Hapless Knight
Requirements

To qualify to become a hapless knight, a character must fulfill all of the following criteria.


Base Attack Bonus: +5

Feats: Iron Will

Spells: Ability to cast 2nd-level divine spells.


Special: The character must have failed a saving throw due to rolling a natural one at least one time per character level gained.

	Level
	BAB
	Fort
	Ref
	Will
	Special
	Spells per Day

	1st
	+1
	+0
	+0
	+2
	God’s Unwanted Bastard Child
	+1 level of existing class

	2nd
	+2
	+0
	+0
	+3
	Smite 1/day
	+1 level of existing class

	3rd
	+3
	+1
	+1
	+3
	Bonus Feat
	---

	4th
	+4
	+1
	+1
	+4
	Clotho
	+1 level of existing class

	5th
	+5
	+1
	+1
	+4
	Steel Will
	+1 level of existing class

	6th
	+6
	+2
	+2
	+5
	Smite 2/day
	+1 level of existing class

	7th
	+7
	+2
	+2
	+5
	Lachesis
	---

	8th
	+8
	+2
	+2
	+6
	Smite 3/day
	+1 level of existing class

	9th
	+9
	+3
	+3
	+6
	Diamond Will
	+1 level of existing class

	10th
	+10
	+3
	+3
	+3
	Atropos
	+1 level of existing class


Class Features

All the following are class features of the hapless knight prestige class.


Weapon and Armor Proficiency: Hapless knights gain proficiency with heavy armor and all martial weapons, if they did not already have it.


God’s Unwanted Bastard Child: No one knows really why. No one really know how. But for some inexplicable reason, the fates hate the hapless knight. This is where he gets his lot in life, and it both empowers and cripples him. Whenever the hapless knight rolls an automatic success, he must reroll. If this new roll comes up a natural 1, then treat the automatic success as an automatic failure instead. Furthermore, the hapless knight is subject to automatic failure in skill checks, unlike normal characters. If there would be consequences for failing, the hapless knight cannot take 10 on the skill check.

Smite: The hapless knight must rely on his own strength and force of will to make his will known. This manifests at 2nd level in a smite attack, which, unlike a paladin’s, is only restricted by whomever the hapless knight deems worthy. Once per day, the hapless knight may attempt to smite a foe with a normal melee attack. He adds a +4 bonus to his attack roll and deals 1 extra point of damage per class level. He may make an additional smite attempt for each three class levels gained thereafter.

Bonus Feat: At 3rd level, the hapless knight’s martial prowess lends him a bonus feat. This feat may be chosen from any on the fighter’s bonus feat list.


Clotho: By 3rd level, the hapless knight has begun to make headway in his battle against the fates. With the defeat of Clotho, the daughter of night, the origin of his own life becomes his own. The hapless knight gains immunity to all types of fear, magical or natural in nature.

Steel Will: As consequence of his continued misfortune, the hapless knight grows ever more resilient to attempts to dissuade him from his path.  He gains immunity to any charm or compulsion effect.

Lachesis: Upon reaching 6th level, the hapless knight overcomes Lachesis, who measures the length of life for each person. He gains immunity to all poisons and diseases, natural or magical in nature.

Diamond Will: By 9th level, the hapless knight’s resolve has hardened to almost perfection.


Atropos: At 10th level, the fates finally succumb to the will of the hapless knight. The hapless knight overcomes Atropos, who cuts the strings of each life, rendering him immune to death effects. Also, he no longer suffers from the effects of being God’s Unwanted Bastard Child.
