Godsman Prestige Class





Requirements:


Base Attack Bonus: +4


Base Will Save: +5


Knowledge(religion): 9 ranks


Knowledge(planes): 9 ranks


Sense Motive: 5 ranks





Hit Dice: d8





Class Skills: Bluff, Concentration, Craft, Diplomacy, Heal, Intimidate, Knowledge, Profession, Scry, Sense Motive, Spellcraft





Skill points per level= 4 + Int modifier





								      


	                                                                           


Level	BAB	Fort	Ref	Will	Special		   Domain Slot	Spells per day


1	0	2	0	2	Notice Potential      -		+1 caster level


				Breathe It In, Question Patron


2	1	3	0	3	Personal Domain    1		+1 caster level


3	2	3	1	3	Dabbler	      2		+1 caster level


4	3	4	1	4	Influence Destiny    3		+1 caster level


5	3	4	1	4	                              4		+1 caster level


6	4	5	2	5	P Domain (Prestige)5		+1 caster level


7	5	5	2	5	Jack of All Trades  6		+1 caster level


8	6	6	2	6	Dabbler	      7		+1 caster level


9	6	6	3	6	Will Incarnate	      8		+1 caster level


10	7	7	3	7	Know the Path	      9		+1 caster level





Notice Potential: Due to the Godsmen's belief that everyone has potential, they tend to notice it in others.  This insight allows them to find the strengths (and weaknesses) of character in others, granting the Godsman a +2 insight bonus to Bluff, Diplomacy, Intimidate, and Sense Motive checks.





Breathe It In: The Godsmen think that the point of the universe is to experience existence and, if they die, come back as something else and try again.  The Godsman cannot be Raised, Resurrected, or Revived, but is automatically reincarnated when they die.  See the attached reincarnation table (reincarnate.rtf) for a more planar-friendly (and Godsman-appropriate) table.





Question Patron: Divine Spellcasters of specific deities get a -1 morale penalty to saving throws due to lack of faith in the ultimate supremacy of their higher-up.





Spells per day: When a level in the Godsman class is taken, the character continues to advance in spellcasting ability in his previous class.  If the character had more than one spellcasting class, each level the character may choose which class advances.  Although the class requires no spellcasting ability to enter, the ability has no effect if the character cannot cast spells from another source.





Personal Domain: At second level, the Godsman acquires a bit of the personal insight he has been seeking, and begins to acquire Domain spell slots - one slot of each level starting at 1st(see the table above for the maximum spell level).  No other divine spellcasting is granted, and this spell slot and domain are considered apart from any other the character might already have.  The character gains a single domain (and domain power) appropriate to his personal philosophy, and can spontaneously cast these spells using the Personal Domain Slot only.  Bonus spells are not gained on these slots, and the save DC is 10 + spell level + Charisma modifier.  The caster level for these spells is the Godsmen's character level.  At 6th level, the Godsman gains an additional domain (which may be a prestige domain from Defenders of the Faith) appropriate to his philosophy, but still only has one slot of each spell level with which to cast these spells.  Note: Any Godsman gains these Personal Domains, even if they lack other spellcasting ability.  Also, while these spells are considered divine spells, they originate from the Godsman himself, and as such are not subject to caster level penalties while travelling the planes.





Dabbler: At 3rd level, and again at 8th, the Godsmen can choose any cross-class skill that is not exclusive and add it to the Godsman class skill list.





Influence Destiny: At 4th level, a Godsman who dies gains the ability to have a small amount of control over his next incarnation.  The Godsman may add or subtract a number up to his class level when rolling on the reincarnation table.  So, if a 5th level Godsman rolled a 75, he could choose any form within the 70-80 range on the table.  However, a natural 100 on a d100 roll cannot be overcome until 7th level.





Jack of All Trades: In their search for enlightenment, the Godsmen dabble in arts often foreign to them.  At 7th level, Godsmen gain the Jack of All Trades feat (source: Song and Silence).





Will Incarnate: The ultimate control one can expect over fate, the Godsman can now take the more preferable of two rolls on the reincarnation table before applying his Influence Destiny ability.  This ability is gained at 9th level.





Know the Path: At the pinnacle of the Godsmen abilities, Know the Path enables the character to treat all levels as extensions of a single core class.  Effectively, the character uses his character level for determining epic level abilities.  Additionally, the Godsman no longer suffers any penalties for multiclassing.








Reincarnation Table:





D00	New


Roll	Body:


01-02	Aarakocra


03-04	Aasimar


05	Ape


06	Baboon


07	Badger


08	Bakemono


09	Bauriar


10	Bear, Black


11	Bear, Brown


12	Boar


13-14	Bugbear


15-16	Centaur


17	Eagle


18-21	Elf


22	Genasi, Air


23	Genasi, Earth


24	Genasi, Fire


25	Genasi, Water


26	Githyanki


27	Githzerai


28-29	Gnoll


30-32	Gnome


33-34	Goblin


35	Hawk


36-38	Halfling


39-40	Hengeyokai


41-42	Hobgoblin


43-46	Human


47	Hybsil


48	Kappa


49-50	Kobold


51-52	Korobokuru


53	Leopard


54	Lion


55	Lizardfolk


56	Naga (Shinomen), asp


57	Naga (Shinomen), chameleon


58	Naga (Shinomen), cobra


59	Naga (Shinomen), constrictor


60	Naga (Shinomen), greensnake


61-62	Nezumi


63	Nixie


64-65	Ogre


66	Ogre (Shadowlands)


67-68	Orc


69	Owl


70	Pixie


71	Raven


72-73	Satyr


74	Siv


75-76	Spirit Folk


77-78	Tasloi


79-80	Tengu, crow-headed


81	Tengu, human-headed


82-83	Tiefling


84	Tiefling, Fey'ri


85	Tielfing, Tanarukk


86-87	Troglodyte


88-89	Vanara


90-91	Wang-liang


92	Wolf


93	Wolverine


94	Yeti


95-99	Reincarnated as previous race


00	Special (DM's choice)


