Son of Veshna (sov)

The Sons of Veshna are the chosen of the War Chosen. Each of them a great warrior and a devote follower of the purest ideals of Veshna, they are very powerful epitomes of war, feared on every battlefield they appear. They fight the war for its own sake. The Sons of Veshna are a brotherhood of fanatics. Somehow, they are not able to withstand the draw of battles, though it does not matter to them, on which side they fight. They are even known to switch sides or stand by for the rest of a battle, if they know, that this action prolongs the war. 

Requirements

Alignment: Neutral

Special: Must have been a member of the War Chosen PrC for at least one level.

Must be contacted by another Son of Veshna.

Must have been especially devote to the pure edicts of Veshna.

Class Skills

Bluff (cha), Climb (str), Craft (int), Handle Animal (Cha), Jump (str), Knowledge [War] (int), Ride (Wis), Search (Wis), Spot (Wis), Swim (str)

Skill Points at Each Level: 2 + Int

Class Features

Weapon and Armor: War Chosen are proficient with all simple, martial and exotic weapons, with all types of armor (heavy, medium, and light), and with shields.

Bonus Feat: On first and third level the son of veshna receives a bonus feat. He may use these feats to take feats from the fighter list, divine feats and extra turning.

Master of the Field: Whenever a son of Veshna stands his ground in a battle, he receives a bonus to either his AC, his attack or his damage equaling the number of opponents surrounding him. He may devide this bonus among the AC, attack or damage and can decide each round which to spend this bonus on. From 4th level on he receives a bonus +1 per opponent in a 10 feet radius.

Partners on the Field: A son of veshna receives per living peer on the battle field, fighting on his side, one partial action during a combat. He can take one extra action during each round. Whenever one of the sons is killed, captured or unable to fight on, the number of bonus partial actions is reduced by one. Therefor it is adviceble to take these actions early on during the combat.

Scourge of the Field: The son of veshna may use the sanctity of battle ability of the war chosen once a day (or one additional time per day if he already got this ability). In addition, while using this ability he may make five foot step whenever he is entitled to a follow up attack through a cleave-feat, up to his maximum movement rate. He got to spend one channeling attempt to use this ability.

Multi-classing: A son of veshna may only multi-class with either the war chosen prestige class, fighter, barbarian, priest/ cleric of veshna or monk.

Ex-War Chosen: If a son of veshna decides to follow a different god, or if he tries not to fight in a war he is close to, he does not loose the benefits this class, but will be hunted down by his brothers. Veshna seems to like to see his sons fall in battle, even those, that have betrayed him. Therefor it is the duty of every son of veshna to hunt down a traitor to veshna. Remember, that sons of veshna do not follow some stupid honor code of single-combat and such thinks. The war is treacherous and dirty, so are the sons, in some way, though you can rely on, that they will follow any codex of any specific war, just to be part of the war.
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	1
	+1
	+2 
	+0
	+0 
	Bonus Feat, Master of the Field

	2
	+2
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