Serilian Knight

The Serilian Knights are the elite guard of the Order of Maesek. Most commonly fighters, rangers, and paladins, they are trained and educated in the Citadel, those deemed worthy are ritually infused with magickal enchantments and trained to aid the Avatars of Maesek in their affairs. Acting as bodyguards for Avatars and soldiers, the Knights are taught the arts war and are granted a number of powers in The Imbuing. 

Tough warriors yet educated, the Knights are able to adapt to a variety of situations. They are taught to use violence as a last resort but not to let personal feelings endanger the mission.

Hit Die: d12

Requirements:


To qualify to become a Serilian Knight, a character must fulfill all of the following criteria.


Base Attack: +8

Alignment: Lawful


Move Silently: 3 ranks


Hide: 3 ranks


Diplomacy: 5 ranks


Any Knowledge: 3 ranks

Feats: Weapon Focus (Longsword or Greatsword), Alertness, and Expertise

Class Skills:

The Serilian Knight’s class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Decipher Script (Int, exclusive skill), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Hide (Dex), Innuendo (Wis), Intimidate (Cha), Intuit Direction (Wis), Jump (Str), Knowledge (Arcane) (Int), Knowledge (Nature) (Int), Knowledge (History) (Int), Listen (Wis), Move Silently (Dex), Ride (Dex), Search (Int), Sense Motive (Wis), Spot (Wis), and Swim (Str)

Skill Points at Each Level: 4 + Int modifier.

Class Features:


All of the following are class features of the Serilian Knight prestige class.

Weapon and Armor Proficiency: The Knight is proficient with all simple and martial weapons, all types of armor and shields. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble, and that carrying heavy gear imposes a check penalty on Swim checks.

Detect Evil: At will, the Knight can detect evil as a spell-like ability. The ability duplicates the effects of the spell detect evil.

Improved Metabolism: The Imbuing grants the Knight several physical advantages. A Serilian Knight requires only 2 hours of sleep each night and needs only half the food and water of a normal person. 

Bond: Serilian Knights have the ability to Bond with a person on a supernatural level. The Bond is not given lightly as it subconsciously connects two individuals. The Bond is commonly used with an Avatar of Maesek with the Knight acting as his bodyguard. The Bond has several effects. First, both participants of the Bond know the physical condition of the other at all times. Second, it is possible to determine the general location of the other person by simply concentrating for one round. This tells how far the other is away, and in what direction. Finally, general emotions are felt across the Bond and it is not hard to decipher what the other person is feeling.

If the person with whom the Knight is bonded to dies, the Knight loses enough experience to put him at the lowest possible amount required for his level. The emotional shock is very traumatic, and for this reason the Bonding is taken very seriously. If a Bond is broken in such a way, another Bond cannot be forged for a year. A Serilian Knight may only bond with one person at a time. He may choose to voluntarily break the Bond, but if he does, he takes the same experience point loss that he would if the person had died. 

Only a humanoid may be Bonded in this way. The Bond is impossible to forge with anything else.

Bonus Feat: At 2nd level, the Knight gets a bonus feat in addition to any other feat he may get for his character level. The Knight gets an additional bonus feat at 4th level and every two levels thereafter (4th, 6th, 8th, and 10th). These bonus feats may be drawn from the fallowing list: Ambidexterity, Blind-fight, Combat Reflexes, Dodge (Mobility, Spring Attack), Exotic Weapon Proficiency*, Expertise (Improved Disarm, Improved Trip, Whirlwind Attack), Improved Critical*, Improved Initiative, Deflect Arrows, Stunning Fist, Mounted Combat (Mounted Archery, Trample, Ride-By-Attack, Spirited Charge), Point Blank Shot (Far Shot, Precise Shot, Rapid Shot, Shot on the Run), Power Attack (Cleave, Improved Bull Rush, Sunder, Great Cleave), Quick Draw, Two-Weapon Fighting (Improved Two Weapon Fighting), Weapon Finesse*, Weapon Focus*, and Weapon Specialization*.

Some of the bonus feats available to a Knight cannot be acquired until the Knight has gained one or more prerequisite feats; these feats are listed parenthetically after the prerequisite feat. A Knight can select feats marked with an asterisk (*) more than once, but it must be for a different weapon each time. A Knight must still meet all prerequisites for a feat, including ability score and base attack minimums. 

Improved Unarmed Strike: At 2nd level, a Serilian Knight gets Improved Unarmed Strike to reflect his specialized training in unarmed combat. While fighting unarmed, you do not draw an attack of opportunity from your opponents. However, you still get an attack of opportunity when fighting against unarmed opponents.

Guardian: At 3rd level, use of this ability allows the Knight to come between an ally and his opponent effectively granting his ally three-quarters cover (situational AC bonus of +7). This ability may only be used if the Knight is within 5’ of his ally and is able to move without hindrance. As a guideline, if the Knight would be denied his Dexterity bonus to AC (whether he actually has a Dexterity bonus or not), then the Guardian maneuver is not possible. 

If the opponent misses his intended target by a number that would have hit the protected character without cover, roll to see if the attack hits the Knight. The Knight does not get his Dexterity bonus to AC (if he has one) due to the fact that he deliberately got in the way of the attack.

This ability is considered a partial action and is effective as long as the Knight is within 5’ of the ally he is trying to Guard. He may attack, but moving away from his guarded ally dispels the Guard effect.

Improved guardian acts the same as Guardian but allows for up to nine-tenths coverage (situational AC bonus of +9).

Enhanced Healing: Upon achieving 5th level, the Knight begins to heal at an advanced rate. The Knight automatically heals 2 hit points per hour regardless of any actions he may be taking. This is in addition to the normal healing rate per day.

Damage Reduction: Starting at 5th level, the Serilian Knight gains the extraordinary ability to shrug off some amount of injury from each blow or attack. Subtract 1 from the damage the Knight takes each time he is dealt damage. At 8th level, the damage reduction rises to 2. At 10th level it rises to 3. Damage reduction can reduce damage to 0, but not below 0.

Warrior’s Evasion: At 6th level, a Knight gains warrior’s evasion. If exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage (such as a fireball), he takes no damage with a successful saving throw. The evasion ability can only be used if the Knight is wearing medium armor, light armor, or no armor. 

Force of Will: The Knight gets a +3 on a saving throws to resist mental domination. This includes Enchantment spells and effects, as well as defense against mind effecting psionic attacks.
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	Class Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special

	1st
	+1
	+2
	+1
	+1
	Detect Evil, Improved Metabolism, Bond

	2nd
	+2
	+3
	+1
	+1
	Bonus Feat, Improved Unarmed Strike

	3rd
	+3
	+3
	+2
	+1
	Guardian

	4th
	+4
	+4
	+2
	+2
	Bonus Feat

	5th
	+5
	+4
	+2
	+2
	Enhanced Healing, Damage Reduction 1/-

	6th
	+6
	+5
	+3
	+2
	Bonus Feat, Warrior’s Evasion

	7th
	+7
	+5
	+3
	+3
	Force of Will

	8th
	+8
	+6
	+4
	+3
	Bonus Feat, Damage Reduction 2/-

	9th
	+9
	+6
	+4
	+3
	Improved Guardian

	10th
	+10
	+7
	+4
	+4
	Bonus Feat, Damage Reduction 3/-


