Dragoons

Amongst the sparse mountains of Oerth there lies a citadel of untold mystery, the Temple of Drakonis. Here, amongst the serene surroundings of a monastery is where the fabled Dragoons of Drakonis train. The Dragoons are an order dedicated to the welfare of the people, an elite unit of specialized warriors that come out of the sanctity of the Temple of Drakonis in times of need. These warriors are far and few between, yet their skill and bravery are legendary amongst the people.

Wealthy nobles or poor paupers, Dragoons are usually noticed at an early age, and if possible, brought to the temple to begin their training if they so choose the harsh life of a Dragoon. Dragoons are known for their expertise with spears, and it has been said that Dragoons can leap inhuman distances and heights. Reports of fully armored knights leaping from the ground and landing atop their foe spear first abound. These reports are far from fictitious.

Hit Dice: 1D12

Level
Attack Bonuses
    Fortitude
     Reflexes
       Will
      Special Abilities

    1
         +1
         +2
         +0
         +1
Pseudo-Dragon Familiar, Exceptional Metabolism.

    2
         +2
         +3
         +0
         +1
Imbue-Spear, Lay on Hands.

    3
         +3
         +3
         +1
         +1
Divine-Grace, Impale, Divine-Boost. 

    4
         +4
         +4
         +1
         +2
Dragoon Spear, Imbue- Spear.

    5
         +5
         +4
         +1
         +2
Ignore Armor.

    6
         +6
         +5
         +2
         +2
Imbue-Spear, Leap 1/day.

    7
         +7
         +5
         +2
         +3
Blooming Rose 1/day.

    8
         +8
         +6
         +2
         +3
Imbue-Spear, Holy Imbue, Leap 2/day, Divine-Boost. 

    9
         +9
         +6
         +3
         +3
Dragon Friendship, Blooming Rose 2/day.

   10
       +10
         +7
         +3
         +4
Imbue-Spear, Leap 3/day, Drakonis’ Boon.

Requirements

Base Attack Bonus: +8

Alignment: Lawful/Good

Race: Any.

Feats: Weapon focus (any spear), Power Attack, Cleave, Great Cleave, Endurance, Quick Draw, Combat Reflexes, Improved Critical (same spear as weapon focus)

Skills: Jump: 11 ranks, Tumble: 4 ranks, Diplomacy: 2 ranks, Knowledge (religion): 4 ranks.

Class Skills (and key ability for each skill): Craft (Intelligence), Gather Information (Charisma), Intuit Direction (Wisdom), Sense Motive (Wisdom), Tumble (Dexterity), Use Rope (Dexterity), Ride (Dexterity), Jump (Strength), Heal (Wisdom), Swim (Strength), Climb (Strength), and Balance (Dexterity).

Special: The character must find a mentor Dragoon or a Priest of Drakonis to initiate him into the ranks of the Dragoons. This character must pass several tests to be determined by the DM to see if he is fit enough to become a Dragoon. After he is initiated he is assigned a Pseudo-Dragon that acts as his mentor and tutor. This Pseudo-Dragon is the one whom he must learn his skills from. 

Restrictions and Hindrances

Once the character takes this class he may never switch from it, for the bond between the Dragoon and Drakonis grows too strong for even the strongest willed characters to break.

A Dragoon must pay a tithe of 10% of all that he owns to the Church of Drakonis. 

A Dragoon must pray for 2 hours a day without being disturbed. If he does not do so, none of his powers function for the rest of the day. If he is disturbed he may start over, but must pray for 2 hours regardless of how much time he prayed before he was interrupted. 

A Dragoon is expected to show respect to royalty of any country, as well as to priests of other religions. This is because the Dragon God’s demand that the Dragoons set a good example for the other churches and for the people, for their reputation is reflected upon their sacred Dragoons. Failure to show respect may result in temporary loss of powers, depending on the DM’s decision.

Those who abandoned the path of a Dragoon may never return to it.  I would also bar those who have failed as a Dragoon from entering Paladin, and those who have failed as Paladins from entering as Dragoons: they already have the stain of inconsistency upon them.

Class Features

The following abilities are the various skills and abilities that a Dragoon may learn during their life- time. 

Weapon and Armor Proficiencies

A Dragoon is proficient with all simple and martial weapons, as well as proficient in the use of all armors and shields.

Pseudo-Dragon Familiar

Upon initiation into the ranks of the Dragoon the Dragoon receives a particularly smart pseudo-dragon to take with his journeys. This Pseudo-Dragon is his mentor, advisor, and more importantly, friend. Use the statistics for the Pseudo-Dragon from the Monsters Manual, page 152.

Exception-Metabolism

Because of his exceptionally hard training and rigorous exercise, the Dragoon gains several physical advantages. A Dragoon requires only 2 hours of sleep each night and needs only half the food and water of a normal person. Some say that Bahamut himself resides within the Dragoon, thus granting him this power, but skeptics insist that it be from their training.

Lay-on-Hands

(As Per Paladin – this description comes from the Player’s Handbook, page 42) A Dragoon can heal wounds by touch.  Each day they can cure a total number of hit points equal to their wisdom bonus times their level. The Knights can cure themselves.  They may choose to divide their curing among multiple recipients, and they don’t have to use it all at once.  Lay on Hands is a spell-like ability whose use is a standard action.

Divine Boost

At 3rd level, and again at 8th level, the Dragoon is empowered by his gods.  This takes the form of a +1 boost to a physical ability score chosen by the dragon gods at 3rd level, and an additional +1 boost to the same statistic at 8th level.

Imbue-Spear

The spear is the Dragoons weapon of choice, and as they progress with their training they soon gain a knack with it. The dragoon may imbue his spear with a +1 to attack, damage, or initiative for every other level he attains, starting at second level. If he loses the spear he has imbued, he loses that bonus, of course, and the bonus will not function for any other character.

Divine-Grace

Upon attainment of this ability, the Dragoon may add his Charisma modifier to all saving throws.

Impale

The spear is a puncturing weapon, and should be used as one in most cases. This ability utilizes the puncturing head of a spear to make a devastating attack. When the Dragoon decides to use this power he chooses a target and makes an average attack roll. If the Dragoon hits he causes double normal damage.  If he also scores a threat, the threat is automatically successful, causing critical damage in addition to doubled damage. (These damage bonus stack additively, not multiplicatively) However, the Dragoon plants his feet and extends himself when performing this maneuver, receiving an attack of opportunity from his target and forfeiting his dexterity bonus until his next turn.  An Impale is a full round action.

Dragoon Spear

Dragoons train to master the use of the spear to devastating effect, and are expert at in producing critical hits with their weapon of choice.  In the hands of a Dragoon, the base threat range of a spear is considered 19-20 instead of 20 only, and still deals x3 damage on a critical hit.

Ignore Armor

Due to the Dragoons extensive training and eventual mastery of jumping even when wearing the heaviest of armors, this ability now negates the dexterity restriction that any armor would impose on the Dragoon. Even in full-plate armor the Dragoon is still able to use his dexterity to the fullest, making him a deadly foe indeed. It also negates the penalties of jumping, climbing, and running while in armor, however, you still sink just as fast if you were in the water . . . 

Leap

This is the ability that has immortalized the Dragoons in the minds of thousands who have witnessed this extra-ordinary feat. When a Dragoon decides to use this ability, he chooses a single target, thereafter leaping into the sky. He leaps so high in-fact, that he can scarcely be seen. Leaping into the sky and selecting a target is a full-round action.  The next round, on his initiative, the Dragoon descends from the sky at high velocity, angling spear-first into his target.  The victim is considered

Flat-footed against this attack, which is resolved as a charge attack by the Dragoon.  If the Dragoon successfully hits, he does triple normal damage. Additionally, if he scores a threat, the threat is automatically successful, causing a critical hit, in addition to doing triple normal damage. (These bonuses stack according to normal D&D rules: additively, not multiplicatively)  Leap may only be performed when wielding a spear. Following a Leap, the Dragoon is considered Winded for three rounds, during which he may only perform a single, partial action each round.

Blooming Rose

This ability is a frightening sight indeed.  The Dragoon releases the dragon spirit within him, allowing him to tear through entire military units with terrifying speed.  Blooming Rose requires a full round

of preparation before use, and is a full round action (effectively requiring a round of delay before being performed, and requiring the entirety of the Dragoon's second turn).  The Dragoon attacks every enemy within reach of him, seeming to move so fast that his attacks blur together.  If he kills an enemy, instead of using a normal Cleave or Great Cleave, he may instead attack any enemy within 5' of the enemy he killed, including those who would normally be beyond his reach.  Under the most exceptional of circumstances, Dragoons have used this ability to slay great numbers of lesser opponents. A Dragoon is Winded for two rounds (as described above) upon completing a

Blooming Rose attack.

Holy-Imbue

At 8th level, the Dragon gods fill the Dragoon with their will, enabling any spear he uses to be instilled with one beneficial weapon enchantment, chosen by the Dragon gods as suitable for the Dragoon's temperament.  Typical enchantments might include Flaming, Icy, Shock, Disruption, Holy, Ghost Touch, Brilliant Energy, or Keen. (DM's discretion)

Dragon Friendship

The Dragoon becomes so in-tuned with the ways of Dragons that he begins to understand their fickle ways and even their greed. When dealing with a dragon a Dragoon gets a +5 charisma modifier.

Drakonis’ Boon

The most senior and honored of Dragoons receive a reward from Drakonis upon reaching 10th level in the class.  The Dragon-lord himself visits the Dragoon in a dream, revealed in his full majesty.  When the Dragoon awakens, he will have sprouted two wings, colored as suitable to his temperament.  They allow him to fly at movement rate 100' (poor).  These wings may be folded behind the character and in no way impede his movement through areas that a normal character of his size could pass through or change his Armor Class, although the character needs at least 20' of wingspan room to fly.  Effective rules for flying PCs are as follows: as a creature with poor maneuverability, the PC requires a Double Move in order to get up to speed for takeoff.  Beyond this, they obey all normal flight rules.  Also upon gaining his wings, or at any level thereafter that the

Character gains a feat (including a fighter bonus feat) the Dragoon Master may elect to take either Flyby attack or Flying Adaptation as a Feat.  Flyby Attack is described in the DMG.  Flying Adaptation represents the Dragoon's training with his flying abilities.  Flying Adaptation changes the Dragoon's maneuverability to Average, thus allowing takeoff after only a Full Move.

Notes from the Author
Thanks go to Melanie Creel for creating the first Dragoon prestige class. Also I’d like to give thanks to Lorcan Murphy. Without his improvements, suggestions, and guidance I probably would have grown disgusted with my own creation the first time I played it. Thanks a lot Lorcan. BTW, visit Lorcans site http://www.community3e.com/, the best source for original D&D class’, prestige classes, spells, and other neat stuff!
–Stuart Burns.
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