GUARDIAN
Table:  The Guardian
	Level
	Base Attack Bonus
	Fort Save
	Ref

Save
	Will

Save
	Special
	Spells per Day

	
	
	
	
	
	
	1
	2
	3
	4

	1
	+1
	+2
	+0
	+2
	Guard +1
	—
	—
	—
	—

	2
	+2
	+3
	+0
	+3
	Loyalty +2
	—
	—
	—
	—

	3
	+3
	+3
	+1
	+3
	Sudden action
	—
	—
	—
	—

	4
	+4
	+4
	+1
	+4
	Guard +2
	0
	—
	—
	—

	5
	+5
	+4
	+1
	+4
	Guard ability
	0
	—
	—
	—

	6
	+6/+1
	+5
	+2
	+5
	Loyalty +4
	1
	—
	—
	—

	7
	+7/+2
	+5
	+2
	+5
	Light sleep
	1
	—
	—
	—

	8
	+8/+3
	+6
	+2
	+6
	Guard +3
	1
	0
	—
	—

	9
	+9/+4
	+6
	+3
	+6
	Guard ability
	2
	0
	—
	—

	10
	+10/+5
	+7
	+3
	+7
	Loyalty +6
	2
	1
	—
	—

	11
	+11/+6/+1
	+7
	+3
	+7
	Mettle
	2
	1
	0
	—

	12
	+12/+7/+2
	+8
	+4
	+8
	Guard +4
	3
	1
	0
	—

	13
	+13/+8/+3
	+8
	+4
	+8
	Guard ability
	3
	2
	1
	—

	14
	+14/+9/+4
	+9
	+4
	+9
	Loyalty +8
	3
	2
	1
	0

	15
	+15/+10/+5
	+9
	+5
	+9
	
	3
	2
	1
	0

	16
	+16/+11/+6/+1
	+10
	+5
	+10
	Guard +5
	3
	3
	2
	1

	17
	+17/+12/+7/+2
	+10
	+5
	+10
	Guard ability
	3
	3
	2
	1

	18
	+18/+13/+8/+3
	+11
	+6
	+11
	Loyalty +10
	3
	3
	2
	1

	19
	+19/+14/+9/+4
	+11
	+6
	+11
	
	3
	3
	3
	2

	20
	+20/+15/+10/+5
	+12
	+6
	+12
	Guard +6, perfect guard
	3
	3
	3
	2


Table: Guardian Spells Known
	Level
	1st
	2nd
	3rd
	4th

	1st
	—
	—
	—
	—

	2nd
	—
	—
	—
	—

	3rd
	—
	—
	—
	—

	4th
	0
	—
	—
	—

	5th
	0
	—
	—
	—

	6th
	1
	—
	—
	—

	7th
	1
	—
	—
	—

	8th
	1
	0
	—
	—

	9th
	1
	0
	—
	—

	10th
	1
	1
	—
	—

	11th
	1
	1
	0
	—

	12th
	1
	1
	1
	—

	13th
	1
	1
	1
	—

	14th
	2
	1
	1
	0

	15th
	2
	1
	1
	1

	16th
	2
	2
	1
	1

	17th
	2
	2
	2
	1

	18th
	3
	2
	2
	1

	19th
	3
	3
	3
	2

	20th
	3
	3
	3
	3


Game Rule Information


Abilities:  Guardians are both combatants and spellcasters, so most abilities are important to them.  High Constitution lets a guardian withstand damage, and a high Dexterity can help him avoid it.  A high Intelligence lets a guardian master more powerful spells and learn a greater number of spells.  A guardian with a high Wisdom can cast more spells per day, and spells cast by a guardian with a high Wisdom are more difficult to resist.


Alignment: Any non-chaotic.  Guardians must be loyal and disciplined, and those with a chaotic mindset are not well suited to this lifestyle.

Hit Die: d10.

Class Skills

The guardian’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Heal (Wis), Jump (Str), Profession (Wis), Spellcraft (Int), and Swim (Str).

Skill Points at 1st Level: (2 + Int modifier) x 4.


Skill Points at Each Additional Level: 2 + Int modifier.

Class Features

All of the following are class features of the guardian.


Weapon and Armor Proficiency: guardians are proficient with all simple weapons and martial weapons, all types of armor, and shields (including tower shields).


Guard:  The hallmark ability of the guardian is a defensive stance that they can use to guard another person or simply defend themselves.  As a standard action, the guardian can grant a dodge bonus to AC to one ally within 5 feet, which may be the guardian himself.  This bonus persists for one round, although the effect ends early if the distance between the guardian and the person he is guarding becomes more than 5 feet.  The dodge bonus is +1 at 1st level, and increases by 1 at every level divisible by 4 (4th, 8th, etc.), to a maximum of +6 at 20th level.  Unlike most bonus types, dodge bonuses stack with all other bonuses, including other dodge bonuses.


Loyalty:  The guardian gains a +2 bonus on saving throws against fear affects while guarding.  Any time a magical compulsion would cause him to abandon or harm the person he is currently guarding (or the person he was most recently guarding, if he’s not currently guarding anyone), he gets an immediate additional saving throw to negate the effect, also with a +2 bonus.

These bonuses increase by +2 every 4 levels (+4 at 6th level, +6 at 10th level, etc.).


Sudden Action:  Before a guardian of 3rd level or higher rolls initiative, he can declare the use of his Sudden Action ability.  He gains a +10 bonus on the initiative check, but during the first round of combat, he can take only a single move action, instead of the actions he is normally entitled to.  The guardian can’t use this ability when surprised.

Spells:  Beginning at 4th level, a guardian gains the ability to cast a small number of arcane spells.  A guardian casts spells from the guardian spell list just as a mage does.  To cast a spell, the guardian must have an Intelligence score of at least 10 + the spell's level.  Guardian bonus spells per day are based on Wisdom, and saving throws against these spells have a Difficulty Class of 10 + spell level + Wisdom modifier. When the guardian gets 0 spells per day of a given level, such as 0 1st-level spells at 4th level, the guardian gets only bonus spells per day.  A guardian’s spells known are limited according to the table, and he gains bonus spells known based on Intelligence.  When the guardian gets 0 spells known of a given level, such as 0 1st-level spells at 4th level, the guardian gets only bonus spells known.  A guardian with an Intelligence of 10 or less can’t cast any spells at all until 6th level.  Through 3rd level, a guardian has no caster level. Starting at 4th level, a guardian's caster level is one-half his or her class level.

Unlike a wizard or a cleric, a guardian need not prepare his spells in advance.  He can cast any spell he knows at any time, assuming he has not yet used up his spells per day for that spell level.  He does not have to decide ahead of time which spells he’ll cast.


A guardian never needs to use verbal, somatic, material, or focus components for his spells, although XP components still apply.  A guardian casting a spell still provokes an attack of opportunity as normal, and must still make Concentration checks to cast a spell while grappled, entangled, bound, or otherwise distracted, as normal.  When a guardian casts a spell, he is surrounded by a distinct aura of colored light and harmonic sound, which alerts other characters to the casting and gives them the information needed to attempt Spellcraft checks to discern the nature of the spell.

Spell Focus:  A guardian may select the Spell Focus and Greater Spell Focus feats applied to all spells of a particular discipline, rather than a school of magic, just as a mage can.

Guard Abilities:  The guardian learns a number of techniques that can increase his ability to defend himself and others.  At 5th level and every 4 levels thereafter, the guardian learns a special technique or feat chosen from this list.  Each ability can only be chosen once, and these abilities only function while the guardian’s guard ability is in effect.


Combat Reflexes:  You gain the Combat Reflexes feat while guarding.  This ability stacks with the actual Combat Reflexes feat.

Moving Guard:  Once per round, if the person you are guarding moves more than 5 feet away from you, you may follow them, as if you had readied a move action to move with them.  If you end this move action within 5 feet of the person you were guarding, the effect is maintained as if though the distance between you was never more than 5 feet.  If you are guarding yourself and then take a move action, this ability effectively allows you a second move action immediately afterwards.

Reflexive Shield:  The dodge bonus from the guard ability also applies to the guarded ally’s Reflex saving throws.

Counterspell:  Once per round while guarding, you may attempt to counterspell a spell cast by another character, just as if you had readied an action to counterspell.

Stability:  You get a +4 bonus on checks to avoid Bull Rush, Overrun, and Trip attempts while guarding.

Defensive Strike:  Once per round, you may make an Attack of Opportunity against an opponent that has just made a melee attack against the person you are guarding.  This counts against your normal maximum number of Attacks of Opportunity per round.

Light Sleep:  A guardian of 7th level or higher can make Listen checks while sleeping without penalty.  He can wake from slumber as a move action, rather than a full-round action.

Mettle (Ex):  When the guardian makes a successful Will or Fortitude saving throw against an effect that would cause a lesser effect on a successful save (for example, any spell with a saving throw line of “Fortitude half” or “Will partial”), the saving throw instead negates the effect entirely.

Perfect Guard (Ex):  Once per round, while using the guard ability, the guardian may choose to redirect an attack from the person he is guarding to himself.  This must be an attack or a targeted spell or effect, not an area affect, which targets the person the guardian is guarding; by activating this ability, the guardian causes the attack or effect to target him instead.  The guardian must be within range of the attack or effect to use this ability.
Hidden Spell [Metamagic]
You can cast a spell without anyone knowing.

Prerequisite:  Ability to cast spells as a mage.


Benefit:  You may cast a spell unaccompanied by the signature aura of colored light and harmonic sound.  The DC of a Spellcraft check made to determine which spell you are casting is increased by 10.  Casting the spell still triggers an attack of opportunity as normal.  A hidden spell uses up a spell slot 1 level higher than the spell’s actual level.


Normal:  When a mage casts any spell, he is surrounded by a distinct aura of colored light and harmonic sound.
1st-Level guardian Spells
Blaster


Endure Elements: Exist comfortably in hot or cold environments.

Mage Armor: Gives subject +4 armor bonus.

Magic Weapon: Weapon gains +1 bonus.

Obscuring Mist: Fog surrounds you.

Shield: Invisible disc gives +4 to AC, blocks magic missiles.
Dreamer

Bane: Enemies take –1 on attack rolls and saves against fear.

Detect Chaos/Evil/Good/Law: Reveals creatures, spells, or objects of selected alignment.

Remove Fear: Suppresses fear or gives +4 on saves against fear for one subject + one per four levels.

Sanctuary: Opponents can’t attack you, and you can’t attack.
Healer

Detect Poison: Detects poison in one creature or object.

Cure Light Wounds: Cures 1d8 damage +1/level (max +5).

Deathwatch: Reveals how near death subjects within 30 ft. are.

Endure Elements: Exist comfortably in hot or cold environments.
Strider

Resistance: Subject gains +1 bonus on saving throws.

Alarm: Wards an area for 2 hours/level.

Detect Chaos/Evil/Good/Law: Reveals creatures, spells, or objects of selected alignment.

Entropic Shield: Ranged attacks against you have 20% miss chance.
Psycher

Detect Magic: Detects spells and magic items within 60 ft.

Read Magic: Read scrolls and spellbooks.
2nd-Level guardian Spells
Blaster


Gust of Wind: Blows away or knocks down smaller creatures.

Protection from Arrows: Subject immune to most ranged attacks.

Resist Energy: Ignores 10 (or more) points of damage/attack from specified energy type.

Silence: Negates sound in 15-ft. radius.
Dreamer

Calm Emotions: Calms creatures, negating emotion effects.

Fox’s Cunning: Subject gains +4 Int for 1 min./level.

Mirror Image: Creates decoy duplicates of you (1d4 +1 per three levels, max 8).

Owl’s Wisdom: Subject gains +4 to Wis for 1 min./level.

Protection from Chaos/Evil/Good/Law: +2 to AC and saves, counter mind control, hedge out elementals and outsiders.

See Invisibility: Reveals invisible creatures or objects.
Healer

Barkskin: Grants +2 (or higher) enhancement to natural armor.

Bear’s Endurance: Subject gains +4 to Con for 1 min./level.

Bull’s Strength: Subject gains +4 to Str for 1 min./level.

Cure Moderate Wounds: Cures 2d8 damage +1/level (max +10).

Delay Poison: Stops poison from harming subject for 1 hour/level.

Remove Paralysis: Frees one or more creatures from paralysis or slow effect.

Shield Other F: You take half of subject’s damage.

Status: Monitors condition, position of allies.
Strider

Blur: Attacks miss subject 20% of the time.

Darkvision: See 60 ft. in total darkness.

Obscure Object: Masks object against scrying.

Owl’s Wisdom: Subject gains +4 to Wis for 1 min./level.

See Invisibility: Reveals invisible creatures or objects.
3rd-Level guardian Spells
Blaster


Glitterdust: Blinds creatures, outlines invisible creatures.

Magic Vestment: Armor or shield gains +1 enhancement per four levels.

Protection from Energy: Absorb 12 points/level of damage from one kind of energy.

Sleet Storm: Hampers vision and movement.

Wind Wall: Deflects arrows, smaller creatures, and gases.
Dreamer

Blur: Attacks miss subject 20% of the time.

Displacement: Attacks miss subject 50%.

Invisibility: Subject is invisible for 1 min./level or until it attacks.

Invisibility Purge: Dispels invisibility within 5 ft./level.
Healer

Cure Serious Wounds: Cures 3d8 damage +1/level (max +15).

Neutralize Poison: Immunizes subject against poison, detoxifies venom in or on subject.

Remove Blindness/Deafness: Cures normal or magical conditions.

Remove Disease: Cures all diseases affecting subject.

Restoration, Lesser: Dispels magical ability penalty or repairs 1d4 ability damage.

Resist Energy: Ignores 10 (or more) points of damage/attack from specified energy type.
Strider

Blink: You randomly vanish and reappear for 1 round/level.

Displacement: Attacks miss subject 50%.

Misdirection: Misleads divinations for one creature or object.

Nondetection M: Hides subject from divination, scrying.

Rope Trick: As many as eight creatures hide in extradimensional space.
Psycher

Dispel Magic: Cancels magical spells and effects.
4th-Level guardian Spells
Blaster


Fire Shield: Creatures attacking you take fire damage; you’re protected from heat or cold.

Resilient Sphere: Force globe protects but traps one subject.

Wall of Fire: Deals 2d4 fire damage out to 10 ft. and 1d4 out to 20 ft. Passing through wall deals 2d6 damage +1/level.

Wall of Ice: Ice plane creates wall with 15 hp +1/level, or hemisphere can trap creatures inside.
Dreamer

Crushing Despair: Subjects take –2 on attack rolls, damage rolls, saves, and checks.

Fear: Subjects within cone flee for 1 round/level.

Magic Circle against Chaos/Evil/Good/Law: As protection spells, but 10-ft. radius and 10 min./level.

Rainbow Pattern: Lights fascinate 24 HD of creatures.

Sending: Delivers short message anywhere, instantly.
Healer

Antiplant Shell: Keeps animated plants at bay.

Cure Critical Wounds: Cures 4d8 damage +1/level (max +20).

Death Ward: Grants immunity to death spells and negative energy effects.

Protection from Energy: Absorb 12 points/level of damage from one kind of energy.

Repel Vermin: Insects, spiders, and other vermin stay 10 ft. away.

Restoration M: Restores level and ability score drains.

Stoneskin M: Ignore 10 points of damage per attack.
Strider

Bestow Curse: –6 to an ability score; –4 on attack rolls, saves, and checks; or 50% chance of losing each action.

Detect Scrying: Alerts you of magical eavesdropping.

Dimensional Anchor: Bars extradimensional movement.

Dismissal: Forces a creature to return to native plane.

Freedom of Movement: Subject moves normally despite impediments.

Haste: One creature/level moves faster, +1 on attack rolls, AC, and Reflex saves.

Locate Creature: Indicates direction to familiar creature.

Remove Curse: Frees object or person from curse.

Slow: One subject/level takes only one action/round, –2 to AC, –2 on attack rolls.
Psycher

Globe of Invulnerability, Lesser: Stops 1st- through 3rd-level spell effects.

Spell Immunity: Subject is immune to one spell per four levels.
