Knight of Evermeet 

Knights of Evermeet are the elite defenders of Evermeet, working invisible behind the scene for Queen Amlaruil and the Elven empire. The evermeet knights are among the leading defenders of the island and their secondary role is as personal defender of the queen. 

Centuries ago the Knights of Evermeet had a similar role at the Elven Court in Myth Drannor. Since the fall of the fabulous kingdom they now serve in small numbers in Evermeet. Elven Knights are of good alignment and follow a code of honor similar to a paladin: not lying, not cheating, not using poison, help elves those are in need, and punish those that harm or threaten innocents. Knights of evermeet may also not associate with the enemies of the elves. 
Hit Die: d10 

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

  Race: Elf 

  Aligment: Any Lawful. 

  Base Attack Adjustment: +5 

  Diplomacy: 3 ranks. 

  Handle Animal: 2 ranks. 

  Heal: 3 ranks. 

  Riding: 5 ranks. 

  Feats: Iron Will, Mounted Combat, Shield Proficiency, Weapon Focus (any weapon). 

  Special: Knight of Evermeet follow a code of honor about the same a paladin regarding to Elves. They must defend any elf they see in need and they must fight any enemy of the elves whom they may encounter. 

	Level
	Attack Bonus
	Fort. Save
	Ref. Save
	Will Save
	Special

	1
	+1
	+2
	+0
	+2
	Moonhorse, Elfrune

	2
	+2
	+3
	+0
	+3
	Consort +1

	3
	+3
	+3
	+1
	+3
	Illusion Immunity

	4
	+4
	+4
	+1
	+4
	Consort +2

	5
	+5
	+4
	+1
	+4
	Enchantment Immunity

	6
	+6
	+5
	+2
	+5
	Consort +3

	7
	+7
	+5
	+2
	+5
	

	8
	+8
	+6
	+2
	+6
	Consort +4

	9
	+9
	+6
	+3
	+6
	

	10
	+10
	+7
	+3
	+7
	Consort +5


Class Skills 
The knight of evermeet's class skills (and the key ability for each skill) are Animal Empathy (Cha), Climb (Str), Handle Animal (Cha), Heal (Wis), Hide (Dex), Intuit Direction (Wis), Jump (str), Listen (Wis), Move Silently (Dex), Search (Int), Spot (Wis), Swim (Str) and Wilderness Lore (Wis). See Chapter 4: Skills in the Player's Handbook for skill descriptions. 

Skill Points at Each Level: 4 + Int modifier. 

Class Features 

  Weapon and Armor Proficiency: Knight of Evermeet are proficient with all simple and martial weapons, light and medium armours and shields. Note that armor check penalties for armour heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket and Tumble. 

  Moon Horse: Knight of Evermeet receive a Mount Horse as mount at 1st level. The Knight's mount is more greater then normal: they receive a +2 intelligence and +1 HD. Should the horse die, the horse is replaced by a new one. 

  Elfrune: With this small magical device, the knight is able to communicate with the Queen and her High mages. Queen Amlaruil is able to pinpoint the location of all elfrunes on Toril at will, so she is able to track all her agents on the main land fairly easy. 

  Consort: At 2nd level the Knight attracts a personal consort. His consort is always a Wizard from the Elven Court. The personal consort will be 14th level or higher in ability and keeps in touch with the knight. When the Knight attracts the consort he can choose between a Elven Sword, Elven chain or Elven plate. At 2nd level the weapon or armor will be enchanted to +1, at 4th to +2, 6th +3, 8th +4 and at 10th level to +5. At 6th level the weapon or armor gains a special ability. 

  Illusion Immunity: At 3rd level Knights of Evermeet are never fooled by illusions anymore. They see right through illusions without any effort. 

  Enchantment Immunity: Knights of Evermeet are hard to be persuaded from their tasks. At 5th level they become immune to all Enchantment spells and mind-influencing effects.
