War Chosen (wch)

Many are the followers of the Gods of war, especially during a time of war. Whole knight-hoods are devoted to these gods, mercenaries hope for their blessing. Their proxies and priests seem to be the peek of these devotees, but there are those, who are chosen by their god to fight The War, that will glorify the god. These War Chosen, chosen by the god of war, need to fight in the wars and will follow the war, after they are chosen. 

Nothing may hinder the chosen from fighting the war, else the war will fight him and all who hindered him.

War chosen tend to be lawful, but nothing prevents a God of war to choose someone of a evil alignment, as long as the war will be faught. Their only duty is to fight in the wars, that surround them.

Requirements

BAB: +7

Skills: Knowledge (Religion) 10, Knowledge (War) 6

Feats: Weapon Focus (favorite weapon of the god), True Faith or Devout Faith (Book of hollowed might).

Special: Must have been severely wounded during a war and faught on.

Must have either Weapon Specialization with the deities favored weapon or the ability to smite.

Must have been chosen by a god of war.

Class Skills

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

Skill Points at Each Level: 2 + Int

Class Features

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

Divine Channeling: If the war chosen was is not already able to channel divine energy, he receives this ability on first level. The war chosen is able to channel divine energy, just like a cleric, but is not able to turn undead. For the war chosen the only way to channel the divine energy, ist to use divine feats. He may channel a number of times per day equal to three plus his Charisma modifier. He may take the take the extra turning feat.

Extra Turning: The war chosen receives the feat extra turning on first level.

Sacred Weapon: Whenever the war chosen blesses a weapon in the morning with his own blood, taking one point of damage per bonus gained and channeling one , the weapon receives an enhancement bonus of +1 to attack and damge. This bonus stacks with other enhancement modifications of the weapon and will overcome damage  reductions. On level 5 and 8, the war chosen can increase this enhancement bonus by one point to a maximum of +3.

Sanctity of Battle: The war chosen enters a holy state of war meditation. By channeling one of this divine channeling attempts, he temporarily gains +2 to Strength, +2 to Constitution, +2 to Dexterity and +10 ft to his base movement. 

The increase in Constitution increases the war chosen's hit points by 1 point per level, but these hit points go away at the end of the sanctity of battle when the Constitution score drops back to normal. While in this state, a war chosen cannot use skills or abilities that require patience and concentration. He can use any feat he might have except for Expertise, item creation feats, metamagic feats, and Skill Focus (if it's tied to a skill that requires patience or concentration). 

A fit of sanctity of battle lasts for a number of rounds equal to 3 + the character's (newly improved) Constitution modifier. The war chosen may not prematurely end the sanctity voluntarily, if the battle has not ended. The war chosen can only start the sanctity of ballte once per encounter. Entering a sanctity of battle takes no time itself, but the war chosen can only do it during his action.

Bonus Feat: On third and seventh level the war chosen receives a bonus feat. He may use these feats to take feats from the fighter list, divine feats and extra turning.

Beacon of War: The war chosen becomes a beacon on the battle field. All allies within a radius of 10 feet per charisma bonus receive a moral bonus of +1 against all mind affecting magic for the duration of the combat. To leave the battle field, the allies must succeed at a will save vs. DC 10 plus the level of the war chosen, plus his charisma bonus.

Proxy of War: By using two channel attempts, the war chosen becomes a proxy of war. Everyone, who is not a devotee of the war deity and not on the side of the proxy of war, must succeed at a will save vs. DC 16 plus the war chosens charisma bonus or be affected by a fear spell. All worshipers, of war, fighting on the side of the war chosen receive a moral bonus of +2 to attack and damage rolls as well as to AC. These modifications will last for 5 rounds plus one round per charisma bonus of the war chosen. All in a radius of 10 feet per charisma bonus are affected.

Ex-War Chosen: If a war chosen decides to follow a different god, or if he tries not to fight in a war he is close to, he looses all benefits from this prestige class. The only way to receive back the benefits, is, to be subject to an atonment spell.
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	1
	+1
	+2 
	+0
	+0 
	Divine Channeling, Sacred Weapon +1, Extra turning.

	2
	+2
	+3
	+0
	+0 
	Sanctity of Battle (once per day)

	3
	+3
	+3
	+1
	+1 
	Bonus Feat

	4
	+4
	+4
	+1
	+1
	

	5
	+5
	+4
	+1      
	+1 
	Sacred Weapon +2

	6
	+6
	+5
	+2      
	+2 
	Beacon of War

	7
	+7
	+5
	+2
	+2 
	Bonus Feat

	8
	+8
	+6
	+2      
	+2 
	Sacred Weapon +3

	9
	+9
	+6
	+3
	+3 
	Sanctity of Battle (twice per day)

	10
	+10
	+7
	+4 
	+4
	Proxy of War


