Divine Champion

HD: d10

Requirements:

BAB : +7

Skill: K(Religion) 3 ranks
Feat: WF(Weapon)

Patron Deity: Must have one, and must be the one she serves.

Class Skills: Climb, Craft, Handle Animal, Intimidate, Jump, K(religion), Ride, Swim

SP : 2 + Int mod.
	Class Level
	BAB
	Fort
	Ref
	Will
	Manifester/Caster Level
	Special

	1st
	+1
	+2
	+0
	+0
	+0 
	Divine Mind, Lay on Hands

	2nd
	+2
	+3
	+0
	+0
	+1
	Bonus Feat, Sacred Defense + 1

	3rd
	+3
	+3
	+1
	+1
	+1
	Bonus Feat, Smite Infidel

	4th
	+4
	+4
	+1
	+1
	+1
	Bonus Feat, Sacred Defense + 2

	5th
	+5
	+4
	+1
	+1
	+1
	Bonus Feat, Divine Wrath


Weapon and Armor Proficiencies: Proficient with all simple and martial weapons but with not with any armor or shields.  

A Divine Champion gains a new caster or manifester level, depending on her previous classes, at her 2nd, 3rd,4th and 5th level of this class.

Divine Mind – At 1st level, the Divine Champion chooses which stat bonus she will use for all of her Divine Champion abilities. This stat bonus must be Wisdom, Intelligence, or Charisma.
Lay on Hands (Su) – As the Paladin ability, except the Divine Champion heals up to her HP + 2* Divine Mind bonus. If a Paladin takes this class, this overwrites her Lay on Hands ability.
Bonus Feat: At 2nd and at 4th level, the Divine Champion may select a bonus feat from the following list. She must meet any prerequisites for a feat in order to select it.:

Blind-Fight, Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency, Improved Critical, Improved Initiative, Improved Turning, Quick Draw and Weapon Focus, Two-Weapon Fighting, Many Shot, Precise Shot, Shot on the Run, Improved Two Weapon Fighting, Two-Weapon Defense, Far Shot, Improved Precise Shot, Greater Two Weapon Defense, Zen Archery, Rapid Shot, 
Sacred Defense: At 2nd level, the divine champion gains a +2 bonus on saving throws against divine spells, as well as the spell-like and supernatural abilities of outsiders. When she reaches 4th level, the bonus increases to +4.

Smite Infidel (Su): Once per encounter, a divine champion of at least 3rd level may attempt to smite a creature that has a different patron deity (or no patron deity at all as long as it has Int 3 or higher) with one normal attack. She adds her Divine Mind bonus (if any) to the attack roll and deals 1 extra point of damage per divine champion level and 1 extra point of damage per every 2 of her other levels (that is, her character level minus her divine champion level) . For example, a 4th level divine champion who has a character level of 10 armed with a longsword would deal 1d8+7 points of damage, plus any additional bonuses from high strength or magical effects that would normally apply. If a divine champion accidentally smites a creature that is not of an opposing alignment or deity, the smite has no effect but is still used up for that encounter. If a divine champion previously had the Smite Evil ability, this adds 1 to the amount of times she can use this ability in combat.
Divine Wrath (Su): Once per day a 5th level divine champion can channel a portion of her patron deity’s power to greatly enhance her own battle prowess. She gains DR 5/- and +3 bonus to attack rolls, damage, and saving throws for a number of rounds equal to her Divine Mind modifier (minimum 1 round). Good – Sacred bonuses, Profane- Evil, Neural –Picks. 
