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Dragoon Prestige Class

For some reason everyone makes a Dragoon prestige class based on the classic Final Fantasy job.  Here’s mine – I saw it in a dream and then had to type it up.  It seems a tad strong, but better integrated with the normal rules than most Dragoon classes I’ve seen.
Dragoon
The Aerial Knight, Lancer, or Dragoon is a soldier with a unique attack method.  Leaping into the sky, he falls on his foes without mercy.

Hit Die: d10.

Requirements

To qualify to become a Dragoon, a character must fulfill all the following criteria.

Base Attack Bonus:  +7.

Jump:  10 ranks.

Tumble:  5 ranks.
Feats:  Dodge, Mobility, Spring Attack.

Weapon Proficiency:  Glaive, guisarme, halberd, lance, longspear, spear, shortspear, quarterstaff, and ranseur.
Class Skills

The Dragoon’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Jump (Str), Ride (Dex), Spot (Wis), Swim (Str), Tumble (Dex).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions. 


Skill Points at Each Level:  2 + Int modifier.

The Dragoon
	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Jump Bonus
	Special

	1st
	+1
	+0
	+2
	+0
	+2
	Jump charge

	2nd
	+2
	+0
	+3
	+0
	+4
	Dragoon jump +1d6

	3rd
	+3
	+1
	+3
	+1
	+6
	Long jump, haft grip

	4th
	+4
	+1
	+4
	+1
	+8
	Dragoon jump +2d6

	5th
	+5
	+1
	+4
	+1
	+10
	Drop jump, mighty critical

	6th
	+6
	+2
	+5
	+2
	+12
	Dragoon jump +3d6

	7th
	+7
	+2
	+5
	+2
	+14
	High jump, haft swing

	8th
	+8
	+2
	+6
	+2
	+16
	Dragoon jump +4d6

	9th
	+9
	+3
	+6
	+3
	+18
	Sliding grip

	10th
	+10
	+3
	+7
	+3
	+20
	Dragoon jump +5d6


Class Features

All of the following are class features of the Dragoon prestige class.


Weapon and Armor Proficiency:  Dragoons gain no new weapon proficiency.  They gain proficiency in light and medium armor, but not heavy armor or shields.  Dragoons generally avoid wearing heavier armor or shields, since the armor check penalties can interfere with their Jump checks.

Jump Bonus (Ex):  Dragoons train in the art of jumping, and gain an enhancement bonus equal to twice their class level to all jump checks.

Jump Charge (Ex):  A Dragoon can make a special charging attack, leaping through the air and landing on his foe.  Resolve this as a normal charging attack, except that the Dragoon must jump as part of his movement, and land in a square occupied by his foe (remember that a character can always choose to jump less distance than his Jump check allows).  Because of the speed and unusual angle of the attack, the Dragoon suffers no attacks of opportunity from his target for moving through the target’s threatened squares during the charge.  If the attack misses, the Dragoon lands prone in a random adjacent square.  If the attack hits, the Dragoon deals damage and then tumbles safely off the enemy, landing in any adjacent square of his choice.

A flying Dragoon that charges more than 20 feet can also gain the benefits of a jump charge.  If he misses a foe that is standing on the ground, he takes damage as though having fallen the distance of the charge.  If he misses an aerial foe, he tumbles and falls 50 feet, and the distance moved while charging also counts as distance fallen when calculating falling damage.

A Dragoon can also try to use the momentum of a jump charge to knock a foe down.  Treat this as a charging trip attack, except that the Dragoon ends up falling prone even on a successful trip attempt (on a failed trip attempt, the target gets no chance to trip the Dragoon, as he falls prone anyway).

Dragoon Jump (Ex):  This is the signature power of the Dragoon.  A Dragoon wielding a glaive, guisarme, halberd, lance, longspear, spear, shortspear, or ranseur deals extra damage when making a jump charge – 1d6 at 2nd level, up to 5d6 at 10th level.  The Dragoon’s jump must take him at least 20 feet horizontally or 10 feet vertically in order for him to deal the extra damage.  (Dropping 10 feet onto a foe counts).  Do not multiply this extra damage in the event of a critical hit.  The extra damage comes from the force and speed of the attack, and consequently applies even to creatures immune to critical hits and sneak attack damage.

A flying Dragoon deals this extra damage with any flying jump charge, but is still subject to the normal rules of a jump charge.


A Dragoon attempting to knock a foe down using a charging trip attempt adds the extra dice to the Strength check he makes to trip his target.

Long Jump (Ex):  A Dragoon can jump, in a single round, farther than his normal movement speed would allow, provided he is jumping as part of a charge or run action.  He may take a running start of at most 20 feet, but no other normal movement.

Haft Grip (Ex):  A Dragoon can hold a glaive, guisarme, lance, longspear, or ranseur further up on the haft, fighting with it as though it had a reach of only 5 feet, rather than 10 feet.  When holding the weapon in this manner, he strikes foes 5 feet away, not 10 feet, and threatens a radius of 5 feet, not 10 feet.  The Dragoon can switch between the haft grip and the normal weapon grip once per round on his turn as a free action.


Drop Jump (Ex):  At 5th level, when a Dragoon jumps down from a height, he can make a Jump check.  When calculating falling damage, treat the fall as if it were shorter by a number of feet equal to ¼ the Jump check result.  At 7th level, treat the fall as if it were shorter by a number of feet equal to ½ the Jump check result.


Mighty Critical (Ex):  When a Dragoon is wielding a glaive, guisarme, halberd, lance, longspear, spear, shortspear, or ranseur, the weapon’s critical hit multiplier increases by 1 step (from x3 to x4).


High Jump (Ex):  Double the Dragoon’s high jump distances.  With a running start, the Dragoon can jump upward a number of feet equal to ½ his Jump check result; without a running start, he can jump a number of feet equal to ¼ his Jump check result.  When making a long jump, the highest point of the jump is ¼ to ½ the distance jumped (at the Dragoon’s option).  (The distance the Dragoon can fall using the drop jump ability also doubles.)

Haft Swing (Ex):  When wielding a glaive, guisarme, lance, longspear, or ranseur as a non-reach weapon using the haft grip ability, the Dragoon can fight with it as though it were a double weapon, striking with the base of the weapon.  The weapon’s base deals damage as a quarterstaff (1d6 for a Medium-sized Dragoon, 1d4 for a Small Dragoon) but is considered a light weapon for purposes to two-weapon fighting penalties.

Sliding Grip (Ex):  The Dragoon becomes so adept at fighting with the glaive, guisarme, lance, longspear, and ranseur that he can use these weapons as both reach weapons and normal weapons at the same time, striking foes 5 or 10 feet away in the same round and threatening all foes within 10 feet.  However, he still can’t use the weapon as a reach weapon and a double weapon at the same time – when making a full attack, he can’t make an extra attack with the base of the weapon if he used the weapon’s head to strike a foe 10 feet away.  The Dragoon always threatens within a 10 foot radius, even if he uses the weapon as a double weapon during his turn.
