The Draco Knight (a new prestige class made by Fabio & Giuliano)





The Draco Knight is a high secret force, in sense there are few on world, of protector of dragon chosen by the god of the dragon Bahamut and Tiamat.


The person is chosen after a friendly encounter with a dragon of the alignment of the god ( in fact the alignment permitted are any good or evil) and after making a significant deed for them.





Hit die: d10


Skill point: 4 x level


Base attack bonus: same as fighter


Good saving throws: Fortitude and Will (same as Cleric)


Class Skill: Appraise, Balance, Climb, Escape artist, Hide, Intimidate, Intuite direction, Jump, Knowledge (arcane), Listen, Move silently, Swim, Search, Spot, Tumble, Wilderness lore.


Racial restriction: Humans or Cross-Humans (half-elves, half-orcs,  aasimar, tiefling)


Armour restriction: cannot wear any armor


Alignment allowed: any good (for Bahamut) or any evil (for Tiamat)


Requirement: +8 base attack bonus


            Feats: weapon Focus, Weapon Specialization, Combat Reflexes, Dodge


            Intimidate: 6 ranks     


            To have a friendly encounter and to do a significant deed for a dragon





                     Base attack bonus                                      Special     


1st level                    +1                         Detect (evil if good) at will / Scale flesh +4AC  


                                                                         (good if evil)


2nd level                   +2                          Racial enemy +1 / Lightning movement





3rd level                   +3                                 Wings of Dragon (20’ clumsy) / 


                                                                      Protection (good or evil) 1/day


4th level                   +4                           Dragon Awe (DC 13) / Racial enemy +2 /


                                                               Improved Critical (as Weapon Master) 


5th level                   +5                           Wings of Dragon (30’ poor) / 


                                                                Elements or Spell protection


6th level                 +6/+1                        Protection (good or evil) 2/day / 


                                                                Racial enemy +3


7th level                 +7/+2                        Dragon Awe (DC 15) / Wings of Dragon


                                                                                                     (40’ average)


8th level                 +8/+3                        Racial Enemy +4 / Fly-by Attack





9th level                 +9/+4                        Wings of Dragon (50’ good) / 


                                                                Dragon Awe (DC 18) / Protection (g,e) 3/day


10th level               +10/+5                      Racial enemy +5 / Rage of the Wyrm








Scale Flesh: the skin of the Draco Knight becomes scaly, actually transmutating into a lesser Dragon hide. The character gains a +4 natural armour bonus from now on; if his natural armor (not countingmagic or anything else) was already +3 or better, it improves only by +2(for example a Half dragon/Half human Draco Knight gets a total natural armor of +6). The scales matches the color of the draconic power sponsor: silvery white for Bahamut, dark grey with shades of red, green, black, blue and white for Tiamat. The scales don’t hinder in any way the movement or the ability to cast spells, but the character from now on cannot wear any type of armor (of course he can always use shields, rings, bracers, cloaks and so on to improve his AC, he simply cannot put on himself any kind of suit of armor, from Padded to Fullplate).


Racial enemy: the worst foe of a Dragon is another Dragon, and the Draco Knight is a sort of. This ability is similar to the Ranger’s favoured enemy (and, if the character is actually a Ranger, stacks with) but with some substantial differences:


1-	The bonus to damage applies only to melee attacks made with the weapon(s) the Draco Knight is specialized with;


2-	These are only Listen, Spot and Wilderness Lore bonuses (not Bluff and Sense Motive);


3-	The racial enemy must be Evil Dragons (for Bahamut’s Draco Knights) or Good Dragons (for Tiamat’s)


4-	This is a racial enemy, a race that the Dragon Power sponsor battles with since millennium and the Draco Knight shares a bit (a very tiny bit…)of this eternal rage; this is the reason the character doesen’t gain the same bonus with neutral Dragons (they were, by name, neutral to the conflict) or worse, Aligned Dragons (hey, they share your same cause, what the hxxl are you thinking, ass?).


Lightning Movement: this peculiar ability, exclusive to the Draco Knight, allows him to inherit a burst of bestial, preternatural quickness of action, allowing him to perform extra actions. He can perform an extra partial action per round for a maximum of 3 + Dex bonus (if any) per day. The partial action can be only a physical one (as a move equivalent action, a movement, etc.) or a melee attack (but only with a weapon he is specialized with), but not a spell, spell like ability, supernatural ability and the like (even Rage of the Wyrm cannot be used in the same round he activates Lightning Movement). The Draco Knight must declare he uses Lightning Movement during his action, it takes time in itself (as a Barbarian Rage). It’s an extraordinary ability. 


Wings of Dragon: the Draco Knight grows on his back a pair of bat-like wings like a Dragon; this wings matches the scales color. The Character’s fly speed and manoeuvrability improves by level (see table). If the character has already wings (for example a Half Fiend),he uses his fly speed and manoeuvrability or the Draco Knight’s ones, whichever is better. Check the fly spped and the manoeuvrability separately (for example, a Draco Knight who was a Tiefling with a fly speed of 60’ and average manoeuvrability, when reaches the 9th level doesn’t improve his fly speed (60’ is better than 50’) but improves his manoeuvrability from average to good).


Dragon Awe: the Draco Knight shares the frightful presence of the older Dragons; he is surrounded by a 30 feet radius aura of fear that potentially affects all creatures with fewer HD or Levels than the Draco Knights. A potentially affected creature must succed in a Will save (see table for DC); if he succeds he is immune to the Draco Knight’s frightful presence for the rest of the day. On a failure, creatures which HD are half or less than the Draco Knight’s level become panicked for 4d6 rounds (as per a Dragon’s Frightful Presence) and the others become shaken for 4d6 rounds. Notice that all Dragons (even Wyrlings) are immune to the Draco Knight’s Dragon Awe. Notice also that the Draco Knight is not immune to a Dragon’s Frightful Presence (although he can, of course, succed in his Will save). The Dragon Awe can be activated and suspended as a free action; the duration is twice the Draco Knight’s level in round per day, and the character can spread this duration at will (minimum 1 round). The Dragon Awe is a supernatural ability.


Protection from Elements or Spell: the good character gain a magical resistance pair at 5 + level of Draco Knight, the evil ones gain an elements protection from acid, fire, cold and electricity pair at 10.


Fly-By Attack: the characters gain the ability that is described in the Monster Manual and consists in a similar Spring Attack feat, but is better, because it allows to take any partial action during its move, not just an attack action. 


Rage of the Wyrm: the Draco Knight, once per day, can unleash the raging fury of Dragons he inherits upon his opponent. He can use this ability only during his action, and cannot share his benefits with his attacks of opportunities or any readied action (in fact, he cannot ready any action at all during the round he activates Rage of the Wyrm); he can still make attack(s) of opportunity during the round he triggers his powers, but these attacks are rolled normally, not gaining the ability bonuses. The Draco Knight can choose which type of rage wants to unleash (he cannot use one type and the other; he has only one Rage per day and he must choose which one during the activation); the Rage can only be used with the melee weapon (or one of the melee weapons) he is Specialized with. Rage of the Wyrm is an extraordinary ability.


1-	ENRAGED FURY: the Draco Knight enters a frenzied state of bloodlust and power: all his melee attack rolls are made at -4 penalty, but all his damage rolls are maximized (a Longsword inflicts 8 points of damage plus any bonuses, etc.); critical hits rolled are not maximized, nor even sneak attacks, bonuses from energized weapons, etc.


2-	FOCUSED FURY: the Draco Knight focuses all his rage and bloodlust into one of his melee attacks; he can still use the full attack bonus (and so gaining the benefit of multiple attacks), but all of his attacks are rolled normally, save for one (the Draco Knight choose which attack is “charged” before rolling). This melee attack is made at +4 bonus and his damage roll is maximized; if he scores a critical hit, this is maximized too. He doesn’t maximize sneak attacks, energize weapon bonuses and the like.


