Sunlord
Dungeons & Dragons 3E Prestige Class 


Source: by Charles W. Plemons III, Copyright ©2001, February 

Hit Die: d8 

	Statistics for Sunlord

	Level
	Attack Bonus
	Fortitude Save
	Reflex Save
	Will Save
	Special

	1
	+1
	+2
	0
	+2
	Increased Spell Level

	2
	+2
	+3
	0
	+3
	Sunsight, Daylight 1/day

	3
	+3
	+3
	+1
	+3
	Increased Spell Level

	4
	+3
	+4
	+1
	+4
	Light Enhancement, Searing Light 1/day

	5
	+4
	+4
	+1
	+4
	Increased Spell Level

	6
	+5
	+5
	+2
	+5
	Fire Resistance, Sunfire

	7
	+6
	+5
	+2
	+5
	Increased Spell Level

	8
	+6
	+6
	+2
	+6
	King of Helios

	9
	+7
	+6
	+3
	+6
	Increased Spell Level

	10
	+8
	+7
	+3
	+7
	Power of the Sun


	Requirements


	Alignment Non-Evil 

Base Attack +6 

Craft (Sun Dial) 4 Ranks 

Knowledge (Astronomy) 4 Ranks 

Knowledge (Religion) 8 Ranks 

Special Sunlords must be capable of casting divine spells. 



	
	Class Skills

Skill Points at Each Level: 2 + Int modifier. 

The sunlord's class skills (and the key ability for each skill) are: 

Craft (Int) 

Heal (Wis) 

Knowledge (Astronomy) (Int) 

Knowledge (Religion) (Int) 

Scry (Int) 

Spellcraft (Int) 

Wilderness Lore (Wis) 




Sunlords are men and women who revere the life-giving power of the sun and focus much of their spiritual life in the pursuit of understanding the sun itself. They have a deep appreciation for life and nature and work towards maintaining the natural order. 

Sunlords are most commonly druids or priests of nature or sun gods. Occasionally a paladin or ranger will become a sunlord, but it is rare. Multi-class barbarians occasionally follow the path of the sun. It is very rare for a multi-class sorcerer or wizard to become a sunlord. Elves, half-elves, and halflings are the most common races. 

Sunlords are very much like druids in their philosophy. They tend to act as healers and nurturers, using their magic to calm harsh weather, improve crops and aid the sick. The more militant sunlords, such as those with paladin or ranger backgrounds, often use their power to fight evil and undead. Some of the greatest champions of sun gods are paladin/sunlords. Sunlords tend to live in places with much sunlight, such as tropical or desert locations. Areas with frequent cloud cover or underground realms are generally avoided. 

In many areas, sunlords form enclaves much like druids. In fact, many druid enclaves include sunlords and vice versa. The two groups generally work well together except for the evil druids. Sunlords prefer brightly colored garb and light armor. It is difficult to enjoy the caress of the sun in a suit of chainmail. 

	Class Features


· Weapon and Armor Proficiency Sunlords gain no new proficiency, but they retain any proficiencies acquired from other classes. 

· Increased Spell Level At first level, and at every other level, the sunlord increases the spell level of his divine spellcasting class. For example, a 10th level cleric and 1st level sunlord casts spells as a 11th level cleric. Only spell casting level and number of spells per day increases, not any other class ability. Clerics, druids, paladins, and rangers are all eligiable for this spell level increase. If a sunlord has multiple classes that cast divine spells, only one class can receive the increase. Also, the sunlord gains the Sun domain at 1st level if he doesn't have it already. 

· Sunsight Sunlords of this level are able to see as though in daylight at all times. Even in a lightless cavern a sunlord sees as though illuminated by the noonday sun. This vision extends for 120 feet and is an extraordinary ability. 

· Daylight At 2nd level, the sunlord is able to cast Daylight 1/day as a spell-like ability. The spell is cast at the sunlord's character level. 

· Light Enhancement At this level, sunlords cast all Sun domain spells as if they were two levels higher for determining range, duration, damage and other level-dependant factors. In addition, a sunlord now adds his class level to all damage rolls for Sun domain spells as well. For example, a spell normally dealing 3d8 damage would now inflict 3d8+4 damage. 

· Searing Light At 4th level, the sunlord is able to cast Searing Light 1/day as a spell-like ability. The spell is cast at the sunlord's character level. 

· Fire Resistance Due to their affinity with sun and heat, sunlords gain Fire Resistance of 10. This is a supernatural ability. 

· Sunfire A sunlord of this level can choose to convert normal divine spells into sunfire. The same rules apply as converting spontaneous healing spells. Sunfire is a beam of pure sunlight 50 feet long plus 5 feet per class level of the sunlord. It can hit one foe and inflicts 1d6 damage for every level of the spell converted. Thus, a sunlord who converts a 4th level spell into sunfire inflicts 4d6 damage. Opponents make a reflex save for half damage, and the pure sunlight inflicts double damage upon undead. Fire resistance applies against sunfire. This is an extraordinary ability. 

· King of Helios The sunlord is bolstered by the power of the sun. While outdoors on a sunny day, the sunlord gains +2 morale to Will Saves, +2 Constitution (and the accompanying hit points), and casts spells as a level higher. This does not increase the number of spells per day, only the level dependant variables such as range and damage. These bonuses do not apply at night, indoors, in heavy cloud cover, or in artifical sunlight. A sunlord standing in a deeper darkness spell effect loses these bonuses until out of the conjured darkness. King of Helios is a supernatural ability. 

Power of the Sun In conditions where the King of Helios bonus applies, sunlords at 10th level gain tremendous spell-casting power. There is a 25% (1 on 1d4) that any divine spell cast while outdoors in sunlight is not removed from memory. Thus, a sunlord casting heal upon an ally while the sun shines on them (even in shade) has a 25% chance of retaining the ability to cast heal again the same day. Spells that are converted to healing or sunfire are not affected by this ability and are automatically removed from spells still available for the day. This is a supernatural ability
