Prophet

 
	Sometime a god needs more than his clerics to achieve his goals.  When such times arise, the god taps one of his followers and gives him more specific direction, making the follower a prophet.  This is usually done by direct communication from one of the god’s minions (such as an angel) or even by appearing himself.  The god may continue to give direction during the prophet’s quest.  By serving his god under such circumstances, the prophet becomes less militant and gains greater access to his god’s power.  If the prophet completes his quest then the god will usually give him assign him to another task.  If for some the reason the god no longer needs the prophet then the character retains his prophet abilities but can no longer gain prophet levels.


 
 
	Requirements

Alignment: Same as Deity
Feats: Any two metamagic feats
Skills(Ranks): Knowledge[Religion](8), Spellcraft(8), Concentration(8)
Special: Has at least one divine domain from a deity

	Hit Die: 1d6

	Skill Points: 2 + Int modifier

	Class Skills

Concentration (Con), Craft (Int), Diplomacy (Cha), Knowledge [Religion] (Int), Profession (Wis), Spellcraft (Int)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

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

	2
	+1
	+0
	+0
	+3
	Bonus Spells (2), Caster Level (+2), Innate Spell (level 1)

	3
	+1
	+1
	+1
	+3
	Bonus Spells (3), Caster Level (+3), Innate Spell (level 2)

	4
	+2
	+1
	+1
	+4
	Bonus Spells (4), Caster Level (+4), Innate Spell (level 3)

	5
	+2
	+1
	+1
	+4
	Bonus Spells (5), Caster Level (+5), Innate Spell (level 4)

	6
	+3
	+2
	+2
	+5
	Bonus Spells (6), Caster Level (+6), New Domain

	7
	+3
	+2
	+2
	+5
	Bonus Spells (7), Caster Level (+7), Innate Spell (level 5)

	8
	+4
	+2
	+2
	+6
	Bonus Spells (8), Caster Level (+8), Innate Spell (level 6)

	9
	+4
	+3
	+3
	+6
	Bonus Spells (9), Caster Level (+9), Innate Spell (level 7)

	10
	+5
	+3
	+3
	+7
	Bonus Spells (10), Caster Level (+10), Innate Spell (level 8)


 
	Class Features

Weapon and Armor Proficiency: none
 
Special: The prophet’s class levels stack with cleric levels when determining domain granted power effects.  The prophet 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 prophet 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 prophet 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 prophet could cast one tenth level spell).  These bonus spells can be used to prepare domain spells or spells from the cleric spell list.
 
Caster Level - The prophet gains the listed bonus to caster level when he casts divine spells.  For example, a cleric 6/prophet 4 would have a caster level of 10.
 
New Domain - The prophet gains another one of his deity's domains and the granted power that comes with it.  If the prophet already has all of his deity's domains then he does not benefit from this ability.
 
Innate Spell - The prophet selects one of his domain spells.  The spell's level cannot be greater than the level listed.  Once the spell is chosen it cannot be changed.  The spell may be a metamagic version of itself, but its total spell level still cannot exceed the level listed and the metamagic applied to it is also permanent.  The prophet may cast this spell for free once per day and does not need to prepare it.  Any components or XP costs needed to cast the spell are still required.


