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The Noble

The Noble is wizard equivalent to the Paladin or Ranger.  I added the “Noble” flavor and abilities to give the class a distinct identity.  The Dwarven variant is a bit odd, though.  (Kudos to Jack Daniel.)
                                                                                                             NOBLE

Born into a high station and indoctrinated in their glorious family history from an early age, the Noble is a powerful individual who rules through diplomacy, force of arms, and arcane magic.  Only the wealthiest of landholders can afford the years of training required to excel at both combat and spellcasting; and the Noble uses both to his extreme advantage.  Not every character born into a title adopts the Noble class – many follow the martial path of the fighter, the divine calling of the cleric or the arcane discipline of the wizard.  Although most such characters still consider themselves members of the nobility, those of the Noble class take a more general approach, emulating the heroes of the past by wielding weapons with great skill and supplementing their combat prowess with legendary magic.

Occasionally, a character with no noble blood will be accepted for training as a Noble by a noble family or a wealthy patron; usually such an individual displays born leadership characteristics and is expected to fulfill a position of power in the future (such as the general of a great army).

Adventures:  Many Nobles adventure to bring glory to their families; nothing makes the bards sing like a brave prince rescuing a lovely maiden from the clutches of an evil monster.  This is especially true of young Nobles who have yet to prove themselves, or those Nobles who are not first-born children (and hence stand to inherit little or no land).  Many Nobles also quest for the more mundane goal of wealth, seeking to bolster their family treasury with a fabled dragon’s horde.  In addition, the noble families often send their members on missions to further house goals.

Characteristics:  Nobles are trained in combat, as force of arms is the oldest and still most popular means of maintaining the rule of order.  Chivalrous conduct was invented to govern the affairs of Nobles at war; in some lands, only Nobles, their guards and their military forces are allowed to bear weapons.  For the Noble, this weapon is a family heirloom, a mystical sword, axe, or bow from which emerge powerful enchantments.

The other heirloom a Noble receives is a spellbook.  Although not as skilled with arcane magic as wizards or sorcerers, or even bards, Nobles know the value of a well-used spell.  Most of their magic is offensive or defensive combat spells, although they do have some spells that are more useful in court intrigue than on the battlefield.

Alignment:  The highly structured society in which Nobles exist is not very accommodating to those of a chaotic alignment.  A beginning Noble may not be chaotic; many are lawful.  Although most Nobles think of themselves and their actions as good, they may be good, neutral or evil, depending on their family’s heritage and on the alignment tendencies of the country in which they live.

Religion:  Most Nobles follow the “official” religion of a country, if any; often this is a martial god such as Heironeous or a champion of the people such as Pelor, although in harsher regimes Hextor may be a popular choice.  Non-human Nobles often champion their racial deity.

Background:  You can’t choose to be a Noble; you have to be born to a noble family and then raised by a noble house in order to gain the requisite knowledge and training.  Many Noble characters had no choice in their upbringing, and were extensively schooled, eventually becoming squires to older Nobles.  Some raised by the noble houses are trained in a class other than Noble; these characters usually still learned enough of the family history and Chivalric Code to become Nobles later on, if they so choose.

Races:  Humans are the overwhelming majority of Nobles, especially in lands with a feudal power structure or many knightly orders.  Dwarven, elven and gnomish societies all produce very few Noble characters – dwarves because of their distrust of magic, elves because of their chaotic tendencies, and gnomes because they rarely take themselves seriously.  Halfling Nobles are all but unheard of; those who do train as Nobles do so from personal desire to lead their families as the heroes of old.  Half-elves and half-orcs are rarely nobles, because they are typically illicit births, and most noble families prefer to keep them out of the spotlight.

Very few of the savage humanoids have societies that support a Noble upbringing.  Drow may occasionally produce very scary Noble characters.  Orc Nobles are extremely rare, but do occur.

Other Classes:  Nobles get along very well with fighters and wizards, whose abilities they can relate to, and to clerics, who devote themselves to a higher calling.  Good or neutral Nobles also feel a kinship with the paladin, who follows a similar code of conduct and is often considered a knight.  A Noble’s favorite class, however, is the bard – Nobles like little better than hearing a skilled bard sing a ballad honoring the Noble’s family or, even better, the Noble himself.  Nobles are a little too arrogant to get along well with monks, and a little too civilized for barbarians, druids, and rangers.  Nobles are very appreciative of the skills of rogues and sorcerers, but may look down on them because of their social station.

Table: The Noble

	Level
	Base Attack Bonus
	Fort Save
	Ref

Save
	Will

Save
	Special
	Spells per Day

	
	
	
	
	
	
	1
	2
	3
	4

	1
	+1
	+0
	+0
	+2
	Heirloom Weapon
	—
	—
	—
	—

	2
	+2
	+0
	+0
	+3
	
	—
	—
	—
	—

	3
	+3
	+1
	+1
	+3
	
	—
	—
	—
	—

	4
	+4
	+1
	+1
	+4
	Inspire greatness 1/day
	0
	—
	—
	—

	5
	+5
	+1
	+1
	+4
	
	0
	—
	—
	—

	6
	+6/+1
	+2
	+2
	+5
	
	1
	—
	—
	—

	7
	+7/+2
	+2
	+2
	+5
	Wise decision 1/week
	1
	—
	—
	—

	8
	+8/+3
	+2
	+2
	+6
	
	1
	0
	—
	—

	9
	+9/+4
	+3
	+3
	+6
	
	1
	0
	—
	—

	10
	+10/+5
	+3
	+3
	+7
	Inspire greatness 2/day
	1
	1
	—
	—

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

	12
	+12/+7/+2
	+4
	+4
	+8
	
	1
	1
	1
	—

	13
	+13/+8/+3
	+4
	+4
	+8
	Wise decision 2/week
	1
	1
	1
	—

	14
	+14/+9/+4
	+4
	+4
	+9
	
	2
	1
	1
	0

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

	16
	+16/+11/+6/+1
	+5
	+5
	+10
	Inspire greatness 3/day
	2
	2
	1
	1

	17
	+17/+12/+7/+2
	+5
	+5
	+10
	
	2
	2
	2
	1

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

	19
	+19/+14/+9/+4
	+6
	+6
	+11
	Wise decision 3/week
	3
	3
	3
	2

	20
	+20/+15/+10/+5
	+6
	+6
	+12
	
	3
	3
	3
	3


GAME RULE INFORMATION

Abilities:  Intelligence governs the Noble’s spellcasting abilities.  Strength increases the Noble’s melee damage, while a high Dexterity and Constitution help make up for the Noble’s mediocre armor selection and poor Fortitude and Reflex saves.  Charisma helps the Noble attract followers and inspire greatness in others, while a high Wisdom allows the Noble to discern the correct course of action.

Alignment: Any nonchaotic.

Hit Die: d10.

Class Skills

The Noble’s class skills (and the key ability for each skill) are Appraise (Int), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int), Diplomacy (Cha), Disguise (Cha), Forgery (Int), Gather Information (Cha), Handle Animal (Cha), Innuendo (Wis), Intimidate (Cha), Jump (Str), Knowledge (all skills taken individually) (Int), Perform (Cha), Ride (Dex), Sense Motive (Wis), Speak Language (Int), Spellcraft (Int), and Swim (Str).


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


Skill Points at Each Additional Level:  4 + Int modifier.

Class Features

The following are class features of the Noble.

Weapon and Armor Proficiency: The Noble is proficient in the use of all simple and martial weapons, light and heavy armor, and shields.  If the Noble’s Heirloom Weapon is an exotic weapon, she also has the exotic weapon proficiency for that type of weapon.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.  The use of any armor or shield interferes with the arcane gestures a Noble uses to cast spells, resulting in a percentage chance of arcane spell failure.

Spells:  Beginning at 4th level, a Noble gains the ability to cast a small number of arcane spells.  A Noble prepares and casts spells from the Noble spell list just as a wizard does (though the Noble cannot become a specialist wizard), and suffers from an arcane spell failure chance when wearing armor or using a shield.  To cast a spell, the Noble must have an Intelligence score of at least 10 + the spell's level. Noble bonus spells are based on Intelligence, and saving throws against these spells have a Difficulty Class of 10 + spell level + Intelligence modifier. When the Noble gets 0 spells of a given level, such as 0 1st-level spells at 4th level, the Noble gets only bonus spells.  Through 3rd level, a Noble has no caster level. Starting at 4th level, a Noble's caster level is one-half his or her class level.

Her spellbook begins with a number of 1st-level spells equal to 1 + her Charisma bonus (minimum 1 spell) – these are spells she has convinced other Nobles to teach her.  She gains one free spell of any spell level she can cast at 5th level and at every level thereafter; these spells are discovered as part of her ongoing research into her family’s use of magic.  Nobles can add spells to their spellbooks using the same method as wizards, but may only add spells that are on the Noble class spell list.  Adding a spell not on this list follows the rules for researching a new spell.

High Station:  People expect quite a bit from a leader of high birth.  A Noble with the Leadership feat applies his Wisdom modifier to his leadership score in addition to his Charisma modifier.

Heirloom Weapon:  At 1st level, a Noble character is given a special masterwork weapon.  This weapon is a family heirloom, and it is entrusted to the Noble that it might be used to bring the family glory.  The type of weapon is based on race, as shown on the chart below.  If the weapon is an exotic weapon, the character receives the exotic weapon proficiency for that type of weapon for free.

	Race
	Heirloom Weapon

	Human
	Longsword, short sword, bastard sword, greatsword, rapier, heavy lance, light lance

	Dwarf
	Warhammer, light hammer, battleaxe, greataxe, dwarven waraxe, dwarven urgosh

	Elf
	Longsword, rapier, longbow, short bow, composite longbow, composite short bow

	Gnome
	Battleaxe, hand axe, throwing axe, light pick, heavy pick, gnome hooked hammer

	Half-elf
	Choose from either human or elf list, based on the race of the noble family

	Half-orc
	Choose from either human or orc list, based on the race of the noble family

	Halfling
	Short sword, longsword, dagger, halfspear, light mace, club, throwing axe, sickle, sling

	Orc
	Longspear, shortspear, battleaxe, greataxe, orc double axe, morningstar, light flail, heavy flail



Should the heirloom weapon become lost or broken, the Noble is shamed (see Chivalric Code of Conduct, below).  If the heirloom weapon is irretrievably lost or irreparably destroyed, it cannot be replaced (although it could possibly be retrieved or recreated with a wish or miracle), and the Noble is permanently shamed.


Heirloom Weapon Upgrade (Su):  As the Noble adventures, earning glory and riches for his family, he can awaken latent supernatural powers inherent in the weapon.  Any Noble – even one who cannot yet cast spells – may modify his heirloom weapon as if he had the Craft Magic Arms & Armor feat.  When using this ability, the Noble uses his class level instead of his caster level for meeting prerequisites, and ignores any spell prerequisites listed for the desired weapon enchantment (although he can not ignore caster level, race, alignment, or other special prerequisites, nor can he ignore unusual material components required).  This ability only allows the Noble to modify his heirloom weapon; enchanting any other weapon or armor requires the Craft Magic Arms & Armor feat and follows the normal rules for that feat.

Before the heirloom weapon has been enchanted, it is still a masterwork weapon in every way.  The enchantments function only for the Noble or another of his family; in the hands of any other character, it remains a masterwork weapon but has no magical powers (although it may still harm a creature with damage resistance if its normal enhancement bonus would allow it to do so).


Inspire greatness (Sp):  With a short, rousing speech or heartfelt words of encouragement, a Noble knows how to bring out the best in others.  At 4th level, you may take a full-round action speaking to a willing target who understands your language, granting them a morale bonus equal to your Charisma bonus (if any) to all ability checks, skill checks, attack rolls, and saving throws, for one round.


You can only use this ability on others, but can benefit from the inspire greatness ability of another Noble as usual.  At 10th level you may inspire greatness twice per day, and at 16th level, three times per day.


Wise Decision (Sp):  Not all Nobles may not be fit to rule, but generations of leadership experience does give someone a special edge when making a tough decision.  At 7th level, once per week the Noble may contemplate several courses of action or possible scenarios and draw on his family lore and personal experience to arrive at a correct conclusion.

As a full-round action, the Noble poses a simple yes or no question to the DM, who then makes a secret Wisdom check (DC 11) for the Noble; if the check succeeds, the DM tells him the correct answer (either “yes” or “no”), and if he fails, the DM tells him an incorrect answer.  If the correct answer is something other than “yes” or “no,” the DC for the check is 16.  For example, “both yes and no,” “neither yes nor no,” “invalid question,” and “the issue has not yet been decided” are all perfectly valid responses.

Because of the random nature of the Noble’s experience, you can’t take 10 on this check.  In fact, no situational modifiers ever apply to the check or DC, no matter how obviously correct one or more choices may be (although the Noble still benefits from abilities that boost his Wisdom score or ability check, including another Noble’s inspire greatness ability).  

At 13th level, you may use this ability twice per week.  At 19th level, you may use this ability three times per week. You may use this ability with the same question more than once.

Chivalric Code of Conduct:  A Noble's code requires that she respect legitimate authority; act with honor (remaining truthful and courageous even in the face of adversity); help other Nobles who need help (provided they are not acting against the Noble’s own family); protect the family heirlooms and land; and above all, bring glory and honor and power to the family name.

A Noble who looses his heirloom weapon is shamed, and can’t use his inspire greatness or wise decision abilities until he retrieves it.  A shamed Noble suffers a –2 penalty to his leadership score, although he can still gain levels as a Noble.

A Noble who grossly violates the Chivalric Code becomes disowned.  A disowned Noble can’t use his inspire greatness or wise decision abilities, his heirloom weapon’s enchantments cease functioning (although it remains a masterwork weapon), and he suffers a –6 penalty to his leadership score, although he can still gain levels as a Noble.  Once disowned, it is very difficult to get back into the family’s favor; the Noble must go on a special quest to prove his loyalty and must receive an atonement spell before the head of the family, who then restores the Noble’s title.

A Noble who becomes chaotic in alignment suffers no particular penalties, so long as he continues to follow the Chivalric Code (often a difficult task for a chaotic character).

Because dwarven society distrusts arcane magic, a dwarf Noble does not receive a spellbook, and should a dwarf Noble ever use arcane magic, his family will likely disown him.  He may still enchant his heirloom weapon without penalty.

                                                                                             NOBLE SPELLS

1st-LEVEL NOBLE SPELLS

Arcane Mark. Inscribes a personal rune (visible or invisible).

Change Self. Changes your appearance.

Charm Person. Makes one person your friend.

Color Spray. Knocks unconscious, blinds, or stuns 1d6 weak creatures.

Comprehend Languages. Understands all spoken and written languages.

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

Endure Elements. Ignores 5 damage/round from one energy type.

Enlarge. Object or creature grows +10%/level (max +50%).

Expeditious Retreat. Doubles your speed.

Feather Fall. Objects or creatures fall slowly.

Jump. Subject gets +30 on Jump checks.

Light. Object shines like a torch.

Magic Missile. 1d4+1 damage; +1 missile/two levels above 1st (max +5).

Magic Weapon. Weapon gains +1 bonus.

Mount. Summons riding horse for 2 hr./level.

Prestidigitation. Performs minor tricks.

Read Magic. Read scrolls and spellbooks.

Shield. Invisible disc gives cover and blocks magic missiles.

Silent Image. Creates minor illusion of your design.

Sleep. Put 2d4 HD of creatures into comatose slumber.

True Strike. Adds +20 bonus to your next attack roll.

2nd-LEVEL NOBLE SPELLS

Blindness/Deafness. Makes subject blind or deaf.

Blur. Attacks miss subject 20% of the time.

Bull's Strength. Subject gains 1d4+1 Str for 1 hr./level.

Cat's Grace. Subject gains 1d4+1 Dex for 1 hr./level.

Detect Thoughts. Allows "listening" to surface thoughts.

Endurance. Gain 1d4+1 Con for 1 hr./level.

Flaming Sphere. Rolling ball of fire, 2d6 damage, lasts 1 round/level.

Mage Armor. Gives subject +4 armor bonus.

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

Protection from Arrows. Subject immune to most ranged attacks.

Resist Elements. Ignores 12 damage/round from one energy type.

See Invisibility. Reveals invisible creatures or objects.

Shatter. Sonic vibration damages objects or crystalline creatures.

Whispering Wind. Sends a short message one mile/level.

3rd-LEVEL NOBLE SPELLS

Clairaudience/Clairvoyance. Hear or see at a distance for 1 min./level.

Displacement. Attacks miss subject 50%.

Flame Arrow. Shoots flaming projectiles (extra damage) or fiery bolts (4d6 damage).

Greater Magic Weapon. +1/three levels (max +5).

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

Hold Person. Holds one person helpless; 1 round/level.

Illusory Script. Only intended reader can decipher.
Invisibility. Subject is invisible for 10 min./level or until it attacks.

Keen Edge. Doubles normal weapon's threat range.

Phantom Steed. Magical horse appears for 1 hour/level.

Protection from Elements. Absorb 12 damage/level from one kind of energy.

Slow. One subject/level takes only partial actions, -2 AC, -2 melee rolls.

Tongues. Speak any language.

Web. Fills 10-ft. cube/level with sticky spider webs.

4th-LEVEL NOBLE SPELLS

Bestow Curse. -6 to an ability; -4 on attacks, saves, and checks; or 50% chance of losing each action.

Cone of Cold.  1d6 cold damage/level.
Dimension Door. Teleports you and up to 500 lb.

Dispel Magic. Cancels magical spells and effects.

Fireball. 1d6 damage per level, 20-ft. radius.

Fly. Subject flies at speed of 90.

Haste. Extra partial action and +4 AC.

Lightning Bolt. Electricity deals 1d6 damage/level.

Nondetection. Hides subject from divination, scrying.

Otiluke's Resilient Sphere. Force globe protects but traps one subject.

Polymorph Self. You assume a new form.

Scrying. Spies on subject from a distance.

Stoneskin. Stops blows, cuts, stabs, and slashes.

Summon Monster IV. Calls outsider to fight for you.
