Arthane’s Infantry (Revised)


Single handedly the largest mercenary company in Asharda, Arthane’s Infantry has reservists in every city in the world of Asharda. Trained to be as resilient and deadly as heavy infantry and as quick as light infantry, members of Arthane’s Infantry are among the best mercenaries available for hire. They have held mountain passes against 10 to 1 odds, and have marched farther then any known infantry unit and won their battle at the end of that march. Members of this company who leave usually end up as captains of other mercenary companies, or as generals of entire armies.

Requirements:


Base Attack: +5


Speed: 30 ft.


Feats: Weapon Focus (Short Sword), Weapon Focus (any Pole arm), Quick Draw


Race: Human, Half-Elf

Benefits:


HD: d10


Skill points: (2 + Int Modifer) per Level


Skills: Swim, Jump, Climb, Listen, Spot, Heal, Knowledge (Tactics)

	Level
	Base Attack
	Fort
	Ref
	Will
	Special

	1
	+1
	+2
	+0
	+0
	Quick Movement

	2
	+2
	+3
	+0
	+0
	-

	3
	+3
	+3
	+1
	+1
	Brother at Arms

	4
	+4
	+4
	+1
	+1
	-

	5
	+5
	+4
	+1
	+1
	Bonus Feat

	6
	+6
	+5
	+2
	+2
	-

	7
	+7
	+5
	+2
	+2
	-

	8
	+8
	+6
	+2
	+2
	Heroic Stand

	9
	+9
	+6
	+3
	+3
	-

	10
	+10
	+7
	+3
	+3
	Final Stand


Quick Movement (EX): At First Level a member of Arthane’s Infantry gains the ability of Quick Movement. His Speed is increased to 45 feet base if he is wearing light or medium armor. This represents the heavy training all members of Arthane’s Infantry gain while serving in the company.

Brother at Arms (Ex): At Second Level an Infantryman has received enough Training to act with his fellow Infantrymen in complete Coordination. For every two Infantryman adjacent to him he gains a +1 AC bonus.
Bonus Feat: At 5th level an Infantryman gains a bonus feat, of the sort aviable to fighters.

Heroic Stand (EX): At 8th Level an Infantryman is capable of a Heroic Stand. If reduced below 0 hit points, he still remains conscious and able to fight. He however may not move more than 5 feet per round, and still loses hit points as normal of his state. He will fall unconscious at the end of the battle.

Final Stand (EX): At 10th Level an Infantryman is capable of a Final Stand. If reduced to below -10 hit points, he does not Die or Fall Unconscious, but continues to fight, losing hit points as if he were below 0. He may not move, and if he is reduced to below -25 hit points dies. He also dies at the end of the battle.

Note on the Stands: While Standing an Infantryman may receive no recovery of hit points. An Infantryman may terminate a Stand Voluntarily, with the effects and penalties of the stand also being removed.
