Arcane Edgemaster 

The Arcane Edgemasters are a guild of combatants trained in the art of releasing magical energies from their blade. The guild members usually wield the longsword although other slashing weapons such as the greatsword, battleaxe, and scythe are sometimes used. 

Joining the guild requires the completion of a quest for the elders of the guild. Upon completion of the quest the new member is bestowed a special weapon that is encrusted with gems to allows the channeling of magical energies. The weapon is +3 and must absolutely be used to enable the Edgemaster's powers. Upon achieving 10th level the Arcane Edgemaster is bestowed a +5 weapon and is relieved of his +3 weapon. 

It is strictly prohibited to attack any fellow Arcane Edgemasters -- even one of opposed alignment. If there ever is conflict between two Members of the guild, a duel request must be submitted to the elders. If the request is accepted, the two members in conflict must then fight to the death. Members who break this rule shall be hunted down and severely punished. 
  

Requirements 

Base Attack Bonus: +6 

Feats: Weapon focus for the chosen weapon (any slashing melee weapon) 

Spellcasting: Must be able to cast 2nd level arcane spells 

Alignment: Any lawful (training in this class requires great self discipline) 

Special : The character must complete a quest determined by the leaders of the Arcane Edgemasters. 

Abilities: Dex 15+, Int 15+ 

	Level
	Base Attack Bonus
	Fortitude Save
	Reflex Save
	 Will Save
	Special
	

	1
	+1
	+0
	+2
	+2
	Elemental Blade 1/day     (fire)
	

	2
	+2
	+0
	+3
	+3
	Elemental Blade 2/day     (ice)
	

	3
	+3
	+1
	+3
	+3
	Elemental Blade 3/day     (shock)
	

	4
	+4
	+1
	+4
	+4
	Elemental Blade 4/day     (holy/unholy)
	

	5
	+5
	+1
	+4
	+4
	Bonus Feat : Improved Critical
	

	6
	+6
	+2
	+5
	+5
	Greater Elemental Blade 1/day (shield)
	

	7
	+7
	+2
	+5
	+5
	Greater Elemental Blade 2/day (warp blade)
	

	8
	+8
	+2
	+6
	+6
	Greater Elemental Blade 3/day (flame strike)
	

	9
	+9
	+3
	+6
	+6
	Greater Elemental Blade (piercing cold)
	

	10
	+10
	+3
	+7
	+7
	Supreme Elemental Blade 2/day
	


Features 

Hit Dice : d8 

Weapon and armor proficiency : The Arcane Edgemaster is proficient with all slashing simple and martial melee weapons. Proficient with all armor and shields. 

 Skill points: 2 + Int modifier. 

Class Skills: Climb, Concentration, Handle Animal, Jump, Knowledge: Any, Ride, Spellcraft, and Swim. 

Elemental Blade: You imbue your weapon with magical properties for 1 round, as a free action (unless otherwise noted).  Saves versus Elemental Blade effects are made versus 10 + the Aracane Edgemaster's intelligence bonus + the Arcane Edgemaster's level. 

Fire: as flaming burst 

Ice: as icy burst 

Shock: as shocking burst 

Holy/Unholy : as the magical ability (depends on your alignment) 
  

Greater Elemental Blade 

Shield: You gain a deflection bonus to your armor class equal to 1.5x your Int modifier (rounded down) for 1 round per level of Arcane Edgemaster. 

Warp blade: For the duration of the round you may attack targets from a 30ft distance (including attacks of opportunity). 

Flamestrike: If your next attack successfully hits the target, a pillar of flames strikes her (as flamestrike but with no area affect; 1d6 per level, max 10d6, reflex half). 

Piercing cold: If your next attack successfully hits the target, a powerful cold numbs your opponent, immobilizing her for one round (no save) 
  

Supreme Elemental Blade 

Chain lightning: On your command, chain lightning is discharged from your weapons (10d6 damage, secondary 5d6, reflex half).* 

Cone of cold: You may release a cone of cold from your weapon (10d6 damage, reflex half).* 

Holy/Unholy flames: If your next attack successfully hits the target, powerful flames are released from your weapon dealing her 5d8 fire damage and 5d8 holy/unholy damage (alignment of flames depend on your alignment, no save). 

* These spells require a standard action to cast, but, as with all Elemental Blade spells, do not evoke Attacks of Opportunity. 

