The Order of the Flame

 
	There exists an ancient order called the order of the flame.  The order consists of humanoids that bond with dragons, to the benefit and risk of both.  The hardest part of joining the order is finding a dragon willing to take part in the bond.  The benefit to the humanoids that join the order is obvious, they get the companionship of a dragon!  But this benefit is not without its risks.  Any wounds inflicted on the dragon are also inflicted on the humanoid, and if the dragon should die then the humanoid suffers a fate worse than death.  The dragon gains benefits from the bond as well, and there nothing to stop the dragon from killing the humanoid once it has reaped the rewards.  But the dragon faces similar risks and it must also deal with the fact that it will eventually outlive its humanoid companion.  The order of the flame is a loosely nit group that is comprised of all alignments, types of dragons, and types of humanoids.  Thus the members of the order usually act alone with their bonded companion, rather than as a group with a single purpose.


 
 
	Requirements

Feats: Iron Will, Mounted Combat, Ride-By Attack
Skills(Ranks): Knowledge[Dragons](5), Ride(10)
Base Attack +9
Special: Must bond with a willing dragon, Must speak Draconic

	Hit Die: 1d12

	Skill Points: 2 + Int modifier

	Class Skills

Climb (Str), Craft (Int), Jump (Str), Knowledge [Dragons] (Int), Profession (Wis), Ride (Dex)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+1
	+2
	+0
	+2
	The Bond, Call Dragon, Immunity to Dragon Fear

	2
	+2
	+3
	+0
	+3
	Dragon Growth, Dragon’s Vigor

	3
	+3
	+3
	+1
	+3
	Dragon Growth, Telepathic Link

	4
	+4
	+4
	+1
	+4
	Dragon Growth, Immunity to Bonded Breath Weapon

	5
	+5
	+4
	+1
	+4
	Strength of the Bond


 
	Class Features

Weapon and Armor Proficiency: none
 
The Bond - A dragon and the humanoid bond their souls together thereby joining the order of the flame.  The dragon must be at least one size larger than humanoid and can have no more Hit Dice than 1.5 times the humanoid’s current level (the 1st level of this prestige class included).  From now on, if one suffers damage then the other will suffer an equal amount of damage.  This damage cannot be reduced or avoided in any manner (though the initial damage may have been).  For example, if the bonded dragon suffers a total of 20 points of damage (after damage reduction and resistances have been calculated) then the bonded humanoid will immediately suffer 20 points of damage (but this damage cannot be reduced farther even if the humanoid has a special defense).  Additionally, if the bonded dragon were to die then the bonded humanoid will also die and (in 2d4 days) become a ghost, doomed to live in death until the dragon’s death is avenged.  If the bonded humanoid should die then the dragon will immediately lose half its current Constitution score.  This constitution loss can only be regained by sleeping for 100 years.  Only after regaining its constitution can the dragon bond with another humanoid.  With the exception of death, the bond between the dragon and the humanoid can never be broken.  Even if they grow to despise each other and separate, they are still members of the order.
 
Call Dragon - The bonded humanoid of the order of the flame may summon his bonded dragon to appear before him.  The bonded dragon can hear the call no matter the distance between them (unless they are on different planes) and will travel by the quickest means available to reach his bonded humanoid.
 
Immunity to Dragon Fear - The bonded humanoid of the order of the flame is immune to the effects of a dragon’s Frightful Presence.
 
Dragon Growth - The bonded dragon gains an extra Hit Die.  See page 13 of the Monster Manual for a full description of creature advancement.  Also note that this may increase the size of the dragon (but not its age).  This growth is permanent and may be the reason why a dragon would take the risk of joining the order of the flame.
 
Dragon’s Vigor - The bonded humanoid of the order of the flame no longer suffers ability penalties for aging and cannot be magically aged.  Any penalties that already have been accumulated remain in place.  Bonuses still accrue, but a member of the order of the flame still dies of old age when his time is up.
 
Telepathic Link - The bonded humanoid of the order of the flame and his bonded dragon may communicate telepathically up to a distance of miles equal to the member’s class level.
 
Immunity to Bonded Breath Weapon - The bonded humanoid of the order of the flame is immune to his bonded dragon’s breath weapon and its effects.  This ability does not grant immunity from the breath weapons of other dragons (even those of the same type), only the breath weapon of dragon to which he is bonded.
 
Strength of the Bond - When the bonded humanoid of the order of the flame is mounted on his bonded dragon, they both gain a +2 bonus to attack rolls and saving throws.


