Armored Giant

Sometimes, a wall of iron appears on the battlefield, a warrior armored in armor, that has become a part of him. The armored giant has devoted his life to perfecting his combat abilities by bonding to his armor and his weapon. Often they are used to wear armor all day long and consider them to be part of their normal clothing, befor they start he bonding by applying their whole heart to the plates and hinges. Most often deep emotions, channeled into combat, feelings of loss, hate, love and other extreme emotions cause the person to bond, often without noticing it. The armor becomes a kind of substitution, a compensation and a purpose.

	Prerequisits

	Abilities
	Str 20

	Feat:
	Power Attack, Exotic Armor Proficiency, Improved Critical, weapon focus with a  one-handed or two handed sword of at least long-sword type or a battle-axe or greater, Endurance.

	Other
	Must possess at least a half plate armor

BAB +8


Game Rule Information

Seraphs have the following game statistics:

Hit Die: d12

Class Skills

The seraphs class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Intimidate (Cha/Str), Profession (Wis).
Skill Points at Each Add. Level: 2+Int.modifier

Class Features

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

Weapon and Armor: The Armored Giant is proficient with all simple and martial weapons as well as all kind of armor and all types of shield.

Armor Improvement: The armored giant is constantly improving his armor with his own energy. He automatically starts to bond to any heavy armor, he donnes. Every even level, an armored giant increases the capability of the armor he is wearing, but only if he is wearing at least half plate armor, and only if he has worn the armor for at least one month. The number of improvements is reduced by one, if he has not worn it for one month at least, but no improvement is gained at all, if he wears something lesser than half-plate. For each improvement applied to an armor, either the maximum dexterity modification is reduced by one or the armor check penalty is increased by one. If both are reduced to zero, no more modifications are applied. For each improvement, the arcane failure chance is increased by 5.

Whenever at least four improvements apply, the armored giant is considered to be one size category larger than he actually is in regard to grapples, bull rushes, trips and similar checks. This does not apply to weapons, feats, spells or magic items.

The following modifications can be applied. They will work as soon as the armor is donned and with each modification the armor looks more gothic, larger and and darker.

· Fortification: this improvement can be taken three times. This works just like the armor special ability.

· Damage reduction: each time, this modification is taken, the armor grants an stacking damage reduction of 1/-. This damage reduction stack with other types of damage reductions.

· Additional Size-Increase: For one round per point of constitution, the armored giant is able to increase his size for one category in regard to grapples, bull rushes, trips and similar checks. (as above). This stacks with the size increase gained for four improvements. The armored giant may use this ability once per day per each time, this improvement was taken.

· Spikes: The Armor grows spikes, one large or several small at one hand. An attack with a spiked hand does 1d6 points of damage. The armored giant is proficient with these spikes automatically. This improvement can be taken twice, once for each hand.

Weapon Improvement: from second level on and each even level thereafter, the armored giant is able to improve his weapon. This works just like the improvements done to armor, i.e. the armored giant each time choses an improvement from the list below, the he must be using the same weapon for one month at least to be able to use all of the improvements and it must be a sword or an axe as described above.

On fourth level, the weapon is changed into a weapon one category larger than normal, as soon as it is drawn/ unsheathed and one hit point damage is taken to pay the energy-cost by the armored giant. The weapon actually changes its size, gaining a more gothic and menacing look. The armored giant can use the weapon in the same way, he would use the original weapon, even if the weapon would be to large for him otherwise. He must have at least two improvements active, to use this ability (see above). If the weapon is used by any other person, it reverts to its normal size.

· Enhancement bonus: The armored giant may improve his weapon by putting an enhancement bonus of +1 into the weapon. This enhancement bonus is a magical bonus and does stack with the weapon’s own bonus. This improvement can only be taken once.

· Smite: Each time, thes improvement is taken, the charakter may use smite once per day. This is a smite can be carried through against every enemy. The armored giant receives an attack bonus equalling his charisma bonus and a damage-bonus equalling his armored giant level.

· Keen: The armored giant may improve his weapon with the keen ability. but only once.

· Kept weapon: The weapon can not be removed from the hand of the armored giant by any means, not by disarming attempts nor by magic, if the armored giant does not intend to let go of the weapon. In the same way, the weapon can not be destroyed by anything less than magic of at least 6th level power, as long as the armored giant holds the weapon fast.

· Energy Channeling: By channeling his own bodyly energy into the weapon, the armored giant may cause a blast of energy do an additionl 1d6 points of damage on the next hit that is scored during the next 3 rounds after using this ability. 2 hit points are required to grant 1d6. The character can use as many hit points as he got points of constitution. This ability may be used once per day per time it is taken.

· Weapon Size: For one round per point of constitution, the armored giant is able to increase the weapon’s size for one category. This stacks with the size increase gained for two improvements. The armored giant may use this ability once per day per each time, this improvement was taken.

Codex of the Armored Giant: The armore giant must sleep at least twice a week in the armor, he must accept every challenge by an armored enemy or an enemy, that uses a large weapon. He must always workt to improve his armor or to aquire a better one. He can not run from a fight. 

	Lv.
	BAB
	Fort
	Ref
	Will
	Special Abilities

	1st
	+1
	+2
	+0
	+0
	Armor Improvement

	2nd
	+2
	+3
	+0
	+0
	Weapon Improvement

	3rd
	+3
	+3
	+1
	+1
	Armor Improvement

	4th
	+4
	+4
	+1
	+1
	Weapon Improvement, Considered to be large with weapons

	5th
	+5
	+4
	+1
	+1
	Armor Improvement

	6th
	+6
	+5
	+2
	+2
	Weapon Improvement

	7th
	+7
	+5
	+2
	+2
	Armor Improvement, Considered to be large in armor.

	8th
	+8
	+6
	+2
	+2
	Weapon Improvement

	9th
	+9
	+6
	+3
	+3
	Armor Improvement

	10th
	+10
	+7
	+3
	+3
	Weapon Improvement


