d4 

at levels 6, 8, and 10. If the hawkeye has more than one 
attack, each used to throw a weapon or object gains 
the benefit of this damage bonus. Any creature that is 
immune to or mystically guarded against critical hits 
cannot suffer the additional damage of a bull’s-eye 
throw.

Daring Dodge

When not wearing armor and wielding no melee 
weapons or thrown missile weapons (this includes 
weapons such as daggers that may also be used in 
melee), a 5th-level hawkeye adds his base Will save 
bonus (no attribute or other modifiers) to his Dodge 
bonus. If the hawkeye is denied his Dexterity bonus to 
his Dodge bonus, he also loses this bonus.

Mid-Air Parry

At 9th level, the hawkeye may sacrifice an attack 
of opportunity in an attempt to knock a missile or 
projectile from the air with an attack from one of his 
own thrown weapons. The targeted missile must pass 
through the area within 15 feet of the hawkeye. If the 
hawkeye has Combat Reflexes then he may use more 
than one of his attacks of opportunity in this manner 
although only one mid-air parry attempt is allowed per 
targeted projectile.

The attack DC to successfully strike and parry the 
target is (5 + attacker’s ranged attack bonus with the 
missile). This maneuver only works against missiles 
of equal size, smaller or one size larger than the size of 
the weapon the hawkeye is using to parry the targeted 
missile.

The Hawkeye

Level

Base 
Attack 
Bonus

Throw 
Attack 
Bonus

Base 
Dodge 
Bonus

Base 
Parry 
Bonus

Magic 
Attack 
Bonus

Fort 
Save

Ref 
Save

Will 
Save Special

1 +0 +1 +0 +0 +0 +0 +2 +0 Safe Toss

2 +1 +2 +1 +1 +0 +0 +3 +0 Evasion
3 +2 +3 +2 +1 +0 +1 +3 +1 Bonus Feat
4 +3 +4/+1 +3 +2 +1 +1 +4 +1 Bull’s-Eye Throw +1d4
5 +3 +5/+2 +3 +2 +1 +1 +4 +1 Daring Dodge
6 +4 +6/+3 +4 +3 +1 +2 +5 +2 Bull’s-Eye Throw +2d4
7 +5 +7/+4/+1 +5 +3 +1 +2 +5 +2 Bonus Feat
8 +6/+1 +8/+5/+2 +6 +4 +2 +2 +6 +2 Bull’s-Eye Throw +3d4
9 +6/+1 +9/+6/+3 +6 +4 +2 +3 +6 +3 Mid-Air Parry
10 +7/+2 +10/+7/+4/+1 +7 +5 +2 +3 +7 +3 Bull’s-Eye Throw +4d4

Declaration of Open Game Content

All text pertaining to game mechanics and statistics, along with the 
class’ name, is declared Open Game Content. All graphics, logos and 
trade dress are Product Identity and property of Misfit Studios™ and 

cannot be used without written permission.
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Open Game License v1.0a

The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative 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 may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added 
to or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.
3.Offer 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.
5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include 
the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying 
or distributing, and You must add the title, the 
copyright date, and the copyright holder’s name to 

the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of 
each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content.
9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any authorized 
version of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.
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 
Content due to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so affected.
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.
15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
Modern System Reference Document Copyright 2002, Wizards of the 
Cost, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles 
Ryan, based on material by Jonathan Tweet, Monte Cook, Skip 
Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, 
Andy Collins, and JD Wiker.
System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, 
based on original material by E. Gary Gygax and Dave Arneson.
Uncommon Character, Copyright 2003, Trident, Inc. d/b/a Atlas 
Games.
Waysides: Book of Taverns Copyright 2003, Eden Studios, Inc.
Conan the Role-Playing Game is (C) 2003 Conan Properties 
International LLC. CONAN(R), CONAN THE BARBARIAN(R) and 
related logos, character, names, and distinctive likenesses thereof 

are trademarks of Conan Properties International LLC 
unless otherwise noted. All Rights Reserved. Mongoose 
Publishing Ltd Authorized User.
OGL BARBARIAN: The Hawkeye Copyright 2005; 
Author Steven Trustrum, Misfit Studios.


