-Dragoon-

Hit Die: d12

Skill Points per level: 2+ Int modifier.

Prerequisites: Base Attack 8+, 10 ranks in Jump, Charge Attack, Weapon Focus (Katana, Bastard Sword, or Polearm), Mobility, Masterwork of chosen weapon, Masterwork heavy armor, Dragoon Helm(Masterwork helm that costs additional 5,000GP.

	Class

Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special

	1
	+1
	+2
	+0
	+2
	Max Height: 25 ft, Jump, Armor Unity

	2
	+2
	+3
	+0
	+3
	Crash

	3
	+3
	+3
	+1
	+3
	Lance, Max Height 50 ft

	4
	+4
	+4
	+1
	+4
	Drop and Delay

	5
	+5
	+4
	+1
	+4
	Mantis Leap, Max Height 100ft

	6
	+6
	+5
	+2
	+5
	Bracing

	7
	+7
	+5
	+2
	+5
	Max Height 200ft

	8
	+8
	+6
	+2
	+6
	Javelin, Continuum Drive 

	9
	+9
	+6
	+3
	+6
	Max Height 400ft

	10
	+10
	+7
	+3
	+7
	Dragoon Lance, Dragoon Spirit


Class Features:

Weapon and Armor Proficiency: The Dragoon is proficient in all armor, and polearms.

Armor Unity: Despite incredible bulk and weight from her armor, the Dragoon can still perform great acts of agility. This allows the Dragoon to make her Dexterity related skill checks at no penalty. This unity is also of the Dragoon and her dedication to the Dragon gods who give her power. Thus Dragoons show respect by wearing flowing and streaming clothing, wear their hair long, and modify their gear to match. Example clothing would be dresses and capes, for as the Dragoon descends the loud flapping of their clothing resembles the beat of a dragon’s wings. Their custom weapons are modified to have dragon related symbols and ribbons affixed to the hilts. Perhaps even spells cast upon them so that the glow and leave wonderful after-images that resemble auroras. But the most important of these things is the Dragoon Helm. These are usually great helms but do not have to be. The most important factor, though, is that the resemble that of a dragon’s. Without a Dragoon Helm equipped none of the benefits of being a Dragoon apply, and none of their Special Feats/Abilities can be used.

Jump: This is the technique by which the Dragoon is famous. By leaping to extraordinary heights, the Dragoon attacks her opponents using the velocity of the jump and the weight of her immense armor to damage the opponent. When using the jump attack the Dragoon must have at least 25ft of height allowance to perform the attack. Three times a day per level the Dragoon may perform a Jump attack. This attack is like a regular attack only the Dragoon may strike any opponent within her maximum movement and requires a full attack action. The Dragoon lands on any area within 5ft of her target. The Dragoon may also use this technique to move from place to place, thus provoking no attacks of opportunity except for aerial creatures.

Max Height: This is the maximum height a Dragoon can jump. The Dragoon also takes no damage from falls within this range.

Crash: This technique is similar to Jump but the Dragoon may only attack opponents that are within ¼ of her movement. But this attack is treated as the Jump attack with a x3 multiplier. Crash may be used once a day per level.

Lance: By using the strength of her jumps and her ki energy, the Dragoon may perform a Lance attack once a day per Dragoon level. During a Lance attack the Dragoon may strike any opponent up to ½ of her maximum movement in feet away. This is treated as a regular attack and requires the full attack action, but in addition to dealing damage, the Dragoon heals her own HP in an amount equal to her Dragoon level, –2, x10, in percent of the damage inflicted to a minimum of 1HP.

Drop and Delay: The Dragoon has become an expert at aerial combat. She may delay her attacks while in mid air, change targets and can grab objects including opponents and bring them down with them upon a successful Tumble and Jump check. Most are at DC 20. The Dragoon may also attack an enemy in the air with a Jump attack, not just grounded enemies. These attacks are at a –5 attack and damage penalty.

Bracing: The Dragoon has mastered proper technique for holding weapons for jumping. The Dragoon may use any simple or martial melee weapon, including unarmed or unarmed related (cestus, katar), when using Crash, but only at a x2 multiplier, or Jump. Any penalties for using unfamiliar weapons apply.

Javelin: This allows the Dragoon to perform her Jump, Crash, or Lance attack in any direction. Thus permitting an attack against a flying enemy at no penalty. Though the Dragoon has a maximum height distance to jump, other techniques are still at the regular distance (based on speed/movement).

Continuum Drive: The Dragoon may execute Jump attacks almost effortlessly. She now has no limit to the number of times she may execute a Jump attack and may execute a number of Jump attacks equal to her normal number of attacks per round. The total lateral distance traveled laterally may only be up to her maximum movement x2.

Mantis Leap: (See Sword and Fist handbook)

Dragoon Lance: The Dragoon may perform her Jump, Crash and Lance attacks combined. The Dragoon may attack a target up to her maximum movement away, gain HP in according to lance and use the x3 multiplier, but only roll the damage as one attack. This technique may only be performed once a week and as a full attack action.

Dragoon Spirit: The Dragoon now has the ability to leap up to 800ft into the air and is immune to fall damage at any height.

