Seraph

(Adapted from the PrC found at the ENWorld-Forums once upon a time)

“And I will strike down upon thee with great vengeance and furious anger those who attempt to poison and destroy my brothers. And you will know I am the Lord when I lay my vengeance upon you.”

Perhaps it began in childhood, when your parents searched the entire town for you, only to find you sitting quietly before a shrine altar. Perhaps later, when you realized, that other people did not realy hear angels speaking to them. 

Whatever started the change, you’ve come to realize something: you have been called to assume the armor of the divine and take your place in the ranks of the heavenly host, defending the truth of your god.

	Prerequisits

	Abilities
	Ability to cast Bless Weapon spell as a divine spell, Smite Evil

	Skill:
	Knowledge [religion]: 8

	Other
	Language: Celestial.

BAB +7

Alignment: any good


Game Rule Information

Seraphs have the following game statistics:

Hit Die: d8, only up to 5th level and any odd level therafter. The seraph receives no additional hp on level 6, 8 and 10.

Class Skills

The seraphs class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Knowledge (nobility and royalty) (Int), Knowledge (religion) (Int), Profession (Wis), Ride (Dex), and Sense Motive (Wis).
Skill Points at Each Add. Level: 2+Int.modifier, only up to 4th level and any even level therafter. The Seraph receives no additional skill points on the leves 5, 7, 9. On level 11, he receives skill points normally.

Class Features

All of the following are class features of the Air Crafter:

Weapon and Armor: Seraphs are proficient with all simple and martial weapons, with all types of armor (heavy, medium, and light), and with shields (except tower shields), although this changes while they advance.

Ringing the Spheres: As a standard action, the Seraph may invoke the effect of the Deafening Clang spell. This is a supernatural ability. The spell’s effect and duration is derived from the Seraph’s class level, plus any paladin-level the seraph may posses.

Natural Armor: The Seraph receives a natural armor bonus +1 from his celestially imbued skin.

Smite Evil: The Seraph may use the smite evil ability of the paladin. Seraph and paldin-levels stack.

Lay on Hands Like paladins, seraphs are able to lay on hands. Levels in both classes stack.

Paladin Spells: If the Seraph received divine spells like a Paladin, he continues to advance in these spell-casting abilities but only at half the rate on every even level.

Unearthly Strength, Unearthly Beauty, Unearthly Weisdom, Unearthly Insight, Unearthly Health: The Seraph receives these bonuses as celestial bonuses to his ability scores on the given levels.

Natural Weapon: A seraph’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.
Armor of God: As a standard action, the seraph may invoke the effects of the silverbeard spell, three times per day. The spell creates a protective flaming holy aura around the seraph, rather than affecting the seraph’s beard. Repeated use of the spell begins to leave a faint glow of ethereal flames around the seraph. This is a supernatural ability. The spell’s effect and duration is derived from the seraph’s class level plus any paladin caster levels which the seraph may possess.

Grapes of Wrath: As a standard action, the seraph may invoke the effect of the righteous fury spell. This is a supernatural ability. The spell’s effect and duration is derived from the seraph’s class level plus any paladin caster levels which the seraph may possess.

Protection from Evil 3/day: The seraph is able to use this spelllike ability three times per day. The spell’s effect depends on the character level of the seraph.

Bless: Once per day, the seraph may use the spelllike ability bless. The spell’s effect depends on the character level of the seraph.

Aid: Once per day, the seraph may use the spelllike ability aid. The spell’s effect depends on the character level of the seraph.

No Armor: From 5th level on, the seraph loses his ability to use armor, because he feels awkward using it. Whenever he uses any armor that he is not allowed to use, he receives the armor-bonus as a negative modification to any skill check and double the armor-bonus as negative modification to his attacks.

Neutralize Poison: Once per day, the seraph may use the spelllike ability neutralize poison. The spell’s effect depends on the character level of the seraph.

Unearthly Fortitude: From 6th level onwards, the seraph receives a celestial bonus of +4 on fortitude saves made against poison.

Holy Smite: Once per day, the seraph may use the spelllike ability Holy Smite. The spell’s effect depends on the character level of the seraph.

Dispel Evil: Once per day, the seraph may use the spelllike ability Dispel Evil. The spell’s effect depends on the character level of the seraph.

Wings: On 7th level a bell rings and the serapfh grows angelic wings either black or white at the players choice. The player may fly at his speed.

Immunity to : The seraph becomes immune to cold (7th lv) and electricity (10th lv).

Holy Word: Once per day, the seraph may use the spelllike ability Holy Word. The spell’s effect depends on the character level of the seraph.

Unearthly Sight: from 8th level on, the character receives darkvision 60 ft.

Hallow: Once per day, the seraph may use the spelllike ability hallow. The spell’s effect depends on the character level of the seraph.

Damage Reduction: From 7th level on, the seraph posesses damage reduction 5/ magic. The damage reduction improves to 10/magic on 9th level.

Blaze of Glory: As a standard action, the seraph may invoke the effect of the revenance spell. This is a supernatural ability. The spell’s effect and duration is derived from the seraph’s class level plus any paladin caster levels which the seraph may possess. This ability is changed into resurrection on 11th level.

Holy Aura: Three times per day, the seraph may use the spelllike ability holy aura. The spell’s effect depends on the character level of the seraph.

Revelation: On 11th level the seraph fully develops his angelic blood and takes on the half-celestial template. The seraph receives the following modification (left over from the modifications that came upon him during the advancement in this class): 

· +2 celestial bonus on Dexterity, Strength, Charisma and Constitution

· Ability to use, once per day, the spell-like abilities Mass charm monster and summon monster IX

· Immunity to acid and diseases

· Use Daylight spell at will.

· He becomes an Outsider

· Spell resistance equal to creature’s HD + 10 (maximum 35)
In exchange, the god, that he is a devoted follower to, may call on him, anytime, without the character being able to object. Evil outsiders will single out the character and may hunt him down.

(The advancement of BAB and Saves is rather unusual at higher levels, but this is intended, because the number of advantages gained during the progression is rather high and the missing advancement compensates for the gaining of the half-celestial template, which got an ECL of +3 on higher levels.

	Lv.
	BAB
	Fort
	Ref
	Will
	Special Abilities

	1st
	+1
	+2
	+0
	+2
	Ringing of the Spheres 3/day, +1 natural armor, Smite evil, lay on Hands, Remove Disease, Paladin Spells 1/2

	2nd
	+2
	+3
	+0
	+3
	Unearthly Strength (+2 str)

	3rd
	+3
	+3
	+1
	+3
	Armor of God 3/day

	4th
	+4
	+3
	+1
	+3
	Unearthly Beauty (+2 cha), natural weapons.

	5th
	+5
	+4
	+1
	+4
	Grapes of Wrath 3/day, Protection from evil 3/day, Bless 1/day, Aid 1/day, No Armor (Shield).

	6th
	+5
	+4
	+1
	+4
	Unearthly Wisdom (+2 wis), Neutralize Poison 1/day, No Armor (Heavy Armor), Unearthly Fortitude 

	7th
	+6
	+4
	+1
	+4
	Holy Smite 1/day, Dispel Evil 1/day, Wings, No Armor (Medium Armor), Immunity to Cold, Dalyight spell 3* per day, Damage reduction 5/ magic

	8th
	+6
	+4
	+1
	+4
	Unearthly Insight (+2 int), Holy Word 1/day, No Armor (Light Armor), Unearthly Sight

	9th
	+7
	+5
	+2
	+5
	Unearthly Health (+2 con), Hallow 1/day, Blaze of Glory 1/day, Damage reduction 10/ magic

	10th
	+7
	+5
	+2
	+5
	Unearthly Wisdom (+2 wis), Holy Aura 3/day, Immunity to Electricity

	11th
	+7
	+5
	+2
	+5
	Revelation


