Champion of the Faith

 
	Churches often need a protector (or aggressor) to act on their behalf.  Even less militant religions sometimes require such help.  These holy warriors are called champions of the faith.  Champions of the faith are usually clerics who have trained to be more combative or warriors who have chosen to follow the divine path.


 
 
	Requirements

Feats: Cleave, Combat Casting, Power Attack, Weapon Focus (deity’s favored weapon)
Skills(Ranks): Knowledge[Religion](6), Concentration(6)
Base Attack +4
Special: Can cast divine spells

	Hit Die: 1d10

	Skill Points: 2 + Int modifier

	Class Skills

Climb (Str), Concentration (Con), Craft (Int), Jump (Str), Knowledge [Religion] (Int), Ride (Dex)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+1
	+2
	+0
	+2
	Bonus Spells (2), Caster Level (+1), Domain Casting

	2
	+2
	+3
	+0
	+3
	Bonus Spells (3), Caster Level (+2), Improved Combat Casting

	3
	+3
	+3
	+1
	+3
	Bonus Spells (3), Caster Level (+3)

	4
	+4
	+4
	+1
	+4
	Bonus Spells (4), Caster Level (+4), Protect Believers

	5
	+5
	+4
	+1
	+4
	Bonus Spells (4), Caster Level (+5)

	6
	+6
	+5
	+2
	+5
	Bonus Spells (5), Caster Level (+6), Favored Weapon Use

	7
	+7
	+5
	+2
	+5
	Bonus Spells (5), Caster Level (+7)

	8
	+8
	+6
	+2
	+6
	Bonus Spells (6), Caster Level (+8), Smite Infidel

	9
	+9
	+6
	+3
	+6
	Bonus Spells (6), Caster Level (+9)

	10
	+10
	+7
	+3
	+7
	Bonus Spells (7), Caster Level (+10), Divine Confidence


 
	Class Features

Weapon and Armor Proficiency: simple weapons, marital weapons, all armor, shields
 
Special: The champion of the faith’s class levels stack with cleric levels when determining domain granted power effects.  The champion of the faith does not automatically have the ability to turn undead, but if he has levels in another class that can turn undead (such as a cleric) then his levels stack with that class when determining undead turning effects.
 
Bonus Spells - The champion of the faith gains the listed number of bonus spell slots that he can prepare each day.  The spell's level determines the number of spell slots it takes up.  For example, a 3rd level champion of the faith could prepare one additional third level spell or three additional first level spells or any combination that does not exceed the listed limit (a 10th level champion of the faith could cast one seventh level spell).  These bonus spells can be used to prepare domain spells or spells from the cleric spell list.
 
Caster Level - The champion of the faith gains the listed bonus to caster level when he casts divine spells.  For example, a cleric 8/champion of the faith 4 would have a caster level of 12.
 
Domain Casting - The champion of the faith gains one of his deity's domains and the granted power that comes with it.  If the champion of the faith has cleric levels then he may use the new domain as he would any other domain.  If the champion of the faith does not have cleric levels then he must use his bonus spells to prepare the domain spells.  If the champion of the faith already has all of his deity's domains then he does not benefit from this ability.
 
Improved Combat Casting - The champion of the faith gains an additional +2 bonus to Concentration checks when he casts on the defensive.  This stacks with the Combat Casting feat.  The champion of the faith also gains an additional +2 bonus to Concentration checks when he is hit while casting a spell due to an attack of opportunity or a readied action.
 
Protect Believers - The champion of the faith confers a +2 bonus to Armor Class and saving throws to adjacent creatures that worship the same deity.
 
Favored Weapon Use - The champion of the faith gains the Weapon Specialization feat for free with his deity’s favored weapon.  The champion of the faith gains the feat even if he doesn’t have 4 levels of fighter.
 
Smite Infidel - Once per day the champion of the faith may attempt to smite a creature that worships a different deity (or no deity) with one normal melee attack.  He adds his Charisma bonus to the attack roll and deals 1 extra point of damage per class level.  If the champion of the faith smites a creature that worships the same deity then the smite has no effect but it is still used up for that day.  If the champion of the faith has paladin levels then he may use this ability separately or in combination with his smite evil ability.
 
Divine Confidence - Once per day the champion of the faith may increase his Strength, Constitution, Wisdom, and Charisma by 4.  The effect lasts 3 rounds plus the champion of the faith’s now improved Charisma bonus.


