Bodyguard

 
	A bodyguard, as the name implies, is a person who specializes in guarding another person.  Warriors often become bodyguards but rogues and others do as well.  Usually nobles or other wealthy individuals hire bodyguards for the protection they offer.  Wizards sometimes employ their services too, and beware the evil villain who keeps a bodyguard by his side.  When they are not directly employed, bodyguards may join a group of adventurers for mutual benefit.


 
 
	Requirements

Feats: Alertness, Combat Reflexes
Skills(Ranks): Listen(4), Search(4), Sense Motive(4), Spot(4)
Base Attack +5

	Hit Die: 1d10

	Skill Points: 4 + Int modifier

	Class Skills

Bluff (Cha), Climb (Str), Innuendo (Wis), Intimidate (Cha), Jump (Str), Listen (Wis), Profession (Wis), Ride (Dex), Sense Motive (Wis), Search (Int), Spot (Wis), Swim (Str)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+1
	+2
	+2
	+0
	Toughness, Take Another’s Blow

	2
	+2
	+3
	+3
	+0
	Counter Attack

	3
	+3
	+3
	+3
	+1
	Deflect Attack (1/round)

	4
	+4
	+4
	+4
	+1
	Toughness

	5
	+5
	+4
	+4
	+1
	Greater Alertness

	6
	+6
	+5
	+5
	+2
	Deflect Attack (2/round)

	7
	+7
	+5
	+5
	+2
	Toughness

	8
	+8
	+6
	+6
	+2
	Extra Counter Attacks

	9
	+9
	+6
	+6
	+3
	Deflect Attack (3/round)

	10
	+10
	+7
	+7
	+3
	Punishing Counter Attacks


 
	Class Features

Weapon and Armor Proficiency: simple weapons, martial weapons, all armor, shields
 
Toughness - The bodyguard gains the Toughness feat for free.
 
Take Another’s Blow - When an opponent hits another character, the bodyguard may trade places with the character and take the blow instead.  The player must declare that he is using this ability before damage is dealt.  The bodyguard must be adjacent to the character to use this ability.  Using this ability is a free action.
 
Counter Attack - At the beginning of combat (when initiative is rolled) the bodyguard declares one character to be under his protection.  Once a character is chosen, that character remains under the bodyguard’s protection for the duration of the encounter.  A new character cannot be chosen until another encounter occurs, even if the character is killed.  The bodyguard can make attacks of opportunity against any adjacent opponent who attacks the character under his protection.
 
Deflect Attack - The bodyguard may deflect melee attacks that are made against other characters.  The bodyguard must be adjacent to the character to use this ability and the bodyguard must be holding a shield or melee weapon.  When an adjacent character would normally be hit with a melee attack, the bodyguard may make a Reflex saving throw (DC 20) to negate the hit.  If the melee weapon used in the attack has a magic bonus to attack, then the DC increases by that amount.  Using this ability is a free action but the bodyguard must be aware of the attack and not be flat-footed.  The listed number indicates the number of times this ability may be used each round.
 
Greater Alertness - The bodyguard gains an additional +2 bonus to Listen checks and Spot checks.  This ability stacks with the Alertness feat.
 
Extra Counter Attacks - The first 3 counter attacks made by the bodyguard during a round do not count toward the total number of attacks of opportunity the bodyguard can make in a round.
 
Punishing Counter Attacks - The bodyguard may use his counter attack ability against an opponent multiple times during a round as long as each one is provoked by an attack made by the opponent against the character under the bodyguard’s protection.


