Knight of the Orders

This prc is automatically taken, whenever a character without a prc enters one of the orders of the Hillsites.

	Lv.
	Attack Bonus, Spells Special Abilities, Saves, Weapons, Armor
	Bonus Abilities
	Orisons

	1
	As the class, the Knight entered the prestige-class from
	Proficiency in Hand-Crossbow and Light Crossbow, Holy amulet of the orders, Divine Community
	-

	2
	
	Clerical Orisons
	1

	3
	
	Leadership Feat (Virtual: Cohort only (Squire))
	2

	4
	
	Leadership Feat (Virtual: one Follower)
	2

	5
	
	Police Authority in the Hillsites 
	3

	6
	
	Leadership Feat (Virtual: full Followers)
	3

	7
	
	+1 Devine-bonus on Will-Saves, as long as Holy Symbol is worn
	4

	8
	
	Rally Troops as Warmaster
	4

	9
	
	Judicial Authority in the Hillsites
	5

	10
	
	Command of a small stronghold or base
	6


Prerequisits: 

Attack Bonus: +3

Alignment: Any good or lawful neutral.

Special:
- Must have been a Paladin or a Squire to a Knight of the Order for at least one level.

· Must have been recommended for knighthood by a Knight of the Order and been accepted by the Master of the Order or one of the two lesser Master (Master Builder or Templar). 

· Must not violate the Code of the Order.

· Must know how to ride an animal that is capable to fight in a war (at least Ride-Skill-Base 2).

· Must be proficient with at least one Weapon that can be used on a battlefield (quarterstaff is enough)
· Must swear the oath of the Order and comply to it.

Skills: as previous class with the knowledge [court] skill in addition.

Abilities: The Virtual Leadership Feat is treated like the normal feat, although the Knight receives a Cohort only first and can not use the feat to its full abilities. The cohort is a squire. The squire may stay for one level only but is replaced instantly with another one. The only exception to this is, if the squire was killed, or the squire left due to misbehaviour on the side of the knight. A new squire can be one of the followers or a totally new character. Of level one to three.

Knights of the Order receive Police Authority in the Hillsites on 5th level. This means, that they are allowed to use police facilities (e.g. prison cells) and most authorities make an effort to help the knight in his investigations. 

The Judicial Authority  is an even more complicated matter, because the knight is considered to be a judge, when no other judicial institution is available. This means, he combines judicial and executive authority in one person.

Only the best and most trusted knights are allowed to advance to this level. 

The Amulet of the Orders: This Amulet is a holy symbol and allows the knight to use it as such. In addition it grants a magic resistance of 25 vs. mind reading spells regarding information about the order. And it glows, if the knight is called by the master of the order or the artifact itself.

Divine Community: All Knights of the Orders are considered to be divine spellcasters of the same class, when participating at a ritual of divine magic conducted by a divine spellcaster who is a knight of the order. The resulting spell may not be against oath, code or ethos. 

Violating Oath, Code or Ethos: A knight, who violates either Oath, Code or Ethos of the order or whose alignement changes to one not allowed in the Order first loose the ability to cast orisons as well as the devine-save-bonus. When his violation becomes known, he will most often loose his squire and his followers. The order will make clear to all authorities of the hillsites, that the knight is not allowed to wield executive or judicial authority and any command over a stronghold is withdrawn. The knight is not expelled automatically from the order, but my try to redeem himself. A knight can atone through quests and good deeds.

But never forget: the ultimate head of the order is a quasi-deity-artifact that can grant spells of up to 6th level and whose only purpose is to watch over the order. Therefore, there is no use in betraying the Staff. 

Code: 

1. 10% of all income goes to the order as a tithe

2. You may not own items of an evil nature or alignment.

3. abhore gluttony.

4. The colors of the order have to be worn openly on the armor or shield

5. Never draw weapons vs. another Knight of the orders except in cases of personal Honor (in which case the head of the order has to decide!) or an ordeal.

6. A Knight is not allowed to build or manage a castle without the consent of the order.

7. The knight got be present at at least one meeting of the order during a year but may get leave.

Ethos:

1 Living his Live, that it is worth to be respected and to be honoured.

2 Fair Play: Never attack an unarmed (Magic-users and people using their body as a weapon are not considered unarmed). Never attack from behind (except when there is no other way). Deceit and torture are no options.

3 Guard innocents, self-discipline, respect authority, uphold the law

4 Courage in word and deed, revenge the abused, defend the weak and innocent, to fight for ones honour, never desert a friend, ally or noble cause (except, when you can help them more, if you do)

5 Keep ones word of honor, stay true to your own principles, never deceive your friends or comrades, respect live

6 Good manners, be friendly and considerate.

7 Be loyal towards the Orders

Oath: 


I stand here in the face of the gods,


In the temple of peace, freedom and justice,


In their face, I do swear this oath,


That I will uphold the rules of the Knighthood


And that I will further the welfare of my fellow men.


For that I will one day stand, honourably and glorious,


Right by the side of my knightly brothers


To follow Amabea in the last battle.

(Ich stehe hier im Angesicht der Götter

Im Tempel des Friedens, der Freiheit und der Gerechtigkeit.

In ihrem Angesicht schwöre ich,

die Regeln der Ritterschaft zu bewahren

und das wohl meiner Mitmenschen zu fördern.

Auf das ich eines Tages ehrenvoll und ruhmreich

An der Seite meiner ritterlichen Brüder 

Amabea in die letzte Schlacht folgen kann.)

