Knights of Kalharia Prestige Class (Revised)

Justice and Vengeance. These are the two primary things that a Knight of Kalharia serves and the two things that they will rather die then give up. The Knights of Kalharia exact Justice on all living things, and carry out Vengeance against those who break the common codes of man: That one should not cheapen another’s life; whether it is by negligence or malice. They have gone up against Kings and Sorcerer-Kings, Wizards and Warlocks, Priests and Peasants. To them, none are excused from crimes for any reason, and they carry out their Justice without mercy and unflinchingly. To those who seek to just live their lives in peace and happiness, these they live to protect.

Requirements:


Alignment: Lawful Good or Lawful Neutral

Base attack +6
Feats: Weapon Focus (any Martial Melee), Toughness, Iron Will, Still Spell

Special: Must be able to case 2nd level arcane spells


HD: d10

Skills: 2 + Int modifier per level.


Class Skills: Concentration, Diplomacy, Climb, Handel Animal, Spot, Search, Decipher Script, Swim, Spellcraft, Ride, Listen
	Level
	Base Attack
	Fort Save
	Ref Save
	Will Save
	Special

	1
	+1
	+2
	+0
	+2
	+1 Spellcaster Level

	2
	+2
	+3
	+0
	+3
	Smite Chaotic 1/Day

	3
	+3
	+3
	+1
	+3
	Resilience

	4
	+4
	+4
	+1
	+4
	+1 Spellcaster Level

	5
	+5
	+4
	+1
	+4
	

	6
	+6/+1
	+5
	+2
	+5
	Presence of Order

	7
	+7/+2
	+5
	+2
	+5
	+1 Spellcaster Level

	8
	+8/+3
	+6
	+2
	+6
	Smite Chaotic 2/Day

	9
	+9/+4
	+6
	+3
	+6
	

	10
	+10/+5
	+7
	+3
	+7
	+1 Spellcaster Level


Smite Chaotic (Su): At 2nd level a Knight of Kalharia may Smite Chaotic beings once per day, this ability may be used twice (but both smites may not be used at the same time) per day at 8th level. This ability functions like a normal Paladin’s attack, save against chaotic creatures.
Presence of Order (Su): At 6th Level a Knight of Kalharia exudes a Presence of Order. All Lawful creatures within 30 ft. receive a +1 Morale bonus to Attacks and Saves while all Chaotic creatures within 30 ft. receive a -1 Morale penalty to Attacks and Saves.

Resilience (Ex): At 3rd Level a Knight of Kalharia is more resistant to death then a normal person. They do not die unless they hit –15 hit points, and may take partial actions if reduced to below 0 hit points.
Code of Honor: a Knight of Kalharia WILL attack any creature engaged in Murder, Dishonesty, Theft etc. They have no tolerance for it, in any person. This may cause them to enter seemingly hopeless battles. Note that no Knight of Kalharia will attack another without provocation. 
Knights of Kerian: a Knight of Kalharia who ceases to be Lawful becomes a Knight of Kerian. Although he only loses his Smite Chaotic benefit, he immediately becomes hunted by the Knights of Kalharia. They gain a +5 to attack, save DC’s and saves when dealing with Knights of Kerian. This of course, means few Knights of Kerian survive.

Spellcaster Levels: at 1st level and every 3rd level thereafter a Knight of Kalharia gains a spellcaster level in his Arcane spellcasting class. If he has more then two, then he chooses which. His choice of new spells is restricted as follows: any Evocation, Transmutation or Divination spell, any spell with the Acid, Cold, Electric, Fire, Force or Sonic Descriptors, Protection from Law, Dispel Magic, or Greater Dispel Magic 
