Defender of Corellon

Prestige Class


Defenders of Corellon are the selected few, who if by dedication and action have proven themselves worthy to the Elven God of War and Protection.  They are dedicated to their God and would do or never have done anything against his views.  They are fighter/clerics who have dedicated themselves to the next level and would serve their deity to the end if necessary.

For hundreds of centuries “The Defenders “ have proven themselves to be the turning point in some huge wars.  The scream ”Defenders of Corellon, strike!!!!” have brought morale crashing down on their enemies, so as to flee in terror, as not to encounter the blade or arrow of a Defender.  They are the elf extraordinary, and they know it!!!!  They wear any type of armor as long as it is shining bright, and has the symbol of Corellon.  Their shields are also shined to the point of blindness, to distract and intimidate their enemies, some also have spiked shields that shimmer in the sun to show you what you may face.  Their weapons are always longsword and bows, but may carry any extra personal weapons they prefer.  They are an intimidating sight to behold and evil does have a reason to be nervous.

Requirements

To qualify for a Defender of Corellon the character must have the following prerequisites.

Race: Elf or half elf (rare)

Class: Cleric, Paladin or fighter (rare), ranger (rare)

Alignment: Any Good

Base Attack Adjustment: (see last class last level)

Heal: 5 ranks

Knowledge Religion: 8 ranks

Ride:  1 ranks

Diplomacy: 2 ranks

Feats: Improved Initiative, and Toughness

Hit die: D8

In order to be invited into this Prestige class the character must be at least 5th level Cleric or 6th level Paladin or 8th level fighter/ranger.  The character must have given at least 10% tithe to Corellon or to a person/group that needs protection or put money towards a war (Elven or good side) or sacrificed to the local clergy of Corellon.  This is required, if a beggar on the street needs protection and to secure that he needs a few gold, the character must give the money even at his own poverty, to a fair degree (beggar needing 100 gold-no, beggar needing 10 gold o.k.).  If the character does not, this may affect the chances to be invited in this group.  The character from lvl 0 must have proclaimed Corellon his god and must dedicate certain battles throughout his/her career to him.  

The character must have had pure/true dedication to Corellon.  The character can only posses magic items that can directly affect his protection or protection of others, or fighting prowess (DM discretion, be fair, if the character can justify it, let him keep it) if not, an acceptable magic item he can sacrifice item to Corellon, give it to someone needy (good alignment, elf preferred) or sell it and donate 50% tithe of the sale.  If the character is called on by his deity, he must obey his will, although if he is the middle of some just cause Corellon will usually let character finish the act.  Corellon arch nemesis is the Orc God Gruumsh, due to this any Defender must attack any orc (unless a need from his god supercedes this).  The Defenders believe when the next battles between orcs and elves happen, they will be the deciding factor.

NOTE: A Defender has a code like a Paladin and if it is ever broken all his/her special abilities and item abilities will be lost.  They are considered a fallen guardian and must put all of the prestige class items on his mount within 12 hours or have Corellon send a few Defenders to reclaim the icons.  

Class Skills

The Defenders class skills and the key ability for each skill are: Concentration (CON), Gather Information (CHA), Diplomacy (CHA) Handle Animal (CHA), Heal (WIS), Intimidate (CHA), Intuit Direction (WIS), Knowledge (religion)(INT), Ride (DEX), Sense Motive (WIS), Spot (WIS), Martial Weapons 

Skill points at each level are: 2+ INT modifier, starting is same as Cleric.

Class Features:

Weapon and armor proficiencies: The character will retain whatever


 proficiencies he had in the other class.

Spellcasting: Character starts at  Lvl 1 Cleric chart and use that chart for each


 level.

Once they accept being a Defender they are required to give 25% of monies earned to god/church etc..... See above.
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Level 1: 

The new Defender receives 3 things

1) A mount per Paladin guidelines, all black with a white moon mark on its forehead (if Paladin already, his old mount is replaced by this new hvy war-horse).   For details see Paladin’s mount chart in PHB page 43.

Defender Level
Bonus HD
Natural Armor
Str Adj/Int
Special

       1-3
        +2
         4
       +1/6
Improved evasion/share spells, empathic link, share saving throw

       4-6
        +4
         6
       +2/7


      7-10
        +6
         8
       +3/8
Command creatures of its kind

      11+
        +8
         10
       +4/9
Spell resistance


2) A platinum ring with Corellon holy symbol on it



3) A silver longsword +2, named “character’s defender”.

Whatever armor the character wears becomes highly shiny and silver in appearance, shield also.

The character gets the feat: Weapon Specialization or Focus (longsword)

Characters ring acts as +1 ring of protection and has mind shielding capabilities.

If character was a Cleric then they also receive “lay on hands” ability.

If character was a fighter type they get the Protection ability a Cleric would get if they chose the god Corellon.

Level 2: No special features

Level 3: Mount can cast fly 1/day at owners will, or if Corellon orders character

 someplace, the horse will fly until horse reaches the required destination.

Receives feat (must be weapon/protection related).   Sword can detect evil 20 foot radius.

.  Level 4: Ring becomes +2.  Sword becomes intelligent and has CG 
alignment, roll on chart 8-31 (of DMG) and add 10 + CHA modifier.  
Character becomes immune to poison and disease.

Level 5: Armor becomes Elven (whatever armor he/she wears) +1

Level 6: Ring becomes +3. Receive new feat (same limitations as before). 

Level 7: Armor becomes +2.   Sword gains keen feature.

Level 8: Mount can cast fly 2/day.  Ring has ability to cast “Tensers 
Transformation” 1/day.

Level 9: Receive leadership feat (if already has, same limitations).

Level 10: Ring receives “blinking” ability 3/day (as spell). 

Level 11: Armor becomes +3.  Sword becomes +3

Level 12: Receive new feat (same as above).  

Level 13: Sword gains the “Defender” ability.  Ring becomes +4.

Level 14: Sword becomes +4.  Armor becomes +4.

Level 15: Mount can cast fly 3/day.  Ring can cast “Tensers” 2/day.   Sword can give user magic resistance 15+ INT modifier.  All of character weapons/armor becomes gold and character has achieved the ultimate status with Corellon.   Becomes “Golden Defender of Corellon” and is honored by all Elves.

  NOTE: The Defender must use his longsword in 90% of all encounters or the DM may choose to not award any experience to the Defender, even if he/she owns a better weapon.
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