Knight

 
	There is perhaps no hero more famous than the knight.  Though many amy try, few actually join the knighthood.  To become a knight one must swear loyalty to the king (or equivalent ruler).  Usually one must prove his worth by completing a quest or performing a great deed before he can be knighted.  Knights must protect the people of kingdom and uphold its laws.  A knight cannot refuse service to a statesman unless it goes against the law of the king or the knight is currently on a more important quest.  If the knight is ever expelled from the knighthood then he loses his privileges of sanctuary and procurement, and his abilities of bravery and courageousness.  In addition the character can no longer advance in levels as a knight.


 
 
	Requirements

Alignment: Must be Lawful
Feats: Mounted Combat, Leadership
Skills(Ranks): Ride(8), Diplomancy(4), Knowledge[Nobility](4)
Base Attack +6

	Hit Die: 1d10

	Skill Points: 2 + Int modifier

	Class Skills

Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Knowledge [Nobility] (Int), Profession (Wis), Ride (Dex)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+1
	+2
	+0
	+0
	Ride-By Attack, Sanctuary

	2
	+2
	+3
	+0
	+0
	Spirited Charge, Procurement

	3
	+3
	+3
	+1
	+1
	Bravery (+2), Horsemanship (+2)

	4
	+4
	+4
	+1
	+1
	Courageousness (+2)

	5
	+5
	+4
	+1
	+1
	Toughness

	6
	+6
	+5
	+2
	+2
	Bravery (+3), Horsemanship (+3)

	7
	+7
	+5
	+2
	+2
	Courageousness (+3)

	8
	+8
	+6
	+2
	+2
	Toughness

	9
	+9
	+6
	+3
	+3
	Bravery (+4), Horsemanship (+4)

	10
	+10
	+7
	+3
	+3
	Courageousness (+4)


 
	Class Features

Weapon and Armor Proficiency: simple weapons, martial weapons, all armor, shields
 
Ride-By Attack - The knight gains the Ride-By Attack feat for free.
 
Sanctuary - The knight may request shelter for himself and his companions from a noble or local leader.  The host need only provide food and shelter for one night.  A knight who requests more than that may result in his superiors believing that he is abusing his privileges.
 
Spirited Charge - The knight gains the Spirited Charge feat for free.
 
Procurement - The knight may request horses, weapons, armor, and basic equipment from military stables or armories.  Only normal items may be requested, not masterwork or magical items.  The knight may only procure 100 gold pieces worth of equipment per knight level per week.  Regardless of the amount, the knight must state the reason for the procurement, which can be denied if his superiors believe the request is unwarranted.  A knight who continuously makes procurement requests may result in his superiors believing that he is abusing his privileges.
 
Bravery - The knight gains the listed bonus to all fear related saving throws.
 
Horsemanship - The knight gains the listed bonus to his Ride checks while riding a horse, pony, or dog.
 
Courageousness - The knight may invoke this ability once per day.  Its duration is one round per knight level.  While under the effect of Courageousness the knight gains the listed bonus to his attack and damage rolls with melee weapons.
 
Toughness - The knight gains the Toughness feat for free.


