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I ntroduction

To ride abroad redressing human wrongs,
To speak no slander, no, nor listentoit,
To honor hisown word as if his god's,

To lead sweet livesin purest chastity,

To love one maiden only [ ...]

And worship her by years of noble deeds....



--credo of the Knights of the Round Table
(Alfred, Lord Tennyson, The Idylls of the King)

What comes to mind when you think of the paadin? For many of us, hisimageisinddibly
linked to that of the medieva knight, the supreme hero of the Middle Ages. Clad in shining
armor, his lance gleaming in the morning sun, the knight is the quintessence of gdlantry, the
champion of the powerless, and the personification of courage-at least as we remember him
from higory.

Though The Complete Paladin's Handbook encompasses aspects of the hitorica knight,
it casts a much wider net. While you'l find the horse soldiers who served the lords of the feuda
age, you'll also meet riders of unicorns, killers of dragons, and nemeses of the undead; men and
women who ride mgestic war horses and wield magica swords; and worshippers of ancient
religions and followers of arcane philosophies, some serving powerful churches and monarchies,
others answering only to their own consciences.

This book focuses on the paladin's motivations, specia abilities, and unique restrictions-that
is, dl of the dementsthat distinguish him from other character types and make him so
chdlenging to play. We probe the paladin's persondity, unravel his emations, and try to
understand what makes him tick; look & hisrole in an adventuring party and in society asa
whole; and examine what his religion demands of him and what he expects from himsdf. Along
the way, we discuss more than a dozen new character kits, show you how to design a code of
behavior for your paladin, and describe new proficiencies and equipment.

For your convenience, this book compiles and summarizes dl of the relevant rules from the
DUNGEON MASTER™ Guide (abbreviated DMG in the text) and Player's Handbook
(abbreviated PH). It also includes a new set of character sheetsin the back of the book,
designed to record virtually every detail about a paadin character.

Keep in mind that al of this materid is optional. Every idea must have the approva of the
DM ™ before it can be incorporated into a campaign.

All of the materid in this book usesthe AD&D® 2nd Edition rules. Players using the
origind AD&D PH and DMG should carefully adapt this handbook to the campaign. For
reference, the gppendix of this book summarizes origind AD&D paadin rules.

The Unearthed Arcana book, a supplement to the origind AD&D rules, declared the
paadin to be a sub-class of the cavalier. In the AD&D 2nd Edition game, this no longer applies.
The pdadin remains tied to the fighter group, with the cavdier, in a streamlined form, reworked
asacharacter kit in The Complete Fighter's Handbook.

Many conceptsin The Complete Paadin's Handbook draw heavily on the proficiency rules
introduced in the AD& D 2nd Edition PH. We strongly recommend you use proficienciesin
your campaign and review the rules before proceeding.

The Roots of the Paladin

Thelife of the historical knight was less romantic than fictiona accounts would have us
believe. The word cniht was first used to describe the sons of French peasants who arrived in
England following the Norman conquest in 1066. Crude in manner and appearance, the cniht
soldiers attracted attention because of their expensve armor and horsemanship, askill held in
high regard. Despite these advantages, the cniht were till second-class citizens, a notch above



peasants but decidedly inferior to the aristocracy.

With feudalism the status of the cniht (eventudly Anglicized to knights) improved
dramatically. The feudd era began when wedthy lords gave smal pieces of land to groups of
peasants in exchange for their labor, and struggling land-owners Sgned over their property to a
lord in return for protection. The relationship was secured by abond of honor and aclear
undergtanding of their mutua respongibilities. In time, dl partiesin feuda reationships became
part of the nobility, and feudd offers were extended only to those of acceptable Sature.

Asalord's holdings grew, so did his need for skilled warriors to defend againgt foreign
invaders. Knights made ided candidates. In the feudd tradition, lords secured their services by
offering them property, grand estates including much farmland, many buildings, and even the
peasants who provided the labor. As the knights acquired wedlth, they aso gained prestige,
becoming a distinct and honored socid class that was usually restricted to the sons of
aristocrats.

The gatus of the knights solidified in the 11th century when the church, prompted by self-
interest and a genuine desire to promote order in an increasingly anarchic society, gave its
officid sanction. Knighthood was declared a sacred calling, and the ordainment of new knights
became a haly ritud. With this new accreditation came new responsbilities, formadly defined in
the code of chivary, asat of principles based on rdigiousideds. While continuing in the lower
ranks of the privileged class, the knight now symbolized the highest sandards of mora behavior
and was admired by peasants and roydty dike.

Though the knight commanded respect, he was rardly envied. His life was dangerous and
brutal, marked by incessant confrontations and the congtant threat of humiliation. Rather than
adventuring for honor or pleasure, most engaged in a constant struggle for income, desperately
seeking any and dl opportunities to earn an honest living. Therigid chivaric code, which made
abdtract principles of loydty more important than life itsdf, resulted in a death sentence for most
knights. Few lived beyond age 30. Those who survived often spent their remaining years
penniless and broken, depending on the charity of a society that had dl but forgotten them.

Chapter 1: Character Creation

This chapter compiles dl of the gatigtics, adjustments, and leve progressions from the PH
and DMG pertaining to the paladin. Although no two paadins are exactly dike, al of them have
these fundamentas in common.

Paladin Requirements

It takes an exceptiona character to become a paadin, as reflected in the class qudifications
lised in Table 1.

Table 1. Class Qualifications

Ability Requirements
Strength 12



Conditution 9
Wisdom 13
Charisma 17

Prime Requisites
Strength
Charisma

Races Allowed
Human

Alignments Allowed
Lawful good

A player who tries to generate a paladin by usng Method I, described in Chapter 1 of the
PH, may berolling dice dl day. Although the odds improve dightly when using Methods 11-1V,
only MethodsV and VI give areasonable, abeit dim, chance of producing the necessary
numbers.

Although the gtrict ability requirements may frustrate a player wanting to create apdadin
character, they're necessary to regulate play baance. Paadins are anong the game's most
formidable characters. If they were as easy to roll up as, say, warriors or mages, the surplus of
powerful characters would make it difficult, perhaps impossible, for the DM to come up with
encounters chalenging enough for al members of aparty. A DM may aso have other reasons
for limiting the paadin population-for instance, the campaign world may discourage the
development of paadins-or may redtrict the number of paadins smply to enhance thelr
mystique.

But if your DM is open to paadin player-characters, you might consider using Table 2
instead of dice rollsto generate the required ability scores. Roll 1d12 and use the indicated
satigtics.

Table 2: Pregenerated Ability Scores

D12 Str Dex Con Int Wis Cha
1 12 8 16 10 15 17
2 17 10 10 9 14 17
3 12 9 12 10 16 18
4 15 13 15 11 14 17
5 14 16 9 15 18 17
6 12 11 11 9 13 18
7 18 12 12 12 14 17
8 13 11 14 10 17 18
9 16 10 11 11 16 17
10 13 14 13 9 13 17
11 15 12 17 14 15 18

12 14 15 10 13 13 17



* Roll percentile dice for exceptional Strength.
L evel Advancement

Pdadins advancein level and hit points a the same rate as fighters. For each level upto 9,
they gain 1d10 hit points. They receive 3 extra hit points at level 10 and beyond. Table 3
summarizes the paadin's level advancements, dong with the corresponding THACO scores.

Keep two adjustments in mind:

» Paladins whose Strength and Charisma scores equal or exceed 16 earn a 10% bonus to
al earned experienced points. A pdadin must have a 16 or morein both of these abilitiesto
quaify for the bonus.

 Unusudly high Condtitution scores award hit point adjustments. A paadin with a
Condtitution of 17 receivesa+3 bonus  per hit die, and a score of 18 grants a +4 bonus.

Table 3: Experience Levels

Level XP Needed Hit Dice (d10) THACO
1 0 1 20
2 2,250 2 19
3 4,500 3 18
4 9,000 4 17
5 18,000 5 16
6 36,000 6 15
7 75,000 7 14
8 150,000 8 13
9 300,000 9 12
10 600,000 9+3 11
11 900,000 9+6 10
12 1,200,000 9+9 9
13 1,500,000 9+12 8
14 1,800,000 9+15 7
15 2,100,000 9+18 6
16 2,400,000 9+21 5
17 2,700,000 9+24 4
18 3,000,000 9+27 3
19 3,300,000 9+30 2
20 3,600,000 9+33 1

Advancing in level, a pdadin gets new proficiency dots, as shown on Table 4. Remember
that a paadin suffers a-2 penaty when using awespon without the required proficiency.

Table4: Total Proficiency Sots

L evel Weapon Nonweapon



1-2
3-5
6-8
9-11
12-14
15-17
18-20
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Table 5 summarizes the saving throws applicable to each levd. Unlike other characters,
paadins receive a +2 bonusto dl saving throws. For convenience, the pdadin's modified
throws are given in parentheses; for example, a 1st-level pdadin must roll a 12 or better to
avoid the effects of pardyzation.

Table5: Saving Throws

L evel
1-2
3-4
5-6
7-8
9-10
11-12
13-14
15-16
17+

Abbreviations

PPDM
14 (12)
13 (11)
11(9)
10(8)
8(6)
7(5)
5(3)
4(2)
3(D)

RSW
16 (14)
15 (13)
13 (12)
12 (10)
10 (8)
9(7)
7(5)
6(4)
5(3)

PP
15 (13)
14 (12)
12 (10)
11(9)
9(7)

8 (6)

6 (4)
5(3)
4(2)

PPDM = Parayzation, Poison, or Death Magic

RSW = Rod, Staff, or Wand

PP = Petrification or Polymorph

Breath = Breath Weapon

Armor and Weapons

Breath
17 (15)
16 (14)
13 (12)
12 (10)
9(7)
8 (6)
51
4(2)
4(2)

Spell
17 (15)
16 (14)
14 (12)
13 (11)
11(9)
10 (8)
8 (6)

7 (5)

6 (4)

As members of the warrior group, paladins can wear any type of armor. Regardless of the
armor worn, paladins suffer no pendtiesto any of their specia abilities.
Pdadins can dso widd any of the wegpons listed in Chapter 6 of the PH. Asthey increase

inlevel, they can make more than one attack per round, as shown in Table 6.

Table 6: Paladin Attacks Per Round

L evel
1-6
7-12
13+

Attacks’Round

1/round
3/2 rounds
2/round



A pdadin may fight with two wegpons at the same time, holding one in each hand, providing
the second wegpon is smdler and lighter than the main weapon, and that he avoids using a
shidd. With these qudifications, the paladin may make an additiond attack each round with the
second weapon. However, fighting with two wegpons smultaneoudy gives a pendty on both
attack rolls. The base penalty is -2 for the main weapon and -4 for the second weapon. The
paadin's Reaction Adjustment, based on Dexterity, modifies both pendties, though neither may
be modified above 0. Table 7 summarizes these pendties.

Table7:
Two-Weapon Attack Roll Penalties

Main Weapon Second Weapon
Dex Penalty Penalty
1 -8 -10
2 -6 -8
3 -5 -7
4 -4 -6
5 -3 -5
6-15 -2 -4
16 -1 -3
17-18 0 -2

Clerical Magic

At 9th leve, a pdadin becomes eigible to cast clericd spells. Table 8 shows the number of
pellsapaadin recaives at each level. The table dso indicates the spell level cast. For example,
if al3th-level paadin caststhe 2nd-level slow poison spdll, the effects persst for 5 hours; the
gpel'sduration is 1 hour/level and, as shown on Table 8, a 13th-level paadin castsit a 5th
level. A pdadin's spdlls never rise beyond Sth level.

Pdadins only have access to spells of the Combat, Divination, Hedling, and Protective
spheres. For reference, Table 9 ligts dl spdls from the PH available to pdadins. The following
restrictions aso apply:

* Pdadins don't get bonus spells for high Wisdom scores.

* Pdadins can't use priestly magica items, nor can they cast spdllsfrom clerica or druidica
scrolls. However, they may use any magica itemsintended for the warrior group, even if priests
use them too.

Table 8: Paladin Spell Progression

Paladin  Casting Priest Spell Levels

L evel L evel 1 2 3 4
9 1 1 - - -
10 2 2 - - -
11 3 2 1 - -



12
13
14
15
16

17-18

19
20
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Table9: Paladin Spells

Level
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Name

Cure Light Wounds
Detect Magic

Detect Poison

Endure Cold/Endure Hezat
Magicd Stone

Protection from Evil
Sanctuary

Detect Shares and Pits*

Locate Animals and Plants

Shillelagh*

Augury

Chant

Detect Charm

Find Traps

Know Alignment
Resg Fire/Resis Cold
Sow Poison

Spesk with Animas
Spiritud Hammer
Withdraw

Barkskin*

Dispd Magic

Locate Objects
Magicd Vestment
Negative Plane Protection
Prayer

Remove Curse
Remove Pardyss
Speak with Dead
Protection from Fire*
Cure Serious Wounds
Detect Lie

Divindion

WWWWNNDNDN
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Sphere

Heding

Divination
Divinaion
Protection
Combat

Protection
Protection
Divinaion
Divindion
Combat

Divinaion
Combat

Divinaion
Divinaion
Divination
Protection
Heding

Divination
Combat

Protection
Protection
Protection
Divination
Protection
Protection
Combat

Protection
Protection
Divinaion
Protection
Heding

Divinaion
Divindion

WN R PR



4 Neutrdize Poison Heding
4  Protection from Evil, Protection
10' Radius

4  Spdl Immunity Protection
4 Tongues Divingtion
4 Protect. from Lightning* Protection
4 Reflecting Pool* Divingtion
4 Repel Insects Protection

* |taicized entries were classfied as druidic spdlsin the origind AD& D® rules. Pdadins using
the 1<t Edition may not choose any of these spells.

Optional spell restriction: At the DM's discretion, AD& D® 2nd Edition paladins may be
forbidden to cast the itdicized spells on Table 9.

At 3rd leve, a pdadin gains the ability to turn undead. The number and type of undead
turned depends on the pdadin's level, as per Table 10.

A paadin turns undead just like a priest of two levelslower than the paladin. The player
rolls 1d20 and consults the relevant column of Table 10. A result equa to or greater than the
listed number indicates success. A "T" means the attempt succeeds automaticaly; no roll is
necessary. A "D" means the targeted undead are destroyed. Turning attempts can't be made
againg categories of undead indicated by adash. A successful roll, or a"T" or "D" notation,
affects 2-12 (2d6) undead. Only one die-roll is made per turning attempt, regardless of the
composition of the undead group.

Use the same die result on al applicable columns of Table 61. (See Chapter 2 for more about
this ability.)

Table 10:
Turning Undead (Paladin)

Paladin Category of Undead

Level 1 2 3 4 5 6 7 8 9 10 11 12 13
3 10 13 16 19 20 - - - - - - - -
4 7 10 13 16 19 20 - - - - - - -
5 4 7 10 13 16 19 20 - - - - - -
6 T 4 7 10 13 16 19 20 - - - - -
7 T T 4 7 10 13 16 19 20 - - - -
8 D T T 4 7 10 13 16 19 20 - - -
9 D D T T 4 7 10 13 16 19 20 - -
10 D* D D T T 4 7 10 13 16 19 20 -
11 D* br D D T T 4 7 10 13 16 19 20
12-13 D* D D* D D T T 4 7 10 13 16 19
14-15 D~ D D* D* D D T T 4 7 10 13 16



16+ D* b b D b D D T T 4 7 10 13

Key to Categories
Skeleton (or 1 HD undead)
Zombie
Ghoul (or 2 HD undead)
Shadow (or 4 HD undead)
Wight (or 5 HD undead)
Ghast
Wraith (or 6 HD undeed)
Mummy (or 7 HD undead)
Spectre (or 8 HD undead)
10 Vampire (or 9 HD undead)
11: Ghost (or 10 HD undead)
12: Lich (or 11+ HD undead)
13: Specid undead, including one-of-a-kind cregtures, free-willed undead of the Negative
Pane, outer planes undead, and certain greater and lesser deities.
* An additiona 204 creatures of this type are turned.
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Chapter 2: Paladin Abilities

All paadins have innate abilities that set them apart from other character classes. These are
granted powers resulting from the paladins strong faith. In this chapter, we examine each of
these abilities in detall, discussing their applications, limitations, and specid rules.

Detect Evil I ntent

The paadin, so thoroughly aigned with the forces of good, can experience the mere
presence of evil asaphysicd sensation. Although smilar to the detect evil spdll, the pdadin's
sengtivity to evil essentidly functions as a Sixth sense. But, like the spell, this ability doesn't work
autométicdly. The player must make it clear that the paladin is attempting to detect evil; only
then will the DM reved the rdevant information.

Use and Limitations

Unlike other senses, the detection of evil works only when the paadin concentrates for one
full round, remaining sill and taking no other actions. Often, paadins close their eyes, lower
their head, and clear their minds by focusing on their own breathing. Some pa adins extend their
pams, touch their foreheads with their fingers, or sweep their hands dowly in front of them.
Details of the concentration routine vary from paadin to paadin, and each is free to come up
with a unigue routine. Once settled on aroutine, the paadin should aways execute it the same
way.

If attacked, distracted, or otherwise disturbed while concentrating, the paladin fails to detect



evil. He may try again in subsequent rounds.

The paladin may target an individual or group up to 60 feet distant, in an areaabout 10 feet
wide, or alocation where an individua or group might be hiding, such as aclump of bushesor a
concedled acove. The paadin must face the indicated individua, group, or location, but need
not see the target. If blindfolded or in thick fog, for example, the paadin can target an individud
by voice or movement, or just take a guess. In a shadowed corridor, the paladin's detect-evil
ability can determine if anyone-or anything-with strong evil intent lurksin the darkness.

Eligible Targets

A paladin can detect evil radiated by characters and monsters; undead created by evil
magic, Negative Plane influences, evil artifacts, certain enchanted swords; and other intelligent
objectsthat radiate evil. The ability can't detect cursed objects or traps, nor does it work on
creatures of Animd intelligence or less (Inteligence 0 or 1), such as centipedes or carnivorous
plants.

The pdadin's sengtivity to evil responds to the target's intention to commit an evil act. The
ability doesn't reved the precise nature of the intended act, nor does it reved the target's actud
aignment. Characters who are strongly aigned, who do not siray from their faith, and are of a
least 9th level might rediate evil if intent upon appropriate actions. For ingtance, if the paladin
uses this ability on a suspicious nonplayer character, the paadin may sense that the NPC
radiates evil, but not that the NPC is neutrd evil, or that the NPC plans to ambush and kill the
paadin. If an NPC recently murdered a passerby, the paadin might pick up evil emanations
from the NPC but cannot determine the nature of the crime. Crestures such as the rakshasa,
who disguise themsaves with illusons, may conced their gppearances but not their evil
intentions

A high-level character unshakably committed to an evil dignment may radiate evil even
when not specificaly planning an evil act or thinking evil thoughts. Powerful evil mongers, such
asred dragons and hill giants, dso radiate evil uncontrollably. A paadin can aways detect the
presence of these types of evil beings, unless unusud conditions are in effect. For instance, in
some evil strongholds or planes, everything reeds evil, effectively negating the paadin's evil-
sendng ability.

Subject creatures may not make saving throws to resist a paladin's attempt to sense evil.
However, undetectable alignment and smilar spells cast on atarget temporarily prevent the
paadin from sensing the target's evil emanations. But as soon as the spell ends, the paladin is
free to make another attempt.

A paladin can't detect an evil presence through 3 feet or more of wood, 1 foot or more of
gone, or 1 inch or more of metal. A thin coat of lead aso prevents the use of this ability. A
paladin perceives such barriers as nonspecific obstructions, without knowing their composition
or widths.

I nter preting the Results
If an attempt at senaing evil falls, or if theré's no evil present, the paadin feds nothing out of

the ordinary. If evil is present, the paladin might experience an unmistakable physicad sensation.
Though the type of sensation varies among paadins, a given pdadin dways has the same



reection. Typicd reactionsinclude tingling in the fingertips, awarm flush, acold chill, or adull
throb behind the eyes; the DM can make up sensations. Usudly the sensation lasts only a
moment.

If the pdadin scans a crowd of people, tingling fingers won't pinpoint the character
responsible for the evil emanations. If scanning a pool of murky water, throbbing eyes won't
reveal the number or species of evil creatures lurking below the surface. However, the paadin
may determine the degree of evil from the intengity of the sensation. Table 11 lists four generd
degrees and examples of sources. Two ways that a paladin might experience the corresponding
sensations aso appear. In an encounter, the DM describes only the sensation when apaadin
successtully detects evil; the player must interpret the meaning of the sensation.

At the DM's option, the paladin may discover the generd nature of the evil aswdl asits
degree. A pickpocket may radiate an expectant evil, avampire's evil may be maignant. The
DM may use the sensations suggested in Table 11 to indicate the nature of evil (the paadin
experiences an expectant evil as an itch on hisfingertips), or may employ a different set of
sensations (awarmth in the chest indicates expectant evil).

Table 11: Degrees of Evil

Degree Typical Sources Sensations
Fant Pickpocket; Slight itch on tips of
nonevil bully fingers, light throb
behind eyes
Moderate Mugger; skeleton Tiny pinpricks
creeted by evil dong fingers
cleric; imp; dull pounding
typica orc behind eyes
Strong Mass murderer; Pinpricks over
ghoul; vampire entire surface of
hands, intense
pounding hurts
eyes
Over- Venerablered Shappanin
whdming dragon; lich; hands, agonizing vampire
mege headache

Ambiguous stuations produce ambiguous results. If avampire waits behind a 3-inch-thick
sonewall fortified with 2 feet of wood, a paladin may detect a moderate or strong sensation of
evil, rather than an overwheming one. If amurderer hides behind awindow with a coat of
flaking lead paint, a paladin may detect a moderate instead of a strong sensation.

If the DM can't decide which category in Table 11 to use, it's acceptable to give the paadin
mixed sgnds. If avicious mugger hidesin a closat, but plansto surrender rather than fight if
discovered, apaladin may detect both faint and moderate sensations (fingertip itches aternating
with pinpricks).

Saving-Throw Bonus



Asdetalled in Chapter 3, a paladin's ethos compels him to put his life on the line far more
often than other characters. While companions may hestate, a pdadin will fight to the last
enemy, volunteer for near-suicidal missons, and face death to defend a principle.

To compensate for these risks, a paladin's faith grants increased immunity to poisons, degth
magic, and Smilar hazards. Thisimmunity is manifested as a permanent +2 bonusto dl saving
throws. The bonuses take effect at 1t leve. Table 5 in Chapter 1 summarizesthe paladin's
saving throws.

These bonuses do not gpply to apaadin's ability checks. A pdadin with a Strength of 16
attempts a Strength check at 16, not 18. However, the paladin does benefit from the saving-
throw bonuses available to other characters, such as those awarded for high Dexterity and
Wisdom scores (shown on Tables 2 and 5 in the PH) and magicd armor.

| mmunity to Disease

A pdadin has complete immunity to dl forms of organic disease. Thisimmunity includes
diseases from rat, otyugh, and neo-otyugh hites, aswell as nonlethd but disabling maadies like
meades and earaches. A pdadin never catches a cold or suffers from tooth decay, and is
unaffected by parasitic monsters such as green dime, violet fungi, gas spores, phycomids, and
rot grubs. His wounds never become infected. The process occurs ingtantly, automaticaly, and
painlesdy; the paladin isn't even aware of exposure to adisease.

A paadin's disease resstance is divingly given and can't be transferred to another character.
A magicd blood transfusion, for instance, would not grant disease immunity to the recipient.
Nor are a pdadin's progeny automaticaly immune to diseases, unless they become paadins
themselves.

A paadin experiences the norma consequences of the following:

Physical trauma. All woundsinflict norma damage. A pdadin is as susceptible to
concussions, broken limbs, and exhaustion as any other character, and dso suffers the normal
effects of extreme temperature, such as sunburn, heatstroke, and frostbite.

Poison. A paadinisvulnerable to nearly dl types of ingested, injected, and inhaded toxins.
These include irritants (acids, mercury), organic toxins (poison mushrooms, snake venom,
crystd ooze), nerve poisons (belladonna, arsenic), and poisonous gases (vapors that stop the
heart or inhibit bresthing). The paladin can become intoxicated by drinking too much acohal,
and may experience alergic reactions to pollen, dust, or other substances, but does not suffer
from virus-based or bacteria-based toxins, such asthe sdivaof arabid dog or bat.

Curses and magical diseases. Lycanthropy, mummy rot, and Smilar afflictions are curses
and not diseases. A paadin suffers the normd effects. (See the PH, page 27, and the DMG,
page 131, for details.)

Note that paladins are immune to the cause disease spell. The DM may decide that very
powerful diseases, like mummy rot, may override the paadin's naturd immunity, but could be
cured by the paladin's cure disease ability.

Effects of aging. A pdadin ages a the norma human rate. Age brings the ability pendties
given on Table 12, Chapter 1 of the PH, and also the norma debilitations associated with aging.
For ingtance, even though the paladin's teeth resst bacterid decay, they may Hill fall out asa
result of enamd erosion. A paadin whose body wears out dies, at the same age as anorma



humean.

Psychological disorders. A pdadin is as prone as anyone else to halucinations,
nightmares, memory loss, insanity, and smilar menta and emotiona disorders, providing the
disorder isn't a consequence of a disease (such as afever-induced delirium).

Table 12: Leve Progression of Powers

Paladin  Cure Laying On
L evel Diseases* Hands** Other
1 1 2 -
2 1 4 -
3 1 6 Turn undead
4 1 8 Bonded mount
5 1 10 -
6 2 12 -
7 2 14 -
8 2 16 -
9 2 18 Priest spdls
10 2 20 -
11 3 22 -
12 3 24 -
13 3 26 -
14 3 28 -
15 3 30 -
16 4 32 -
17 4 34 -
18 4 36 -
19 4 38 -
20 4 40 -
* Times per week.

** Hit points restored.
Cure Diseases

A pdadin is not only immune to natura diseases, but can cure such diseasesin others. This
requires no materias or rituals, merdly atouch of the victim with afinger, usudly on the
forehead, cheek, or hand. Only amoment's contact is necessary, so long as skin touches skin.
The cure occurs automaticaly. The victim may be any human, humanoid, demihuman, or natura
animal. A pdadin can't cure lycanthropes, undead, or creatures of extraplanar or supernatural
origin.

A paadin can use this ability once per week for each five levels of experience (see Table
12). A victim receives no additiona benefits from being cured for the same disease more than
once;, multiple gpplications won't accelerate recovery or hed damage. However, should the
victim succumb to the same disease at some point in the future, apaladin may cure him again.



A paadin may cure any disease. He can't use this ability to hed physica trauma, cure
lycanthropy (or most other curses), or neutralize poisons. Mummy rot can be cured with this
power. Diseases from wishes, artifacts, gods, or similar sources, however, might not be
curable.

Recovery

The victim's recovery beginsimmediately after the paadin touches him. Recovery time
varies from afew minutes to 10 days, depending on the severity of the disease and how long the
victim has been suffering. A victim cured of amild cold or atoothache may recover in aturn. A
victim with advanced pneumonia or smalpox may require the full 10 days. The DM decidesthe
recovery period based on these parameters.

A cured victim doesn't automatically recover hit points lost as aresult of the disease, but
ceases to lose additiond hit points. Hit points are recovered at a norma rate, abetted by ret,
medicina or magicd trestments, and possibly the paadin's ability of laying on hands (see
below). Though the curing dleviates disabling symptoms of the disease (such as heedaches
associated with afever or blurred vison from an eyeinfection), it doesn't correct any physicd
consequences (such as pockmarks or weight 10ss).

Laying On Hands

A paadin can restore logt hit points to himsdlf, another character, or anatural anima with
the laying on hands ability. To use this ahility, the paadin briefly presses both padms againg the
damaged character or creature-usudly againgt the temple or chest, but any surface of the body
will do. Touching the skin directly isn't necessary. The paadin may be gloved or the subject may
be wearing clothing, so long as the paladin presses hard enough for the recipient to fed the
pressure.

Laying on hands works automaticaly, restoring a number of hit points equa to twice the
paladin's experience level (see Table 12). A padadin can use this ability only once per day, and
only on asingle character or cresture. The following restrictions aso gpply:

* The recipient can't recover more hit points than he normaly has. If a 6th-level pdadin lays
hands on acharacter who's  logt atota of 3 hit points, the character recovers exactly 3 hit
points and no more. Though the paladin could theoreticaly restore 12 hit points, the excess
ae"log" inthis case.

* The recipient must till be dive. Laying on hands can't bring dead characters back to life.

* Laying on hands doesn't cure diseases-that requires a different paladin power (discussed
ealier). However, layingon  hands may restore hit points lost to disease or poison. (Note
that laying on hands doesn't negate poison or lengthen its onset time; the neutralize
poison and slow poison spells cause these effects.)

* |f the paladin is unconscious or immobile, a companion can't pick up the paadin's hands

and hed himsdf or anyone dse. Laying on hands requires the paladin's willful
participation.

* Laying on hands won't work unless the paladin employs both hands at the same time.
Before using this ability, he must shesth his sword, put down his bag, or take whatever

other actions are necessary to free his hands. If he's disabled-for example, if heslogt an



am in an accident-he may petition the gods to dlow him to hed with asingle hand. Assuming
the paladin has served honorably, the gods probably grant his request.

Aura of Protection

Aninvisble aura of protection continuously surrounds a paadin. The aura extends 10 feet in
al directions, enveloping anyone and anything within its boundaries. The aura perssts even
when the paadin is adegp or unconscious, disspating only when the pdadin dies. However, it
doesn't extend through walls, doors, or any physica barier.

The magicd aura has a disrupting and disturbing effect on evil opponents, causing them to
make al attack rolls at a-1 pendty. Affected opponentsinclude:

» Mongers and characters whose dignments are lawful evil, neutrd evil, and chaotic evil.

* Extragplanar, conjured, and summoned evil entities, or those summoned by evil
gpellcagters.

» Monsters and characters who have been charmed by evil casters or otherwise have been
compeled to commit evil acts.

Only evil opponents within the radius of the aura suffer the attack pendty. The auraaffectsa
large opponent if even a portion of its body occupies the auras radius. When an evil opponent
moves out of the aura, the penaty no longer gpplies, but as soon as the opponent re-enters the
aura, the pendty again takes effect.

An evil opponent within the aura suffersthe -1 penaty when directing attacks againgt the
paladin, other characters or creatures within the aura, or characters or crestures outsde the
aura. The pendty appliesto dl physica attacks made by an evil opponent, but not magica
attacks. Because the aura disrupts living creatures and not inanimate objects, missile attacks
made outsde the aura's radius aren't pendized; an ogre who throws arock at a paadin from a
distance of 11 feet makes anormd attack roll.

Specid condderationsinclude these:

* Evil opponents experience the paladin's aura of protection as an unpleasant physica
sensation, such as mild nauses, a prickling of the skin, atightening of the throat, or a sudden
chill. Because the sensation is o pronounced, evil opponents can dmost dways identify a
paladin as the source, even if the paadin is disguised. Non-evil creatures and characters don't
experience these sensations. Consequently, they may not be sure when they move in and out of
the aura's range. Nor does the paladin fed anything unusua when an evil opponent enters the
aura; therefore, the aurain no way helps to detect evil.

* A paadin may benefit from a protection from evil spdl, even though the auramimics
many of the spell's properties. Protection from evil aso blocks attempts a exercisng menta
control and prevents bodily contact by extraplanar and conjured cregtures. The spell and the
aurafunction amultaneoudy for the spell’s duration, with the paadin receiving the benefits
of both. However, the attack pendties aren't cumulative; evil creatures suffer a-2 pendty to
their attack rolls, not -3.

» The aura of protection gives the paladin obvious advantages in melee combat. But though
apdadinmay beinclinedto  gather companions around during a battle so that they may dso
benefit from the aura, thisisn't dways agood idea. Strategic movement can be difficult when
severd people struggle to remain in a confined area, and a 10-foot radius doesn't dlow



much freedom. A cluster of characters dso makes agood target for enemy missle attacks as
well as spell atacks affecting large aress.

Holy Sword

A holy sword isa specid type of consecrated weapon that provides a paadin with unique
benefits. Though the sword +5, Holy Avenger (described in the Appendix of the DMG) isone
of the more common examples, others exist aswell. A few are described in Chapter 6 of this
book.

Asde from their exceptiond craftsmanship, holy swords are often indistinguishable from
ordinary magica weapons. A paladin may not become aware of the sword's specia powers
until he usesit. In some cases, a pdadin may be able to identify a holy sword by its cryptic
inscription (which may require the Ancient Languages proficiency or afriendly mages read
magic spell to trandate). A skilled wegponsmith or sage may aso recognize a holy sword.
Occasiondly, aholy sword will glow when touched by a paadin, or the paadin's arm may tingle
when he picksit up.

Holy swords are hard to come by, and a pdadin rarely finds more than onein his entire
career. Usudly, apdadin acquires aholy sword under difficult or extraordinary circumstances.
A holy sword may be part of a venerable red dragon's treasure horde, concegled in a cave atop
ahigh mountain. A paladin may hear rumors of a holy sword buried in adesart ruins in fact, the
ruins contain amap that shows the actud location of the holy sword, embedded in aglacier in
an actic wilderness. If apaadin reaches ahigh level without acquiring aholy sword, his deity
might direct him to one in atemple on the ocean floor or atreasure chest on aremoteidand. In
any case, the DM should treat the acquisition of aholy sword as a Sgnificant campaign event,
and design the circumstances of its discovery accordingly.

When unsheathed and held by a paladin, every holy sword projects acircle of power 10
feet in diameter. The pdadin's hand serves as the center of the circle. The circle moves with the
paladin and persigts as long as he grips the sword. The sword projectsthe circle even if aglove,
gauntlet, or bandage covers the paadin's hand.

Note: The first sentence in the paragraph regarding the paladin's holy sword in Chapter 3 of
the PH (page 27) should read: "A pdadin usng aholy sword projects acircle of power 10 feet
in diameter when the sword is unsheathed and held.”

Within its range, the circle of power dispelsdl hostile magic of aleve lessthan or equd to
the paadin's experience level and creates a magic resistance of 50%. Specificdly:

* All evil opponents within the circle are unable to cast spdlls, including monsters and
characters of evil dignment; extraplanar, conjured, and summoned evil entities; and monsters
and characters who have been charmed or controlled by evil casters. The circle neutralizes a
gpell the ingtant it's cast. Opponents may not make saving throws to resist the circle of power.

* Evil opponents have norma use of their Spdll and spell-like abilities once they leave the
range of the circle. However, the paadin remainsimmune to their spdls, even when cast
from outsde the circle. An evil wizard can cast afireball spell at apaadin, but the fireball
disspates as soon asit enters the circle. An evil spdllcagter's attempts to mentaly probe or
control a paadin (with spdlls such as ESP and magic jar) will dsofall.

» Magicd items crested by evil magic won't work within the circle. Physica properties
remain unchanged, however; asword +1 may gill be wielded as a normd sword. Outside the



crcle, magicd items function normaly, but the pdadin remainsimmune to ther effects
Thefollowing regrictions dso apply:

* The paadin is dways vulnerable to magic from opponents whose level exceeds his own.
The pdadin has the norma chances of avoiding the affects of these magical attacks.

» The circle functions only aslong as the paadin grips the holy sword. Should he sheathe or
drop it, heimmediatdly becomes vulnerable to evil magic.

* The paladin must be conscious and in control of his own actions for the holy sword to
project acircle of power. A holy sword doesn't dispel magic in the grip of a comatose or
deegping pdadin.

* An evil spellcaster may temporarily negate the magic of aholy sword, including its power
to project acircle of protection, by casting dispel magic directly on the weapon. The holy
sword may resist the spdll with a successful saving throw vs. spell, using the paadin's saving-
throw number. If the throw fails, the holy sword's magic isinert for 1-4 rounds.

* A pdadinis dill subject to indirect effects of evil magic. If an evil spdlcaster usesa
lighting bolt spdll to cause an avaanche, the paadin risks damage from falling boulders.

Certain holy swords may have additiona benefits and limitations. A Holy Avenger, for
instance, inflicts +10 points of damage on chaotic evil opponents. Each holy sword described in
Chapter 6 has its own specia properties. In designing holy swords, the DM may use the
standard benefits and limits described above, perhaps adding a +1 to +5 bonus on attack and
damage rolls againg certain kinds of evil opponents.

Turning Undead

By tapping into the powerful forces generated by hisfaith, the paadin can become aliving
conduit of lawful good energy. He may focus this energy to terrify undead or blast them out of
exisence.

A paadin gains the ability to turn undeed at 3rd level. As shown on Table 10 in Chapter 1,
apdadin turns undeed at two levels lower than acleric; that is, a 3rd-level paadin turns undead
asald-leve deric. Otherwise, apaadin has the same redtrictions as acleric:

* A turning attempt counts as an action and takes one combat round to execute. The
attempt occurs during the paladin's turn, determined by the order of initiative.

* A paadin can make only one attempt to turn a particular group of undead. In generd, a
group congsts of al undead that the paladin can see, within areasonable range (as
determined by the DM). If a paladin successfully turnsfive of agroup  of seven skeletons, he
can't make a second attempt on the remaining two. Another priest or paladin, however, may
make try to turn them.

Two or more paadins (or priests) can attempt to Smultaneoudy turn the same group of
undeed. If aparticular undead suffers more than one pendty, apply the most effective result. For
ingance, if askeleton suffersa”T" result from apaadin and a"D" result from a priest, gpply the
"D" result.

* The paladin's hands must be free, and he must be able to speak; he can't turn undead by
samply standing in place. The atempt should be accompanied by a dramétic gesture (the paadin
sweeps his arms before him, or extends both pams towards the undead, then squeezes his
hands into fists) or phrase (such as"Disperse and dispe!" or "Fall before the power of
righteousnesd™). The exact gesure or phrase is up to the paladin.



What happens to an undead when it isturned? A "D" result destroysiit, ingtantly and
permanently. The DM determines the physical effects-the flashier, the better. A skeleton
crumblesto dust. A crimson flame envelopes a ghoul, then disappears. A spectre screams as it
is sucked through an invisible portd the Sze of apinhole. A vampire meltsinto a steaming
puddle.

The effects of a"T" result depend whether the undead is bound by the orders of another or
has free will. A bound undead, such as a skeleton, retreats, hugs the wall, or otherwise gets out
of the way of the paladin and his companions. If free-willed, the undead triesto flee. If unableto
ecape, it circles at adistance, coming no closer to the paadin than 10 feet. Once turned, the
undead may hiss or claw the air, but it will take no direct action againg the pdadin, even if the
paadin turns away. Should he move within 10 feet of the undead, the paadin violates the
turning, and the undead atacks normally.

Bonded Mount

Perhaps the paladin's greatest asset is the bonded mount, usualy a heavy war horse of
exceptiona strength, courage, and intelligence that serves its master with steadfast devotion. The
bond is partly indtinctud, partly divine; many believe that the gods bring them together to insure
the pdadin has a companion as noble as himsdlf. Once joined, the mount remains loyd so long
asthe pdadin staystrue to his principles.

A paadin becomes digible to receive a bonded mount at 4th level. The mount may appear
any time theresfter. Because the mount's arrival marks amajor event in the paladin's career, the
DM may wish to ddlay its gppearance. For instance, if a4th-level paadin is about to embark on
alengthy exploration of an underground civilization, the DM may postpone the mount's
appearance until the paadin surfaces. In al cases, the DM determines when and how the mount
appears.

A paadin may never have more than one bonded mount at atime. Further, he can have no
more than one mount in the same decade. If the mount dies or is otherwise logt, the paladin
won't become digible for a replacement until 10 years after the day he acquired his origina
mournt.

Most bonded mounts are war horses, but other creatures can aso become mounts. Table
13 lists some of the possibilities. The DM may augment Table 13 with other creatures, so long
asthey are suitable for riding, reasonably intelligent, and of good or neutral dignment.

The player may suggest the type of mount he prefers for his paadin character, but the DM
makes the final choice. The DM may roll on Table 13 or sdect a particular cresture. Regardless
of the method used, remember that only the strongest, smartest, and bravest crestures become
bonded mounts. To qudify as abonded mount, most creatures must meet certain satistic
requirements. These are recommendations, not rigid rules; the DM may modify them as desired.

Hit Points. Most mounts have at least 6 hit points per hit die. A heavy war horse, for
instance, has 21-27 hit points.

Intelligence. A species ligted Intdlligence must be at least Animal (1). However, the
Intelligence of the mount may differ from the listed Intelligence of the species

* If amount's species normdly has Animd Intelligence, the mount itself has an Intdligence
score of Semi- (4). For example, the war horse species has an Intdlligence of 1, but a
war horse bonded mount has an Intelligence of 4.



* |f the mount's species normaly has an Intelligence score of Semi- or higher, the mount
itsdf has +2 over thehighest  typical score. The Monstrous Manual shows an Intdligence
range of 2-4 for the griffon; agriffon bonded mount has an Intelligence of 6.

Morale. A species lised Morde must be at least Unsteady (5-7). The Morde of a mount
may exceed that of its species.

« If amount's species normaly has Ungteady or Average morde, the mount has a Morale of

11 (Steady).

* If the mount's species has arange of Morale scores, the mount has the highest possible
score. The griffon hasaMorde range of 11-12; a griffon bonded mount hasaMorde
of 12.

Upgraded mounts. The DM may improve any species of bonded mount by adding 2+2
HD toitshit dice base and 3 to its movement base. An upgraded heavy war horse

bonded mount has 5+5 HD and a movement rate of 18.

Level Restrictions

To maintain balance, the DM should consider redtricting alow-level paadin's choice of
bonded mounts. For instance, the DM may decide that a paladin can't acquire a bonded mount
other than awar horse until he reaches 7th leve, or an aerial mount before 10th levd.

Alternately, aDM may regtrict all paadinsto the following choices:

* A pdadin may only have aland-based mount whose hit dice are less than or equd to the
paadin's experience level.

* A pdadin may only have a flying mount whaose hit dice are no more than haf the pdadin's
experience levd.

Using these guiddlines, a 7th-level paadin could have a 3+3 HD hippogyriff as a bonded
mount, but not a7 HD griffon. If an unacceptable choice comes up on Table 13, roll again or
choose an acceptable mount.

Campaign Redrictions

The DM should select bonded mounts with the rest of the party in mind, aswell asthe
parameters of the campaign. A griffon mount may be disruptive if the paadin's companions all
ride horses, particularly if the griffon has ataste for horseflesh. A hippocampus won't be much
funif the campaign rarely takes the party near water. Again, disregard any inappropriate
outcome on Table 13 and make anew roll or choose something el se.

Species Preference

Bonding requires the voluntary participation of the mount, and some species may have their
own ideas about what congtitutes a suitable companion. Unicorns, for instance, will only
accompany femade paadins, while light war horses may be rluctant to bond with overweight
riders. If amatch doesn't work, try a different combination.

Character Kits
Certain character kits may have specific mount requirements that take precedence over
other considerations. See Chapter 4 for details.

Table 13: Bonded Mounts



D100 Rall Mount

01-77 War horse*

78-79 Griffon

80-81 Unicorn**

82-83 Pegasus

84-85 Hippogriff

86-87 Giant eagle

88-89 Dire wolf

90-91 Elephant or oliphant

92-93 Grest cat (lion or tiger)

94-95 Giant lizard

96-97 Aquatic (hippocampus, sea horse, sealion, smal whale, or
dolphin)

98-00 DM's choice

* The paladin's standard war horse.
** Femde pdadins only.

Paladin'sWar Horse

The pdadin's sandard war horse is an unusualy hardy steed, dightly larger than a heavy
war horse and more heavily muscled. Its shaggy coat and thick hide providesit with natural
armor. Powerful legs enable it to move at the speed of amedium war horse. It has a carrying
capacity of 300, an encumbered (haf-speed) capacity of 450, and an encumbered (one-third
movement) capacity of 600.

Paladin's standard war horse: Int low (7); AL N; AC5; MV 18; HD 5+5; THACO 15;
#AT 3; Dmg 1d3/1d8/1d8; SZ L; ML 12; XP 270.

Acquiring a Mount

Usually, an opportunity to acquire a bonded mount occurs within afew months after a
paladin reaches 4th level and declares himsdlf receptive. The DM decides the exact time and the
circumstances, working the mount's appearance into the flow of the campaign. The acquisition
of amount should be dramatic; after dl, it isalandmark of a paadin's career. Some possibilities:

Dream. The paladin may experience a dream, induced by the gods, where he sees a mount
in aspecific location. He may dream of awounded war horse on a battlefield, surrounded by
the corpses of lizard men. A unicorn may lie comatose in afied of crimson flowers, overcome
by the petals anaesthetic fragrance. The dream may be a premonition of an event yet to come
or an image of a Stuation that has aready occurred. The paadin may experience the dream with
increasing regularity over severa weeks. The dream may become more vivid near the source.
Eventudly, he encounters a scene exactly as portrayed in the dream. By overcoming afind
obstacle, such asfighting off predators from the wounded horse or finding an antidote for the
comatose unicorn, the paadin unites with the bonded mount.

Reward. A paadin may receive amount as areward for an exceptiona act of heroism. If



he saves a village from afamily of red dragons or sngle-handedly turns back an advancing amy
of orcs, the grateful community may present him with their finest war horse. A paadin honoring
his faith by building atemple at the pesk of a high mountain may dip and fdl; as he plummets
into the abyss, agriffon swoops from the cloud and rescues him, a gift sent by the gods.

Quest. The pdadin may hear of the whereabouts of a potential mount and decide to track it
down. Theinformation may come from a befriended sage, arumor overheard & aninn, or a
mysterious document found in an abandoned castle. He may spend weeks or months pursuing
the lead, only to discover one or more obstacles preventing him from bonding with the mount.
The mount may be guarded by a mongter, in the custody of an evil monarch, or for sdea an
auction at an astronomica price. A spirited mount may resist capture, leading the paladin on a
wild chase through treacherous terrain.

Magic. A magica ceremony may evoke the appearance of abonded mount. A paadin
may learn the details of such a ceremony from an arcane parchment or a helpful mage. A giant
eagle trapped in adiamond may be freed if bathed in aleprechaun'stears. A painting of awar
horse on a cave wal may cometo lifeif the paladin burns a specia incense. If he gathersthe
scattered bones of a griffon and casts them into the sea, aliving griffon may arise from the
water, ready to serve.

Recognizing a Bonded Mount

Though amount always knows when bonding has occurred, it may not be immediately
obvious to the paadin. The DM shouldn't announce to the paadin that he's just bonded with a
mount, but instead describe the behavior of the mount and let the paladin come to his own
conclusons. Here are afew signs the paadin might look for:

* The mount seems unusudly bright. A war horse immediately comes when cdled. A
hippogriff fetches on command.

» The mount seems unusudly brave, fearlesdy fighting alongside the paladin againgt
formidable opponents or intervening  when amonster attempts an ambush.

» The mount seems unusudly loya and affectionate. A horse trots placidly behind the
paladin wherever he goes, sopping  when he stops, moving when he moves. A unicorn rests
its head in the paladin's |ap.

After observing such actions for aday or two, even the dullest paadin should conclude that
he's acquired a bonded mount. To dleviate lingering doubts, afriendly spellcaster may verify the
bonding by casting speak with animals or asmilar spell.

Routine Care

In generd, abonded mount has the same needs as a normal steed. For the most part, it can
care for itsdlf, grazing or hunting when hungry, and drinking when thirsty. Unless ordered
otherwise, a bonded mount rests when the paladin rests.

Occasondly, the mount may have to count on the paladin for routine care. In the absence
of asuitable pasture or hunting grounds, the paladin will have to provide food. In adry desert,
the paadin may have to share his water. Mounts often need regular doses of sdlt to replace the
st lost from sweeting. Sick or wounded mounts may need medical attention.

Some mounts, horsesin particular, require daily grooming to stay hedthy. The mount's coat



must be brushed, then wiped down with a soft cloth. Its hooves must be thoroughly examined
for cracks, imbedded stones, and other abnormalities that could cause serious damage if |eft
unattended. All mounts appreciate expressions of affection, such astasty snacks, soft words,
and soothing touches.

Special Traits

All bonded mounts, regardless of their species, have the following traits in common:

Faithful service. A bonded mount's loyalty is unshakable. It obeysthe paadin's
commands without hesitation, assuming it understands them. When the paladin is on foct, the
mount remains a his sde, following wherever he goes unless ordered to stay puit.

On the battlefield, the mount remains with the paadin, even in the face of impending desth.
A bonded mount will never abandon the paadin to save itsdlf; in game terms, the mount is
considered to have Fearless (20) Morale when fighting beside or defending the paladin.

A bonded mount isindifferent to the paadin's companions, unlessit has been specificaly
trained to protect them or respond to their commands. Should a companion approach the
paadin in what the mount perceives as a threatening manner, the mount may snort or samp its
hooves as awarning, or even attempt to push the companion away. Once reassured by the
paadin, the mount withdraws, though it may keep awary eye on the companion. The mount
responds to nonplayer charactersin the same way, ignoring nonhostile NPCs who keep their
distance, reacting strongly to those who appear to pose a threst.

Comes when called. A bonded mount comes immediately to the pdadin's Ssde when
summoned. The mount responds to a shout, whistle, hand gesture, or any audible or physica
sgnd of the paadin's choice. The pdadin must demondtrate the sgnd to the mount only once;
the mount unfalingly responds to the signd ever after.

Handling. The paadin can dways cam an excited or agitated bonded mount. The Animal
Handling proficiency isn't required.

Riding. A paadin requires neither the airborne nor the land-based riding proficiency to ride
his bonded mount. Additiondly, the paadin can perform dl of the feats associated with the
proficiency that appliesto his mount's species. Feats normally requiring proficiency checks
(described in Chapter 5 of the PH) instead require Riding checks. For land-based mounts,
make the Riding check againgt the paadin's Wisdom score, modified by +3. For airborne
mounts, the Riding check equds the paadin's Wisdom -2. (These modifiers are identicd to the
gandard check modifiers given on Table 37 in the PH.)

Unless trained otherwise, a bonded mount alows only the paladin to ride it, bucking and
snorting furioudly if anyone else makes an atempt. A soothing word from the paadin prevents
the mount from actualy harming an unwanted rider.

Combat. A bonded mount aggressively defends its paadin againg attacks, biting and
kicking until the attacker withdraws. The mount aso attacks any target indicated by the paadin,
continuing its attacks until the paladin orders it to stop.

Training

A bonded mount can perform all of the actions discussed in "Specid Traits." A pdadin may
aso wish to train the mount to perform additional tricks and tasks. Tricks are Smple actions



performed in response to specific commands; such actions require no independent decison-
making from the mount. Tasks are more complex actions which may require multiple steps and
abit of improvisation. Because of its rapport with its paadin, abonded mount can master an
impressive repertoire of tricks and tasks, and can learn more efficiently than other animals.

The Animd Training proficiency isn't necessary to train a bonded mount, though the
procedure is similar. The paladin tellsthe DM which trick or task he wants to teach. If the DM
approves, the paladin beginsthe training. It takes 1-2 weeks to teach atrick to a bonded
mount, and 2-5 (1d4+1) weeksto teach it atask. At the end of the training period, the paladin
makes a Wisdom check (using his own Wisdom score, not the mount's). If the check succeeds,
the mount has learned the trick or task. If the check falls, the paladin may try again, investing
another 1-2 weeks of training for atrick, or 2-5 weeks for atask. When the training period
ends, he makes a second Wisdom check. If this check fails, the mount isincapable of learning
that particular trick or task. A bonded mount can learn 9-20 (1d12+8) tricks and tasks, in any
combingtion.

A pdadin can use the Animd Training praficiency to train other animaswhile training his
mount. He can train three animdss, including the mount, & the sametime.

A paadin must regularly work with the mount to teach it atrick or task. The exact time
gpent islessimportant than working with the mount every day. If the paadin fals behind-for
ingance, if he kipsatraining sesson severd daysin arow-the DM may rule that he must sart
the training again, beginning a new period of 1-2 or 2-5 weeks.

Severd examples of tricks and tasks suitable for bonded mounts are described below. A
paadin isn't confined to thislist; he may attempt to teach his mount any task or trick he can think
of, s0 long as the mount is physicdly and mentaly cgpable of performing it and the DM
approves.

A mount executes most tricks and tasks automaticdly; die-rolls or success checks aren't
needed. The DM may ask for an ability check if the outcome is uncertain (for instance, a mount
successfully walks a plank spanning a deep chaam if it makes a Dexterity check). Alternately,
the DM may assign a percentile chance of success (the mount has a 30% chance of safdy
crossing the chasm). The DM adjudicates al combat-related tricks and tasks like any other
combat action, using attack and damage rolls as necessary.

Exceptionally intelligent mounts. Mounts who can communicate with spoken language
and whose Intelligence scores are comparable with those of humans need no training. Such
creatures perform any tricks or tasks their paadins ask them, within reason.

Sample Tricks

Speak. The mount neighs, growls, or makes some other predetermined sound on
command.

Pack Animal. Normdly, bonded mounts resist being used as pack animals. Some are only
comfortable carrying human riders; others fed that hauling equipment is beneath their dignity.
Once amount masters this trick, however, it effortlesdy shifts between carrying riders and gear.
To avoid chafing and sores, a mount usually requires a pack saddle when carrying gear. The
cost of apack saddle for ahorseis5 gp. The cost of pack saddles for other species ranges
from 5-15 gp, depending on the animal's Sze and the DM's decision.

Pursue. Normaly, amount breaks off its attacks when an aggressor withdraws. When
taught to pursue, the mount chases a retregting enemy. If the mount catches the enemy, it



resumes its attacks. The mount may pursue indefinitely, returning when the enemy has been
defeated or has escaped, or it may be taught to return at the paladin's command.
Stay. The mount stands gill until the paadin givesit permisson to move.

Sample Tasks

Rescue. If the paadin fals unconscious on the battlefied, the mount drags him to safety,
either to a predetermined location, such as the paladin's campsite, or to the nearest safe
location.

Strategic attacks. In acombat encounter, the mount makesits own decisons regarding
drategy and choice of targets. The mount may temporarily leave the paadin to lure avay a
charging mongter, or it may attack an enemy that the paladin doesn't see (such as one abouit to
plunge a knife into the paladin's back).

Guard duty. The mount stands guard a a campsite or other location, watching for
intruders. Should the mount spot an intruder, it reacts as directed by the paadin. It may dert a
deeping pdadin (or other designated character) by nudging him awake, crying out, or attacking.

As some mounts may not be able to distinguish between friendly and hotile intruders, the
mount will mogt likely reect if any person or creature enters the guarded area. To improve the
mount's value as a guard, the paladin may teach it to respond to a specific type of intruder (say,
anyone riding ahorse, or any ogre). Recognizing a specific type of intruder is considered a
digtinct trick, requiring a separate training period. In other words, the mount must first learn the
task of guard duty, then any number of tricksto recognize specific types of intruders.

Sear ch. Thefollower can search for a particular type of item in agenera location and, if it
findsit, return the item to the paladin. Suitable itemsinclude gems, wegpons, bundles, flasks, or
parchments. Suitable locations include asmal cave, ashdlow vdley, or the interior of a
building. The paadin must show the mount a sample of the sought object, the more specific, the
better. (If the paladin wants a particular wegpon from an armory, he must show the mount a
close copy.) The paladin must aso designate the area to be searched. The mount won't search
indefinitely, usualy returning within an hour if it can't find the item.

If the circumstances of the search are unusudly difficult, the DM may cal for ability checks.
For ingtance, if the mount searches an armory for a particular golden sword, but the building
contains dozens of smilar swords, the DM may require the mount to make an Intelligence
check. The mount locates the correct sword only if the Intelligence check succeeds.

A mount may aso be taught to locate specific people. However, amount can't locate a
person that it hasn't been taught to recognize. The mount must first learn the task of searching,
then any number of tricksto recognize specific individuas. A bonded mount can always
recognize its paladin; no specid training is required.

Bonded Mounts as
Nonplayer Characters

Because bonded mounts are living, breathing entities with thoughts and fedings of their own,
the DM should consder running them as nonplayer characters. Like a human or demihuman
NPC, abonded mount has a digtinct persondity. It may be stubborn or bold, complacent or
curious, foolhardy or cautious. It may have an averson to bearded strangers, afear of water, a
fondness for apples. Exceptiondly intelligent mounts may communicate with head shakes, foot



stomps, or a spoken language, letting them serve as confidantes and advisors.
Parting Company

Under norma circumstances, a bonded mount servesits paadin for no more than 10 years.
During thistime, the paladin may voluntarily dismiss the mount if it becomes crippled or ill, if the
paadin's journeys take him to aterrain inhospitable to the mount, or for any other reason of the
paadin’s choice. The mount ingtinctively knows when the paadin dismissesit, and responds by
dutifully wandering awvay. The DM should stage this parting as a Significant event smilar to the
mount's arriva.

If the paladin returns to the area where he dismissed the mount and cdls out for it, the
mount may return. A dismissed mount returnsif dl of the following conditions exist:

» The mount is dive and ambulatory.

* The mount hasn't left the area and can hear the paladin's call.

* Ten years haven't yet passed since the day the paladin origindly acquired the mount.

* The pdadin hasn't acquired a new, conventiond mount in the interim.

» The DM approves of the return.

A bonded mount abandons its paadin for either of the following reasons:

* Ten years have passed since the mount originally bonded with the paadin. Many steeds,
particularly horses, aretoo old for alife of adventure at this age. Others, like unicorns, become
restless for new experiences.

After adecade of sarvice, the pdadin may voluntarily dismiss his mount. Otherwise, the
mount Smply disgppears at the earliest opportunity. A paadin in good standing then becomes
eligible for anew bonded mount. The opportunity may arise within the next few months, under
the guiddines described in the " Acquiring a Mount” section above. The new mount may be a
different species from the previous mount.

« |f the pdadin is stripped of his specia abilities as a consequence of violating his ethos (see
Chapter 3), the bonded mount losesits dlegiance to the pdadin and escapes a the
earliest opportunity. Once stripped of his abilities, aformer paadin can never again acquire
bonded mounts.

Clerical Spells

A paadin acquires spells through prayer, just like a priest. Assuming the paladin has
adhered to the tenets of hisfaith, the deity or greater power usudly grants the requested spdlls.
After receiving spells, a pdadin uses them the same way as a priest, employing identical
components, casting times, and effects. See Chapter 8 for more about paadins and their faiths.

Chapter 3: Ethos

The st of principles that structures a pdadin'slife and regulates his behavior iscdled an
ethos. While an ethos may encompass the written laws of society, its scope is much broader,
incorporating spiritual edicts and mora absolutes to form an ethicd ided. A paadin's ethos
defines his attitudes, shapes his persondity, and influences virtudly every decison hell ever
make.



Though a guiding ideology is certainly not unique to paadins, the paadin's ethos differs from
that of other character classesin two sgnificant ways. Firgt, the paladin's ethos is complex,
comprising along list of generd guideines and specific rules. Second, the pdadin's ethosis
uncompromising, requiring absolute dedication. Violations have severe consequences, ranging
from reprimands to suspensons of privileges. Extreme violaions may result in acomplete loss of
gtatus and permanent removad of al his specid ahilities.

Still, the paadin considers his ethos a privilege, not aburden. To him, al conduct has a
mora quality. Every action is a choice between right and wrong. With judtifiable pride, he
congders himsdf an embodiment of the highest sandards of human behavior.

We begin with the three general components of the paladin's ethos: strictures (forma rules),
edicts (commands from authorities), and virtues (behaviora vaues). The find section explains
how apaadin may violate his ethos, and suggests suitable punishments and atonements.

Strictures

The most important elements of apaadin's ethos are his strictures, aset of inviolable rules
from the PH that the paadin must follow &t al times. The paladin's drictures are asinflexible as
his ability requirements, they are part of what defines a character as a paadin and distinguishes
him from other classes.

Lawful Good Alignment

Every paadin must be lawful good. The moment he abandons the conditions of this
dignment is the moment he stops being a paadin.

At the heart of alawful good dignment isthe belief in a system of laws that promotes the
welfare of al members of asociety, ensures their safety, and guarantees justice. So long asthe
laws are just and gpplied fairly to dl people, it doesn't matter to the paadin whether they
originate from a democracy or adictator.

Though dl lawful good systems adhere to the same generd principles, specific laws may be
different. One society may alow awife to have two husbands, another may enforce strict
monogamy. Gambling may be tolerated in one system, forbidden in another. A paladin respects
the laws of other lawful good cultures and will not seek to impose his own vaues on their
ctizens

However, apaadin will not honor alaw that runs contrary to his aignment. A government
may believe that unregulated gambling provides a harmless diverson, but a paadin may
determine that the policy has resulted in devastating poverty and despair. In the paladin's mind,
the government is guilty of alawless act by promoting an exploitative and destructive enterprise.
In response, the paladin may encourage citizens to refrain from gambling, or he may work to
change the law.

Particularly abhorrent practices, such as davery and torture, may force the paadin to take
direct action. It doesn't matter if these practices are culturaly acceptable or sanctioned by well-
meaning officids. The pdadin's sense of justice compels him to intervene and dleviate as much
auffering as he can. Note, though, that time congtraints, inadequate resources, and other
commitments may limit his involvement. While a paadin might wish for aculturd revolutionin a
society that tolerates cannibaism, he may have to content himsdf with rescuing afew victims



before circumstances force him to leave the area.

When will apdadin take alife? A paadin kills whenever necessary to promote the greater
good, or to protect himself, his companions, or anyone whom he's vowed to defend. In times of
war, he gtrikes down the enemies of hisruler or church. He does not interfere with alega
execution, so long as the punishment fits the crime.

Otherwise, apaadin avoids killing whenever possible. He does not kill a person who is
merely suspected of acrime, nor does a paladin necessarily kill someone he perceivesto be a
threat unless he has tangible evidence or certain knowledge of evildoing. He never kills for
treasure or persond gain. He never knowingly kills alawful good being.

Though paladins believe in the sanctity of innocent life, most kill animals and other
nondigned cregturesin certain Stuations. A paadin may kill animas for food. He will kill a
mongter that endangers humans, even if the mongter is motivated by inginct, not evil. While
some paadins avoid hunting for port, others may hunt to sharpen their combat and tracking
ills

Magical Item Limit

The pdadin's limited access to spells aso extends to the number of magica items he may
possess. Under no circumstances may a paadin retain more than 10 magicd items, regardless
of hislevd, kit, or status.

Paadins are limited not only to the number of magica items, but aso the type. Specificdly,
apdadin can have the fallowing:

One suit of magical armor. Thisexcludesdl pieces of norma armor that have been
temporarily enchanted, as well as accessories such as a cloak of protection, a helm of
protection, or boots of speed (al of which count againgt the paadin's miscdlaneous item limit).
A dingle piece of magicad armor, such achest plate, counts as afull suit for limitation purposes.

Onemagical shield.

Four magical weapons. Thisexcludes dl norma wegpons temporarily affected by
enchanted weapon or smilar spdls, but includes holy swords. A quiver or case of arrows or
bolts counts as one item. Individua arrows and bolts are counted as one item if they have
gpecia magica properties, such as arrows of direction and arrows of daying.

Four miscellaneous magical items. This category includes rings, rods, staves, gems, and
scrolls. A bag of beans, a set of ioun stones, and a deck of many things each count as one
item. A magica potion counts as oneitem, regardless of the number of doses. Items temporarily
enchanted by spells are excluded.

To ensure that a pdadin stays within hislimit, it's important to clarify who owns each of the
party's magicd items. In generd, apaadin won't use amagicd item unlessit'shis. It doesn't
matter who actudly carries the item; if a paadin has claimed ownership, it belongsto him. A
paadin may loan itemsto his companions, but so long as he retains ownership, loaned items
count againg hislimit.

Conversdy, if apdadin has 10 items, he won't borrow items from other characters. A
paadin won't look for ambiguities to exploit; he remains true to the spirit as well asthe letter of
these rules.

Of course, apaadin may not know that an item is magical when he acquiresit. But as soon
as he becomes aware of its specia properties, he's obligated to give it away or to get rid of



another item to reman within hislimit.

A paadin may voluntarily rid himsdlf of ameagicd item if he finds a more desirable one. For
ingance, he may give up anarrow of direction if he discovers ajavelin of lightning.

Excess magicd items may be given to other lawful good characters, donated to the paadin's
religious inditution, or smply discarded. Since excessitems technicaly don't belong to the
paadin (he won't claim ownership), they may not be sold or traded, even if the paladin intends
to funnd the profits to aworthy cause.

Waealth Limits

A paadin has no interest in wedlth for its own sake. He seeks spiritua rather than materia
satisfaction, derived from serving his faith and his government to the best of his ability. Toa
paadin, the pleasures of ownership are flegting, superficid, and ultimately debasing. The
rewards of duty are lasting and deep.

Still, the paladin redizes that a certain amount of money is necessary to survive. Rather than
forego money dtogether, he retains enough wedth to meet hisworldly obligations and sustain a
modest lifestyle.

A paladin doesn't expect handouts, nor does he rely on the generosity of strangersor his
companions. He feds respongble to pay his own way and takes pride in his sef-sufficiency. He
earns income from treasure, rewards, and fees, the same as anyone e se. Unlike most other
characters, however, the paladin operates under strict guiddines asto how he can spend his
money and how much he can save.

Budgeting

A paadin requires funds to cover the following expenses.

Food. A paadin is responsible for feeding himsdlf and his steed. To hold down costs, the
paadin might hunt his own game, and may gather fruits, nuts and vegetables from the
wilderness.

Weapons, armor, and clothing. Thisincludesthe costs of purchase, upkeep, repair, and
replacement. A paladin sddom skimpsin this area, spending as much as his funds will dlow to
secure the highest-quality equipment.

Tack and harness. As with wegpons and armor, many paadins splurge to buy the best,
especidly for bonded mounts.

L odging. When deeping outdoors isn't practica, paadins seek out the least expensive inns.

Taxes and licenses. The paadin must make al payments required by hisliege. He must
aso pay dl foreign tolls and fees levied during histravels

Training costs. A paadin may pay atutor for training, providing the tutor is of lawful good
dignment and the paadin has permission from his patron. (See Chapter 7 for more about
training procedures.)

Miscellaneous provisions. Including medicines, lantern ail, clothing, bedding, and
grooming supplies. Many paadins prefer to forage, improvise, or manufacture these items
instead of buying them outright, in order to save money.

Salaries. Far sdariesarerequired for al servitors and henchmen.

Stronghold expenses. A paadin pays dl costs associated with the construction and
maintenance of his stronghold.



Strongholds

In addition to his contingency fund, a paladin may dso maintain a separate fund to save for a
gronghold. As explained in Chapter 7, congtruction prices vary wildly, though dl are expensive.
A paadin may haveto save for years, even decades, to accumulate enough wedth to build a
gronghold. A wise paladin, then, begins his stronghold fund as soon as possible; 1t leve isnt
too early to start saving.

Once a pdadin establishes a stronghold, he acquires a universe of new expenses,
particularly those involving personnel and maintenance. The paadin must adjust his monthly
budget accordingly. He may aso wish to build up his contingency fund to cover two or three
months worth of overhead.

An established stronghold typicaly falsinto one of three economic categories, each of
which has a particular impact on the paadin's finances.

Subsidized. The stronghold has no significant agricultural or manufacturing base. Any crops
or goods produced at the stronghold are insufficient to pay the stronghold's maintenance costs
and employees. The paadin must make up the difference out of his own pocket, which raises
his monthly financid obligations dramaticaly.

It's not unusud for a paadin to subsidize a new stronghold until it gets up and running. With
careful management and allittle luck, a stronghold becomes sdlf-sustaining within afew months
or, a mog, afew years. Some paadins, however, subsidize their strongholds indefinitely,
usudly for one of two reasons:

* The stronghold was never designed to generate income, functioning instead as a military
stronghold, training center, hospitd, or religious sanctuary. Such a stronghold requires the
commitment of a paladin with considerable resources.

* The stronghold was designed to generate income, but due to misfortune or incompetent
management, never succeeded. Should the paladin decide to cut hislosses and abandon
the stronghold, he must first see to the well-being of his faithful employees, giving them adequate
severance pay and doing what he can to find them new jobs.

Salf-sustaining. The stronghold pays its own way through the sale of crops, goods, or
sarvices. The paadin needn't subsidize the operation in any way, nor does he have to worry
about the proper disposa of excess profits (there aren't any). Thisistheidea arrangement for
most paladins.

Profit-making. The stronghold generates regular and dependable profits from the sale of
crops, goods, or services. The paadin uses these profits to expand his holdings (to provide jobs
for more people or to further glorify his deity, never for persona gain) or to increase his
donations to his church or other worthy causes. A profit-making stronghold usualy requires
extratime and attention from the paladin, or the services of skilled managers.

Excess Funds

All of apdadin's excess funds must be forfeited. Thisindudes dl money remaining after he
pays his regular expenses, aswell as any money not specificaly alocated to a savings fund for
building a stronghold. He may keep a contingency fund equd to two or three times his norma
monthly budget (including maintenance costs and employee sdaries for his sronghold) but no
more. He may not stockpile money to buy gifts, leave to his heirs, or pay afriend's expenses.

What does a paadin do with the excess? He has three options:

* Refuse it. If an appreciative community offers him a sack of gemsfor destroying a



vampire, he politely declines. (" our gratitude is more than sufficient.") If he discovers atreasure
chest filled with pearls, gold pieces, and abook of poetry, he takes the book and leaves the rest
(and he'slikely to give the book to afriend or alibrary after he's finished reading it).

» Donate it to the church. This does not count as aregular tithing (see the Tithing section
below), asit'snot consdered part of hisincome.

* Donate it to another worthy institution of lawful good alignment. Suitable recipients
include hospitals, libraries, and orphanages. Research facilities, military organizations, and
governmenta operations are acceptable only if the paadin is certain that the money will be spent
on lawful good projects.

Within these guiddlines, a paladin may dispose of his excess funds as he wishes. He may
donate treasure to a hospital on one occasion, and refuse a monetary reward for rescuing a
kidnapped prince on another. However, he may never give his excess funds to another player
character, or to any nonplayer character or cresture controlled by a player.

Remember, too, that just because a paadin declines areward for rescuing a prince doesn't
mean hisfellow party members can't accept it. If apaadin kills an evil dragon, then walks away
from its treasure hoard, his companions are till free to help themsdlves.

Loans

A paadin faling on hard times or confronted with unanticipated expenses may arrange for a
loan from alawful good character or indtitution. While borrowing money may be a humiliaing
experience, it'srarely an ethos violation unless the paladin borrows money he doesn't need or
doesn't intend to repay.

In generd, apadadin may borrow only small amounts of money (say, an amount equivaent
to his monthly budget). He may dso borrow the minimum amount required for an emergency; an
opportunity to buy atreasure map leading to a holy sword doesn't qudify, but medicine to treat
adying companion might. Borrowing money to pay the monthly operating expenses of a
sronghold is dlowed, but only if necessary to keep lawful good workers employed or to make
vita repairs. (A leaking roof can wait; a crumbled wall probably can't.) A paadin should strive
to repay his debts as quickly as possible.

Repeated borrowing is discouraged, and chronic debt should be considered an ethos
violaion. If apaladin borrows money for severa consecutive months, he might lose his
stronghold, his bonded mount, or any other obligation that's costing him more than he can
afford.

Tithing

A pdadin must give 10% of dl hisincometo alawful good indtitution. This 10% iscaled a
tithe. In most cases, a pdadin tithes to his church or other religious organization. If he doesn't
belong to a church or operates independently (as in the case of the Expatriate character kit
described in Chapter 4), he may designate any lawful good organization, such as a hospita or
university, asthe recipient of histithes. A paadin has no say in how histithes are spent, though
the money typicaly goes towards the indtitution's maintenance, recruitment, equipment, and
education cogts. A paadin usudly tithes to the same ingtitution for his entire career.

A paadin'sfird tithe usudly comes out of his starting funds of 504 x 10 gp. After that, he
must tithe from al sources of income, including rewards, treasure, wages, and profits generated



from his stronghold. When he acquires agem or magicd item, he owes his designated inditution
10% of theitem's value (as determined by the DM), payable & the earliest opportunity. If he
finds a diamond worth 500 gp, he owes 50 gp; if the gem islogt or stolen, he till owes 50 gp
(the indtitution isn't pendized for the paladin's card essness).

Tithes are due only on funds the paadin actudly damsfor himsdlf. If he walks avay from a
treasure or refuses areward, no tithes are necessary.

It's the paadin's respongibility to get histithesto hisingtitution as soon as possible. A
monthly payment will sufficein most cases, with the paladin turning in 10% of dl the income he's
acquired in the previous four weeks. If amonthly payment isimpossble or impractica-for
ingance, if the paladin is on amission hafway around the world, or if he's a prisoner of war-he
may make other arrangements, providing he offers a satisfactory explanation. A paladin may
persondly present his tithings to hisingtitution or he may deliver them by messenger.

Tithes carried by the paladin but not yet delivered are ill considered to be the property of
the indtitution. A starving paadin who has no other funds aside from 10 gp of tithes may not
gpend histithes on food, unless he first petitions his deity for permission. If he's behaved
responsbly-say, if he used his last gold piece to pay for treetment of a dying child-permisson is
usudly granted, with the understanding that the tithes must be replaced.

Alignment of Associates

A pdadin is known by the company he keeps. 1dedlly, a paadin associates only with good-
aigned companions. Relationships with neutra characters may be tolerated in limited
circumstances, but prolonged contact may result in an ethos violation. Any association with an
evil-adigned character can be congtrued as an evil act. In generd, apaadin bears responsibility
for the actions of his associates, even those taken without his knowledge or consent.

Hirelings. Without exception, dl of a pdadin's men-at-arms and stronghold employees
must be lawful good. The paadin should do his best to determine their aignment before he hires
them. Should a hirdling commit an evil act or otherwise reved himsdf to be of an dignment other
than lawful good, the paladin has no recourse but to fire him and, if necessary, turn him over to
the proper authorities for prosecution.

In some cases, a paadin shares repongbility for the evil actions of his hirelings. For
ingance, apaadin's sable master commits murder. The paadin may not be legdly liable, but he
may be consdered an accomplice in an ethica sense. Although the authorities may not
prosecute the paladin, he may Hill suffer a punishment for violaing his ethos, particularly if he
was remiss in investigating the stable master's background prior to his employment. As aways,
it's up to the DM to determine if an ethos violation has been committed.

Henchmen. A paadin accepts only lawful good characters as henchmen. Aswith ahireling,
the paladin should make every effort to determine a potential henchman's dignment before an
dliance develops. The paadin must immediatdy dismiss a henchman who commits an evil act.

Good char acters. In an adventuring party, a paladin naturdly gravitates to other lawful
good player characters, making them his confidants and closest companions. Rardly, however,
can a paadin choose the composition of his party, as fate often throws together characters of
vadtly different outlooks. A paadin cooperates with a party so long as the mgority of the
characters are good-digned; amgority of neutra characters or the presence of even asingle
evil character may present problems.



A pdadin can maintain a comfortable partnership with a neutra good characters, despite his
reservations about the neutral good character's indifference to socia structures. However, the
neutral good character must be working gtrictly in the interests of good. A paadinisless a ease
with chaotic good characters, owing to their independent nature and lack of respect for
authority. But a paadin will work with chaotic good characters so long as their behavior
complieswith his gods.

Neutral characters. Next to good characters, some paadins fed most comfortable with
lawful neutrd characters, admiring them for their sense of duty and loydty to their government.
This, of course, presumes the lawful neutra characters serve reasonably benevolent
governments, not despots or dave traders.

A pdadin will cooperate with a party that contains aminority of lawful neutrd or true neutral
characters. But he mogt likely keeps neutrd characters at arm's length, resisting their gestures of
friendship. Instead, he tries to serve as an example to the neutral characters, hoping to convince
them through words and deeds that a commitment to good results in aricher, fuller life. Solong
as neutrd characters refrain from committing evil acts, a paadin continues to work with them.

A paadin wont join a party conssting entirely of neutra characters, unless the sakes are
exceptiondly high. He may, for instance, work with aneutrd party to retrieve aholy artifact,
rescue hisking, or save his church from destruction. For less momentous undertakings, such as
treasure hunts or reconnai ssance expeditions, the paadin should excuse himsdlf. (If aparty
mostly consgts of neutral PCs, the DM should explain the generd nature of a new adventure to
aplayer with apaadin PC. The player should have the option of gracefully bowing out of the
adventure or choosing another character.)

Evil characters. Because he is duty-bound to suppress evil, a paadin won't tolerate an evil
PC. He may take the evil PC into custody, physicaly restrain him, or demand his expulsion from
the party. If dl dsefalls, the pdadin severs histies with the party and go hisown way. In any
event, inaction is unacceptable.

A pdadin finds it difficult, if not impossible, to avoid contact with evil NPCs. They're
everywhere: waking down a street, dining at an inn, shopping at a bazaar. A paadin's ethos
doesn't compe him to attack or even confront al evil NPCs; in many cases, hodtile
confrontations could be counterproductive, particularly if such an action distracts the paadin
from amore important mission, or if it triggers retdiation from the NPC's companions againgt
innocent bystanders.

Time and circumstances permitting, a paladin may question evil NPCs, follow them, or
meake inquiries about them. None of these actions violate a paladin's ethos when used in
moderation. (However, spying and smilar actions should be alast resort, because they connote
deception). A paladin walks on shaky ground, however, the moment he begins an association
with an evil NPC that could be perceived as friendly or compliant.

Edicts

Edictsinclude commands, ingtructions, and traditions the paadin has pledged to obey,
usudly imposed by the paadin's patron. The pdadin must follow his edictsto the letter; he takes
them as serioudy as any other eement of his ethos.

A paadin doesn't choose which edictsto follow. Rather, he pledgesto follow any and all



edicts issued by specified sources. The paadin chooses his sources when he begins his career.
Additiondly, the DM may make recommendations or reguire specific sources.

Edict sources may be chosen from the list below. Usudly, a paadin's background will
suggest appropriate choices. For instance, a paadin whose parents expect him to adhere to
ther traditions may swear to follow dl edicts from his father and mother.

The DM determines the nature of dl edicts. He aso decides how they apply and when they
occur. At the DM's direction, asource may issue aset of edicts at the outset of a paladin's
career. Alternately, a source may wait to issue edicts until a particular event occurs (such asthe
acquigtion of astronghold or adeclaration of war). At any time, a source may issue new edicts,
modify old edicts, or suspend standing edicts. It's possible that a source may never issuean
edict. In any casg, it's up to the paladin to keep track of his edicts and follow them exactly.

Occasondly, edicts from different sources may conflict. For instance, a pdadin's church
might issue an edict that clashes with an edict from his government. In most cases, religious
edictstake priority over edicts from other sources. In all cases, a paladin's stricturesand
coreprinciples have priority over stricturesissued by any social ingtitution. For more
about conflicting edicts, see Chapter 8.

Religion and Philosophy

If the paadin belongs to an organized religion, the church will probably be the mgor source
of edicts. Church edicts encompass spiritual obligations, behavior restrictions, and service
requirements. Philosophies, too, may have their own edicts, imposed by the architects of the
philosophy or by the paladin himsdf. A deity may aso issue edicts to the pdadin directly,
appearing in adream or as an avatar. Chapter 8 discusses religious and philosophic edictsin
detail.

Government

A paadin who has pledged fedty to his government must follow its edicts. Some examples:

* Perform military service.

* Donate the use of his stronghold for any legitimate government purpose (housing soldiers,
entertaining government guests, storing supplies, and so on).

* Pay aone-timetax or fee.

» Temporarily loan a sronghold hireling.

» Guard a particular item or person. The paadin assumes complete respongbility for the
safety of the item or person.

 Undertake a caval cade, along journey for the purpose of escorting dignitaries, ddivering
messages, Or scouting new territory.

* Represent the government in a jousting match or other contest of skill a a tournamen.

* Appear a& a gate banquet or other ceremonia function.

Mentor

Pdadins who have no ties to an organized religion often choose to follow the edicts of a
mentor. A mentor can be any teacher, sage, or eder whom the paladin respects; often, the
mentor isthe paadin's ethica role mode or the person who tutored him in philosophy. A group
or organization can dso quaify as amentor. Possble edicts

» Take regularly scheduled tests that measure intelligence or integrity. For insdtance, the



mentor may engage the paadin in probing philosophic discussons on the nature of evil or the
obligations of friendship.

* Carefor the mentor in his old age.

» Pass dong the mentor's ideas to a young acolyte of the mentor's choice. (In effect, the
paladin becomes a mentor to someone else))

Culture

Unless they contradict the principles of his government or religion, a paadin may choose to
follow edicts from his culture. Cultura edicts arise from the long-standing traditions of a
particular tribe, region, or race, and as such, they rarely change. Examplesinclude:

» Marry by acertain age.

* Always bow from the waist or curtsy to strangers and elders.

* Hold the lives of animasto be equa to those of men. A paadin following this edict never
eats meat, never hunts for port or food, and only kills an anima to protect himsdf or those he's
sworn to defend.

Family

Family edicts derive from tradition, obligations to relatives, and the wishes of particular
family members. Edicts may be issued by the paadin's parents or grandparents, or by a
consensus of dl living family members

Won't dl paadins automaticaly choose to follow the edicts of their families? Not
necessarily. A paadin's family may not be of good dignment. The paadin may be an orphan
and have no knowledge of hisfamily. Sympathetic families may not wish to burden the pdadin
with their problems. If a paladin has not vowed to follow the edicts of hisfamily, his obligations
to them are no different from his obligations to anyone dse. Typicd family edicts include:

* Vigt the family buria ground once per year on adesignated day.

* Uphold atradition never to harm a particular anima. (For example, if a bear sacrificed
itsdlf to save the pdadin'sinfant Sster from a dragon, the paadin may vow never to harm
bears.)

» Donate a fixed percentage of al income to the family.

Virtues

Virtues are traits exemplifying the highest sandards of mordity, decency, and duty. They
comprise the paadin's persond code. Although not specifically detailed in the PH definition of a
paadin, apaadin's virtues are implied by his gtrictures aswell as his outlook, role, and
persondity. Just as apaadin must obey his strictures, he must dso remain true to his virtues.

Though most paadins adhere to al of the virtues described below, exceptions are possible.
For instance, a pdadin from a primitive society may be so unfamiliar with civilized etiquette that
induding courtesy as part of his ethos would be unreasonable. All adjustments must be cleared
by the DM at the outset of apaladin's career.

There are no rules for adjudicating virtue violations. The DM is advised to err in favor of the
paladin when the player makes honest mistakes. Conversdly, the player should gracioudy
accept the DM'srulings and, in the spirit of the paladin, avoid looking for loopholesto take
advantage of the DM's good will. The entries below include examples of how virtues might



influence the pdadin's behavior in the context of agame.
Fealty

Infeuda times, fedty referred to the relationship between awarrior and hislord. A warrior
swore dlegiance to alord in exchange for protection, support, and property. Thelord, in turn,
could count on the warrior for military duty and other services. Both the lord and the warrior
scrupuloudly honored this agreement. Perfidy, the breaking of the promise by ether party, was
consdered a treacherous breach of faith.

This book takes a broader view of fedty, defining it asloyaty not only to alord but to any
lawful good government, religion, or philosophy. For convenience, we refer to the recipient of a
paadin's loydty asthe patron.

Regardiess of who-or what-functions as the patron, fedty gives the paadin a sense of
belonging to something greeter than himsdlf. Fedty aso setsthe criteriafor a pdadin's mord
code; in essence, the patron establishes the difference between right and wrong, good and evil.
However, athough the patron provides the basic mord code, it is ultimately the paladin who is
responsible for and bears the consequences of his actions.

About the Categories

Let'stake a closer look at the three categories of fedty patrons:

Religion. A rdigionisaset of beliefs centering on one or more omnipotent deities with
supernatura powers. The patron is usualy a church representing an established religion, but can
be adaty.

Government. This can be any individua or governing body with the absolute power to
make laws and declare war. In most campaigns, the patron is usualy a monarch.

Philosophy. A philosophy is asystem of ideas that explains the nature of the universe,
exclusive of supernaturd beings. The patron may be an established philosophy developed by
scholars, or a unique philosophy developed by the paadin himsdf. (Chapter 8 discussesthe
definition of a philosophy in more detail, including the differences between philosophies and
religions.) For the purposes of fedty, rdigion and philosophy are mutudly exclusve; apaadin
can't pledge fedlty to both.

Choices of Patrons

Every padadin must pledge fedlty to something. Asaminimum, he must pledge fedty to
ether ardigion or philosophy; thisfaith iswhat grants him the specia powers described in
Chapter 2. Beyond this requirement, patrons should derive logicaly from the paadin's
background and outlook. In most campaigns, the proper patrons will be saf-evident. For
instance:

* If apaadin follows the tenets of alawful good religion and servesin the military of alawful
good ruler, he probably swears fedlty to both his church and government.

* If apdadin comes from arigid theocratic culture (asociety ruled exclusvely by priests) or
serves no feudd lord, he probably pledges fedlty to the church aone.

* If alawful good monarchy has no forma relationship with an established religion, the
paadin might pledge fedty to aruler and a philosophy, and not to a church.

* If apaladin operates independently and has no ties to a government or church, hell



probably pledge fedty to a philosophy.

For reference, Table 14 lists dl possble fedty combinations. A paladin may pledge fedlty to
any of the Permitted combinations (assuming the DM approves). He may not pledge fedlty to
any of the Forbidden combinations. The ways in which governments, religions, and philosophies
interact are discussed at length in Chapter 8.

Table 14: Fealty Combinations

Combination Per mitted/For bidden
Government, rdligion,  Forbidden*

and philosophy
Government and religion Permitted

Government and philosophy ~ Permitted
Religion and philosophy Forbidden*

Government done Forbidden**
Rdigion done Permitted
Philosophy done Permitted

* For the purposes of fedty, religion and philosophy are mutualy exclusive.
** Every paadin must pledge fedity to ether ardigion or philosophy, which serves asthe
source of his specia powers (described in Chapter 2).

Obligations of Fealty

Once a paadin pledges fedty to a particular patron, he's bound to that patron indefinitely.
Should hisking engage in evil activities, or his church become corrupt, the paadin may be
forced to pledge fealty to another patron; the Expatriate kit (see Chapter 4) describes one
possible consequence. Normally, however, a paadin's patrons never change.

The responsibilities associated with fedty vary with the patron. Monarchs, for instance, may
require their paladins perform military service. Churches may expect their paadins to follow
rigid rules of behavior. The "Edicts’ section esewhere in this chapter discuses such requirements
in detail. In generd, however, fedty requires the paadin to:

* Faithfully serve the patron regardless of persond adversity.

* Promote the principles and idedls of the patron.

» Honor and respect the representatives and symbols of the patron.

* Sacrifice hislife for the patron if necessary.

Examples:

 Sr Geffen, who has declared fealty to hisking, learns that his homeland has
declared war against Dryston, a neighboring state. Geffen is distressed by the news.
Many of his schoolmates now live in Dryston, and so does his brother-in-law.
Nevertheless, Geffen vows to engage all soldiers of Dryston as enemies, regardless of
who they might be.

* Inadistant village, Sr Geffen hovers on the edge of death, struggling to recover
from serious wounds inflicted by a red dragon. A compassionate farmer offersto take
Geffen to a medical specialist. Geffen accepts, and the farmer loads himin his wagon.
An hour into their journey, the wagon passes a herald carrying the banner of



Geffen's homeland. Geffen demands that the cart stop, then insists that the driver lift
him to his feet. Reluctantly, the driver does as he'stold. With his last ounce of strength,
Geffen raises his hand to salute the flag.

Courtesy

To apdadin, courtesy involves more than merely following rules of etiquette. It'sdso an
atitude, away of presenting himself to the world. A paadin carries himsdlf proudly, maintains
self-control, and accepts ill-mannered behavior with grace. He follows socid customsto the
best of his ability. Heis polite and deferentid to friends and sirangers dike.

Additiondly, the paladin must:

* Congder the fedings of others and take care not to offend them. A paladin dways
demondtrates proper manners (shaking hands with friends, expressing gratitude for favors). He
aso kegps himsdf immaculately groomed (bathing regularly, wearing clean clothes).

* Spesk tactfully and kindly. A paladin never knowingly insults or danders another person,
even his greatest enemy. If others engage in insults or dander, the paadin walks away.

* Behave with dignity. A pdadin refrains from emotiond outburdts, excessve egting and
drinking, foul language, and other boorish acts.

Examples

» Sr Geffen asks a grizzled innkeeper for directions. "My information ain't free,"
snarlstheinnkeeper. "Especially for the likes of you." The innkeeper spitsin Sr
Geffen's face, then glares at him, daring himto respond. Sr Geffen politely thanks the
innkeeper for histime, discreetly wiping the spittle from his cheek as he turnsto leave.

* After a long day spent slogging through a muddy swamp, Sir Geffen's companions
can't wait to make camp and get to bed. Sr Geffen, however, stays up for hours,
combing dried mud from his hair and cleaning the grime from his armor.

Honesty

A paadin dways tdls the truth as he knowsiit. He may decline to speak or choose to
withhold information, but he will never intentionaly midead anyone, even his enemies. He may
ask permission not to answer adirect question, but if pressed, hell tell the truth (however, he
may frame his answersin such away asto withhold vitd information). Though a paadin doesn't
make promises lightly, once he gives hisword, he dways keepsiit.

Examples

» Sr Geffen has been captured by an evil army. The commander demands to know
the whereabouts of the paladin's companions. Sr Geffen says nothing.

"My spies inform me that your colleagues plan to arrive at King Relhane's castle by
dawn tomorrow," says the commander. "Isthis true?"

The commander's information is accurate, but Geffen remains silent.

"If you say nothing, | will conclude that I'm correct.”

"You may conclude whatever you wish," says Geffen.

* Prevost, a young companion of Sr Geffen, asks about his performance on the
battlefield yesterday. Sr Geffen believes that Prevost fought ineptly. "With your
permission,” says Geffen, " prefer not to answer."



"Please," insists Prevost. "I want to know."

Geffen looks himin the eyes. "Very well. You allowed an opponent to escape. You
dropped your sword at a crucial moment. Your performance was poor."

Prevost glowers at Geffen, then angrily stomps away.

Valor

A paadin demongtrates unyielding courage in the face of adversity. No danger is too grest
to prevent him from fulfilling a promise or completing amisson. His commitment is stronger than
hisfear of pain, hardship, or even degath.

A padadin'svdor is particularly evident on the battlefield. He regards war as anoble
enterprise, and combat as an opportunity to glorify the indtitution he represents. A paadin
attacks an enemy without hesitation, continuing to fight until the enemy withdraws or is defegted.
Whenever possible, a paadin chooses the most formidable enemy-a powerful mongter, a giant,
adragon, or the leader of an army-as his primary opponent. In generd, a paladin prefers melee
to missile combat, o he can engage his opponent face to face.

Examples.

» A moment ago, Sr Geffen and his companions were riding peacefully through a
shaded valley when they were ambushed by a brutish hill giant. The giant snatched
young Fredrin from his horse and is now waving himin the air like a trophy.

"I claimthis youth as my slave!" thunders the giant. "1 you want him back, send
your best man to fight!"

Without hesitation, Sr Geffen rides forward.

* Locked in battle with an army of ogres, Sr Geffen's party is suffering mounting
casualties. "Withdraw!" shouts Bordu, a friend of Geffen. "We will regroup and fight
another day!"

Sr Geffen's companions scramble from the battlefield, but Geffen lingers behind.
"Come with usg!" cries Bordu. "You can't win!"

"Perhaps not," says Geffen, steeling himself for a phalanx of charging ogres. "Buit |
shall cover your withdrawal aslong as| can.”

At the DM's discretion, apaadin can withdraw with honor if outnumbered by more than 2:1
inhit dice. If the paadin bdongs to an dite organization, the DM might alow the paadin to
withdraw if he faces odds of more than 3:1. If the player suspects such a Situation exists, he may
ask the DM whether awithdrawa with honor is possible. With the DM's permission, the
paadin may withdraw without violating his ethos.

Honor

An honorable paadin conducts himsdf with integrity regardless of circumstance. He
behavesin amordly sound manner even when he's by himself or when no one ese will know of
his actions. It's an admirable act to comfort adying friend, but an act of honor to comfort a
dying enemy.

Honor dso involves respect, not just for the paadin's peers and superiors, but for anyone
sharing the paladin's commitment to goodness and justice. The paadin shows mercy to the



repentant, and refuses to inflict undue suffering even on the vilest evildoer.

Additionaly, an honorable paladin:

* Defers to the judgment of al lawful good characters of superior socid class, rank, and
leve.

» Acknowledges the dignity of al lawful good people, regardless of their race, class, or
economic status, by treating them with courtesy and respect.

* Accepts dl challengesto dud or fight given by those of comparable status and power. (A
chdlenge from an arrogant youngster or a drunken warrior may go unheeded).

» Dies before compromising his principles, betraying hisliege or faith, or abandoning a
protected charge.

Examples

* After a lengthy battle, the king of the lizard men lies bleeding at Sr Geffen's feet. "I
beg you," gaspsthelizard king, "Let me live." Sr Geffen reflects. The lizard king isold
and broken. He can no longer be considered a threat. And he has fought honorably.

Sr Geffen sheathes his sword. He motions for his aides to haul the lizard king away.
The king will spend his remaining yearsin prison.

» Sr Geffen has been captured by a cult of evil clerics. Bound with chains, Sr Geffen
stares into the eyes of a cleric who holds a blade to his throat. " Renounce your
blasphemous faith," hisses the cleric, "and | will spare your life."

"Renounce yours, and | will spare you!" says Sr Geffen.

Other Virtues

Fedlty, courtesy, honesty, valor, and honor will likely be a part of every pdadin's ethos.
Other virtues may aso be added, subject to the DM's approva. Some possibilities.

Humility. The paladin remains humble in spirit and action. He rejects adulation and declines
awards. Tributes embarrass him; the knowledge of ajob well done suffices as thanks. He
Spesks modestly of hisdeeds, if at dl, grateful for the opportunity to fulfill his mora obligetions.

Generosity. The pdadin gladly shares his meager funds and possessions with anyonein
need. If he owns two swords and aelderly hunter has none, the paadin offers one as a gift. He
will give hislast crust of bread to a hungry child, even if he must go without food for the rest of
the day. He is dso generous of spirit, dwayswilling to lend an ear to atroubled companion or
acknowledge a friend's accomplishments with lavish praise.

Chastity. The paadin avoids even the gppearance of impropriety, remaining pure in word,
deed, and thought.

Celibacy. In addition to remaining chaste, the paladin vows never to marry.

Industry. The paladin engages in productive ectivity at dl times. He works diligently and
hard until he completesthe job a hand. When not working, he studies, exercises, or practices
his combat kills. He consders leisure activities, smdl tak, and vacations to be time-wasting
fally.

Code of Ennoblement

Feudd tradition required newly knighted soldiersto swear dlegiance to aset of principles
that embodied rdigious ideds and service to the king. The oath condtituted a sacred promise,



securing the knight's loydty to church and Sate.

At the DM's option, a paladin may take a Smilar oath, swearing to a"Code of
Ennoblement” that enumerates the trictures, virtues, and edicts he is obliged to uphold. The
code defines the paadin's ethos, spelling out exactly what the patron expects of him.

The paadin swears to a Code of Ennoblement when he begins his career, usudly as part of
aforma ceremony (see the "Becoming a Paladin™ section of Chapter 7 for suggestions).
Typicaly, amonarch, church officid, or mentor administers the code; the paladin candidate
repesets the words as the officia recites them. Alternatdly, the paladin can compose his own oath
and recite it in private, addressing his words to a deity, an ancestor's memory ("l swear on the
spirit of my father") or auniversa force ("'l pledge to the glory of the natura world").

Because different paadins may not adhere to precisdy the same principles-they may, for
ingtance, follow different edicts-each may swear to his own verson of the code. Alternately, the
DM may standardize the code for dl paladins in the campaign. The exact wording of a code
isn't important, so long asit includes these e ements.

Name and homeand. The paladin should state his name and where he's from. He may
aso mention any notable ancestors. (I, Sharlyn of Northmoon, daughter of Princess Ahrilla,
granddaughter of Parvis the Wanderer.")

Strictures. At the DM's option, or the player'sinsstence, the code may list every one of
the paladin's strictures. However, because all padadins must follow all gtrictures, it's not
necessary to recite them one by one. A generd phrase ("1 swear to uphold the sacred
drictures”) suffices.

Fealty patron. The code should indicate to whom (or what) the paladin has sworn
adlegiance, as explained in the Fealty section above.

Virtues. Thefive principa virtuesfedty, courtesy, honesty, vaor, and honor-should be
mentioned by name, unless the DM has a good reason for excluding one or more of them. Add
any new virtues agreed upon by the DM and the player. It's not necessary to spell out the
responsibilities of each virtue, so long as both the player and DM have read and understand the
descriptions in this chapter. Any modifications to these descriptions should be made clear
before the oath is administered.

Edicts. Recite the relevant sources of edicts, not the edicts themsdaves. Specific edicts may
be mentioned at the player's request or the DM's option.

Ordinarily, the terms of a paladin's code never change. In extreme circumstances-for
ingtance, if economic hardship makesit difficult for him to keep up histithes-the pdadin may
petition his king or church for an exemption. The paadin must seek an audience with whoever
originaly administered the oath (or a suitable subgtitute), then plead his case.

Exemptions are rarely granted, unless new conditions make it impossible for the pdadin to
remain true to his ethos (if his church has become evil, the paladin can't be expected to continue
histithes). Officids may have severe misgivings about a paadin who even requestsfor an
exemption, and may impose a modest pendty to encourage the paladin to stop whining and
shape up. Seethe "Minor Violations' section below for suitable pendties.

Sample Code

Hereis asample Code of Ennoblement to use as atemplate. Fed free to embelish and
customize it as you seefit.



I, *, do hereby pledge to honor the strictures of this sacred heritage ** and promise
by my faith to be loyal to ***, maintaining my devotion against all persons without
deception or forethought. Further, | vow to promote and uphold the principles of ****
and to solemnly and faithfully follow the edicts of ***** | take this pledge freely,
without coercion or expectation of reward, sworn by my hand on this saintly relic
***xx%* and in blessed memory of those who have given their lives to this noble cause.

* |nsert the paadin's name and home ("Arlon of Shalowbrook.").

** This phrase implies alegiance to the drictures required of al paadins. It isn't necessary
to recite them by name.

*** |nsert the paadin's fedty patrons. In this example, Arlon swears fedty to his monarch
and religion ("King Bronman of Entland and the Holy Church of Enlightenment.”).

**** |ngart the five principa virtues. (Arlon will adhere to them dl, as outlined in this
chapter. Because of his grict upbringing, helll so follow the virtue of chedtity: "Fedty, courtesy,
honesty, vaor, honor, and chadtity.”)

*x*%* |ngert the edict sources. (Arlon names his fedty patrons, and because he's promised
to obey the edicts of his parents, he dso mentions his family: "My king, my church, and my
family.")

*xx%kx Some ceremonies require the paladin to place his hand on asacred relic, such asa
holy text or the monarch's sword. If relics aren't included in the paadin's ceremony, leave out
this phrase.

Violations and Penalties

When apaadin violates his ethos-that is, when he violates any dricture, virtue, or edict he
has sworn to uphold-he suffers a pendty. This pendty isin addition to any punishments required
by applicable laws or loca customs. For instance, if a paladin robs a merchant, he suffers an
ethos pendty and he may aso be imprisoned.

Two methods are provided for determining ethos violations and pendties. The Standard
Method, derived from a dtrict reading of the Player's Handbook rules, is the easiest to referee,
but generates the harshest pendties. The Alternative Method is easier on the players, but
requires more effort from the DM. Whichever method you prefer, it's best to stick with it
throughout the entire campaign.

Indl cases, the DM hasthe finad word on whether aviolation has occurred. At the DM's
discretion, he may alow the paladin to appedl his decison. If the paadin argues convincingly
that his actions didn't violate his ethos, the DM may suspend the pendty.

If the paladin's violation isn't especidly severe, the DM has the option of letting him off with
awarning. If the paladin picks up anew magicd item and aready has 10, the DM might remind
him of the rdlevant gtricture, giving him the chance to put the item down before he clams
ownership. One warning, however, is plenty; if the paladin commits the same act a second time,
apendty should be applied immediatdly.

The DM may bypass both the Standard and Alternate Methods, instead considering each
ethos violaion on its own merits and assessing any pendty that seems gppropriate. A willful and
deliberate evil action results in the irrevocable loss of the pdadin's status. Lesser violations



should result in minor pendties, such as the temporary loss of one or more of the paadin's
abilities. A suitable quest, the clericd atonement spell, or both may be used as penance for
lesser violations.

Standard Method

This method weighs the severity of an ethos violaion purely in terms of dignment. The DM
decides if aviolation is chaotic or evil, and then applies the appropriate penaty.

Chaotic Violations

Chaotic actsinclude violations that are inadvertent, impulsive, and rdaively benign. The
violation cannot have directly or indirectly resulted in physicd harm to any non-evil person.
Examples

* A moment of panic.

* Opposing the judgment of officids from his government or church. If the paadin refuses a
just edict, theviolation becomes evil.

* Failure to display proper courtesy to an elder or peer.

* Arrogance.

* Tdling a"whitelie" or couching the truth. If the lie resultsin harm to another person, the
violation become evil.

Penalty: If apaadin knowingly commits any chagtic violaion of his ethos, he must seek out
alawful good cleric of 9th leve or higher. A deric of the pdadin'sfaith is preferable but not
mandatory. The paadin must locate the cleric as soon as possible. An undue delay-say, of more
than afew weeks-changes the violation to an evil one.

Once the pdadin locates a cleric, he must make afull confesson of his transgression and
ask for forgiveness. The cleric will prescribe an appropriate penance. The paadin must execute
the penance immediately; failure to do o condtitutes a further violation. Typica penance's
indude:

* 1-4 weeks laboring at a monastery or church.

* A day or two in complete isolation, where the paladin does nothing but contemplate the
wrongness of his action.

» Completion of a modest task (such asretrieving amedicina herb from a mountain top or
ridding the monastery  basement of a snake infestation).

Evil Violations

Evil vidlaions include intentiond acts of theft, treason, cowardice, betrayd, greed, chesting,
and blasphemy. Any ethos violation resulting in deliberate physica harm to alawful good
character is consdered evil.

Penalty: Even asingle evil violation resultsin the immediate and irrevocable loss of the
paadin's satus. He forfeits al benefits, powers, and privileges associated with the paladin class,
none of which may be restored by magic or any other means. From that point on, the character
exigs as afighter; he keeps the same level and adjusts his experience points as necessary.
Because he wasn't afighter at the beginning of his career, heisn't digible for weapon
Specidization.



Magically Influenced Actions

The DM may excuse chaotic acts performed by an enchanted or magicaly controlled
paadin. Optionaly, he may impose asmdl pendty, such asthose in "Sdf-Administered
Penalties,” on p. 43.

If apdadin commits an evil act while enchanted or controlled by magic, he immediately
loses his paadin status and becomes a fighter as described above. However, because the evil
act wasn't intentiond, the status lossis temporary. To regain his status, the character must
complete a dangerous quest or important mission on behdf of his government, church, or
mentor. Possihilities include recovering an artifact in another plane of existence, accumulating
enough treasure to build a spectacular monastery, or singlehandedly daying an evil dragon. The
character acquires no experience points as long as he remains afighter. If the character
completes his mission, he becomes a padadin again. He has the same level and number of
experience points that he did when he lost his satus.

A character who doesn't wish to undertake such a grueling mission may abandon his
pa adinhood adtogether and remain afighter. From that point on, he acquires experience points
and atains new levels the same as any other fighter. Once he abandons his paadinhood, he may
never regan it.

Alternate M ethod

This method gives the DM more letitude in determining the severity of ethos violations and
dso dlowsfor avariety of pendties. To determine the severity of aviolaion, the DM must
consder the paadin's intention, the consequences of the action, and who is affected.

Ethos violationsfdl into four genera categories of increasing severity. Categories 1 and 2
include minor violations affecting non-evil characters other than the paadin's peers and
superiors. Mot violations belonging to Categories 1 and 2 are thoughtless, sdlfish, and
ingengitive actions which may not be evil in agrict sense. Deliberate or unambiguoudy evil
actions belong in Categories 3 and 4. Additiondly, all ethos violations involving an officid of the
paadin's government or church, or any organization or person to whom he's pledged fedlty,
belong to Category 3 or 4.

As these categories are necessarily broad, each includes several examplesto help the DM
make his decisons. Severd possible pendties are dso given. The DM should choose a pendty
that fits the crime. He's also free to make up his own pendties based on these samples.

Category 1: Incidental Violations

This category includes accidentd, inadvertent, and cardess violations with inggnificant
consequences. The paladin doesn't benefit from this type of violation in any way. Nor do these
violations jeopardize the safety of any non-evil person, either directly or indirectly. Examples
indude:

* Hesitating before entering a dark room. If the paladin istoo fearful to enter at dl, this
becomes at least at Category 2 violation (higher, if hisrductance resultsin haomto a
companion).

* Falling to return afriendly stranger's greeting. If the pdadin's indiscretion is due to
arrogance rather than asmple mistake, this becomes a Category 2 violation. Likewise, this
belongs to Category 2 if the stranger takes offense.



* Brushing againg a stranger's dinner table and knocking a pitcher of deinto hislap.

Sample pendtiesinclude:

* Apologize to anyone dighted by his actions, as well asto anyone observing the
indiscretion.

* Champion the dighted person in an upcoming tournament.

» Meditate for an hour each night for the next 1-2 weeks, contemplating the wrongness of
the action.

Category 2: Grave Violations

This category includes serious violations of trust and judgment, including accidenta or
cardess acts that might jeopardize the safety of non-evil characters. It aso includes intentional
acts that offend, disappoint, or midead non-evil characters, but don't jeopardize their safety.
(Intentiond acts that jeopardize the safety of others belong to Category 3). Examplesinclude:

* Failing to keep armor or wegpons in optimum condition.

* Neglecting persond hygiene.

* Lying to a vendor about the quality of his merchandise. If the pdadin liesto take
advantage of the vendor-for ingtance, to make the vendor more cooperative or to get a better
price-this becomes a Category 3 violation.

* Lose or misplace asmall trinket carried for a companion.

Sample pendtiesinclude:

* Seek out ahigh-level lawful good cleric and complete a penance (as described in the
"Chaeotic Violations' section  above).

» Forfeit asmall sum to a charity (perhaps 2d10 gp or aday of work).

* Pay double or triple dl tithes for the next 1d4 months.

» Temporarily lose the ahility to cast spells, detect the presence of evil, remain immune to
disease, radiate an aura of protection, or cure diseases. The loss persists for 1d4 weeks.

* Earn only haf of the norma number of experience points for the next 1-10 weeks.

Category 3: Extreme Violations

This category covers acts that cdl into question the paladin's commitment to his ethos, such
asintentiona acts that jeopardize the safety of non-evil characters. Examplesinclude:

* Ddlaying the execution of an edict, or falling to satisfactorily complete an edict.

* Informing travelers that the road ahead is safe, declining to mention the rumors of bandits.

* Inadvertently inflicting grest harm on the patron's cause, such asfailure to protect an
artifact or important officid.

* Avarice, usury, or preoccupation with worldly goods.

» Failing to aid adying person.

* Panicking and retresting from a battle.

Sample pendtiesinclude:

» Forfeit his stronghold and al other property holdings.

* Permanently lose the ability to cast spdlls (or the spells of a particular sphere) until
appropriate atonement is made.

* Permanently lose one of the following abilities: detect presence of evil, disease immunity,
aura of protection, or laying on hands to cure disease until appropriate atonement is made.

* The bonded mount leaves, never to return. The paadin never acquires a replacement.



Category 4: Execrable Violations

This category includes the mogt intolerable and unforgivable ethos violations, the worst
deeds a paladin can commit. Any direct violation of a gtricture or edict belongs here, as do
violations that result in physica harm to any lawful good character. This category aso includes
any violaion affecting an officid of the pdadin's government or church. Examples include:

* Refusing or ignoring ajust edict.

* Habitual cowardice.

» Committing an act of blasphemy.

* Betraya of the patron.

» Concedling funds, hoarding more than 10 magica items, or purposay neglecting to tithe.

There is but one pendty here:

* The paladin immediately loses his Satus, as described in the "Evil Violations' section
above. Heinous crimes againg the monarch may merit execution. Crimes againg the
church may result in avengeful daty driking the padadin dead witha  lightning bolt or causng
the earth to swallow him up. (If in doubt, roll 1d20. On arall of 1, the deity killsthe
blagphemous  pdadin; otherwise heisjust subject to inditutiona pendties.)

Magically Influenced Actions
If paladin commits an evil act while enchanted or controlled by magic or psonics, the DM
determines the category of the violation, then applies a penaty from Table 15.

Table 15: Penaltiesfor Enchanted Paladins (Alternate M ethod)

Violation

Category Penalty

1 Apply norma Category 1 pendty or forego pendty entirdly

2 Apply Category 1 penalty

3 Apply Category 2 penalty

4 Pdadin temporarily becomes afighter (as described in the "Magicdly
Influenced Actions' section of the Standard Method)

Ceremony of Disgrace

At the DM's option, a paadin guilty of an ethos violation may have to submit to a Ceremony
of Disgracein addition to a pendty. Usualy, Ceremonies of Disgrace accompany punishments
for heinous crimes involving government or church officias (defined as "Evil Violaions' in the
Standard Method, and Category 3 and 4 Violations in the Alternate Method), but they may be
used for lesser violations as well.

A typica Ceremony of Disgrace requires the guilty paladin to appear before one or more
representatives of his government or church. The more serious the crime, the higher the station
of the presiding officid; alow-level bureaucrat may suffice for a Category 2 violation, but the
king himsdlf may choose to oversee the ceremony for a Category 4 violation. To compound the
paladin's shame, a Ceremony of Disgrace is often held before an audience in the town square or
other public forum with the accused paladin standing on araised platform for al to see.



The ceremony begins with the presiding officid declaring the pdadin's crime. The officid
chadtises the paladin for betraying his Code of Ennoblement, then announces the pendty. For a
minor violation, the paadin may ask for one of the paladin's non-magica wegpons. The officid
destroys the wegpon by throwing it into afire or snapping off the blade.

For a heinous violation, more eaborate humiliations may be involved. In addition to
destroying one of the paadin's wegpons, the officid may demand that the paladin hand over
each piece of hisarmor. The officid flings each piece into afire or has an aide pound the pieces
with amallet, rendering them usdess. The officid may then dgp the paadin's face, douse him
with abucket of offd, or roughly shear the hair from his head until only astubble remains.
Findly, the officid drips the paladin of his name; the paadin must cdl himsdf by anew name
from that point on.

Throughout the ceremony, the pdadin must remain slent. Spesking during a Ceremony of
Disgrace may be considered an ethos violation in itsdf, requiring an additiond pendty.

Sdf-Administered Penalties

Occadondly, apdadin may commit an ethos violation that the DM consdersirrdevant. The
paadin might think lustful thoughts about an &tractive hirdling, mutter an insult under his bresth
about a hated foe, or accidentally eat a soup containing chicken broth when he's vowed to be
vegetarian. While dl of these examples might technically be ethos violaions, they're so trivid
that the DM will probably overlook them (assuming he's aware of them in the first place).

But even when the DM overlooks atrivid violation, atruly conscientious paadin player may
ingst on a pendty anyway. In such cases, the paadin isfree to punish himsdlf and choose his
own pendty; the DM may veto a penaty he deems too severe. Typicd self-imposed penaties
might indude:

* Apologiesto the affected parties, with assurances the offensive act will never be
committed again.

* A vow of glence for the next 1-2 days.

» Becoming consumed with guilt and self-loathing for the next 1-2 days, during which time
he makes al combat rolls and ability checks at a-1 pendty.

* A specid tithing, donation, or service for which the paladin accepts no return.

Anti-Paladins

What better nemesis for apaladin than his direct opposite, an "anti-pdadin” that embodies
the forces of evil? As the mirror image of anorma paadin, an anti-pdadin might be able to
detect the presence of good, generate a aura of protection against good creatures, and wield an
"unholy” sword.

Though DMs may experiment with any type of character they like, we discourage the use of
anti-paadins. Good and evil are not merely mirror images of each other. Just as the forces of
evil have their unique champions, the pdadin is intended as a unique champion of good. The
paadin originates from atradition of dynamic baance, in which the forces of good are few and
eliteand in which forces of evil are numerous and of lesser qudity. Allowing anti-paadins blurs
this basic rdationship.



Chapter 4: Paladin Kits

Kits are collections of proficiencies, benefits, and hindrances that distinguish one character
of the same class from another. A kit aso provides information about the character's
persondity, background, and roles. It's not necessary to use kits, but they make characters
more fun to play and add color and depth to a campaign.

Acquiring Kits

A player chooses akit for the paladin as part of the character creation process. A paadin
may have only one kit.

To creste anew paadin, begin by determining his ability scores (PH, Chapter 1). Then
choose his character kit, recording the pertinent information on the character sheet. The sheets
at the end of this book are designed for paladin character kits, permission is granted to copy
these pages for persona use. Use the kit information to determine other aspects of the
character, such as proficiencies (PH, Chapter 5, and Chapter 5 of this book) and equipment
(PH, Chapter 6, and Chapter 6 of this book).

Y ou can incorporate any character kit into an existing campaign, provided the DM
approves. A kit should be compatible with the paadin's persona history, background, and
established persondity traits. For example, the Chevdier kit might be alogica choicefor a
pa adin who has devoted himsdf to serving a monarch. However, the Skyrider kit would be a
poor choice for a paadin who has afear of flying.

DM Decisions

Before players create their characters, the DM should examine each of the kits and consider
the following questions:

Isthiskit appropriate to the campaign world? The DM may exclude any kit that
doesn't fit into the campaign. In acampaign world dominated by asingle religion, the DM may
deem the Votary kit ingppropriate. The Militarist kit may not be relevant in aworld with few
organized armies. Before players creete their characters, the DM should tell them which are
forbidden.

Do the players need additional infor mation about the kit? Any campaign details that
may influence the choice of a kit should be reveded to the players. For example, if the loca
queen has canceled dl privileges for diplomats, a player might avoid the Envoy kit.

Aretherechangesin any kit? The DM isfree to make adjusmentsin the kit
descriptions. He may decide, for example, that al Divinates must belong to a particular religion,
or that dl Wyrmdayers must take Blind-fighting as one of ther initid proficiencies. All changes
should be explained to the players before they creete their characters.

Kit Subsections

All paladin kitsindude the following:
Description: This section describes the duties, culturad background, manner, and



appearance of characters associated with this kit.

Requirements: Ability score minimums and other specid requirements are listed here.
Characters can't take the kit if they don't meet these quaifications. " Standard" means there are
no specid requirements.

Ministration: Thisidentifies the paadin'simmediate superiors. There are five possbilities

Church. The paadin answersto the elders or dignitaries of an organized faith. Usudly, the
paadin's immediate superior isahigh-ranking priest.

Government. The paadin works for aking, monarchy, or other government body or
officid. Usudly, the pdadin'simmediate superior isamilitary officer, often another paadin of
higher leve.

Mentor. The paadin takes orders from afamily member, teacher, eder, or any other
individua not formally associated with a government or church.

Independent. The paladin makes his own decisons. He answersto his deity or to hisown
conscience. He may choose to follow the tenets of achurch or promote the causes of a
government, but since he doesn't work for them he isn't required to obey their edicts.

Any. There are no minigtration recommendations for thiskit. The paadin may take orders
from whatever authority, if any, is appropriate to his culture and background.

Role: The character's function in society and in a campaign is detailed here. His
moativations, persondity, and beliefs are examined, aong with his relationships with other
people, his reasons for joining an adventuring party, and his function within a party. Note that
the persondity traits don't necessarily apply to every character associated with this kit. Players
may shape the persondities of their characters based on these suggestions, or they may
disregard them entirely and creste their own persondities.

Symbol: This section suggests one or more symbols to represent members of thiskit. Some
governments or religions may require a character to display his symbol in a particular fashion,
such as embroidering it on his dothing or inscribing it on his shield. Otherwise, a paladin may
display his symbol as he wishes, or he may choose not to do so. Players are also free to use
symbols other than those suggested.

Secondary Skills: If you use the rules for secondary skills from Chapter 5 of the Player's
Handbook, the character is restricted to the choice of skillslisted in this section.

Weapon Proficiencies: If you use the wegpon proficiency rules, akit may specify the
character's options. Any means he can take any wegpon proficiency he likes (most paadins,
regardless of kit, will choose proficienciesin the lance and some type of sword). In other cases,
he may choose from arecommended list. Required means that the character must take the
indicated weapon.

Nonweapon Proficiencies: Although nonwegpon proficiency rules are technicaly optiond,
they're strongly recommended when using the paladin kits. If you're using secondary skills, don't
use nonweapon proficiencies, and vice versa

Some nonweapon proficiencies are listed as bonuses. A character gets these proficiencies
free of charge; they cost no proficiency dots.

The paadin must take any required proficiencies as soon as he can, spending the necessary
dots. He may aso choose from among alist of recommended proficiencies. If hetakesa
recommended proficiency, he spends the norma number of dots. It'sagood ideafor a
beginning character to spend dl or most of hisinitid dots on recommended proficiencies, though
he's not required to do so.



The character is barred from taking any proficiencies listed as forbidden.

An agterisk (*) indicates a new proficiency described in Chapter 5.

Armor/Equipment: Equipment requirements and recommendations are given here. Unless
indicated otherwise, a character must buy the required equipment, including wegpons, from his
initid funds Standard means that the character has no specific requirements; see Chapter 7 for
Suggestions.

Like al members of the warrior group, a paladin begins with 50-200 (5d4x10) gp. He may
buy his equipment from these funds after he donates 10% to his religious indtitution. If he lacks
the funds to buy dl of his required equipment, he should buy as much as he can, then pick up
the rest as soon as he gets the money. All subsequent income is subject to tithing before the
remainder can be spent.

Bonded Mount: The suggested species of bonded mount is given here.

Special Benefits: Many kits grant pecid benefits. Typica benefits include improved
abilities, rightsin particular Stuations, and reaction bonuses. All benefits are received free of
charge, and don't count against the norma limitations of the paladin class

Special Hindrances. To balance their specid benefits, kits so carry specid hindrances.
Hindrances include reaction pendties, culturd restrictions, or ability limitations. All specid
hindrances are in addition to disadvantages normally associated with the paladin class.

Reaction Adjustment Reminder

Many of the specia benefits and hindrances are given as reaction adjustments. A reaction
bonusis expressed as a plus, such as+1. A reaction penalty is expressed asaminus, like -2.
When rolling for encounter reactions (on Table 59 in the DMG), make sure to subtract the
bonuses and add the pendlties. For example, if a character has a +1 reaction bonus, subtract 1
from the 2d10 roll-don't add it.

List of Kits
TruePaladin

Description: Thisisthetypicd paadin described in the Player's Handbook. An
embodiment of lawful good, he represents the loftiest standards of heroism and righteousness.
Heisasuperb rider, amagter of mounted combat, and a fearless fighter. The True Pdadin lives
to promote his ided's; he seeks to join others who share his commitment to good.

Note: Because the True Paladin has few background requirements and specid rules, this kit
makes agood choice for players who want to create paadin characters with a minimum of fuss.
The True Pdadin can serve as a standard archetype for virtualy any campaign.

Requirements. Standard.

Minigration: Any. To amplify the character creation process, it's recommended that a
lawful good deity serve as patron, and that he has few, if any, formal ties to a government or
organized church. The True Pdadin may be an orphan whose abilities were granted by a
benevolent deity. Alternatdy, he may be of humble origin, trained by a Mentor who later died or
disappeared.

Role: The True Pdadin is pious and forthright, sworn to uphold a just code of behavior and



determined to rid the world of evil. He serves as the conscience of his party, setting an example
of high moral standards and nudging them back on track when they stray from their misson. He
repects dl lawful good authorities and defers to the elders of hisfaith.

Symbol: Any.

Secondary Skills: Armorer, Farmer, Groom, Hunter, Leather Worker, Scribe,
Trapper/Furrier, Weaponsmith, Woodworker/Carpenter.

Weapon Proficiencies: Required: Lance (any). Recommended: Sword (any), dagger,
battle axe, horseman's flail, horseman’'s mace, horseman's pick, war hammer.

Nonweapon Proficiencies: Required: The True Pdadin must have the Land-based Riding
proficiency by 4th level. Recommended: Armorer, Endurance, Etiquette, Herdldry, Jousting*,
Law*, Locd Higtory, Oratory* , Wegponsmithing.

Armor/Equipment: Required: Wegpon (any), shied (any), and armor (at least chain; must
upgrade to plate as soon as he can afford it). A paadin without a horse and tack should acquire
them as soon asiis practical.

Bonded Mount: Any war horse.

Special Benefits: None.

Special Hindrances: None.

Chevalier

Description: A gentleman warrior, the Chevaier epitomizes honor, courage, and loyalty.
Modeed on the knights of the feudal age, the Chevaier serves hisking (or other ruler) asa
Soldier in the royd military of apowerful kingdom. While primarily afighting man, the Chevalier
aso performs ceremonid duties, household chores, and any other functions necessary to
promote the liege's interests and secure the welfare of the Sate.

Requirements: In addition to the standard paadin quaifications, a Chevalier must meset at
least one of the following requirements:

» He must be the son of a Chevalier, nobleman, or aristocrat.

» He must be wedlthy enough to "buy" his way into paladinhood by turning over avauable
property or large treasure to his church or state.

» He must have an ability score of 15 or more in Strength, Congtitution, or Wisdom.

Ministration: Government. In atheocracy, a Chevdier may take orders from the church.

Role: A Chevdier'straining begins at childhood and continues throughout his career. He
acquires new duties and respongibilities as he rises through the ranks. Typicaly, a Chevalier
begins as an aide to amore experienced paadin, undertakes missons for his liege as he grows
in dature, and eventudly aquires a sronghold of his own.

Because Chevdiers of dl ranks are consdered part of the aristocracy, they command the
respect afforded other members of the noble class. Tradition demands that Chevaliers remain
apart from society; consequently, Chevaliers seldom socialize with anyone other than paladins.
Fully aware of their privileged gatus, Chevaiers carry themselves with pride. They maintain an
immeaculate gppearance, are unfailingly courteous, and behave with dignity in dl dtuations.

A Chevdlier of any level may join an adventuring party, assuming the party's gods agree
with those of the ate. The Chevdier's companions will find him the consummate professond.
Asafriend, however, he may leave much to be desired; a Chevalier often impresses others as
vain and pretentious. More comfortable with taking orders than giving them, a Chevalier rardly



volunteers for leadership roles, though he dutifully assumes command if asked or assigned.

Symbol: The Chevdier employs the same symboal as hisliege, often a crown, an anima
associated with royalty (such asalion or eagle), or amilitary emblem (crossed lances or afigt
clutching a sword).

Secondary Skills: Armorer, Groom, Wegponsmith.

W eapon Proficiencies. Required: Sword (any) and lance (any). Recommended: Dagger,
battle axe, horseman'sflail, horseman's mace, horseman's pick, war hammer.

Nonweapon Proficiencies: Recommended: Armorer, Blind-fighting, Bureaucracy*,
Etiquette, Herddry, Jousting*, Languages (Ancient or Modern), Law*, Local History,
Oratory*, Wegponsmithing.

Armor/Equipment: Usudly, aChevdier must buy his own equipment. At aminimum, he
must purchase amount (at least ariding horse, until he acquires a bonded mount), sword, lance,
and armor (no less than chain mail). On occasion, aliege supplies this equipment for free; in
such cases, the liege often charges a monthly maintenance fee (1-4 gp).

Bonded Mount: Any war horse. Airborne mounts are possible but uncommon.

Special Ben€fits:

Chain of Command: Chevadiers adhereto rigid chains of command. Any high-leve
Chevdlier can give commands to lower-level Chevdiers from the same kingdom. The lower-
level Chevdiers must follow these orders asif they were given by the liege. Typicd commands
include loaning wegpons and mounts, delivering messages, and securing supplies.

Sanctuary: A Chevdier may request sanctuary in any stronghold in his kingdom, or in any
lawful good kingdom with diplomatic or paliticd ties to the Chevadier's kingdom. By custom, the
owner of the stronghold must provide the Chevalier with shelter, food, and water for up to three
days, the offer extends to a number of companions equa to the Chevdier'sleve (a4th-level
Chevdier may request sanctuary for himself and four others).

Special Hindrances:

Chain of Command: The chain of command works both ways. A low-level Chevaier must
execute dl of the commands of a higher-level Chevdier, as described in the Specid Benefits
section.

Extra Responsibilities: Aspart of acomplex bureaucracy, the Chevadier has more
respongbilities than most other paadins. He must attend state functions, participate in roya
fedivals, and represent hisliege at tournaments. He may be required to train young warriors, file
monthly reports of his activities, and officiate a dubbing ceremonies for new Chevdiers. In
generd, the larger the kingdom, the more demands on the Chevdier.

Sate Enemies. A liege makes many enemies over the course of his career. By definition,
enemies of the liege are dso enemies of his Chevdiers. A Chevdier may be subject to
kidnapping and assassination attempts by foes he's never met, who attack the Chevdier to
avenge themsdlves againg the liege.

Chevalier Ranks

Hereisatypica career path for the Chevdier. The ranks are for game purposes only and
don't necessary correspond to any historica definitions.

Page. At O levd, a Chevdier candidate becomes a servant on hisliege's gaff. Helivesin
the liege's stronghold or the stronghold of a military officer or noble. The page learns academic



fundamentdss (including history, etiquette, and rdigion), dong with basic hunting and riding skills.

Valet. At 1 leve, the page becomes a valet, assgned as an apprentice to a high-ranking
paadin (usudly, aChevdier of at least 5th level). The valet acts as persond ade both on the
battlefield and & home. He studies combat techniques, advanced riding skills, and theology.
Should he decide to permanently assume the role of an aide, he becomes a Squire (see the
Squire kit for detalls).

Stronghold Knight. Also known as a household knight, the vaet assumes this position at
2nd level. He works primarily in his liege's stronghold, performing guard duty, custodid chores,
and occasiond staff supervison. He may go to war or undertake quests and missons on his
liege's behdlf.

Protector. A Chevaier reechesthisrank a 3rd level, when he gains the power to turn
undead. The protector may be sent into the field more frequently, though he till livesin his
liege's sronghold and his superiors still closaly monitor his actions.

Warder. At 4th level, the Chevaier becomes awarder. His liege becomes increasingly
comfortable sending him on missions to distant lands. Supervision continues to decresse.

Guardian. At 5th leve, the Chevdier becomes a guardian, experienced enough to
upervise avaet.

Grand Knight. A Chevdier atainsthisrank a 6th level and may represent hisliege on
diplomatic missions. While gill technicaly amember of the liege's sronghold, a grand knight is
routindy granted permission to leave the stronghold for long periods of time.

Bachelor. To qudify for thisrank, the Chevdier must have reached 7th level and have
acquired aplot of land large enough for astronghold. At this rank, the Chevalier becomes
eigible to maintain asmal home outsde his liege's sronghold. Usudly, a Chevdier must be at
bachelor leve to receive permisson to marry.

Banneret. The Chevdier must be at least 9th level and must have established hisown
gronghold. The sironghold serves as the banneret's home base. He may maintain asmal staff of
his own by this point.

Lord. Thisisaroyd title awarded by the liege to a Chevdier of at least 10th level who has
successfully maintained a stronghold for along period (typicaly, 5-10 years). In most cases, the
stronghold must be profitable (thus benefiting his liege through taxes or levies), have withstood
at least one enemy assault (to demondtrate the Chevalier's leadership skills), and employ at least
10 gaff members and soldiers (to demondrate the Chevdier's management skills).

Divinate

Description: Devoutly religious, Divinates serve as the military branch of their church and
condder themsdves soldiers of their gods. Their religious discipline imbues them with a clear
sense of purpose; promoting the principles of their faith is not only mordly correct, but a sacred
duty.

Requirements. Standard. A Divinate must be amember of an organized rdigion. Usudly,
the church edersraise and train the Divinate from childhood.

Ministration: Church.

Role: Divinates were originaly responsible for accompanying disciples of the church on
religious pilgrimages, fighting off bandits and mongersthat lay in wait. In time, church eders
decided that all evilswere potentid threats to their disciples, and sent Divinates into the world



to diminate them. To aDivinate, evil isan afront to hisfaith; destroying an agent of evil isaholy
act.

Though the Divinate becomes a raging avenger when confronting evil, he is otherwise
thoughtful and compassionate. He sees himself as an advocate of the common man, a source of
solace to the downtrodden and disadvantaged. A Divinate may indst that the party shareits
treasure with dedtitute families and impoverished communities. He may offer temporary
employment to a pauper too proud to accept charity. He conducts impromptu prayer servicesin
makeshift chapels, and officiates at the christenings and buriads of peasants. Though completely
devoted to hisfaith, a Divinate respects dl lawful good religions and hasllittle interest in
prosdytizing.

Symbal: A Divinae proudly digplaysthe symboal of his church on his shield, coat of arms,
mount barding, and clothing. Typicd symbolsinclude arising sun, holy symbol, blooming flower,
dar, or the like, often with weapons below or behind the symbal.

Secondary Skills: Leather Worker, Mason, Scribe Tailor/Weaver, Weaponsmith,
Woodworker/Carver.

Weapon Proficiencies: Any.

Nonweapon Proficiencies. Required: Rdigion. Recommended: Artistic Ability, Etiquette,
Hedling, Languages (Ancient and Modern), Reading/\Writing, Poetry.

Armor/Equipment: Standard.

Bonded Mount: Any.

Special Ben€fits:

Extra Sphere: In addition to the Combat, Divination, Hedling, and Protective spheres, a
Divinate may aso learn gpells from one of the following spheres: Charm, Guardian, or Sun. He
chooses this sphere a 1<t level; once chosen, the extra sphere never changes. The extra sphere
has no effect on the number or leve of spdls he canlearn.

Religious Stronghold: If aDivinate chooses to build astronghold, it must be a monastery
or other religious edifice. If the Divinate has faithfully served his church and has never committed
aserious ethos violation, the church elders may officidly sanction his stronghold, contributing
resources and labor to reduce congruction costs to haf the normal price (the Divinate is il
respongble for purchasing or otherwise obtaining the land). Typicaly, officid sanction is not
given to a Divinate until he reaches 12th level, s0 as not to offend the clerics who also seek
sanctions for their srongholds.

Special Hindrances:

Extra Tithes: A Divinate must donate 20% of al incometo his church. Additiondly, his
church requires a minimum monthly contribution, usudly 1-10 gp (as determined by the DM).
Therefore, every month he must donate ether 20% of hisincome or his minimum contribution,
whichever is greater. Failure to do so is congdered an ethos violation of histithing stricture.

Meditation: A Divinate must mediate for one full hour every day to cleanse his sairit,
preferably when herises or just before he goesto deep. If heisinterrupted or distracted for
more than two consecutive rounds, he must start over. A Divinate who neglects to meditate
cannot cast pd s the following day.

Envoy

Description: Skilled in diplomacy aswell as combat, an Envoy serves as an officid



representative of his government in other countries. Though he uses force when necessary to
achieve his gods, he prefers compromise to hodtility. He seeks friendly dliances with good-
aigned governments, common ground with neutrd societies, and a quick and efficient end to evil
cultures.

Requirements: An Envoy must have aminimum Intelligence score of 12.

Ministration: Government.

Role: An envoy's duties range from the routine to the life-threstening. One month, he may
be asked to ddiver a banquet invitation to a friendly monarch. The next, he may be required to
open hostage negotiations with atribe of cannibals. He represents his country in treaty
discussions, files reports about foreign military activities, and ventures into unexplored territories
to scout for new trade routes. Although an Envoy rarely has the authority to make decisons on
his own, his superiors take his recommendations serioudy.

The Envoy prides himself on his sensble, practica gpproach to problems. He is thoughtful,
andyticd, and gppeasing, the logical choice for negatiator in an adventuring party. He isthe
voice of reason, hesitant to engage in drawn-out, bloody wars before exploring less extreme
options. Rether than engaging an evil regime on the battlefied, an Envoy prefersto work behind
the scenes, perhaps engineering a palitica revolution or quietly dispatching the tyrannica
leaders.

Symboal: Owl, raven, scales of justice, scepter.

Secondary Skills: Groom, Limner/Painter, Scribe, Trader/Barterer.

Weapon Proficiencies: An Envoy spends less time practicing wegpons than he does
learning other skills. He may have only two weapon proficienciesin his entire career. He
acquires his proficiencies at 1<t level, choosing any wesgpons he likes,

Nonweapon Proficiencies: Bonus: Etiquette. Required: Bureaucracy*. Recommended:
Artigtic Ability, Dancing, Gaming, Herddry, Law*, Locd History, Oratory*, Reading/Writing.

Armor/Equipment: Standard. Because an Envoy comes in regular contact with dignitaries
and officids, it'simportant that he make a good impresson. He must purchase dl of the forma
attire ligted in the Clothing and Specid Items section of Chapter 6 as soon as he can afford
them.

Bonded Mount: Any.

Special Benefits:

Reaction Bonus. A master of persuasion, an Envoy receives a+2 modifier on reaction rolls
from dl NPCs, including those of evil dignment.

Diplomatic Privileges: An Envoy enjoysal of the following privilegesin any country with
which his government has established diplomatic relations:

* The host country must provide food and shelter for the Envoy aslong as necessary for him
to complete officid busness.  The host country isnot required to extend this privilege to any
of the Envoy's companions other than hisimmediate family, though many hogt countries will
do so asamatter of courtesy. If the Envoy is merdly passng through the host country and

has no officid business there, the host country is not obliged to provide food and shelter; but
agan, many will dosoout of  courtesy.

* The host country must guarantee the Envoy's safety in time of war, or provide amilitary
escort to return the paladinto  his homeand.

* The Envoy is usudly immune to arrest and prosecution. However, should the paadin
commit acrime, he may be asked to leave the host country. In extreme Stuations, the host



country may sever diplomatic tieswith the Envoy's homdand, likdy resulting in dire
consequences for the Envoy when he reports to his unhappy superiors.

* The Envoy may not be taxed by the host country, regardless of how long he stays.

* The Envoy has complete freedom to practice hisreligion.

» Officids of the host country may not demand to see the Envoy's private correspondence
with his homeand.

Special Hindrances:

A Envoy's postion and responsibilities often puts hislife at risk. He makes a tempting target
for assassns and kidnappers from riva governments, and alikely hostage in times of war. Even
the most innocuous insult or dightest breach of protocol may be considered a grievous offense,
punishable by both the affronted government and the Envoy's own superiors. As agesture of
good faith, an Envoy may be required to enter a hostile village done and unarmed. Rather than
eliminate an evil NPC, an Envoy may be asked to arrest him unharmed, then return him to the
proper authorities for prosecution.

Equerry

Description: The Equerry isamaster horsaman with anaturd affinity for mounts of all
gpecies. She and her steed are inseparable companions, their specia bond transcending mere
friendship.

Requirements: An Equerry must have aminimum Wisdom score of 14.

Ministration: Any.

Role: An Equerry often serves as a cavalryman, scout, or guide. Whatever her duties, she
remains with her mount; she's reluctant to enter underground passages or any other site that her
mount can't eadily traverse. She prefers to deep near her mount, staying in aninn or hospice
only if no dternative is available. The mount's life means more to the Equerry than her own;
without a second thought, she would give the mount her last drop of water or her last crumbs of
food.

Because an Equerry spends so much time with her mount, her companions may perceive
her as shy or humorless. But an Equerry enjoys human company too; with alittle coaxing, she's
usually open to conversation and recrestion. An aggressve fighter and shrewd tectician, the
Equerry makes a vauable addition to any adventuring party.

Symbol: Any symbol suggesting a horse or other mount.

Secondary Skills: Groom, Hunter.

Weapon Proficiencies: An Equerry begins with only three wegpon proficiency dots. One
of these dots must be assigned to lance (any).

Nonweapon Proficiencies. Required: Riding (either Airborne or Land-based, depending
on her choice of bonded mount). Recommended: Anima Handling, Animd Training, Hunting.

Armor/Equipment: Standard. As soon as she can afford it, the Equerry should buy full
barding for her mount (preferably leather).

Bonded Mount: An Equerry can choose the species of mount he prefers. Although amde
Equerry can't choose a unicorn, he can choose virtudly any other type of mount within reason.

Two options are open to the Equerry:

1. She may choose her mount at the beginning of her career, if the mount has4 HD or less.
She acquires the mount under the conditions described in Chapter 2; unlike other paadins, the



Equerry may receive her bonded mount at 1<t levd.

2. If she prefers amount with more than 4 HD, she may set aside up to half of her assgned
experience points (XP) until she's saved a number of points equd to the amount required in
Table 16. For ingtance, if the Equerry wants a griffon mount, she must set aside 64,000 XP.
When she's saved 64,000 X P, she can seek or call for agriffon under the conditions described
in Chapter 2.

Table 16: XP for Equerry Bonded Mount

Mount's

Hit Dice XP Equivalent THACO
1 0 19
2 2,000 19
3 4,000 17
4 8,000 17
5 16,000 15
6 32,000 15
7 64,000 13
8 125,000 13
9 250,000 11
10 500,000 11
11 750,000 9
12 1,000,000 9
13 1,250,000 7
14 1,500,000 7
15 1,750,000 5
16 2,000,000 5

Improved Mount Abilities. Regardliess of the species of her mount, the Equerry can
improve the mount's abilities by assigning it up to haf of her earned experienced points. As
shown on Table 16, as the mount receives XP from the Equerry, it gains new Hit Dice. For
example, assume the Equerry has received alight war horse (2 HD) as her bonded mount. The
first 2,000 XP added to the horse don't affect its abilities. When the total added reaches 4,000
XP, the horse gains an additiona Hit Die, becoming, in effect, a3 HD creature.

As abonded mount's HD increase, its abilities improve in the following ways.

» When the mount gainsits first bonus die, it becomes lawful good. Its Inteligence score is
aso permanently boosted by~ +2.

 The mount fights on the Mongter Attack Table as amonster equa to its Hit Dice. Table
16 reproduces thisinformation from the Dungeon Master's Guide.

A mount can gain atotd of 10 HD over its garting total, up to amaximum of 16 HD.
Investing 1,000,000 XPin alight war horse raises it to amaximum of 12 HD; investing
2,000,000 XPin agriffon raisesit to 16 HD. Should the mount be killed, the assigned XP are
lost; note, however, that wishes and smilar powerful magic can revive dain mounts.

Saving Throw Bonus. The mount makes saving throws as afighter of alevd equd to its
current hit dice; thet is, it uses the unmodified numbers on Table 5 in Chapter 1 of thisbook (a



light war horse raised to 12 HD needsto roll a7 or better to avoid the effects of paralyzation).
When the Equerry rides the mount, however, the mount recelves the paladin's sandard +2
bonus (amounted 12 HD war horse saves at 5 or better againgt parayzation). Further, if a spell
or other magica attack would affect both the mount and the Equerry, the mount autometicaly
savesif therider saves.

Special Ben€fits:

Inspection. An Equerry can recognize the rdative value of al horses, peged, griffons, and
other mounts. If an Equerry spends a least 5 rounds visualy ingpecting a mount and makes a
successful Wisdom check, she can determineif it has low vaue (one-third or fewer than the
mount's maximum possible hit points), average vaue (haf the maximum possible hit points), or
high vaue (two-thirds or better of the maximum possible hit points). Any mount an Equerry
sectswill have +2 hit points per hit die (up to the maximum number of hit points availadle).

Special Hindrances:

Ethos Violations. An Equerry violates her ethos if she alows migtreatment of any kind to
befal a creature of the same species as her bonded mount.

The Equerry dso violates her ethosif she becomes separated from her bonded mount,
voluntarily or involuntarily, for more than aweek. In addition to applicable ethos violation
pendties, the Equerry suffersa -2 pendty to dl of her attack rolls, saving throws, and
proficiency checks until she reunites with her mount.

SHling or willfully daying the bonded mount condtitutes an evil act, resulting in the permanent
loss of the Equerry status, dong with al specid kit and paladin abilities.

Mourning. If her mount dies for any reason other than natura causes, the Equerry suffersa
-2 pendty to dl attack rolls, saving throws, and proficiency checks for aminimum of one week.
These penaties persst until the Equerry completes a quest (determined by the DM) to avenge
the mount's deeth.

Errant

Description: The Errant is an independent warrior who roams the countryside searching
for adventure and offering his assstance to any good beings in need. Though he technicaly
owes fedty to agovernment or church, he hasfew, if any, formd obligations. His superiors have
granted him an indefinite leave of absence to pursue his own interests and make his own way.

An Errant may be granted independence because his government no longer has aneed for a
standing army, or because his church elders have encouraged him to explore the world outside
their jurisdiction and report what he discovers. Most often, however, governments and churches
grant independence for economic reasons. An Errant assumes responsbility for hisown
equipment and funds, freeing officia treasuries for more pressing expenditures.

Requirements: Standard.

Ministration: Although he may have pledged fedty to a government or a church, an Errant
essentidly functions as an independent fighter.

Role: An Errant is often amiable, cooperative, and eager to dly himsdf with any party or
individud of lawful good intention. His destiny, he believes, iswith the gods, and he readily
agrees to undertake al good missons that come hisway, providing they promise adventure and
don't compromise his principles.

Between adventures, an Errant is preoccupied with earning aliving. Tournaments provide



the best opportunities for income. Because an Errant doesn't depend on government or church
gponsorship, he can keep hiswinnings for training (eside from histithe).

When tournaments are scarce, an Errant may work as a mercenary for any lawful good
government or church. The Errant receives no benefits from this arrangement, other than those
specified in his contract. A typica contract includes the following terms:

* Length of service. Thisis often defined in quarter-year periods. Typicdly, an Errant
serves no less than sx months, and no more than ayear. The Errant pledges temporary
fedty to hisemployer during thistime; al obligations to the employer end when the contract
expires.

» Salary. An Errant isusudly paid every quarter-year period, with the first period's payment
made in advance. He usualy earns 30-50 gp per period, depending on his experience,
reputation, and specid skills. Without the backing of a government or church, an Errant
commands less of a sdary than other mercenary paadins (see Chapter 8).

* Theater of operations. An Errant is not required to fight for his employer outsde of a
specified area.

* Financial obligations. An Errant furnishes dl of his own equipment and assumes
respongbility for his own food and supplies. The employer arranges trangportation to and from
the battlefidd if the Errant has no mount of hisown. An Errant is not alowed to use aloaned
mount in battle, unless he agreesin advance to make retitution in case the mount is wounded or
killed.

* Division of spails. All hostages, wegpons, land, and other spoils of war claimed by the
Errant become the property of the employer. A benevolent employer may give the Errant a
monetary bonus for such spails, though the employer is under no obligation to do so.

* Loaning of services. While under contract, the employer may loan the services of an
Errant to another lawful good liege, a church, or an adventuring party. The employer clams
50% of al treasure or sdary obtained by the loaned Errant (because the Errant must aso tithe
from this money, heforfetsatota of 60% of hisincome).

Symbol: An Errant displays the same symbol as his church or government, or he can design
aunique, persond one. Persona symbols might include hisinitids, a profile of afavorite animd,
or anumerd (the age a parent died, the number of shlingsin hisfamily, or the day of his birth).

Secondary Skills: Farmer, Fisher, Groom, Hunter, Trapper/Furrier.

Weapon Proficiencies: Bonus: The Errant receives afree specidization in the jousting
lance. Required: Sword (any).

Nonweapon Proficiencies: Bonus: Jousting*. Recommended: Anima Handling,
Bowyer/Hetcher, Endurance, Etiquette, Fire-building, Fishing, Hunting, Mountaineering, Riding
(Airborne and Land-based), Survival.

Armor/Equipment: At the outset of his career, an Errant receives only 25-100 (5d4¥5)
gp. In addition to his wegpons, armor, and mount, an Errant must aso buy ajousting lance or a
lance cup (see Chapter 6) as soon as possible.

Bonded Mount: Any.

Special Benefits:

Usudly, an Errant continues to follow the laws of his government and the tenets of hisfaith.
However, his superiors rarely issue any direct edicts, allowing the Errant to choose his own
dlies, go where he pleases, and make his own decisons. He seldom has to fight wars, attend
date functions, or train novice wariors.



An Errant's superiors expect him to make reports of his activities once ayear or so, but this
requirement is flexible. An Errant may miss his report date by severd months before his
superiors consider pendizing him, and even then, the pendty may be suspended if the Errant
offers a reasonable excuse,

Special Hindrances:

Although an Errant has few of the respongibilities of fedty, neither does he have any of the
advantages. He mugt be totally saf-supporting, supplying his own mounts, wegpons, shelter,
and clothing. He can't count on his church or government for emergency funds, nor can he ask
for bodyguards or troops. For a stronghold, he must acquire land through conquest or
purchase, as grants, charters, and benefices aren't available.

Expatriate

Description: Like the Errant, the Expatriate has no permanent home, wandering from place
to place in search of adventure and acceptance. However, the Expatriate is a nomad by
circumstance, not choice. A warrior in exile, the Expatriate has renounced his alegiance to the
officddsor indtitution that origindly granted him his paadinhood. His government or church may
have become corrupt, his superiors may have betrayed their commitment to lawful good
principles, or he have may have been dismissed for political reasons. In any case, his
disllusonment is complete. He now makes his own decisons.

There are two pointsin his career when a paadin may become an Expatriate:

1. He may become an Expatriate at 1t leve, taking this kit just as he would any other.
Presumably, the character was unaware of the corrupt nature of his government or church while
being trained, discovering the truth shortly after taking his Oath of Ennoblement. Alternately, a
politica coup may have occurred early in the character's career, replacing alawful good regime
with an evil one.

2. A character with another paadin kit may abandon it when his superiors betray him or
some other dramatic event occurs that prompts him to renounce his fedlty. The character may
either become a standard paladin (described in the " Abandoning Kits' section later in this
chapter) or-with the DM's approval-he may become an Expatriate, retaining his current level (a
3rd-leve Errant who renounces his fealty becomes a 3rd-level Expatriate). The new Expatriate
keeps dl of his equipment and proficiencies, but drops the Specia Benefits and Hindrances
associated with his previous kit; he acquires the Specid Benefits and Hindrances of the
Expatriate kit instead.

Requirements. Standard.

Minigtration: Independent.

Role: Though il lawful good, an Expatriate distrusts most formad ingtitutions, including
lawful good governments and organized religions. He obeys the dictates of his conscience and
his deity only, remaining skeptical of al salf-proclaimed and dected authorities. Though
courteous and respectful, he no longer automatically follows the orders those holding positions
of power. He weighs each request againgt his own principles, agreeing to amission or favor only
if completdy convinced of its merit.

Expatriates are often moody, cynicd, and bitter. An Expatriate may fed his good name has
been permanently tarnished, a condition he struggles to correct by volunteering for demanding,
even dangerous, missions. He remainsloya to his lawful good comrades but ressts close



friendships. He has little patience with most neutrd characters, finding their lack of commitment
indpid and contemptible. He crushes his enemies without remorse.

Few governments or churches trust Expatriates enough to hire them as mercenaries.
Therefore, Expatriates must rely on treasure or tournament winnings to make aliving.

Symbol: If an Expatriate carries asymbol of his former government or church, he defaces it
with dashes or scratches to proclaim hisindependence.

Secondary Skills: Armorer, Farmer, Fisher, Forester, Groom, Hunter, L eather Worker,
Miner, Scribe, Trapper/Furrier, Weaponsmith, Woodworker/Carver.

Weapon Proficiencies: Any.

Nonweapon Proficiencies: Any.

Armor/Equipment: Standard.

Bonded Mount: Any.

Special Ben€fits:

SHf-Reliance: An Expatriate comes and goes as he pleases, subservient to no one. He has
no edicts to follow, other than those imposed by his deity or his own principles.

Reaction Bonus. An Expatriate remains a hero to the peasants and other oppressed people
of hishomeand, who admire him for hisintegrity and sterling character; from dl those not
associated with the officids of his former government or church, he receives a+2 modifier to his
reaction rolls. To commoners of other lands familiar with his reputation, he also receives a+2
reaction modifier. Additionaly, he will be given food and shdlter from adl commoners whose
modified reaction is Friendly. This courtesy extends to any companions, so long as he vouches
for them.

Special Hindrances:

SHf-Reliance: Independence dso has its drawbacks. Aswith the Errant, the Expatriate has
no government or church to provide loans, supplies, or support. He may build a stronghold if he
saves enough money, but he isn't digible for property grants, charters, or benefices.

Reaction Penalty: Elite NPCs are reluctant to associate too closely with an Expatriate,
fearing they might invite the wrath of the Expatriate's former government or church. Therefore,
sensing the Expatriate's discomfort and distrust, al charactersin positions of power suffer a-2
modifier to thelr reaction rolls.

Fugitive Satus: Officids of the Expatriate's origind government or church congder him an
embarrassment at best, atraitor at worst. An Expatriate is constantly hunted and harassed by
his ex-employers, who may seek to punish, arrest, or even execute him.

Ghosthunter

Description: The Ghosthunter is obsessed with finding and destroying evil undead,
including ghosts, spectres, liches, and vampires. To further his goas, the Ghosthunter's deity has
provided him with specid powers to vanquish his nemeses and resst their evil magic.

Requirements: Standard.

Minigtration: Any; Independent most common.

Role: A Ghosthunter alies with any acceptable adventuring party that seemslikely to
encounter his hated foes. Given the opportunity, a Ghosthunter will explore every crypt,
cemetery, and abandoned castle to search for undead, attacking relentlessly until the last of them
fal or the party leader orders him to withdraw. While a Ghosthunter shares dl paladins hatred



of evil, destroying undeed is his primary objective.

A sngleminded Ghosthunter may try the patience of his most sympathetic companion. Often
withdrawn and grim, he prefers solitude to socidizing. His reticence makes him a poor leader,
as he often has difficulty focusing on the party's overdl misson. A Ghosthunter may resst
following ordersif he disagrees with his party's srategy (if he can so do without violating his
ethos) and strike out on his own ceasdless hunt for undead.

Symbol: Gravestone, broken scythe.

Secondary Skills: Hunter, Mason, Miner, Scribe, Weagponsmith.

Weapon Proficiencies: Any.

Nonweapon Proficiencies. Recommended: Ancient Higory, Blind-fighting, Languages
(Ancient), Locd Higtory, Spdlcraft, Tracking.

Armor/Equipment: Standard.

Bonded Mount: Any.

Special Ben€fits:

Dispd Evil: At 5th level, a Ghosthunter acquires the innate ability to cast dispel evil once
per day. The spdll requires no components, but otherwise operates the same as the 5th-level
priest spel of that name. The number of times he can cast this spell increases as he advancesin
level (see Table 17).

Paralysis Immunity: Ghosthunters of dl levels have a 95% immunity to parays's caused by
undead. Additiondly, al Ghosthunters have the innate ability to cast remove paralysis. The
gpell requires no components, but is otherwise identical to the 3rd-leve priest spell of the same
name. The number of times he can cast this spdll increases as he advancesin leve (see Table
17).

Table 17: Ghosthunter Abilities

L evel Dispel Evil* Remove Paralysis*
1-4 - 3
5-9 1 4
10-14 2 5
15-19 3 6
20+ 4 7
* Times per day.

Improved Ability to Turn Undead: A Ghosthunter turns undead as a cleric of the same
level (asshownin Table 18).

Holy Sword Availability: The Ghosthunter's deity might give the Ghosthunter an
opportunity to acquire asword + 3 Purifier (see Chapter 6) at some point before he reaches
6th level. The DM determines the circumstances, as per the guiddinesin Chapter 2; remember
that availability does not guarantee acquisition.

Special Hindrances:

The Ghosthunter has fewer of the specid abilities normally associated with paadins
(described in Chapter 2):

 He can't restore hit points by laying on hands.



* Hecan't learn or cast priest spdls.
* He has no magicd immunity to diseases.
» He can't cure diseases in others.

Table 18: Turning Undead (Ghosthunter)

Ghosthunter Category of Undead
Level 2 2 3 4 5 6 7 8 9 10 11 12 13

1 10 13 16 19 20 - - - - - - - -
2 7 10 13 16 19 20 - - - - - - -
3 4 7 10 13 16 19 20 - - - - - -
4 T 4 7 10 13 16 19 20 - - - - -
5 T T 4 7 10 13 16 19 20 - - - -
6 D T T 4 7 10 13 16 19 20 - - -
7 D D T T 4 7 10 13 16 19 20 - -
8 b- b D T T 4 7 10 13 16 19 20 -
9 b b»r b D T T 4 7 10 13 16 19 20
10-11 D D D D D T T 4 7 10 13 16 19
12-13 b b D D D D T T 4 7 10 13 16
14+ D* D* D D D D D T T 4 7 10 13
Key to Undead Categories

1. Skeleton (or 1 HD undead)

2: Zombie

3: Ghoul (or 2 HD undead)

4: Shadow (or 4 HD undead)

5: Wight (or 5 HD undead)

6: Ghast

7: Wraith (or 6 HD undeed)

8: Mummy (or 7 HD undead)

9: Spectre (or 8 HD undead)

10: Vampire (or 9 HD undead)

11: Ghost (or 10 HD undead)

12: Lich (or 11+ HD undead)

13: Specid undead, including one-of-a-kind creatures, free-willed undead of the Negative
Pane, outer planes undead, and certain Greater and Lesser powers (baatezu, tanar'ri, etc.).

* An additiona 2d4 creatures of this type are turned.
Inquisitor
Description: The Inquisitor has devoted hislife to finding and eiminating practitioners of
evil magic. A scholar aswell asawarrior, he is unyidding in his efforts to thwart the clerics and

wizards who have aigned with the forces of darkness.
Requirements: An Inquistor must have a minimum Intelligence score of 11.



Minigtration: Any.

Role: To an Inquiditor, magic is a sacred force, and he detests those who use it for evil. An
evil spdlcaster who refuses to renounce his corrupt ways invites the Inquisitor's wrath.

Thetypicd Inquidtor isintense and anaytica, more interested in quiet reflection than smdl
talk. Though private by nature, an Inquisitor establishes deep friendship in those he comes to
trust, particularly good-aigned wizards and clerics.

Symbol: Open book, candle, flaming brazier.

Secondary Skills: Groom, Limner/Painter, Scribe, Wegponamith,
Woodworker/Carpenter.

Weapon Proficiencies: Any.

Nonweapon Proficiencies. Required: Spdlcraft, Rdigion. Recommended: Astrology,
Languages (Ancient and Modern), Reading/Writing.

Armor/Equipment: Standard.

Bonded Mount: Any.

Special Ben€fits:

Detect Evil Magic: An Inquisitor can detect magic radiating from any being, object, or
location enchanted by an evil being. This aaility functions at will, subject to the same limitations
and redtrictions as his ability to detect evil intent, described in Chapter 2. He may also
perceive the intensity of the magic (faint, moderate, strong, overwhelming); the sensations are
likethose listed in Table 11 in Chapter 2. A protective spell cast by an evil necromancer upon
himsdf could be detected in this manner, as could amagical trap set by an evil priest.

Dispel Evil Magic: At 3rd leve, an Inquisitor acquires the ability to cast dispel magic. The
gpdl requires no verba or somatic components, but affects only evil spells and spdll-like effects.
The spell has a base success chance of 100% and is cast at the leve of the Inquisitor. Aside
from these qudifications, it operates exactly like the third-leve priest spell. The number of times
he can cagt this spdll increases as he advancesin level (see Table 19).

Immunity to lllusions: An Inquisitor has an 80% plus 1%/level immunity to illuson spells of
al levds. Thisimmunity has alimit of 95%. (A 12th-level Inquiditor as a 92% immunity; a 16th-
leve Inquisitor has a 95% immunity.)

Table 19: Frequency of Dispel Evil Magic

Level Dispdl Evil Magic*
1-2 -

3-5
6-8
9-11
12-14
15-17
18+

OO WN B

* Times per day.

Immunity to Possession and Mental Control: Inquistors of dl levels have a 90%
immunity to al possession and mental-control spdls, indluding charm, domination, hold



person, hypnotism, magic jar, and suggestion.

Special Hindrances:

An Inquisitor has fewer of the specid abilities normally associated with paladins (described
in Chapter 2):

» He can't restore hit points by laying on hands.

* He can't ever learn or cast priest spdlls.

* He can't turn undead.

* He can't cure diseases in others, though he himsdlf isimmune to dl forms of disease.

Medician

Description: The Medician seeks to treet the Sck, aleviate suffering, and save lives. Much
of her training has been devoted to medicd arts, and she follows areligion whose deities
promote hedling and compassion. On the battlefied, sheis aslikely to be found comforting a
wounded comrade as engaging an enemy in swordplay. Though as much an enemy of evil as
any pdadin, the Medician has decided that she can best uphold her principles by fighting injury
and disease.

Requirements: The Medician must have an Intelligence score of &t least 10.

Ministration: Any.

Role: A Medician candidate undergoes rigorous training in a variety of demanding courses,
including herbalism, anatomy, and diagnogtics. After completing her academic sudies, she must
spend at least ayear as an apprentice to an experienced medica practitioner. Because of the
length of her training, a candidate rarely becomes a 1st-level Medician before she reaches her
early-to-mid twenties.

A Medician assumes the role of heder whether a home or in the field with an adventuring
party. She brews antidotes for poisons, sets broken bones, applies poultices to festering
wounds, and stays up dl night with alling mounts. In her free time, the Medician experiments
with new treatments, develops new diagnostic techniques, and compiles notes of past casesto
share with other hedlers.

A Medician will never abandon or neglect wounded, diseased, or suffering lawful good
characters (or creatures). Should no lawful good patients require attention, most Medicians will
apply their skillsto neutral characters and creetures. However, only in extraordinary
circumstances will aMedician knowingly treat an evil character or cregture.

Symbol: A holy symbol with aheart, open hand, slhouette of an infant, cross, or drop of
blood.

Secondary Skills: Farmer, Groom, Scribe.

Weapon Proficiencies: The Medician spends so much time with academic studies that her
combat skillsinvariably suffer. Therefore, the Medician has only one weapon proficiency a 1t
level; this dot must be spent on either lance (any), battle axe, or sword (any). Shereceives a
second wegpon proficiency at 3rd level and athird at 6th level; she receives atotd of three
wegpon proficiencies for her entire career. She may chose any wegpon to fill her second and
third dots.

Nonweapon Proficiencies: Bonus: Diagnogtics®, Hedling. Limit: Because her magtery of
the hedling arts comes at the expense of other skills, a Medician may acquire no more than three
proficiencies beyond her bonuses. She has only asingle proficiency dot to spend at 1<t leve,



another at 3rd levd, and afind dot at 6th level. Recommended: Ancient History, Animad
Handling, Anima Lore, Anima Training, Heraldry, Herbadism, Languages (Ancient or Modern),
Reading/Writing, Rdligion, Riding (Airborne or Land-based). Forbidden: Blind-fighting,
Bowyer/Fletcher, Jousting*, Wegponsmithing.

Armor/Equipment: In addition to her stlandard equipment, the Medician must purchase
and maintain a set of healing equipment. A typica set includes needles for gtitching wounds,
cloth bandages, tourniquets, splints, sterilizing ointments, and a selection of non-magica potions
and herbs (for soothing headaches, settling somachs, and reducing fevers; these items don't hedl
damage). Theinitid cost of akit is50 gp. At least once a month, the Medician must replenish
her kit either by buying new supplies (1-4 gp) or scavenging them (which takes 1-4 days). Until
the Medician replenishes her kit, she can't take advantage of any of the proficiency bonuses
listed in the Specid Benefits section. The kit weighs 1 Ib.

Bonded Mount: Any.

Special Ben€fits:

A Medician has dl of the following proficiency bonuses

» A +1 bonusto dl Diagnostics proficiency checks. (If the Medician acquires the Herbaism
proficiency, she has an additiona +3 bonus; this brings the tota Diagnostics bonusto +4. See
Chapter 5 for the Diagnostics proficiency.)

» A +1 bonusfor al Hedling proficiency checks. A successful check enables her to restore
1d4 points of damage if gpplied within three rounds of wounding (instead of 1-3 points within
one round).

* |If under the care of aMedician, a patient recovers 1 additiona hit point per day (2 points
per day if the patient travels, and 4 points per day if the patient rests).

* If aMedician spends five consecutive rounds caring for a poisoned patient, the patient
receives a +4 bonus to his saving throw (made at the end of five rounds). If the careis
interrupted, the patient saves normaly.

Special Hindrances:

Once per year, aMedician must suspend al normd activities and spend 2-5 (1d4+1)
consecutive weeks a a university, hospita, monagtery, or any other lawful good ingtitution that
offers both rdigious and medicd training. During this period, the Medician refreshes her ills
through prayer and study. Failure to comply resultsin the loss of dl proficiency bonuses listed in
the Specid Benefits section. As a punishment from her deity, the Medician also loses her
disease immunity and the ability to hed by laying on hands. She regains dl benefits and specid
abilities as soon as she completes a 2-5 week stay.

Militarist

Description: The Militarist is a battlefield virtuoso. War isa sacred act, he believes, and a
chance for spiritual redemption. By defegting enemies in combat, he pays tribute to his gods and
secures his place in the fterlife.

Requirements: A Militaris must have aminimum score of 12 in both Dexterity and
Condtitution.

Ministration: Government or Church.

Role: Typicdly, aMilitarist serves as an officer in an army or other military organization. In
wartime, he commands forces in the field, or engages in speciaized operations, involving



reconnaissance, rescue, or sabotage. He works alone or with a sdlect group of dite soldiers. In
peacetime, he protects his liege's stronghold, supervises training of recruits, and sharpens his
fighting skills. He stands ready to travel to any part of the world to defend the interests of his
government or church.

A Militarist commands the respect of nobles and peasants dike. Often, his reputation
gpproaches legendary status, citizens line the streets and cheer when arenowned Militarist
passes through their village. Militarists tend to bask in such adulation, pausing to exchange afew
words with starstruck adolescents or kiss the hands of swooning maidens. They aso enjoy the
trgppings of their Sation, eager to accept awards for military excellence and rarely refusing
invitationsto royd affars.

In combat, the Militarist naturally assumes aleadership role. His companions will find him to
be a shrewd and fearless commander who relishes every opportunity to engage the enemy. Off
the battlefidd, the Militarist tends to withdraw, maintaining a professona but distant relationship
with his comrades. He hasllittle interest in non-military activities, spending most of his freetime
discussing strategy and tactics with like-minded warriors, or brushing up on his combat
techniques.

Symbol: Any symbol with military connotations, such as awegpon or a clenched figt.

Secondary Skills: Armorer, Wegponamith.

Weapon Proficiencies: The Militarist must select one of the following to be cdled his
preferred weapon: sword (any), lance (any), battle axe, horseman'sflail, horseman's mace,
horseman's pick. Recommended: Any sword, any lance, baitle axe, dagger, horseman'sflail,
horseman's mace, horseman's pick. Because Militarists prefer mounted combat, they rarely
become proficient with bows, dings, and other missile weapons difficult to use on horseback.

Nonweapon Proficiencies: Because the Militarist concentrates on military skills, he can
subgtitute wegpon proficiencies for nonwegpon proficiencies (but not vice versa). He must
expend haf of his nonwegpon proficienciesin this fashion. Bonus: Land-based Riding.
Recommended: Armorer, Blind-fighting, Endurance, Jousting*, Weaponamithing.

Armor/Equipment: Standard. A Militarist prefers plate armor, but will settle for chain mall
if that'sdl he can afford. However, as soon as his economic condition improves, he must buy
plate armor. A Militarigt proudly displays al military ribbons, medds, and commendations on his
clothing and shield.

Bonded Mount: Any war horse.

Special Benefits:

Mounted Combat Bonus: A superb rider, amounted Militarist makes attacks asif he were
oneleve higher; a3rd-level Militarig, for ingtance, attacks asif he were 4th level. He attacks as
if two levels higher when riding his bonded mount. At 19th leve, he attacks at one level higher
regardless of hismount. A 20th-level Militarist isn't digible for these bonuses.

When making an attack with his preferred wegpon, the Militarist has a+1 damage bonus.
Damage bonuses don't apply in jousts or other tournament competitions where the intent isto
dismount or disarm, not inflict damage. They do apply to nonlethd attempts to subdue an
opponent.

Reaction Bonus: The Militarist receives a +2 reection roll from al good and neutrd
characters of his own culture. Evil characters respond normally.

Honors: As he advancesin levd, the Militarigt receives the honors listed in Table 20. The
honors presume loya service and no significant ethos violations. The DM may withhold any



honor he feds the Militarist doesn't deserve.

Table 20: Militarist Honors

L evel Honor
2 Ceremonid banquet in Militarigt's honor
3 Receives a specid crest for his helmet (see Chapter 6)
5 Receives a ceremonia coif (see Chapter 6)
7 Eligible to recaive interest-free loans of up to 500 gp from his government
or church (the DM may adjust the loan amount)
9 Land grant from his church of government (sze and location determined
by the DM)

10 Church or government officials screen Militarig's potentid hirdlings; all
such employees are guaranteed lawful good (the Militarigt retains the

option to hire; he must dso negotiate sdlaries and other conditions of
employment)

Special Hindrances:

Regular Training: The Militarist must spend at least one hour per day practicing his
combat and riding skills. If he neglectsto practice, he loses his mounted combat bonuses (see
Specid Benefits) for the following day. The DM may exempt the Militarist from thistraining
requirement if he's spent an hour that day (60 rounds) in actua combat.

Regular Reports. A Militarist must return to his home base at |east once every sx months
to report to his government or church officias. The report includes the status of current military
operations, observations of enemy activity, and any information requested by his superiors. The
Militarist may be excused from making areport if he makes prior arrangements. Otherwise,
failure to report condtitutes an ethos violation.

Skyrider

Description: The Skyrider isawarrior of the ar. Carried by his airborne mount, he soars
through the clouds with the grace of an eagle and the precision of an arrow in flight. He serves
as adefender of both the skyways and the earth.

The Skyrider owes his killsto his unusud relaionship with his mount. In certain wilderness
societies, tribal elders select the brightest and strongest children to be Skyrider candidates. The
€lders match each child with a young flying mount. The child and mount are encouraged to share
much time training, playing, even deeping together. Within afew years, their bond is o strong
that the mount responds to the rider dmogt intuitively.

Requirements: Standard. Most Skyriders come from wilderness areas where flying
mounts are more practica than land mounts. Flying mounts can monitor stretches of open
countryside easer than ground mounts, and have less trouble navigating mountains and other
hodtile terrain.

Ministration: Any, with Mentor and Independent the most common.

Role: Though Skyriders make excellent scouts and explorers, they're particularly useful as
soldiers. Their flying mounts enable them to move quickly to distant locations, irrespective of



rivers, chasms, or other obstacles. They can target enemies on the ground, breech stronghold
walls, and swoop around enemy forces to attack from behind. They can undertake
reconnai ssance missons to determine the size of enemy armies and monitor their movement.

In peacetime, a Skyrider can take advantage of his bird's-eye view to look for virgin
farmland and new trade routes. He can also watch for naturd disasters, such asforest fires and
floods. Some teach themselves to track tornadoes and hurricanes, warning those in a storm's
path to take shelter. A Skyrider can deliver suppliesto isolated villages, rescue trapped
explorers, and vigt distant idands without a ship.

A Skyrider fulfills many of these same functionsin an adventuring party, scouting aheed for
sgnsof trouble, attacking enemies from the air, and crossing hodtile terrain to ddliver messages
and goods. Because a Skyrider often prefers the company of his mount to that of other people,
his companions may find him cold and doof.

Symbol: Any symbol that suggests flight, such asapair of wings or the profile of abird.

Secondary Skills: Farmer, Forester, Hunter.

Weapon Proficiencies: Any. Because Skyriders don't suffer the norma mounted missile
fire pendties (see the Specia Benefits section below), many choose proficienciesin the
longbow, crossbow, or ding.

Nonweapon Proficiencies: Bonus: Airborne Riding. Recommended: Direction Sense,
Hunting, Tracking, Weether Sense. Forbidden: Jousting*.

Armor/Equipment: Standard. Usudly, the Skyrider must purchase high-quality,
customized tack for his flying mount to ensure maximum comfort and maneuverability.
Depending on the size and species of the mount, customized tack (including bit, bridle, hdter,
and saddles) costs 20-40 gp. The Skyrider should aso consider full barding for his mount
(preferably leather).

Bonded Mount: Griffon, giant eagle, pegasus, hippogriff, or any other type of flying mount
indigenous to the Skyrider's homeland. The Skyrider acquires his bonded mount &t 1<t levdl.

Special Benefits:

Combat and Proficiency Bonuses. When airborne, dl nonmissile attacks made by elther
the bonded mount or the Skyrider receive a+1 modifier to hit. This includes attacks made
againg ground or airborne targets, dong with al stuations covered in the Aeria Combat rulesin
Chapter 9 of the DMG. For missle combet, use the modifiersin Table 21.

Table 21: Skyrider Mounted Missile Fire

Mount's Current Movement Modifier

Hovering, lessthan 1/2 normdl rate +1
1/2 to 3/4 normd rate 0
Greater than 3/4 normal rate -2

Additiondly, the Skyrider receives a+2 bonus to Airborne Riding proficiency checks for
feats involving his bonded mount.

Longer Relationship: Under norma conditions, a bonded mount remains with its Skyrider
for 15 years.

Faster Training: The Skyrider can teach his bonded mount atrick in 2-5 (1d4+1) days, a
task in 1-2 weeks. Like other bonded mounts, the Skyrider's mount can learn 9-20 tricks and



tasks, in any combination.

Telepathic Communication: When the Skyrider reaches 12th level, he gains the ability to
communicate telepathicaly with his bonded mount, sending and receiving mental messages a
will. This ability'srange is 10 times the Skyrider'slevd, in feet.

Special Hindrances:

Mourning: When the Skyrider loses his bonded mount, he feds the loss intensdly. If the
bonded mount was lost because of the Skyrider's actions-for instance, the Skyrider's
carelessness resulted in the mount's death, or the mount left because the Skyrider was stripped
of his paadinhood-the Skyrider mourns for 2-5 (1d4+1) months. If the bonded mount served
itsfull 15 years, or the Skyrider voluntarily releases it, the Skyrider mourns for 204 weeks.
During the mourning period, the Skyrider suffersa -2 pendty to dl attack, ability, and
proficiency rolls.

Squire

Description: Higoricaly, a Squire functioned as an apprentice, serving his master both at
home and on the battlefidd while honing his skills. When his training ended, the Squire became a
paadin himself, sometimes continuing the cycle by taking on a Squire of his own.

Occasiondly, however, Squires made a career of service. By choice or circumstance, the
Squire has spent hislife as an aide to a high-ranking paadin, an eder of hischurch, or a
government officia. Although never quite attaining the status of other paladins, the career
Squire-the type described in this kit-commands respect for his loyalty and devotion to duty.

Requirements: There are no rigid requirements for a Squire, but the player should
consder why the character would opt for this kit, which offers less satus than afull paadin but
demands the same adherence to an ethos. Some possibilities include:

* The character doesn't want dl the responsibilities associated with afull paladin.

* The character lacks the noble blood required of full paadinsin his culture,

* The character's paadin ancestor committed an ethos violation so severe that his
descendants were forbidden to become full paadins

The player may aso name the magter his Squire will serve. The mester is usudly ahigh-level
paadin, but can also be an aristocrat, a military officer, or achurch dignitary. The master may
be another PC, but this isn't recommended, as complications may arise if the PC master is
unavailable for a particular adventure or drops out of the campaign.

Preferably, the player should select an NPC paladin to be the Squire's master, approved of
and controlled by the DM. For convenience and expediency, the NPC operates "offstage’-that
is, herardy, if ever, makes an actud gppearance in the campaign. The master may be infirm,
permanently confined to bed in his stronghold, or perhaps his duties have indefinitely taken him
to the other side of the world. Squire and master communicate through messengers or
intermediaries, or they may arrange meetings between adventures. Alternatdy, the master may
be dead; rather than finding a new master, the Squire dedicates the rest of his career to the
master's memory. In any case, the Squire carries out the master's wishes, looks after his
interests, and represents him in quests and adventures.

Minigtration: A Squire takes orders from his master. If the master is dead, the Squire
obeys the master's heir.

Role: A Squire performs household chores, cares for horses, and maintains wesgpons. If he



has the gppropriate skills, he may aso cook meals, repair clothing, or do leatherwork. These
functions may be part of hisregular duties, or he may take it upon himsdlf to help out; Squires
are eager to pitch in when there's work to be done.

Despite their reputation for dedication and hard work, Squires lack the stature of other
paadins. They arerardly invited to state banquets or other forma functions, except as waiters
or chefs. They never become high-ranking military officers, nor are they digible for the honors
available to other paadins. (If a Chevdier and a Squire are equaly responsible for defeating an
enemy army, the Chevdier may receive afedtiva in his honor and a gift of a golden spurs; the
Squire may have to settle for apat on the back.) While commoners respect the Squire, open
admiration israre; unfairly or not, many believe that career Squires have some deficiency that
prevents them from becoming full-fledged paadins.

A Squirés party finds him atiredless worker and supportive companion. He gracioudy
volunteers his aid to whomever needsiit; he's dways willing to repair atorn tunic for a comrade
who can't sew, groom the horse of a friend who's too tired to do it himsdlf, or teach a novice the
way to hold ashidd. He avoids leadership roles, deferring to those in authority positions, but
follows orders to the letter. No job is too menid, no request too trividl.

Symbol: The Squire adopts the same symbol as his master.

Secondary Skills: Armorer, Groom, Tailor/Weaver, Wesgponsmith,
Woodworker/Carpenter.

Weapon Proficiencies: Any.

Nonweapon Proficiencies: Recommended: Armorer, Blacksmithing, Brewing, Carpentry,
Cobbling, Cooking, Etiquette, Leatherworking, Seamstress/Tailor, Wegponsmithing, Weaving.
Armor/Equipment: Standard. The master will usudly supply al basic equipment a no
charge, including a suit of chain mail, a short sword, alance, a dagger, amount (usudly ariding
horse or light war horse), and tack. Unless the Squire loses equipment through carelessness or

ineptitude, the master will aso supply replacements.

Bonded Mount: Mounts of higher inteligence, such as unicorns or pegad, are rarely drawn
to Squires, nor are unusualy strong war horses, such as greater or standard paadin mounts.
Medium war horses, light war horses, and riding horses are the most likely mounts.

Special Ben€fits:

Punishment Buffer: Technicaly, the master isresponsble for the Squire's actions.
Therefore, if a Squire commits a crime or some other indiscretion, the master may share the
punishment or speak on the Squire's behdf to have the punishment suspended. In game terms,
the DM has the option of reducing or setting aside punishments when the Squire commits minor
ethos violations. For ingance, if the Squire accidently insults an aristocrat, the DM may let him
off with awarning rather than have him perform a penance (offsage, the mester has taken the
punishment for the Squire, gpologized on his behdf, or bargained for areduced punishment).
The Squire takes full respongbility for al serious ethos violations; the master can't-or won't-help
him.

Economic Advantages: The master not only supplies his Squire with basic equipment, he
as0 pays him aregular sipend, typicdly 5-10 gp per month. (The Squire must tithe from this
gtipend as he would any other income.) The master may aso be able to supply other needed
equipment for free or at areduced cost, and loan money with little or no interest.

Special Hindrances:

No Privileged Relationships. A Squire has no specid accessto officids, sages, and other



elite characters, unless his master paves the way.

Subservience: A Squire can't marry, undertake along trip, or make any other major
decision without his master's permission. The master decides where the Squire's tithes go, how
much treasure he may keep, and if a particular misson isworth the Squiréstime. If the magter is
dead, the Squire must pray to the master's spirit; the master's answer will comein adream, or
as decided by the DM.

The Squire may aso be required to meet regularly with the master-say, at least once ayear.
Failure to show up condtitutes an ethos violation. If the master is dead, the Squire must vist his
grave and commune with his soirit.

Additiondly, a Squire must obey the orders of all pdadins, not just his master, including
those whose levels are lower than his.

No Strongholds. In most cultures, law and tradition prevent Squires from building
strongholds or holding real estate. The DM may make an exception for ahigh-level Squire (at
least 15th level) who demondtrates outstanding service (he savesthe king's life or rescues a
kidnapped prince). Even then, a Squire ismost likely to be atrustee or regent.

Votary

Description: Like Divinates, the devoutly religious Votaries function as soldiers of their
church. But Votaries are far more militant, consdering devotees of "fdse’ rdigions asthe
epitome of evil. Additiondly, Votaries follow an unusudly grict ethos thet includes vows of
poverty and chadtity.

Requirements: Standard.

Ministration: Church. A Votary rardly pledges fedty to a government, unlessthe
government is subsarvient to her church.

Role: Thetypicd Votary is grim, self-obsessed, and quick to judge. She believes her
church isthe only true one and is suspicious of dl other rdigions. She behaves with stony civility
to priests of other lawful faiths and open skepticiam to priests of neutrd faiths. Followers of evil
faiths, she believes fervently, deserve nothing less than desth.

The Votary maintains an ascetic, ordered life. She owns few persona possessions, avoids
strong drink, and even declinesto eat heavily seasoned food. She disapproves of gaming,
dancing, and other entertainment as childish digtractions. Concern for persond grooming isa
distasteful affectation (and not a requirement of the Votary's ethos). Some votaries leave their
hair uncombed and beards shaggy "as the deity intended,” devoting only as much effort to
persona hygiene as necessary for good hedth and minima courtesy. WhereasaVotary isas
susceptible to courtly love as any other paladin (see Chapter 7), she would never consider
gpproaching the person she desires; her passion would likely manifest as guilt and shame.

Many commoners admire the Votary for her dedication and discipline, but some see her as
an intimidating, even frightening, fanatic. Her humorless outlook and salf-righteousness atitude
tend to discourage close friendships.

Symboal: A Votary displaysthe holy symbol of her church only on her shied. She never
caries aflag or banner except on officid business, nor will she attach her symbol to her armor,
mount barding, or other possessions, she considers such displays gaudy and vulgar.

Secondary Skills: Groom, Hunter, Scribe.

Weapon Proficiencies: Any.



Nonweapon Proficiencies: Recommended: Ancient History, Endurance, Hedling,
Languages (Ancient and Modern), Religion, Tracking. Forbidden: Brewing, Cooking, Dancing,
Etiquetter, Gaming, Jousting*, Musica Instrument, Poetry*, Pottery, Singing.

Armor/Equipment: A Votary owns no possessions aside from her weapons, armor, and
the minimal gear and supplies necessary to carry out her missions. She never purchasesthe
formal attire described in the Clothing and Specid Items section of Chapter 6, nor will she
decorate her armor or clothing with jewels, gold trim, or ornaments.

Bonded Mount: Any.

Special Benefits:

More Spells: Because of her intense devotion to his deity, the VVotary has more spellsthan
other paadins and learns them when she reaches 6th level. Table 22 details the spell
progression.

Table22: Votary Spell Progression

Votary  Cadting Priest Spell Levels
Level Level 2 3 4
6 - -
7
8
9
10
11
12
13
14
15
16
17
18
19
20
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Hated Faith: The Votary earns acombat bonus when fighting enemies of a particular evil
faith. The evil faith must be designated at the outset of her career; only asingle faith may
designated, and once chosen it will never change. Acceptable choicesinclude faiths of a
particular being (such as an ogre religion) or region (areligion indigenous to a particular jungle
or mountain range). A Votary earn a+4 bonus to her atack rolls when fighting priests or
followers of the hated faith. The Votary must recognize the priests and followers of the hated
faith in order to receive the bonus, identifying them by symbols, gestures, garb, or rituds.

Special Hindrances:

Reaction Penalty: A Votary displays obvious enmity toward priests of other faiths. Lawful
good priegts of faiths other than the Votary's suffer a-2 pendty to their reaction rolls, their
reaction can be no better than Indifferent. Neutra priests suffer a-4 pendty; their reaction can
be no better than Cautious.



Extra Tithes: A Votary must donate 50% of dl incometo her church.

Celibacy: The Votary must incorporate avow of cdlibacy into her ethos.

No Strongholds or Hirelings: By choice, aVotary never builds a stronghold; instead, she
livesin a church, monagtery, or temple. Nor does she hire henchmen or other hirelings, a
wadteful expense.

Wyrmslayer

Description: The Wyrmdayer is the sworn enemy of evil dragons and has devoted hislife
to their destruction. Battle-hardened and fiercely determined, the Wyrmdayer roams the world
in search of the hated creatures. Even the mightiest evil dragons tremble at the gpproach of a
Wyrmdayer, as few humans pose a greater threet.

Only asdect few qudify to become Wyrmdayers, with the find choice up to the gods. If a
candidate meets the basic physical requirements, he declares hisintention to become a
Wyrmdayer before he takes his Oath of Ennoblement. As part of his oath, he pledgesto
destroy dl evil dragons, singling out a particular species as his principal foe. The principa foe
can be ablack, blue, green, red, white, or any other evil species prominent in the campaign
world. Once a candidate names his principa foe, it remains the same for the rest of his career.

After completing his oath, the candidate becomes a standard 19t-level paladin (as described
inthe PH). That night, alawful good deity gppearsto him inavison, giving him aquest to
demondtrate his courage. Typica questsinclude:

* Retrieving an egg from the nest of a principd foe.

» Finding and destroying the lair of a principd foe.

» Singlehandedly defending a village from an attack by a principd foe.

The quest must be completed within a specified time limit, usudly 1-2 years. If the paadin
fals to complete the quest, he remains a stlandard paadin forever after; he can never become a
Wyrmdayer, nor may he choose another kit. If he completes the quest, the deity grants him the
specid attributes described below; the pdadin isthen aWyrmdayer. The Wyrmdayer retains
the same level he had as a standard paladin; that is, if the paladin had risen to 2nd level before
completing his quest, he becomes a 2nd-level Wyrmdayer.

Requirements: A Wyrmdayer must have a minimum Strength of 14, Dexterity of 10, and
Condtitution of 10.

Minigtration: Any.

Role: Jugt as the Ghosthunter is obsessed with destroying undeed, so is the Wyrmdayer
obsessed with killing evil dragons. Nomadic and restless, the Wyrmdayer spends most of his
time searching for his nemeses. Even Wyrmdayers formaly affiliated with governments or
churches have unusud freedom of movement; their superiors know that Wyrmdayers function
best when left alone.

Though preferring to operate by themsalves, Wyrmdayers will join adventuring parties if
ther travels take them through dragon territory. A Wyrmdayer fulfills his fedlty obligations as
well as any pdadin, yet he may withdraw and brood if he goes too long without engaging his
principal enemy. His eagerness to battle evil dragons impresses some as courageous, others as
foolhardy. No one, however, doubts his resolve.

Symbol: Dragon profile, skull, claw, or wing; crossed lances.

Secondary Skills: Armorer, Forester, Hunter, Weaponsmith.



Weapon Proficiencies: Bonus. Any one of the weapons from the restricted ligt.
Restricted: A Wyrmdayer may be proficient in the following wegpons only, al of which inflict
high damage to large targets. heavy horse lance, medium horse lance, awl pike, bardiche, glaive-
guisarme, spetum, long sword, two-handed sword, trident.

Nonweapon Proficiencies: Bonus: Animd Lore (only as applied to his principa foe, he
cannot imitate its cal; if the Wyrmdayer spends adot, he acquires the Anima Lore proficiency
described in the PH). Recommended: Armorer, Direction Sense, Endurance, Healing, Hunting,
Mountaineering, Riding (Airborne or Land-based), Surviva, Tracking, Wegponsmithing.

Armor/Equipment: A Wyrmdayer must have at least plate mall armor, preferably full
plate. He must aso have ashidd, a least medium in sze.

When apaadin completes his quest and becomes a full-fledged Wyrmdayer, his deity
enchants his shield to magically protect the Wyrmdayer againg dragon bregth. If the
Wyrmdayer makes a successful saving throw vs. breath wegpon, the breath wegpon causes no
damage. If the throw fails, the Wyrmdayer suffers hdf damage. The magic functions only when
the Wyrmdayer widds that shied; it functions as anorma shield when wielded by other
characters. The enchanted shield counts againgt the Wyrmdayer's magica item limit.

Bonded Mount: Either astandard paadin war horse or a flying mount.

Special Ben€fits:

Dragon Languages: A Wyrmdayer can spesk and understand the languages of dl evil
dragons.

Fear Immunity: A Wyrmdayer isimmune to the fear auraof hisprincipa foe. Hegainsa+
4 bonus to his saving throws to avoid the effects of fear from al other species of evil dragons.
His bonded mount shares thisimmunity, but norma mounts do not.

Damage Bonus: When a Wyrmdayer makes a successful wegpon attack againgt his
principa foe, he receives adamage bonus equd to hislevd. For example, if a6th-level
Wyrmdayer hits his principa foe with along sword, the foe suffers 1d12+6 points of damege. If
aWyrmdayer makes a successful attack againgt an evil dragon other than his principa foe, he
receives a+1 damage bonus. A bonded mount inflicts double damage againg the Wyrmdayer's
principa foe and receives a +1 damage bonus againg evil dragons other than the principa foe.

Soecial Reward: If the Wyrmdayer is primarily responsible for killing, banishing, or
otherwise diminating a principa foe of Wyrm or Greater Wyrm leve, his deity arrangesfor him
to recelve a specid reward. The DM determinesif the Wyrmdayer is digible for the reward; for
ingtance, the Wyrmdayer may earn the reward if heinflicted most of the damage leading to the
foe's degth, or if he tricked the foe into entering another plane of existence from which return is
impossible. Typicd rewards:

1. A grant of land large enough for a stronghold.

2. Donation of al labor and materids to build a stronghold.

3. Reveation of the principd foe's secret treasure horde, containing afortunein gold and
gems (which, of course, the ~ Wyrmdayer donates to a charitable inditution).

4. A magicd gift, such as.

* Immunity to the spells of his principd foe. If the Wyrmdayer makes a successful saving
throw, he suffersno damage  from these spdlls. If hefails his throw, he suffers haf damage.

* Trandformation of anorma sword into a holy sword.

* Permanent access to an extra priest spell sphere. The Wyrmdayer picks the sphere of his
choice, or the DM provides  options. The extra access doesn't affect the number or level of



odlsthe Wyrmdayer can learn.

* Permanent transformation of the bonded mount into a young silver dragon (or any lawful
good dragon of the DM's choice; the DM may aso determine the dragon's age). The
dlver dragon serves out the rest of the mount's term; if the origind mount had served seven
years, the dragon will serve three more. The dragon follows dl the rulesfor bonded ~ mounts
described in Chapter 2. However, it's not necessary to train the dragon, asit carries out
ingructions with the same fadility asany loyd, intdligent follower.

Special Hindrances:

Reaction Penalty. Because he is unable to conced his hatred, the Wyrmdayer suffersa-4
penalty to dl encounter reactions with his principa foe.

Combat Compulsion. The Wyrmdayer seeks out his principa foe in combeat Situetions,
choosing it asthe target of his attacksin preference dl other potentia opponents. If the party
encounters a horde of goblins and a black dragon, and the dragon is the Wyrmdayer's principal
foe, the Wyrmdayer attacks the dragon and leaves the goblins to his comrades. If the
Wyrmdayer spots his foe's prints in the mud or hears rumors of hisfoein anearby forest, he
fedls compelled to track it down unless his companions forcibly restrain him or convince him of
the inappropriateness of his actions.

The Wyrmdayer's compulsion doesn't necessarily interfere with his good judgment or
respongibilities to his companions. If his principa foe tumbles into afiery chasm, the Wyrmdayer
won't legp in. If acomrade needs him, the Wyrmdayer interrupts his combat with the principa
foeto help out, resuming his attacks againg the principa foe when his comrade is safe.

Inability to Turn Undead. The Wyrmdayer has no power over any undead beings.

Abandoning Kits

A character mugt stay with the same kit for his entire career; he can't exchange it for a
different one. However, he can abandon the kit at any time, continuing as a standard paadin
described in the PH without any of the benefits or hindrances associated with a particular kit.

There are many reasons why a player might want to abandon a kit. Maybe he feds limited
by the kit restrictions (he wants more freedom than is alowed by the Squire). Or perhaps recent
campaign events make the kit less fun to play (the king wants dl his Chevdiersto stay home for
the rest of the year to guard the castle). Whatever the reason, the DM should honor a player's
request to abandon his kit. If the DM wants to work the abandonment into an adventure, the
change may occur gradudly. If the change doesn't Sgnificantly affect the campaign's soryline,
the change may occur immediately.

When a character bandons a kit, he loses dl of the kit's bonuses, benefits, pendties, and
hindrances. The nonwegpon proficiencies associated with the kit, including requirements and
recommendations, no longer apply. Bonus proficiencies, however, aren't forfeited. Instead, they
are st asde (written down but not used) until the character acquires new nonwespon
proficiency dots. The new dots must be spent paying for the former bonus proficiencies; the
player may buy these proficienciesin any order. The player must pay for dl former bonus
proficiencies before he can choose any new nonwespon proficiencies.

Should the character acquire new wespon proficiency dots, they may be spent on weapon
proficiencies of the player's choice. The character may use any wegpons normdly available to
the paadin.



Creating New Kits

Ambitious players may design entirely new kits, using the examplesin this chapter as
guiddines. Before going to the trouble of designing akit from scratch, check the exiting kits and
seeif any can be modified to fit the type you have in mind. If not, copy the Pdadin Kit Record
Shest in the back of this book, fill out the description, then write down dl the information
needed in each section. Refer to the Kit Subsections descriptions at the beginning of this chapter
if necessary.

When you've finished with the Record Sheet, let your DM look it over. He may veto some
ideas or suggest different ones to make sure that characters taking the new kit aren't too
powerful or that the kit doesn't duplicate concepts from existing kits. The DM may make
additional adjustments after he sees how the kit works in the context of a campaign.

Need some ideas? Consider these:

Almsman. A treasure hunter and philanthropist, he acquires money for needy charities and
digtributes funds to the underprivileged.

Cursed Paladin. This unfortunate must wrestle with the consegquences of avile curse or hex
placed upon his family, ever seeking away to bresk it with the least harm to others.

Elemental Paladin. Instead of acquiring a bonded mount, he can summon afree-willed
elementa once per week for an hour.

Foretdler. He has an uncanny knack of seeing into the future and better access to spdlls of
the Divination Sphere,

Gallant. A charming aesthete who finds truth and beauty in poetry, art, and romance.

Outlander. One of the few surviving paadins of alost kingdom, he atemptsto pursue alife
of sarvice in aworld that neither understands nor trusts him.

Pacifist. He opposes war and violencein al forms, and advocates peaceful solutionsto
conflicts. He seeks dternatives to killing evil characters and creatures.

Seaguard. A ship-riding paladin, he is a defender of the seaand dl its inhabitants.
Seaguards often lead units of marines.

Demihumans as Demipaladins

According to the PH, only humans can be pdadins. But, usng the rulesin this book, a DM
may alow paadin-like characters of other racesin an AD&D® campaign. Lacking the
necessary qualities to become paladins in the truest sense, these other races are subject to
gpecific limitations and are known as demipdadins.

A demipdadin is afighter/cleric who gains pdadin-like powers from his deity after
completing specid quests for his church. A demipadadin may be a dwarf, gnome, df, haf-df, or
hafling. Any character desiring to become a demipaadin must be lawful good from the
character's generation and have dl the ability-score requirements of paladins. The character is
alowed to gain a 10% bonus on experiencein hisfighter or cleric dassif his Strength or
Wisdom score (respectively) is 16 or better (Charisma, of course, must be 17 or better). The
character must dso adhere to al ethos requirements, such as srictures, edicts, and so on, from
the start of play.

The character attacks as per hisfighter level, makes saving throws as ether afighter or



cleric (whichever class produces the better score), and gains weapon and nonweapon
proficiency dotsfor both of his classes as he gainslevels. Experience is divided between the
fighter and cleric classes as per the usud rules. Cleric spdls are gained as normal, though the
Spells the demipaadin may use are restricted to those listed in this supplement. A demipaadin
turns undeed as per hiscdleric leve. Theleve limits for demihumean fighter and cleric classes are
as given inthe DMG, pages 14-15 (see Table 7 therein), so a demipdadin has definite
disadvantages at higher levels compared to a human paadin.

Each demipaladin must take a kit as described in thistext. The DM should rule on the
gppropriateness of each kit to the campaign setting and available equipment and mounts (e.g., a
hafling could be a skyrider if avery smdl pegasusisfound, but not awyrmdayer if no dragons
arein the area). New Kkits, as noted later, may be created and taken.

The power-gaining quests given to the demipaadin must be undertaken immediately
whenever the character gains the ability to cast spellsfrom aclericd level abovethefirg-eg., a
3rd level when second-level spells are gained, at 5th level when third-level spells are gained,
etc. The nature of each quest must be determined by the DM, but each should be challenging
and full of peril. Some quests may require the demipaadin to complete the tasks unaided or else
assume amgor leadership or combet role if helped by other adventuring companions. Such
companions must be lawful good, though not necessarily of the demipaadin's race and religion.

If aquest is successfully completed, the demipaadin gains a single paladin-like power of the
DM's choice, taken from the following: ability to use paadin magica items (such as holy
swor ds); detection of evil intent; +2 saving-throw bonus, immunity to disease; ability to cure
disease; ability to lay on hands, aura of protection; bonded mount. Racid leve limits will restrict
the number of specia powers gained; e.g., hafling demipaadins, who can achieve only the 8th
level of ahility as clerics, would thus gain only three such specia powers (at 3rd, 5th, and 7th
levels).

New demipaadin kits, specificaly tailored to the natures of demihumans, may be designed.
Some suggestions include:

Elven Trooper: A mounted guardsman, the trooper accompanies elven roydty on fairy
rides-solemn processions made through ven territory-as well as patrolling the kingdom's
boundaries by himsdf or undertaking roya quests.

Half-Elven Herald: Thisisthe officia messenger of a human or even government (often to
acountry of the other race), usudly ddivering documents to dignitaries, issuing public decrees,
and locating recruits for royd quedts.

Halfling Sheriff: The sheriff is alaw-enforcement agent with authority to make arredts,
pass sentences, and otherwise ensure the safety of a hafling settlement.

Dwarven Forgeighter: A forgeighter devotes his life to taking back dwarven kingdoms
and cities that were logt to other races (e.g., humans, orcs, derro, etc.) by warfare or treachery,
re-establishing the colonies and defending them until they are slf-sustaining again.

Dual-Classed Paladins

Pdadins may be dua-classed. They have accessto any character kit the DM dlowsin the
campaign. To change from a pdadin to another class, the paadin must have a minimum score of
15 in Strength, Condtitution, and Wisdom (he dready has an acceptably high Charisma score).
He must have a score of 17 or better in the prime requisites of the new class.



Note that a paadin wishing to become dua-classed can't dual-class with any of the warrior
classes, nor with thieves (due to adignment restrictions) or wizards (wizards can't wear armor).
In most cases, the cleric isthe only viable option for adua-classed paadin.

A character from another class who wants to convert to a pdadin must have aminimum
score of 15 in the prime requisites and a score of 17 or better in Strength, Dexterity, Wisdom,
and Charisma. A character of any lawful good class other than awarrior may convert to a
paadin.

Chapter 5: Proficiencies

We drongly recommend using nonwegpon proficienciesin your campaign, particularly if
you're incorporating the character kits from Chapter 4. This chapter lisgts dl of the pdadin's
nonwegpon proficiencies from the PH, describes afew new proficiencies, and clarifies some old
ones.

Compiled Proficiencies

All of the nonwesgpon proficiencies associated with the Warrior, Priest, and General groups
are available to the paladin. Table 23 compiles these proficiencies, dong with the new paadin
proficiencies discussed in this chapter. Table 23 dso lists the dot costs for each proficiency.
Pdadins may acquire proficiencies from the Wizard and Rogue groups by spending one dot
beyond the listed cost.

Table 23: Nonweapon Proficiencies

Proficiency Slots Red. Ability Mod.
Agriculture 1 Int 0
Ancient History 1 Int -1
Animd Handling* 1 Wis -1
Anima Lore* 1 Int 0
Animal Training* 1 Wis 0
Armorer* 2 Int -2
Artistic Ability 1 Wis 0
Adtrology 2 Int 0
Blacksmithing 1 Str 0
Blind-fighting 2 NA NA
Bowyer/Hetcher 1 Dex -1
Brewing* 1 Int 0
Bureaucracy 2 Int 0
Carpentry 1 Str 0
Charioteering 1 Dex +2
Cobbling 1 Dex 0
Cooking 1 Int 0
Dancing 1 Dex 0
Diagnostics 1 Wis -1



Direction Sense 1 Wis +1
Endurance 2 Con 0
Enginesering 2 Int -3
Etiquette 1 Cha 0
Fire-building 1 Wis -1
FHshing* 1 Wis -1
Gaming* 1 Cha 0
Heding* 2 Wis -2
Heradry 1 Int 0
Herbdism 2 Int -2
Hunting* 1 Wis -1
Jousting 1 Dex +2
Languages, Ancient 1 Int 0
Languages, Modern 1 Int 0
Law 1 Wis 0
L estherworking 1 Int 0
Local History 1 Cha 0
Mining 2 Wis -3
Mountaineering 1 NA NA
Musical Instrument 1 Dex -1
Navigation 1 Int -2
Oratory 1 Cha 0
Poetry 1 Int -2
Pottery 1 Dex -2
Reading/Writing 1 Int +1
Religion 1 Wis 0
Riding, Airborne* 2 Wis -2
Riding, Land* 1 Wis +3
Rope Use 1 Dex 0
Running 1 Con -6
Seamanship 1 Dex +1
Seamdiress/Tailor 1 Dex -1
Set Snares 1 Dex -1
Snging 1 Cha 0
Sodlcraft 1 Int -2
Stonemasonry 1 Str -2
Survival 2 Int 0
Swimming 1 Str 0
Tracking 2 Wis 0
Wegponamithing 3 Int -3
Westher Sense 1 Wis -1
Weaving 1 Int -1

* These proficiencies have specid applications for paadins, explained in the "Clarifications and
Modifications' section.



Bold-faced entries indicate new proficiencies.

Italicized proficiencies require the player to select a specific area of specidization. For
indance, a character with the Musica Instrument proficiency must specidize in one particular
ingrument. Each additiona dot spent enables him to pecidize in another instrument.

NA = Not gpplicable.

Clarifications and Modifications

The following information supplements the proficiency descriptions given in Chapter 5 of the
PH. Whenever a proficiency bonus isindicated, the bonus is added to the norma check
modifier. For example, when a paadin receives a+2 bonus for using the animd training
proficiency to train his bonded mount, the modifier isincreased from the norma 0 to +2.

Animal Handling: Asexplained in Chapter 2, apaladin can soothe his bonded mount
automatically; the Anima Handling proficiency isn't necessary. The proficiency may be used
normaly to calm other animals of the same species as the bonded mount, as well as other pack
animas and beasts of burden.

Animal Lore: Although this proficiency alows a character to imitate animal sounds, this
ability neither hdps nor hinders the paadin when summoning his bonded mourt.

Animal Training: A padadin doesn't need the Animd Training proficiency to teach tricks
and tasks to his bonded mount. However, if he has this proficiency in the same species asthe
bonded mount, he earns a+2 bonus to his checks when training the bonded mount. The bonus
gpplies to the bonded mount only, not to other animals of the same species. Should the paadin
acquire a different bonded mount, he earns the bonus only if he hasthe Anima Training
proficiency in the same species as the new mount.

Armorer: This proficiency aso alows characters to construct barding for mounts,
presuming the availability of materids and facilities. Table 24 gives the time required to make
barding for war horses, and mounts of comparable size. For smdler or larger mounts, the DM
should adjust the times accordingly. Elephant barding might require an extraweek or two;
barding for asmal mule might take aweek less. Subtract two weeks for al types of haf
barding.

Table 24:
Barding Construction Times

Barding Type AC Time (weeks)*
Leather, Padded 6 4

Scale, Brigandine, 5 8

Ring, Studded L esther

Chain 4 10

Banded, Splint 3 14

Pate 2 16

Fied Plate 1 18

Full Plate 0 20

Aswith character armor, barding may be flawed. After creeting the barding, the DM



secretly makes aproficiency check. If the check falls but is within 4 of a successful result, the
character believes the armor isnormd, until in combet it functions as 1 AC worse (flawed chain
barding has an effective AC of 5). Flawed armor breaks on anaturd roll of 19 or 20 in melee
combat; the animd's AC then worsens by 4, though it can't be reduced below AC 10 (if flawed
leather barding breaks, it has an effective AC of 9). Aslong as a mount wears broken armor, its
movement rate is halved, and it suffers a -4 pendty to its attack rolls. A character can remove
broken armor from amount in 2-8 (2d4) rounds.

Because barding must be fitted exactly, a set of barding styled for one mount won't work
for any other animd, even of the same species.

Brewing: A paadin whose ethos forbids partaking of strong drink isn't likely to have this
proficiency. A paadin with amore liberd ethos may use this proficiency to prepare drinks for
others, even if he declines to partake himsdlf.

Fishing: A paadin whose ethos demands reverence for lifein al forms should refrain from
fishing for recrestion. However, he may dill fish for food.

Healing: A pdadin's ability to heal by laying on hands (see Chapter 2) operates
independently of this proficiency. A paadin with the Hedling proficiency may use it insteed of or
in addition to laying hands on a damaged character. For example, a 2nd-level paadin with the
hedling proficiency could lay on handsto hed 4 points of damage, then use his hedling
proficiency to hedl an additiond 1d3 points.

Hunting: A paadin whose ethos redtricts any type of unnecessary killing will refuse to hunt
merely for sport. Unless he has religious or cultura objections to esting meet, he hunts for food.
Further, he stalks and kills dangerous animals that pose athreet to himsdf, his companions, or
other innocent people.

Gaming: A paadin whose ethosincludes mord objections to gambling will not engagein
games of chance. Using this proficiency to chest is a serious ethos violation.

Riding, Airborne and L and-based: When riding his bonded mount, apaadin
automaticaly has dl of the benefits of the rlevant Riding proficiency; he doesn't need the
proficiency itsdf (see Chapter 3). But if he has the Riding proficiency, he gains a+2 bonus
when making al associated checks with his mount. For insgtance, if he has awar horse bonded
mount and the Land-based Riding proficiency, he earns a+2 bonus when atempting to vault
into the saddle when the mount is moving. If he has a pegasus bonded mount and the Airborne
Riding proficiency, he suffers a-2 pendty (instead of -4) when making checksto seeif hefdls
from his saddle after suffering damage. The bonuses gpply only when riding the bonded mount.
When riding a creature of the same species as the bonded mount, use the normd Riding
proficiency rules.

New Proficiencies

All paladins are digible to acquire these proficiencies, regardless of their character kits,
providing they spend the points listed on Table 23. Characters belonging to the Crossover
Groups listed at the end of each description may buy the proficiency at the indicated cogt.
Groups not listed may buy the proficiency by spending one additiona point beyond the listed
cost. All of these are nonwegpon proficiencies except Jousting.

Bureaucracy



This proficiency encompasses aworking knowledge of governmental protocol and the skills
necessary to navigate bureaucratic organizations. A character with this proficiency knows which
officia to approach and the best time to approach him (atax collector's aide may have better
access to information than the tax collector himsdlf; acity clerk may be less harried and more
helpful at the beginning of the month than a the end). He knows where government records are
kept and the procedures for examining them. He knows how to circumvent duggish or
uncooperative bureaucrats. He obtains permits and other government documentation in haf the
norma time. No proficiency checks are needed for any of these functions.

A character can dso use Bureauicracy to turn the system against someone else. A successful
proficiency check doubles the amount of time to make a government decision, causes a permit
to be issued under the wrong name, or temporary misplaces an important document. A paadin
must be careful with this ability, to avoid bresking the law and violaing his ethos.

The Bureaucracy proficiency covers the governmenta organizationsin a particular region,
usualy the character's homeland. He may spend additiona dotsto expand the proficiency to
other regions. Officid organizations include government councils, regulatory boards, and church
hierarchies. The proficiency is only effective when deding with organizations of 10 or more
members.

Crossover Groups: Priest, Rogue.

Diagnostics

Both the Hedling and Diagnostics proficiencies aid victims of trauma and disease. But while
the Healing proficiency can be used to restore logt hit points, Diagnogticsis mainly concerned
with determining the cause of the damage and the prognoss, Diagnostics done will not hed
damage.

With asuccessful proficiency check, acharacter becomes aware dl of the following
information applicable to a particular patient:

* |f the patient has suffered physical damage, the character can determine the extent of the
damage, though he may not be able to ascertain the exact cause (if avictim was attacked by a
tiger, the character will know that the victim was clawed by alarge animd, but not
necessarily the species). The character can recommend trestments and offer prognoses, aswith
victims of diseases.

* If the patient has been poisoned, the character knows the antidote (if one exists) and how
to prepareit. Note that even if the character knows how to prepare an antidote, he may not
have access to the necessary ingredients.

* The character knows the name of the disease, its cause, how long the patient has had it,
and the optimum treatment. If the patient is treated as pecified, he suffers the mildest form of
the disease and its shortest duration. If the patient declines treatment, or the treatment
doesn't work, the character can determine the patient's prognosis with reasonable accuracy.

("The patient will recover by the end of the month.” " The patient will become permanently
blind if not trested within ayear.") The character may diagnose both natural and magica
diseases.

» When examining a corpse, the character can determine how the victim died and
approximately how long it's been deed. If the victim died of unnatural causes, the character will



only be able to determine the generd circumstances of the death. For examplg, if an evil
wizard incinerated the victim with afireball, a successful diagnostics check might reved that the
victim burned to death very rapidly as aresult of some type of magic, but not that it was
affected by afireball.

A character with this proficiency may diagnose himsalf or any other character, or animals,
except for supernatural creatures (such as a ghost or skeleton) and creatures from another plane
of existence (like axorn or aerid servant). He may attempt to diagnose an individud or cresture
only once.

If acharacter dso has the Healing proficiency, he may modify dl Diagnostic checks by +1.

Crossover Groups:. Priest.

Jousting

This proficiency includes the combat skills necessary for a successful joust, aswell asthe
manners, behavior, and flair needed to impress an audience. To take this proficiency, a
character mugt first have awegpon specidization in the jousting lance.

A character with this proficiency modifies his attack rollsin ajousting match by +2 (seethe
"Routine Activities' section of Chapter 7 for joudting rules). The use of this proficiency
presumes that the character has an adequate lance, shield, and mount.

Should a character win a match, his stylish performance favorbly impresses the audience.
Audience members with a specid interest in the match (such asroydty, gamblers, or potentia
paramours) who later encounter the jouster modify their reaction rolls by +2. If he wins severa
matches in atournament, the bonus doesn't rise above +2. If he later loses a match or two in the
same tournament, he gill earns the bonus. However, if the jouster has an especidly disastrous
day-say, if he follows awinning joust with along string of losses-the audience may dismissthe
win as afluke, and the DM may cancel the bonus.

Crossover Groups: Warrior.

Law

A character with this proficiency is thoroughly familiar with the legd system of hishomeand
(or any other region of his choice). He knows which laws are rigoroudy enforced (illegd
gambling may be tolerated in one region, aggressively prosecuted in another), and routine legd
procedures (such as how to file suit against a debtor). Understanding nuances of the law, such
as interpreting fine points of a contract, require proficiency checks.

A successful proficiency check aso dlows the character to conduct a strong defense when
he or a companion stands accused of acrime. If the judgeis fair-minded and the evidence of the
crimeis ambiguous, a successful check will sway the verdict in the defendant's favor; either he
receives the smalest possible sentence or fine, or is completely vindicated. However, if the
evidence clearly callsfor a conviction or the judge is corrupt, a successful proficiency check
won't help.

A character may spend additiond dotsto know the legal systems of other regions.
Alternatdly, he may spend dots to acquire expertise in aparticular area of the law, such astax
codes or property rights. Expertise assumes a broad understanding of the chosen area, requiring
checks only in extreme ingtances.



Crossover Groups. Warrior, Priest.
Law and Paladins

A pdadin with the Law proficiency won't defend anyone he beievesto be guilty, including
his own companions. Though a paadin won't knowingly bresk the law, he may take advantage
of this praficiency to defend himsdf if wrongly accused of a crime; afaled defense may result in
his conviction.

Oratory

Through inspiring speech and sheer force of persondity, a character with this proficiency
can influence the opinion of a crowd. Any size crowd may be influenced, so long as they spesk
the same language as the orator, and can see and hear him clearly.

To usethis proficiency, the orator must address the crowd on one specific topic. For
instance, he may attempt to persuade them to rise up against alocal despot, leave town because
of an impending danger (amonger on the outskirts of town, an advancing evil amy), or help
search for amissng child.

Before the orator speaks, the DM must determine the size of the crowd, their level, and
their generd attitude toward the orator and the topic he's addressing. For smal crowds-say,
less than five members-determine levels and attitudes individudly. Bresk larger crowds into
groups, decide an average level and attitude for each group. Use Table 59 in Chapter 11 of the
DMG to access atitudes about the topic; the crowd may be Friendly, Indifferent, Cautious,
Threstened, or Hogtile.

Before any rolls are made, or the orator begins spesking, the player telsthe DM if the
orator will be attempting to adjust the crowd's opinion one level up or down on Table 59. The
orator then speaks to the crowd; he must speak uninterrupted for at least 10 rounds.

When the orator finishes speaking, roll the Oratory proficiency check. If the check
succeeds, make an Intelligence check for each individud in asmall crowd, or for each small
group in alarge crowd. Modify these rolls by a-1 penaty for each 1 by which the orator made
the Oratory check. For instance, if the Orator needed a 10 to succeed and rolled a5, each
Intelligence check takes a-5 pendlty.

Individuds or smdl groups who fail their throws have their opinions about the topic adjusted
oneleve on Table 59 in the DMG. An Indifferent opinion may become Friendly or Cautious, a
Cautious opinion may become Indifferent or Threatening. However, al audience members who
fall their rolls have their opinions adjusted the same way. The opinions of those who succeed in
their rolls remain unchanged by the character's Oratory; however, practicaly speaking, peer
pressure can produce the same results. The DM may override any dieroll that produces
ingppropriate results; for example, an NPC in the crowd who has along-standing feud with the
orator may be unswayed, regardless of the orator's el oquence.

A character may use this proficiency only once on a given crowd. Should the compostion
of the crowd change to include many new members, the character may make another oratory
attempt, providing he speaks on a different topic.

Note that this proficiency dicits only modest changesin attitude. If a crowd feds Indifferent
towards a despot, an orator may be able to stir up some ambiguous fedlings about him, but he



won't be able to convince them to immediately storm the despot's castle. If the crowd is
suspicious of a particular religion, the orator may persuade them to be more tolerant, but he
shouldn't expect any Spontaneous conversons.

Crossover Groups. Warrior, Priest.

Poetry

A character taking this proficiency specidizesin ether lyric or narrative poetry. Lyric poetry
expresses thoughts and fedlings, and includes balads, sonnets, odes, and hymns. Narrative
poetry tells soriesin verse, some true, somefictiond. A character spending two dots may
specidize in both forms.

The proficiency enables the character to judge the quadity of poetry in his specidty. He dso
knows a sizeable repertoire of poems and can recite them with spelbinding skill. No proficiency
checks are required for these gpplications.

The character can dso compose poems in his specidity; a successful check means the
poem is of exceptiond qudity. If the character has the Reading/Writing proficiency, he can
record his poems.

Crossover Groups: Generd.

Poetry for Paladins

With permission from the DM, a paadin with the Poetry proficiency may offer a
compoasition to his church (or other designated recipient) instead of atithe. The paladin must
inform the church amonth in advance if he intends to offer acompostion; ether lyric or
narrative poetry is acceptable. If the church (that is, the DM) disgpproves, the pdadin must pay
his normd tithe. If the church approves, the paladin may present a composition when histitheis
normally due.

The composition must be presented at the church or to a church officid at a pre-arranged
location. The paadin then makes a Poetry proficiency check. If the check fails, the composition
is deemed unworthy; the normd tithe must be paid immediately. If the check succeeds, the DM
determines the value of the compogtion; the vaue is equd to 3d20 gp. If the value is greater
than or equal to the normd tithe, no tithe is required that month. The paladin doesn't receive any
"change" if the valueis more than histithe; the excess value is forfeited.

If the value is less than the tithe, the paladin subtracts the value from the tithe, then paysthe
difference (if the paladin owes 20 gp and the value of the composition is 15 gp, he must pay
5gp). A pdadin may exercise this option as often as he likes.

Chapter 6: Equipment

Pdadins take their equipment serioudy, and seek to own the best that money can buy. Not
only does their equipment reflect the honor of their sation; for some it symbolizes their
principles.

* The shield represents the paladin's vow to uphold his ethos.

* The sword represents the two congtituencies he's sworn to defend-one edge of the sword
represents the privileged class, the other the common people.



» Armor represents loyalty to the state. Just as his armor protects his body, so must he
protect his monarch.

* The helmet represents loyalty to the rdigion. Just as his helmet protects his head, so must
he protect his church.

» Clothing, well-crafted and immaculatdly clean, represents purity of spirit.

Standard Equipment

Following isalist of sandard equipment owned (or at least desired) by most paadins.
Usudly, paadins purchase this equipment with their own funds. A frugd paadin triesto maintain
his possessions in top condition so he seldom has to invest in replacements.

Armor

All types of armor are available to the paadin. Given a choice, most prefer the protection
and prestige of full plate. However, because of the expense of plate armor, some opt for
banded or splint, while others sttle for the chegper and readily available chain mail. Lesther,
studded leather, and padded-including magica versons-are generaly avoided, as these armor
types tend to be associated with characters of lesser status. A discriminating paadin may prefer
to wear ordinary scae mail rather studded leather +2.

Inatypicd medieva campaign world, paadins favor three armor types. hauberk/helmet
combinations, chain, and plate.

Hauberk and helmet. Dedtitute paadins, those from primitive cultures, or those just
beginning their careers sometimes wear only achain mall hauberk (a Single piece that coversthe
chest) and a hemet. The paladin often supervises the congtruction of the hauberk or makes it
himsdlf, coiling wire around arod, then cutting it down the side to make rings. He flattens the
rings with a hammer, them rivets them together in the shape of aknee-length coat with a hood to
cover the head. The helmet is usudly round or cone-shaped, open in the front. The hauberk-
helmet combination is chegper than chain mail, but less protective, with an Armor Class of 7.

Chain mail. A hauberk supplemented with leggings and arm coverings becomes a complete
st of chain mail (AC 5). A visor may be added to the helmet to protect the face. While
inexpensve and rddively light, chain mail hasits drawbacks. The weght of chain mail is
disributed unevenly on the body, straining the shouldersin particular. Even the strongest paadin
will fed fatigued after wearing chain mail for more than aday. At the DM's option, any
character wearing chain mail for more than 24 hours sraight suffers a-2 pendty to al attack
rolls until he removesit and rests for afew hours.

At least once aweek, iron chain mail must be oiled and polished, a process that can take
the better part of an afternoon. Failure to properly care for chain mail resultsin rust (and a
reduction of one level of AC for each month of neglect).

Plate. Plate mail (AC 3) adds abreast plate, back plate, and strips of metd to areas of the
body underprotected by chain mail, such as the knees and elbows. Metal sheets cdled
pauldrons protect the spaces between the arms and the chest. Epaulieres (shoulder guards)
protect the upper body; gauntlets (meta gloves) protect the hands.

High-level paadins occasondly decorate plate mail with gold or slver trim and fasten smal
jewdsto the helmet or the backs of the gauntlets. These extravagances are generaly competible



with the pdadin's ethos, so long as they're intended to reflect the paadin's station and aren't
used to flaunt wedlth. Heraldic symbols may be etched or painted on any section of the armor.

Plate mall requires polishing and ailing, but because it consists of solid sections rather than
tiny rings, it's more resstant to rust. Though heavier than chain mail, plate mail fits better and is
more comfortable, making fatigue less afactor. Theilludration in this chapter identifies various
pieces of apdadin's plate mail armor, dong with the basic pieces of mount barding.

Shield

Most paladins carry medium shidds, which offer maximum protection againg front and flank
attacks and are light enough to be carried on horseback. Made of wood and covered in thick
leather, the shield is shaped like a triangle with a round top and pointed bottom. Its surface
curves inward. The shield extends about 4-5 feet from top to bottom and hangs from the
paadin's neck by agrap. He gripsit in hisleft hand (or right hand, if he'sleft-handed) with a
second strap secured to the shield's inner surface.

Some paadins carry oblong, rectangular, round or even pentagona shields. Shields may be
decorated with gold or Slver trim, dotted with precious jewels, emblazoned with herddic
symbols, or painted in bright colors.

Weapons

A paadin may master any weapon, but most fed unarmed without a sword (long, two-
handed, bastard, or short, in that order of preference), alance (medium or heavy, depending on
the sze of the mount), and a dagger. A paadin typicaly keeps his sword in awooden scabbard
covered in leather, strapped to the left Side of hisbet (or to the right side if |eft-handed). The
dagger hangs from his belt on the opposite side of his scabbard.

Other wegpons favored by paadins include the horseman's flail, horseman's mace,
horseman's pick, battle axe, and scimitar. Paadins tend to avoid using missile wegpons, as
they're difficult to use effectively on horseback.

A jousting lance, though desirable, may be too expensive. Instead, a paladin may opt for a
lance cup, a blunted cap of wood thet fits over the end of an ordinary lance, making it suitable
for tournaments. Lance cups, however, are notorioudy undependable; there is a 5% chance per
joust (roll 1 on 1d20) that the cup will detach and fdl off. When this occurs, the officids
interrupt the joust and the contestants must start over. A jouster who repeatedly loses his lance
cup may risk disqudification from the tournament.

Clothing and Special Items

When choosing clothes, the paladin strives for both utility and elegance. He favors bold
colors (blue, red, green and violet) and, when he can afford them, rich fabrics (slk and velvet in
particular). Because apdadin is often judged by his gppearance, spending money on formal
atire usudly isn't considered an ethos violation.

An ided wardrobe, which may be acquired a piece a atime over the course of a paadin's
career, congds of the following:

» Two loose-fitting Slk or linen shirts with full deaves.



 Two pairs breeches or trousers, made of wool, cotton, or linen, tailored to fit tightly to the
legs (loose-fitting breeches tend to be associated with peasants and commoners). The breeches
are usudly ankle-length and brightly colored.

» Armor lining (made of soft leather or padded fabric, worn beneath chain mail to prevent
chafing.

* Two pairs of cotton undergarments.

* Two pairs of slken hose and garters.

* A pair of riding boots.

* A pair of leather shoes, usudly pointed at the toes and fastened at the ankle with straps
and buckles.

* Two knee-length tunics, usudly deeveless, dipped over the head. Tunics may be
decorated with colorful patterns of stripes and circles, and possibly feathers or small gems.

* A surcoat (outer tunic), either deaveless or head. The surcoat is usualy lined with rabbit,
squirrel, or other light fur, and padded at the shoulders. Tassdls, ribbons, and brocade are
common.

* A lightweight mantle (a deeveess coat made from an ova piece of cloth) for the spring
and summer, made of cotton or slk. The garment is rectangular or semicircular in shape,
wrapped around the body, and secured at the neck with a chain or buckle.

* A heavy winter mantle lined with beaver, fox, or other thick fur.

* A full cape made of woal, cotton, or lambskin, fastened around the neck with achain or
leather strap. High-level paadins may prefer asilken cape in black, blue, red, or violet, lined
with red or black velvet.

* A wide lesther belt with ametd buckle,

* A wool, cotton, or felt cap.

* A ceremonid coif (atight-fitting cap covering the hair and ears, tied benesth the chin)
made of linen or slk, and decorated with embroidery, feethers, or golden lace. A ceremonid
coif is often required for Sate banquets and other forma occasions. The equivaent for femaes
iscdled awimple.

A conscientious paadin should aso congder including the following items as part of his
standard gear. These are in addition to lanterns, rope, and other equipment necessary for long
trips or specific quests.

* Two cotton or woolen towels (one for washing, one to use as amat for eating).

 Formal dinnerware, including eating utendls, a cup, a plate, and a goblet. Because
paadins may have to furnish their own service a forma events, they should buy qudity items
made of slver, crystd, and porcdain.

» Complete tack for the mount, including bit, bridie, harness, horseshoes, saddle, and full
barding.

» Two heavy blankets, one used for a bed, the other to cover the mount at night.

* A mirror (necessary for grooming).

Formal Attirefor Female Paladins
Femade paadins are free to wear dl of the above clothing (assuming no cultura reasonsto

the contrary). For forma occasons, afemale paadin may instead wear a floor-length tunic
cdled akirtle, which fits snugly above the hips and billows around the legs. A surcoat and



cloak may be worn as outer garments. Females may also wear hose above the knee, secured
by garters or tied with ribbons. Footwear is smilar for maes and femades, though the kirtles
conced al but the toes.

Badges, Standards, and Crests

Pdadins often embellish their armor, cothing, wegpons, and shidlds to identify them on the
battlefield, indicate rank, or symbolize dlegiance to aking or church. Monarchs sometime
present embd lishments to recognize outstanding military service. Embellishments representing
the family name may be handed down from parent to child. Asarule, embellishments can't be
purchased; they must be awarded or earned. Some examples.

Badge. Thisis an emblem representing the paadin's homeand, family, or order (see
Chapter 9). A badge may be a physical object, such as pin or amedd, or it may be asmal
design embroidered in atunic or engraved on a shield. Typica badge symboals include humans
with anima heads, aflower or plant with acrown, or awegpon with wings.

Standard. A standard isaflag with a'Y-shaped end, attached to a pole or staff. The
standard bears the colors, heraldic symbols, or inggnia of the paladin's government or church. A
standard becomes a banner when the end is cut off to form a square. A smaler verson of the
standard, called a pennon, may be attached to the end of alance.

Crest. A crest may be abundle of short lesther strips, one or more feathers, a wooden
carving, atassd, or any other small object attached to a paadin's helmet. The crest isusualy the
same color asthe paadin's shidd. Crests are often worn in tournaments to help observerstell
one paadin from another, though many paadins wear their crests al thetime. A crest may dso
be added to the hater of awar horse. An abstraction of the crest may be displayed on a shield
or standard.

Additional Equipment

Canon. The canon isthe sacred text of the character'sfaith. It included prayers, guidelines
for behavior, higtoricad summaries, expectations of the daity, and other theologica materid. A
canon is not a el book, nor doesit possess any magica qualities.

Because a canon can be very expendve, characters can sometimes make arrangements with
their church to purchase a copy on ingalment, adding a few extragold pieces to their monthly
tithe to pay it off. Generous churches may loan their followers a copy of the canon indefinitely.
However, should the canon become lost or destroyed, the character may be responsible for the
replacement cost.

Coat of arms. Thisterm usudly refers to the shield bearing the paladin's herddic symbals,
or to the symbols done. But it's dso the name for a specific article of clothing. A coat of amsis
awhite tunic worn over the armor, emblazoned with the paladin'singgnia. The coat identifiesthe
paadin and dso protects him from the heat of the sun, which can be unbearable when wearing
uncovered armor.

Cosmetic kit. Helpful when preparing for forma affairs, atypica cosmetic kit includes a
vid of sheep fat to make the skin glisten, powdered rouges to tint the cheeks white or pink,
lightly perfumed talc for the body, and a depilatory salve to smooth the face,

Hor se grooming kit. For efficient and thorough horse grooming, the kit includes a



currycomb (a brush with gtiff bristles to remove dirt from the coat), a shedding blade (aflexible,
sarrated blade to remove loose body hair), abody brush (for dirt remova from the legs,
fetlocks, and other areas where a currycomb isingppropriate), hoof picks (to remove pebbles
and debris from the hooves), and a mane and tail comb (to clean and tease the hair).

Smilar kits exigt for griffons and other mounts.

Mantling. Resembling tufts of feathers or fans of leaves, mantling conssts of cotton or linen
gripslined with thin layers of metal. Mantling attaches to the sides of a hemet and shiddsthe
wearer's eyes from the bright sun. It aso prevents rust and helps deflect weapon attacks. (If an
opponent attempts a called shot againgt a character wearing a mantling, he suffers a-5 penalty
to his attack roll instead of a -4 pendty; see Chapter 9 in the DMG for more about called
shots,) Mantling is often painted the same color as the wearer's shield.

Sachet. Thisisasmdl bag containing amixture of flower petds, herbs, and spices that
adds a pleasant scent to a character's clothing (nice when no deodorant is around). A sachet
can be placed in a closet or trunk, or carried in a pocket.

Spurs. With spurs, the rider can control his mount with less effort and give commands with
adight motion of hisfoot. The best spurs-those that avoid damage to the horse-have blunt,
whesel-shaped rowels ingtead of points. Dressage spurs have sharp, curved points, dightly
angled toward the rider to prevent accidenta scrapes. Spurs with gold or silver plating are
avalable a 5-10 timesthe listed price.

Table 25: Miscellaneous Equipment

ltem Cost Weight (Ib.)
Armor lining 50p 5
Canon* 50-500 gp 1-5
Cape

Wool 7sp 4

Slk and velvet 50 gp 2
Chan mall 50 gp 35

(hauberk and hemet only)
Coat of aams 8 *x
Coif, ceremonid 20p *x
Coametics kit 7 *x
Dinnerware, formal*** 159gp 1
Horse grooming kit lgp 1
Mantle

Spring lgp i

Winter* 10-30 gp 1-5
Mantling 2sp *x
Lance cup 1sp *x
Sachet* 1-3gp *
Spurs lgp *x
Surcoat, fur* 20-40 gp 5-10

* Canon prices and weights depend on the book's size and binding. Garment prices and



weights vary according to the type of fur used. Sachet prices depend on the contents; exotic
mixtures are more expensive.

** Weight isinconsequentia (afew ounces).

*** |ncludes Slver-plated utendls, a crysta goblet, and a porcdain plate with gold trim.

New Magical Equipment

Barding of aerial excellence: Thisresembles anormd sat of chain barding for ahorse,
elephant, or other species of land mount. When worn by a bonded mount, the bar ding sprouts
metallic wings approximately twice as long as the length of the mount; a command word from
the bonded mount's paadin triggers this effect. The metd wings enable the mount to fly a a
speed equal to its normal ground speed, at Maneuverability Class C. Further, the barding of
aerial excellence imbues the mount with the necessary flying skill; it can fly asif the wings were
part of its body.

A paadin without the airborne riding proficiency makes attacks a a -2 pendty when riding
amount with the barding of aerial excellence. To avoid being unseated, he must make
Dexterity checks as determined by the DM. A paadin with the airborne riding proficiency
makes normal attacks.

Thewingslast for 1-4 hours; the mount senses when the wings are about to disappesr,
giving it time to safdy land. The barding of aerial excellence can sprout wings once per day;
otherwisg, it functions as normal barding. It aso functions as norma barding on animals other
than bonded mounts.

Bridle of calming: Thisleather bridle, designed to fit a specific species of mount, makes
the mount immune to al types of magicd fear. For morale purposes, the bridle of calming
gives the mount a effective mora rating of Fearless (19-20). A bridle of calming may be used
on both bonded and normal mounts.

Crest of summoning: When attached to the paadin's helmet. the crest of summoning
enables the paadin to mentally summon his bonded mount at a radius equa to 10 miles per level
of the paadin (a 6th-level paadin can summon his bonded mount within a 60-mile radius). If the
bonded mount has been captured or is disabled, the crest causes adull throb behind the
paadin's eyes, indicating that the mount is unable to respond; however, the crest won't indicate
the location of the mount.

Oil of tempering: When this ail is gpplied to entire suit of chain or other metallic armor, the
amor's AC isimproved by 1 for 24 hours;, for example, chain mail armor (AC 5) will have an
effective AC of 4. The AC can't be improved beyond AC 0. It takes 1-2 hours to completely
coat asuit of armor with oil of tempering.

Sheath of security: Lessthan afoot long, this leasther sheath appears to the perfect size for
adagger. In fact, a pointed weapon of any size-such as sword, spear, or lance-may be carried
in the sheath of security. When thetip of the wegpon is placed in the sheath, the entire weapon
dhrinks to the Sze of anorma dagger. The sheeth holds the shrunken wegpon tightly; the
wespon can only be removed when a command word is spoken, or when affected by knock or
asmilar spdl. The wegpon retainsits shrunken size until the tip leaves the sheath. It then
expandsto its normd sze.

Tithing bag: Thisisasmdl purse made of black velvet, closed with adrawstring. Any
coins, gems, or treasure placed in the bag are instantaneoudy teleported to the character's



church or other charitable ingtitution. The character kegps asmal chip of stone, wood, or glass
from the designated indtitution in the bottom of the bag to indicate the destination. It otherwise
has a capacity of 20 gp. A tithing bag functions for lawful good characters only.

Tunic of comfort: Thislight doth garment may be worn over chain mail or other
uncomfortable armor. The tunic of comfort distributes the weight of the armor evenly over the
body, enabling the character to wear his armor indefinitely without chafing or fatigue.

Holy Swvords

Each of these holy swords has dl the specid characteristics discussed in Chapter 2, in
addition to the specific benefits given in their individua descriptions. The bonuses (+3, +4, and
s0 on) gpply to both attack and damage rolls. In the hands of any character other than a
pdadin, al of these holy swords perform as swords + 2.

Sword +3 purifier. When a paadin holds this weapon in front of him, he turns undead as a
cleric of equd level; a3rd-level paadin turns undead with the same effectiveness as a 3rd-level
cleric (use Table 19 in Chapter 4). The paladin must be of 3rd level or higher to turn undead,
with or without this sword. Ghosthunters receive no turning bonus.

The sword provides two benefits to pdadins of dl levels a+5 bonus againg dl undead; and
+2 bonus to saving throws againgt undead magica attacks, including a ghoul's pardyzing touch
and avampire's charm.

Sword +4 divine protector. This sword derts the paladin to the presence of evil by
generating a soft hum that only he can hear. The sword detects evil within a 60-foot-radius of
the paladin, but does not indicate the direction or intengity of the source. The hum is automatic,
50 long as the sword remains on the paladin's person. The hum is loud enough to awaken the
paadin from anorma deep, dert him to an ambush, or warn him of an evil character behind his
back. Otherwise, the sword has al of the benefits and limitations of the paladin's detect evil
intent ability, described in Chapter 2.

Additiondly, if the paadin spends one full round swinging this sword over his heed, dl evil
creatures and characters within a 60-foot-radius hear a disturbing srenlike sound, audible only
to them. Any affected creature or character who failsto save vs. pardyzation will continue to
hear the Sren ringing in his ears for the next 2-5 (1d4+1) rounds, with Smiler effectsasa
deafness spell (unable to hear any sounds, -1 pendty to surpriserolls, and a 20% chance of
miscasting spells with verba components).

Sword +4 invigorator. If the paladin heals a damaged cresture or character by laying on
hands, then touches him with this sword, the amount of recovered hit points increases by hdf.
For ingtance, if a6th-level paadin hasjust restored 12 hit points by laying on hands, the sword
restores an additional 6 points.

Sword +5 hallowed redeemer. Not only does this sword project a 10-foot-diameter
circle of power, it dso causes dl evil characters and creatures within the area of effect to
succumb to the effects of afear spell. Thefear effects may be avoided by a successful saving
throw vs. spdll.

Chapter 7: Role-Playing

What isapdadin like as a person? His saigtics and specid abilities distinguish him from



other characters, but are his fedlings and motivations different? What does he do with his time?
Where does he get his money? And how do you get to be a pdadin, anyway?

Because no two paladins are dike, there are no fixed answers to these questions, just as
there are no fixed rules for designing persondities. As you look over the topicsin this chapter,
consider how they apply to your paladin character. Think about where he came from and what
he wants from life, what makes him happy or miserable. Focus on the basics, and don't worry
too much about details. Remember that a paadin's persondity isn't set in concrete, but will grow
and change as he responds to new experiences.

Demogr aphics

Itsfar to say that most campaigns have fewer paadins than any other character class. In
part, thisis due to the character generation rules. Unless the DM dlows playersto use Table 2
in Chapter 1, it's difficult to roll up the ability requirement numbersin thefirgt place; it's hard
enough to roll a17 for Charisma, let done the minimums for Strength, Condtitution, and
Wisdom. But remember, there's areason for those numbers. Only the strongest, wisest, and
most committed persons meet the demands of paladinhood, and the dice automatically weed
out unquaified candidates.

The paladin's rigid ethos also keeps the population down. Where other characters may
commit questionable acts without penaty, even asingle violation of his ethos can cost the
paladin hisidentity; one cardess act, and he's back to fighter satus. (To emphasize this point,
the DM might arrange for anovice paladin to meet afighter NPC who's suffered just such an
indignity.) And let's not forget paladins high mortaity rate. Any character whose moras compel
him to accept dl chalenges, fight to the last opponent, and die for aprinciple is unlikdy to liveto
aripe old age. In fact, many regard an elderly paadin as a curiosity; either hel's an exceptionally
skilled warrior or he's been extremely lucky.

A conscientious DM, then, should redtrict the number of paadinsin his campaign, both as
PCs and NPCs. Mogt parties can handle one or two paladins without compromising realism or
play balance. Encounters with NPC paadins will probably be rare, limited to tournaments, royad
gatherings, and war zones in most adventures. If the party regularly meets, say, twice as many
paladins as rangers or druids, reconsider the cast of characters.

Parties comprised of nothing but paladins are possibleif the DM is comfortable with high-
level encounters (with so many specid abilities, aparty of paladins requires tougher-than-usua
chdlenges), and if he comes up with a plausible reason for bringing so many PC pdadins
together. An emergency meeting of The Most Ancient and Revered Order of the Thorn or some
other order (see Chapter 9) makes a good starting point for an al-paadin campaign and may
aso suggest springboards for adventures. (An order member has committed an evil act and the
PC paladins must bring him to justice; the order sends the PCs to adistant land to retrieve
medicind herbs for an dying High Officer.)

Homeland
Mot paadins come from urban areas large enough to sustain an organized military, support

alarge church, or serve as agovernment base. As a matter of convenience, governments and
churches seeking new paadins tend to draw from the immediate area rather than recruit in the



hinterlands.

A candidate with an outstanding reputation inevitably comes to the attention of arecruiter,
regardiess of where he lives. Still, unfamiliarity with government protocol and discomfort in
formd gtuations generdly excludes candidates from rurd areas. More likdly, resdents of
remote areas who wish to become pa adins will seek out mentors or smal independent
churches, often becoming Errants or Skyridersinstead of Chevaiers or Divinates.

Once a character becomes a paladin, he won't necessarily remain in his own country.
Unless he's assigned to the kingdom's standing army or gppointed to a permanent bureaucratic
position, he probably spends a good ded of histime in distant lands, representing his superiors
on various quests and missons. A paadin'sties to hishomeland may diminish as his career
progresses, as heincreasesin level and experience, his superiors fed less of aneed to monitor
his ectivities. Pdadins able to build strongholds often declare their independence by settling far
from their old homes.

Age

Pdadins have alot to learn. They usudly begin to train in childhood, well before age 10. A
typica 1st-level paladinis 16-18 years old (see, however, the Medician, page 58).

Because their ethos requirements channd them into lives of conflict and danger, paadins die
young. Paadins over 30 arerare, and it's nearly impossible to find one in his 40s. Pdadins who
reach 50 or 60 usualy retire-some because of family obligations, others to attend to their
grongholds. Often they retire at the ingstence of their superiors, who find aging paadins more
useful as teachers or administrators than soldiers.

Social Background

Most paadins have an aristocratic or noble background, coming from the upper ranks of
their homeland's socid class. A pdadin's parents tend to be accomplished scholars, decorated
soldiers, or respected bureaucrats, usualy well-connected and affluent. Because of thelr
educationa and culturd advantages, children of privileged citizens best represent their
government and church.

In practical terms, upper class candidates can better meet the economic demands of
paladinhood. In many cases, new paladins must provide their own horses, armor, and weapons.
These expenses, added to maintenance costs and tithing requirements, are often beyond the
means of middle and lower class candidates. Would-be paadins of lesser resources must
usudly find patrons to foot the bills, or secure sponsorship from their governments or churches.

Regardiess of his background, a candidate istypically trested as amember of the nobility
once he becomes a pdadin. The generd populace respects him as a symbol of society's highest
ideds. The aristocracy regards him as an honored colleague, if not quite an equd.

Women as Paladins
Even in the historicd feuda era, women fulfilled some of the knight's military functions (see

p. 86). In service of their king or church, women often donned armor and wielded swords.
They fought with the kill of the best male soldiers, defending their strongholds from Siege, even



leading troops on the battlefield. Female padadins may be uncommon, but they're not unknown.
Marriage

Rdatively few paadins marry. Because of their fedty responghilities, most postpone
marriage until their mid-to-late 20s, an age few of them actualy reach. Financia obligations dso
make them hegitate. It's difficult to raise afamily with so many demands on their aready meeger
resources, how can a paladin choose between tithing and feeding a hungry child? Finaly, some
religions forbid marriage outright, demanding that celibacy be included as part of their pdadins
ethos. For these reasons, rarely do more than 10-20% of the paladinsin any campaign world
ever take a spouse.

Though padadins are generdly free to choose their mates from any socid class, there are
advantages to marrying into the aristocracy. A mate from the upper class solidifies the paadin's
reputetion in the eyes of both the genera public and the power dite. A privileged marriage
increases the paladin's access to rulers and officias, making them more likely to lend money and
grant favors. A marriage of partners from different countries can strengthen the political bonds
between their governments. And there may be practica advantages-an affluent spouse often
comes with a sizeable dowry, which can give a considerable boost to the paadin's stronghold
fund.

Marrying an aristocrat, however, is not without drawbacks. The paadin may be obligated
to his spouse's family in addition to his own. Periodicaly, he may have to serve in the military of
his spouse's government. Many times, apaladin is required to turn over a dower to his spouse,
amounting to athird or more of his holdings. Though the spouse doesn't formally acquire the
dower until the paladin's desth, the spouse fill clamsit; the pdadin can't sdl, rent or improve
any part of the dower without the spouse's permission.

Because amarriage vow is a promise, a paadin won't consder divorce, nor will most
churches consder granting one. However, if the spouseis guilty of committing evil acts, the
soouseisusudly required to divorce, as associating with an evil character-even a husband or
wife-is an ethos violation.

Historical Role of Women

Women had it rough in feudd times. They could own land and hold adminigrative postions,
but for the most part women lived in total subservience to men. Unmarried women were not
dlowed to travel without their fathers permissions, and were chaperoned even on routine
shopping trips. If an unmarried woman's father died, she often became award of the state. Her
legal guardian, gppointed by the king, assumed control of the woman's property, using her
livestock and other personal possessions as he saw fit until she married.

Custom demanded that married women remain submissive to their husbands, with their
respongbilities confined to household supervison and raising children. A married woman could
not sl property without her husband's consent, nor could she be heard in a court of law unless
her husband accompanied her. Widows were often required to return home and live with their
parents. In especidly harsh monarchies, awidow could be forced to remarry, with the king's
court choosing the groom.

Though upper-class women had about the same access to education as men, the subject



meatter differed sgnificantly. Where men received training in hunting, economics, and
horsemanship, women studied poetry, languages, and needlework. Daughters of high-ranking
officids were often sent to convents for their education, remaining there for the rest of their lives
if they didn't marry.

Most women, regardless of class or status, married in their early teens. They had children as
soon and as often as possible, irrespective of the considerable risk associated with childbirth.
Women were often grandmothers by age 30.

Women married to knights had more authority and a bit more respect than most of their
peers, particularly if their husoands owned strongholds. When duty cdled the knight away, his
wife took over the daily operations of the stronghold, making al decisons regarding finances,
gaff, and maintenance. A knight's wife could aso petition to speak to the highest officids of the
government or church. An audience was usudly granted, if only as a courtesy to the husband.
Tradition and law limited the wifés influence, however, and she was rarely taken as serioudy as
aman.

Becoming a Paladin

Becoming a paadin requires intense training, strict discipline, and tota commitment. Though
most paadins acquire their skills under the auspices of their government or church, there are no
edtablished career paths or mandatory ingtructiona techniques. Following are some of the most
common ways to become a paadin, dong with afew kits typicaly associated with them.

Religious Patronage

Churches secure paadin candidates at an early age, usudly 8-10 years old. High-level
clerics, trained as recruiters, quietly observe their congregations, looking for vigorous and
intelligent children from pious families. When the recruiters agree on a potentia candidate, they
gpproach the parents and request that they relinquish custody of their child to the church. If the
parents decline, the recruiters pass on the candidate and continue their search. While some
churches may override the parents decision, most abide by the family's wishes, believing that
effective training is impossible without the parents support.

If the family agrees-most do, as they consider the offer a high honor-the child becomes a
ward of the church. The candidate movesinto a dormitory of a church-operated schoal,
frequently located in a distant, isolated region to minimize digtraction. Pdadin candidates are
often taught Sde by Sde with clericd acolytes, sudying rdigious history, and ethicd philosophy
aong with such fundamentas as reading, writing, and etiquette. Candidates also engage in
rigorous exercise and weapon practice.

Within afew years, the students are separated, with paladin candidates focusing on
horsemanship and combat skills, and the clerical acolytes concentrating on spellcasting and
church doctrine. Paladin candidates may aso receive advanced training in medicine, language,
and other academic subjects. Somewhere between the age of 15 and 17, depending on his
progress and aptitude, a candidate is subjected to a series of tests, ranging from oral examsto
evauate his understanding of the paladin's ethos, to confrontations with undead opponents to
display his courage and combat skills. A candidate who passes dl histestsisthen digible to
become afull paadin.



Suggested Kits: Divinate, Inquiditor, Medician, Votary.
Divine Intervention

The gods may choose a mortal to become a paadin for reasons of their own. Alternately, a
qudified mortal may petition the gods for paadin satus. A suitable candidate must meet dl of
the physical and menta requirements for paladinhood, and must also demonsirate unshakable
faith. Nether age nor socid gtausis critica, though younger candidates of underprivileged
classes are generdly preferred. The gods will guide the candidate through along series of quests
and training exercises to ensure that he devel ops the necessary skills. On occasion, the gods
may grant paadin powers to the candidate directly, foregoing training of any kind.

Suggested Kits: Errant, Ghosthunter, Inquisitor, Wyrmdayer.

Gover nment Sponsor ship

Recruiters representing large monarchies are congtantly on the lookout for young paladin
candidates, needed to replace retiring paadins or paadinskilled in action. The recruiters largely
depend on referrds from their contacts in the aristocracy, but aso consider petitions from upper
and middle class families without formd ties to the government. Because recruits must begin
their training a an early age, candidates may be as young asfive or Sx years old.

The recruiters thoroughly investigate the background of al potentia candidates, conducting
extensve interviews with the candidates friends and family, and observing the candidates at
work and play. Candidates must be physicaly sound, emotiondly stable, intuitive, and well-
behaved, qualities that an experienced recruiter can recognize even in the youngest child. For
every hundred candidates evaluated, no more than two or three make the grade.

A candidate's initia training begins a home. With supervison and support from government
tutors, the candidate learns to read and write, and receives basic ingtruction in etiquette and
religion. He exercises for savera hours each day, and learnsto ride and care for asmall horse.

At age 7 or 8, the candidate moves into the household of a nobleman, lord, or retired
paadin where his training proceeds in earnest. He perfects hisriding skills, learnsto use
weapons (practicing with undersized wooden replicas), and plays chess and other smple war
games that teach dtrategy. He attends formal state functions to learn protocol, and is taught to
respect and obey his superiors. Occasionaly he joins soldiers on routine military excursgons,
helping to care for their horses and observing how they conduct themsalvesin the fied.

In his early teenage years, the candidate becomes a full-time squire to a practicing paadin.
To mark the occasion, the candidate is sometimes awarded spursin the same design asthe
magter's, the candidate's spurs are silver, the master's are plated in gold. Under the master's
supervision, the candidate learns swordsmanship and mounted combat techniques. The master
provides daily indruction on ethics and philosophy, detailing every nuance of the paadin's ethos.
He may aso send the candidate on a quest to test his character, such as plucking afeather from
aharpy or retrieving ascade from adragon turtle.

Most importantly, the candidate accompanies his master on the battlefield and fights at his
sde. Despite hisinexperience, a candidate is expected to hold to the same standards as a
regular paadin, sacrificing hislifeif necessary to protect his master or defend his monarch.
Consequently, many candidates fail to survive their apprenticeship. Those who persevere for



three to five years are digible to become full paadins.
Suggested Kits: Chevdier, Envoy, Militarist, Squire,

Supportive Mentor

Characters without connections to churches or governments may seek out mentors to teach
them the skills of a paladin. Suitable mentors include benevolent sages, reclusive clerics, and
elderly paadins. Mot live solitary lives on the fringes of society, free of obligations to the
church or state. Many have devised unique philosophies that subgtitute for formd religions. A
potentia student is probably expected to learn and follow the mentor's faith, no matter how
arcane.

Because a mentor seldom accepts more than one student at a time, the neophyte paladin
benefits from individuaized atention, often completing training within four or five years. Despite
its brevity, the training period is intense and demanding, concentrating on wegpon mastery,
horsemanship, and ethics. The student must so swear dlegiance to the mentor's values, which
duplicate the essentiad components of a paladin's ethos. The mentor declares the student ready
for paladinhood when he completes afind test, which may require the student to defeet the
mentor in mock combat or fulfill aquest that the mentor himself was never able to complete.

uggested Kits: Errant, Inquisitor, Skyrider, Wyrmdayer.

Inherited Title

In some cultures, alawful good child of apdadin isautomaticdly digible to become a
paadin himsdf. The child's consent is usudly irrdlevant; adutiful offspring follows his parent's
wishes without much fuss. The parent oversees the child's training, which beginsin the family
stronghold. The child learns manners and discipline by tending to livestock, serving meds, and
assigting the staff. Later, the parent teaches the child to ride and wield alance, with
supplementary ingtruction in swordsmanship, etiquette, and religion. He may dso enroll the child
at aroya academy or church school to complete his education. Should the parent die before the
child becomes digible for paadinhood, the church or government assumes responsbility for
continuing the child's training, a gesture made in appreciation of the parent'slifetime of service.

Suggested Kits: Chevdier, Divinate, Squire, Votary.

Confirmation Ceremony

When a candidate is ready to assume the role of a paadin, the momentous occasion is
usudly marked by aforma ceremony. The adminigtering officid may be a government
representative, a church dignitary, the candidate's mentor or parent, or an avatar of the gods. As
dictated by tradition and the paadin's preference, a ceremony may be public, held before a
large audience in the town square, or private, performed in an officid's chamber or aremote
outdoor locale. Most ceremonies incorporate the paadin's Code of Ennoblement, discussed in
Chapter 3. Other details are up to the DM; he isfree to adapt or modify any of the ceremonies
described below, or make up his own.

Confirmation ceremonies can aso make good springboards for adventures. The DM might
condder enlivening a ceremony with one or more of the following events.



* The adminigtering officid fallsto show up. (Has he been kidnapped or worse?)

* An evil wizard stages a destructive intrusion.

» An old friend of the candidate makes a surprise appearance, bringing an urgent message
(enuprisnginaneghboring  kingdom, the discovery of an ancient civilization).

* A deric'sincantation, the manipulation of an ancient artifact, or the shadow of an eclipse
opens a portal to another plane of existence.

Ordainment by Dubbing: The smplest confirmation ceremony requires the candidate to
kned before the administering officid, who holds a ceremonia sword over the candidate's head.
After the candidate recites his Code of Ennoblement, the officid taps the sword on the
candidate's neck or shoulders, then pronounces him a paladin. The new paladin rises, embraces
the officid, then quietly departs.

Sacrament of the Sword: On the day of the ceremony, the candidate rises before dawn
and bathes in a stream, cleansing his body and, symbolicaly, his spirit. He dons a white robe,
representing his piousness, tied tightly at the waste with a thin sash, areminder of the discomfort
al agents of faith must endure. Surrounded by his family, invited guests, and representatives of
his church and government, the candidate faces the risng sun and recites his Code of
Ennoblement. The adminigtering officia presents him with a sword made of crystd or glass,
symbolizing the fragile boundary separating good from evil. The officid then dapsthe new
paladin on both sides of hisface or strikes ablow againgt his chest, an emphatic reminder
adwaysto follow his oath.

Feast Day: Associated with paladins who are trained by the church, the Feast Day
ceremony begins two days before the actud confirmation. The candidate spends 48 hours alone
in adark chapd, offering prayers to her deity and subsisting on nothing but bread and water. At
the end of this period, the administering officia opens the doors and windows to bathe the
chapd in sunshine.

One by one, the candidate's teachers, family members, and guestsfile insgde. The candidate
greets them individudly, thanking them for their support during her training. After dl have
arived, the candidate takes a seet in front of the congregation. The officid gives a sermon about
the sgnificance of this great day, then the candidate knedls before him and swears to the Code
of Ennoblement. The officid touches the candidate's shoulders with a ceremonid sword and
kisses her forehead. The new paladin leaves the church to the sound of gpplause, then rides
through the town so that everyone can see her. The day climaxes with a great feadt, filled with
songs, dances, and games.

Rite of the Seven L ambs: The candidate joins Sx paadinsin an open meadow. The
paadins bring seven lambs, dl of them sick or wounded through natural causes. One of the
paadins, serving as the administering officid, reads prayers and leads the candidate through his
Code of Ennoblement. Each pa adin then lays hands on one of the lambs, hedling it. The new
paadin lays hands on the fina lamb. Clippings from the hedthy lambs are placed in a cloth bag,
which is given to the new paladin to commemorate the occasion.

Convocation of the Blessed Waters. Prior to the ceremony, the administrating officia
obtains a it of armor from apaadin who died in battle. The officid retains the hedmet, then
submerges the rest of the armor into a stream or lake, symboalically imbuing the water with the
spirit of the deceased paladin. The candidate washes her ceremonid costume in the blessed
dream; atypica costume conssts of alinen shirt, acrimson or purple tunic, sk stockings,
leather shoes with slver ornaments, and a golden robe embroidered with images of eagles and



lions. The candidate dlows the wet costume to dry in the sun.

On the day of the ceremony, the candidate dons the costume and meets the officid near the
blessed stream. The officid and the candidate stand on a velvet carpet, surrounded by
dignitaries and invited guests. After reciting the Oath of Ennoblement, the candidate kneds and
drinks from the stream. The officid presents the candidate with the helmet of the deceased
paadin, completing the ceremony. The new paadin joins her guests for amodest med under the

open sky.
Routine Activities

Even when apdadin isnt fulfilling an edict, waging war, or embarking on aquet, he ill has
plenty to keep him busy. Some common activities are described below. Of course, not dl
paadins engage in dl of these activities. A Chevdier probably spends more time enforcing laws
than an Errant. A Votary may set asde severd days aweek to recruit new membersto his
church, whereas Divinates may be forbidden by their faith to engage in any type of prosdytizing.

Although neither the player nor the DM is obliged to keep track of a pdadin's activities
between campaigns, some of his routine duties may lead to adventures. While on a
reconnaissance patrol, the paladin might discover ameseting of ogres, preparing to join forces to
gorm the king's stronghold. A paladin's desire to improve hisriding skills could lead to a search
for alegendary horseman. A prosdytizing expedition may stir up trouble with arival church.
Victory at atournament could result in the defeated opponent seeking a deadly revenge.

Enforce Laws

Obliged to diminate evil, a pdadin is dways on the lookout for lawbregkers, intervening
whenever he sees a crime in progress. Overtly evil acts often meet with swift retribution; the
paadin smply daysthe culprit outright. In societies where even the vilest crimes must betried in
acourt of law, paadins refrain from taking justice into their own hands, instead turning the
suspect over to the proper authorities for prosecution.

Law enforcement involves more than thwarting criminals. A paladin bresks up rowdy
crowds before riots ensue and escorts drunks to their homes. She disposes of illega weapons
and other contraband. She intercepts spooked horses, treats accident victims, and reunites lost
children with their parents. She may even clean up illegaly dumped trash.

While most paadins enforce the law as amatter of principle, some are formaly deputized
by their liegesto serve asloca police. Deputized paladins are assigned regular patrol hours,
usudly after dark when most crimes occur. The paladins patrol designated areas on foot or
horseback, monitoring strangers, questioning suspicious characters, and keeping an eye out for
trouble. They may be authorized to make arrests, levy fines, or even perform on-the-spot
executions. Deputized paadins usualy have jurisdiction only within the borders of their
community or kingdom, though they may demand extradition of wanted criminadswho have
sought refuge in other lands.

Encourage Morality

A paladin takes advantage of every opportunity to encourage and promote ethica behavior.



He reinforces lawful good behavior by acknowledging the good deeds of ordinary citizens,
expressing his gppreciation in private meetings or public ceremonies. He gives lectures,
participates in debates, and organizes discussion groups, al meant to persuade others of the
benefits of amora life. He presents himself asarole mode to youngsters, dazzling them with
gtories of his exploits and expounding on the glories of a career spent in service to the
government or church. A paadin aso makes himsdf available for counsding, offering advice to
the troubled and guidance to the confused.

Training

A pdadin continuoudy trains his mind and body, focusing on military skills. He jousts againgt
suffed dummies using a technique called quintain (see theillustration on page 92). He duels
againg multiple opponents with swords wrapped in cloth. He familiarizes himsdf with al types
of wegpons, including those improvised from rocks, branches, and other naturd items; with
practice, a paadin can condruct a usable ding from alength of cloth and aleather Sripina
matter of minutes.

Mog pdadins undergo adally routine of physical exercise. Wearing full armor, a pdadin
may hike up a mountainsde while carrying a sheep or caf. With aweight secured to his back,
he may attempt to swim the length of alake. He sceswalls, climbs ropes, wrestles other
warriors, and stages cross-country races.

His regimen dso includes menta exercise. He may memorize lengthy passages from sacred
scriptures or trandate poetry into different languages. He may dissect animd cadaversto study
anatomy or raise agarden to learn botany. A friendly ranger may teach him how to track animd;
an experienced seaman may teach him how to navigate a ship.

Maintenance

A pdadin maintains her equipment in first-class condition. She keeps her shield and armor
polished and free of corrosion. Dents are tapped out, scraiches are buffed clean, tarnishes are
refinished. Blades are sraightened, hardened by fire, then resharpened on grindstones. Clothing,
too, receives meticulous attention. A paadin usualy hand-washes her garments in cold water,
squeezing (rather than wringing) them out before hanging them in the sun to dry. She soaks her
undergarments and shirtsin abarrd filled with soda and wood ash, then pounds them on arock.
Coats and capes may be freshened with steam by placing them in an enclosed room containing
apot of boiling water. Saddles, boots, belts, and other leather items must be oiled and polished.

Courtly Duties

A paadin's impeccable manners, striking appearance, and sterling reputation makes him a
highly desirable guest for banquets, receptions, and other forma functions. Some accept as
many invitations as their schedules dlow, particularly those from colleagues and dignitaries.
Refusa might be interpreted as an insult.

Often, his attendance amounts to little more than window dressing, his superiors taking
advantage of the occasion to display him like atrophy. A paladin endures these events with
grace, retelling hiswar storiesto pampered lords and ladies while listening to their dreary



comments.

A paadin often represents his superiors at functions in other lands. He gives eulogies a
funerds and witnesses christenings. He attends the weddings, birthday parties, and confirmation
ceremonies of foreign aristocrats. He may aso deliver documents and messages that are too
important to trust to herads.

Military Duties

Even when not a war, a pdadin with military responghbilities has alot to do. If occupying a
sronghold, he must prepare for enemy attacks by fortifying the walls with metal braces,
widening moats, and digging trenches. Ample supplies of food, water, ammunition, and medicine
must be secured. He may conduct drills to ensure that his troops respond swiftly and in a
coordinated fashion to surprise assaults. He consults with engineers and tacticians to determine
which sdes of the stronghold are most vulnerable. He rehearses bowmen to fire arrows blindly,
in case of an attack made under cover of fog or during a moonless night.

In thefield, the paladin conducts reconnaissance patrols into enemy territory to gather
information. He leads his troops on practice exercises to get them used to moving through
swamps, desarts, and other hogtile terrain. He may aso conduct military experiments with
animds, using cooperative eephants as pack animas, trained banderl ogs as infantrymen, and
charmed bulettes as assault weapons.

Tournaments

A tournament a series of forma games that gives paadins and other warriors the chance to
practice their combat skills, impress the citizenry (therby boosting their reputation), and perhaps
even earn alittle money. Though designed as entertainment, tournaments are not without risk. A
bad performance may cost the paadin her honor. A disastrous performance may cost her life,

Rulers and affluent landowners sponsor tournaments to amuse their colleagues and raise
community morde. Tournaments aso give them the chance to flaunt their wedth in asocidly
acceptable manner. Messengers and herdds are hired to spread the word about upcoming
tournaments, which often aitract participants from hundreds of miles away.

A carniva-like atmosphere prevails on the day of atournament. Colorful banners flutter
over sprawling bleachers packed with spectators. Soldiers stroll the grounds in gleaming armor.
The aroma of roast pork and steaming vegetables wafts through the air. Merchants peddie
paadin dolls and other gaudy mementos. Grandmothers gossip, children frolic, and gamblers
place discrete wagers.

Tournament eventsinclude sword duels, archery contests, and-always of primary interest-
jousting matches. In atypica joust, two paadins mount their horses on opposite ends of an
open fidd, then raise their shidds and lances. On atrumpet blast from the referee, they charge.
Each attempts to didodge the other from his horse. If neither succeeds, they return to thelr
garting postions and try again. The winner faces another opponent in the next round. Whoever
fells the most opponents during the day wins the contest.

Victory brings honor to both the paadin and the liege he represents. The paladin may adso
win amodest prize. Defeat, however, means disgrace, and a ddiberately poor performanceis
consdered an ethos violation. If the paladin has chosen alady or other person to champion,



victory ensures afavorable impresson (modify the reaction roll by at least +1). Defeat brings
humiliation, and the championed person may shun the paadin forever after (modify the reaction
roll by at least -1; in any case, the reaction won't be better than Indifferent). If a poor
performance insults the championed person, this might be considered an ethos violation.
Though contestants use blunted lances and are advised to behave like gentlemen, jousts
often result in serious and sometimes fatd damage. Even a blunted lance can strike a deadly
blow, particularly when delivered by a paadin on awar horse charging at top speed.
Occasiondly, apdadin knocked from his mount will catch his spur in astirrup; the confused
mount may drag the hapless paadin to his degth. A losng contestant may not take defeat
gracefully, attacking the winner with asword or club. Such attacks have been known to trigger
full-scale riots, resulting in dozens of casudties before soldiers manage to disperse the crowd.

A Day in thelLife

Heréswhat atypica day might be like for two different paadins a Chevdier named Sir
Jounville, who worksin his king's stronghold, and Madeline of Blackfern, a Divinate who livesin
amonasery.

Sir Jounville (Stronghold Paladin)

Sir Jounville rises aout an hour before dawn, awakening in his private quartersin the
gronghold cdlar. He washes in a ceramic basin of cold weter, then dressesin awaist-length
tunic with full deeves, ashort-deeved tunic lined with fox fur, aloose mantle secured at the neck
with aslver chain, linen hosery, and lesther boots. He vidits the stronghold chapd for the
morning prayer, then stops at the kitchen for aquick breskfast of bread and de.

Jounville reports to the seward's quarters for a brief meeting to review the events of the day
ahead. The stleward reminds him of an important banquet that evening, a birthday celebration for
the king's niece. Jounville assures the steward that helll be prompt.

Jounville joins three companions in the bailey for morning exercise, focusing today on weight
lifting and archery practice. Meanwhile, other residents of the stronghold have risen and are
beginning to fill the bailey. Maidens embroider tablecloths for the roya family, cooks roast
mutton for the evening feast, and children play noisily with horseshoes and tops.

After two hours of exercise, Jounville walks to the stables to seeif the groomsman has fitted
his horse with new shoes. With winter gpproaching, Jounville wants to make sure the shoes
have calkins, metalic points that enable the horse to grip the frozen ground. The groomsman
has finished the work, and Jounville examines each shoe carefully, checking for rough edges,
proper weight, and tight nail heads. Satisfied, Jounville thanks the groomsman for ajob well
done.

The time gpproaches for Jounville's guard duty. He returns to his quarters to don his chain
mail armor and retrieve his shidd, sword, longbow, and arrows. At the kitchen, he picksup a
herring pie flavored with pepper and cinnamon that helll egt later.

He climbs the ladder to the bagtion tower and settles behind a narrow arrow dit. He peers
through the dit, surveying the wide field that borders the sronghold's north wall. All isquiet. S
Northram, whom Jounvilleis relieving, reports no disturbances on his watch.

For the next eight hours, Jounville stares sllently through the dit, bow in hand, pausing only



briefly in mid-afternoon to eat his herring pie. His watch is uneventful.

At five ocdock, Sir Inniss arrives to rdieve Jounville. Jounville vigts the chapd for an
afternoon prayer, then goes back to his quarters to prepare for the banquet. He puts on fresh
tunics and hosery, powders his mantle with talc, and buffs his shoes. He dso polishes his shield
and sword; the king likes for his paadins to bring their combat gear to impress the guests.

The banquet begins exactly a seven. About 70 guests are present, including the king and his
retinue, various aristocrats and clergymen, and six of the king's paladins, including Jounville.
Jounville takes his segt a the furthest end of the table; guests of high status, such asthe king's
family and church dignitaries, St near the center. A servant brings Jounville histable service,
congsting of iron tableware, amanchet (adab of stale bread, used as a plate), a glass gobl &,
and amazer (asoup bowl trimmed in slver).

Following a benediction and introduction of the guests of honor, servants bring platters
heaped with food. The main course includes blankmanger (chicken and rice seasoned with
sugar and amonds), mortrews (dumplings made of fish, bread crumbs, and eggs), glazed
onions and peas, mustard and wine sauces, and stewed fruit. Jounville follows meticulous rules
of etiquette, careful to wipe his spoon after each use and to take smal portions.

The med lasts for two hours. Servants bring water bowls for the guests to wash their hands,
then clear the tables. The guestsretire to the balroom for entertainment. Bards and jesters Sing
songs and tell stories, while the younger guests join hands and dance in acircle. Elder guests
play backgammon or chess and catch up on locd gossip. Jounville circulates, engaging in polite
amadl tak. Near the end of the evening, Jounville recites a poem composed especidly for the
occasion, accompanied by abard who playsthe [ute.

The entertainment will last until the early hours of the morning. But & 11 o'clock, Jounville
gpproaches an aide and requests permission to be excused. Jounville retires to his quarters,
offering afind evening prayer before sattling into bed.

Madeline of Blackfern (Church Paladin)

Madeine of Blackfern, a pdadin-in-residence at the Heart's Hope Monastery, begins her
daly routine at midnight when she's awakened by the ped of bells from the prayer tower.
Maddine rises, puts on acloth mantle, leether dippers, and a prayer cap, then joins her fellow
paadinsin the chapd. Madeline recites along prayer, then goes to the stables to feed and water
the monastery's horses, part of her assigned duties. Except for the prayer, Maddine is expected
to observe total slence.

Her chores complete, Madeline returns to bed. The bells awaken her again at five. She
dresses again, waks dlently to the chapd, and listens to the morning sermon. She fills the next
two hours with exercise, meditation, and household tasks. A bell sgnds breskfadt, the main
medl of the day. Maddline provides her own dishes and tableware, as do dl residents of the
monastery. Breakfast conssts of beef, mutton, bread, and fruit, smply prepared. Leftovers are
disgtributed to poor familiesin the area.

After bregkfast, Maddine receives her orders for the day. Maddine will spend two hours
kneading bread dough in the main kitchen, two hours asssting the monastery's blacksmith to
forge horseshoes, and the remaining daylight hours patrolling the grounds on foot. Prayer
services will be given gpproximately every three hours, as sgnaed by the bells. Except for
emergencies or pre-gpproved communications, Maddine is expected to remain silent dl day.



At eight o'dlock, Madeline eats an evening med of bread and vegetablesin the dining hall.
She feeds and waters the horses again, then meets with her superior to confess any Sns she may
have committed during the previous 24 hours. She admits to coveting her friend's new sandds.
For penance, the superior orders her to help her friend sweep the stables. Maddine returns to
her quarters, kneds a her bed for afina prayer, then catches afew hours of deep before the
bells awaken her a midnight.

Courtly Love

Some poets and philosophers of the feudd era believed that true romance (or "courtly
love'") could only exist outside the bonds of matrimony. Marriage, they fdt, substituted
obligation and duty for honest emotion. (A DM's campaign, however, can dlow for romance
and marriage to go hand-in-hand.) For the paadin, courtly love may be defined as a yearning of
the spirit, apassion that is never fulfilled.

The object of apdadin’s courtly love (whom well cal the beloved) represents dl that is
good and pure. Sheisless a person than aromantic ided, like a character in apoem or a
dream. Often, the beloved is an unobtainable, unapproachable person, such as the spouse of a
friend or the offspring of a monarch. The paadin may have never even met her, merely watched
her from afar.

Whether the beloved returns the paladin's affection, or even knows of it, isirrdevant. Often,
the paladin keeps hisfedings a secret, bdieving himsdf spiritudly inferior to his beloved and
unwilling to burden her with hiswretched attentions. In any case, the paadin remains utterly
devoted to the beloved, pledging eternd fidelity and shunning al others.

Rulesfor Courtly Love

A DM may permit PC paladins to experience courtly love. Courtly love adds adimenson
of romantic tragedy to the paladin's life, consuming him with the exquisite agony of unfulfilled
passion.

Any paadin PC may succumb to courtly love. A paadin typicaly fixates on his beloved
early in his career, say, any time before he reaches 5th level. He usualy remainstrue to his
beloved for therest of hislife.

Courtly love perssts regardless of changesin the paadin's circumstances or those of the
beloved. He staysin love with her even if he marries (if courtly love transcends marriage, which
might otherwise be seen as an ethos violation), the beloved marries (which can actudly enhance
courtly love's tragic overtones), or the beloved dies (courtly love for the truly inaccessbleis
perhaps the "purest” love of dl). A paadin will never have more than asingle beloved a the
same time, nor will he ever abandon one beloved for ancther.

The paladin's beloved can be any attractive NPC of the opposite gender, preferably of high
Charisma (at least 15 or s0) and lawful good dignment. Ideal beloveds include characters of
high socid or economic status (aristocrats, government officias, high-level paadins, and affluent
landowners), princes and princesses, celebrities (renowned poets, scholars, and mages), and
the spouses of kings and queens (a Situation not without peril, as Sr Galahad learned too late).

Courtly love should arise naturdly from the eventsin the campaign. The paadin may first lay
eyes on his beloved across the room at aformal banquet or spot her in the audience at a



jousting tournament. She may be among the survivors he rescues from asinking ship. Or she
may smply gpproach him for directions to the nearet inn, smile in thanks, then mount her horse
and ride away. A fleeting glance or a chance meeting is al that's required for the paladin to
become hopelesdy smitten.

A pdadin himsalf may choose his own beloved and declare hislove. Thisdeclaration is
equivaent to an ethos vow; the pdadin must remain true to his beloved from that moment
onward. Alternately, the DM may force the issue by observing the paladin's behavior. If the
paadin seems unusually attracted to a particular NPC-asking about her, staring longingly at her,
fawning over her-the DM should point out that the paadin is exhibiting early sgns of courtly
love. If the paladin persists, the DM may declare that the NPC has become the paadin's
beloved. If he likes, the DM may require the paladin to make a Charisma check. If the check
falls, courtly love exigts. If the check succeeds, the paladin has resisted courtly love for the time
being. If the paladin continues to fawn over the NPC, the DM may require ancther Charisma
check at alater time.

Behavior: Courtly love involves the beloved only indirectly. Rardy will apaadin confront
his beloved with his fedings. For the most part, he keeps his obsession to himsalf, resgned to
worshipping his beloved from afar. He expresses his devotion symbalicdly, triesto learn as
much about her as he can, and luxuriates in any opportunity to bask in her presence. Ina
campaign, a paadin might demondtrate courtly love in any of the following ways:

» He composes songs and poems in the beloved's honor.

* He champions the beloved at a tournament.

* He arranges for anonymous gifts to be ddivered to the beloved.

» He attaches alock of the beloved's hair to his shield, or places a scrap of materia from
her dress under his armor, next to his heart.

* |If he hears anyone speak dishonorably about his beloved, he chdlenges them to retract the
gtatement or fight adud to the death.

» He arranges for an invitation to a banquet or party where his beloved will be. (And most
likely, he spends the night on the opposite side of the room, too embarrassed to speak to her or
even go near her.)

 He interviews at length anyone who has information about his beloved, no matter how
trivid.

* He goes out of hisway to vist places of sgnificance to his beloved (the town of her birth,
her school, afavorite lake).

Penalties and bonuses: Although expressons of courtly love mainly involve role-playing,
the DM may wish to impose pendties and bonusesin certain Situations. For instance, any of the
following circumstance may fud the paadin with so much joy that he benefits from a+1 or +2
bonus to ability checks, attack ralls, or damage rolls, for anywhere from afew hoursto afew
days. The DM decides the nature of the bonuses and their duration, depending on the intengity
of the circumstance that triggered them.

* The beloved innocently smiles at the paadin from across aroom.

* The beloved sends a thank-you note for a gift.

* The beloved congratul ates the paadin on an outstanding performance at a tournament.

* At aparty or banquet, the beloved approaches the paladin and engages him in a brief
conversation about nothing in particular.

* The beloved gives the paadin her handkerchief or glove.



Conversdly, a painful experience may result in overwhelming heartbresk, longing, or
despair, persisting for afew hours or severd days, as determined by the DM. During that time,
the paadin may suffer pendties of -1 or -2 to ability checks, attack rolls, or damage rolls.
Triggering Stuations may include:

* A lock of hair, ascrap of cloth, or other memento of the beloved islost or stolen.

* The beloved spurns or ignores the paladin at a banquet or party.

» The paladin champions the beloved at atournament, but loses his maich.

* The beloved announces her engagement to someone else.

*» The beoved isinjured or becomesiill.

Ethos penalties: A vow of courtly loveis as binding as any component of a paladin's
ethos. Should a paadin betray his beloved by speaking badly of her, breaking a promise to her,
snubbing her gestures of friendship, or-worst of al-succumbing to the charms of another, he has
committed an ethos violation. The DM should select an appropriate punishment from the
suggestions in Chapter 3.

Covert romance: On occasion, the beloved may reciprocate the paadin's affections. If so,
the couple may embark on aromance. They may express their love openly, but more likely,
they'll choose to keep their reationship secret. Covert lovers take pains to arrange clandestine
mestings, avoid signing |etters to each other, and exchange nondescript gifts so as not to attract
atention.

The discovery of anillicit romance may result in savere consequences for both the beloved
and the paladin. The beloved's family might object to their affair, or differencesin their satus
make their romance socialy unacceptable. To keep the couple apart, the beloved's family may
relocate to a digant land. The family may demand restitution to compensate for their humiliation.
A secret affair may condtitute an ethos violation for the paadin, particularly if hel's covering up
his activities or romancing a person engaged to someone e se (the pdadin's fedings may be so
strong that he's willing to suffer an ethos pendty just to be near his beloved).

Should the paladin wed his beloved, al benefits, pendties, and other conditions associated
with courtly love will gradudly disappear, replaced with the more stable and less volatile fedings
associated with marriage. The regppearance of courtly love for amarried paadin can be
considered amgor ethos violation.

Economics

Many paadinslive in agate of near poverty. Their ethos limits the amount of money they
can save, while living expenses, church tithings, and stronghold costs put heavy demands on
whatever meager funds they manage to acquire. Most paadins have neither the time, resources,
nor aptitude to make aliving as craftsmen or merchants. Business ventures, other than those
associated with their strongholds, are often impractica or forbidden. Paladins from affluent
backgrounds rarely benefit from their families wedlth; their ethos restricts them from accepting
large dlowances or handouts, and gtrict inheritance laws usualy turn most of the holdings over
to the state when the parents die. Adding to their difficulties, most governments and churches
require paadins to buy and maintain their own mounts and equipment, believing they'll take
better care of these itemsiif they owns them outright.

So where does a paladin get his money? Aside from treasure and rewards, here are afew
of the most common sources:.



Stipend

Though paadins are expected to serve their government out of loyalty rather than an
expectation of financid reward, many monarchies give their paadins a smal monthly stipend,
rarely exceeding 10 gp per month. The paladin is expected to buy dl of his equipment, clothing,
and supplies, though the government may provide him food and aplaceto live. Asthe pdadin
becomes more experienced, the stipend may increase modestly, perhaps 1-2 gp per leve. In
most cases, the stipend ends when the paladin builds his own stronghold.

Stipends generdly aren't available to free-lance paladins, paadins who have pledged fedty
to mentors instead of governments, or paadins who work primarily or exclusively for churches.
Churches may provide room and board, but give cash only in emergencies. Cash given by a
church usualy works as aloan, which the paladin is expected to repay as soon as possible.

Mercenary

When his government or churchis at peace, a pdadin may hire out as a mercenary to
friendly monarchies or other employers. The paadin's superiors negatiate the terms, including
the length of service, expected duties, and remuneration. Ironically, apaadin can earn much
more as a mercenary than as a soldier on sdary to his government; monthly wagesin excess of
100 gp are common. However, the paadin may be obliged to pay as much as 90% of hiswage
to his superiors, in recompense for the loan of his services.

Mortgage

A paadin may raise money by securing aloan from his government or church, using his
stronghold or other property as collateral. Collateral requirements and repayment terms are
usudly grict. The required collatera may be as much as 100 times the amount of the loan.
Monthly payments may be equa to 10-20% of the amount loaned, paid for aminimum of one
year. A paadin may aso secure aloan based on a pledge of future service as a soldier, teacher,
or laborer. Moneylenders are usualy agreeable to such arrangements, knowing that a paadin
aways keeps hisword.

Hostage Ransom

In times of war, a pdadin may capture enemy soldiers or dignitaries, then demand ransom
for their return. Hostage footsoldiers or household staff seldom bring high ransoms-if any-but a
dignitary or other important person can command a fortune (a"king's ransom™). If he works for
agovernment or church, the paladin's superiors usudly demand alarge portion of al ransoms.
Ransoming prisonersis not consdered an ethos violation, so long as the prisoners are of good
or neutral aignment; evil-digned prisoners are usudly dain or turned over to the authorities for

dispostion.

Tournament Ransom



In addition to winning smal monetary awards in tournaments, paadins may earn money by
ransoming their opponents. Certain tournaments require defested opponents to flee the field,
taking refuge in nearby forests or mountains. The victors may pursue. If the victors locate and
capture the losers within an dlotted time period (say, by sunset), the losers must pay the victors
aransom for their release. A typica ransom ranges from 1-10 gp, though ransoms for high-level
opponents may be two or three times that amount. A paladin's superiors usudly skim off ahigh
percentage of dl ransoms.

The Paladin's Per sonality

The defining characteristic, a Single word that summarizes a character's persondity,
describes the essentia nature of the character and how he comes across to others. A
character's persondity comprises many eements, but the defining characterigtic is the dominant
trait from which dl other personality components arise. A defining characteristic can be chosen
for paadins (or any other character, for that matter). Severa possibilities listed below should get
you started.

How to choose a defining characteristic? There's no best way, but you'll know you're on the
right track if aparticular characterigtic fits your conception of the character. For ingtance, if you
picture your paadin charging boldly into battle, daughtering his enemies without remorse, his
defining characteristic could be Vengeful. If you see him as withdrawn and brooding, he might
be Tormented. The descriptions below are intentiondly vague to encourage persond
interpretetion.

Y ou may aso sdect secondary traits to compliment the defining characterigtic. Each entry
below lists anumber of options. Choose one or two that gpped to you, or make up your own.
Any secondary traits are fine, so long as they don't contradict the defining characterigtic; a
Vengeful paadin might be Bruta but he's unlikely to be Shy.

Defining characteristics work with some kits better than others. Each entry listsafew
suggestions, but don't fed redtricted by them. Use any defining characterigtic with any kit that
fedsright to you. Y ou can aso mix and match the various corallary characteritics, or ignore
them atogether.

Previous volumesin the Complete Handbook seriesinclude lists of archetypes drawn from
literature, film, and other fictiond and mythologica sources. Many of these archetypes can be
adapted to paadin characters. The Complete Bard's Handbook features a series of tablesto
determine persondlity traits randomly for bards or any other character.

Defining Char acteristics

Aggressive

The aggressive padadin spesks with his sword. Uneasy in socid Stuations and impatient with
negotiation, heis most comfortable on the battlefidd. He relishes combat, particularly hand-to-
hand encounters with enemies formidable enough to put up agood fight. A forceful persondity
who often wears his emotions on his deeve, he makes a spirited companion and a dangerous
opponent.

Secondary Traits: Heroic, impulsive, haughty, wise-cracking, abrasive, ingpiring.

uggested Kits: Chevdier, Inquistor, Militarist, Wyrmdayer.



Cynical

While as devoted to her ethos as any other paladin, the cynical paladin sees the pursuit of
judtice as admirable but ultimately futile. Greed, sdlfishness, and hatred seem to predominatein
the world. Compassion and sdlflessness are hard to find. Advocates of good are hopelesdy
outnumbered. The cynica paadin fightstirdesdy for her principles, but can't shake the feding
that her work may bein vain. To her, optimism is touching but naive, despondency a perfectly
understandabl e reaction to a callous world.

Secondary Traits: Angry, quick-witted, reflective, soft-hearted, brooding, helpful.

Suggested Kits: Expatriate, Ghosthunter, Votary, Wyrmdayer.

Genteel

The gented paladin isaman of taste, more at home a aforma ball than a bloody
battlefidd. While his military skills are has findy honed as those of any paadin, he views combat
as an unpleasant necessity; enemies should be dispatched as quickly as possible, preferably with
flair and style. He owns the finest clothes and equipment he can afford, and spends as much
time on persona grooming as others do practicing wegpon skills. Heis preoccupied with courtly
etiquette and eegant living, looking forward to the day when he can retire to his stronghold and
live out the remainder of hislife as a proper gentleman.

Secondary Traits: Conceited, prudish, romantic, intellectua, precise, opinionated.

Suggested Kits: Chevdlier, Envoy, Equerry, Squire.

Inquistive

The inquisitive paadin has an unquenchable thirst for knowledge. Outgoing and amiable, his
interests know no limits; he's as fascinated by the rice-growing techniques of even farmers as
the mating rituas of ankhegs. His curiogty often frustrates his companions, who may be eeger to
resume their travels while he lingers behind, discussing doctrine with aloca priest or engrossed
by a newborn bluebird pecking its way from its shell.

Secondary Traits: Carefree, shallow, talkative, wise, distracted, warm, studious.

Suggested Kits: Divinate, Envoy, Errant, Squire.

Optimigtic

Rdentlessy cheerful and unflaggingly confident, the optimitic paadin could not imagine a
better life for hersdf. Sheis utterly convinced of the righteousness of her cause, and looks
forward to each day as a new opportunity to bring more goodness into the world. She ddights
in the companionship of others. Her comrades find her a source of inspiration and a beacon of
hope in times of despair.

Secondary Traits: Nurturing, compassionate, extroverted, compliant, humorous, relaxed,
warm.

Suggested Kits: Errant, Inquisitor, Skyrider, Squire.

Philosophic

The philosophic pdadin is drawn to the pleasures of the mind, preferring a poetry reading to
ajoudting match, a science text to a glass of fine wine. He enjoys scholarly debates on religion
and higory, and is fascinated by new cultures. His gptitude for intellectua analysis makes him an



excdlent tactician and vaued advisor. Rarely impulsive, his actions are measured and ddliberate,
born of logic rather than emation.

Secondary Traits: Thoughtful, cold, hestant, dispassionate, meticulous, curious.

Suggested Kits: Chevdlier, Divinate, Errant, Medician.

Prudent

The prudent paladin acts with ddliberation and foresight, believing that fortune smiles on the
cautious. He weighs his words before speaking and is loathe to undertake a mission without
careful planning. Heisimpressed by logic, unmoved by emotion. His rationd, digpassonate
gpproach to problem-solving makes him a superb tactician and arbitrator, though some find him
cold, even cdculating. His level head tempers his private affairs, he manages his stronghold well,
avoids debt, and rarely succumbs to temptation.

Secondary Traits: Shrewd, ingghtful, unfriendly, arrogant, keen-witted, reflective.

uggested Kits: Ghosthunter, Inquiditor, Militarist, Wyrmdayer.

Secretive

For reasons of his own, the secretive paadin reved s little about his background,
motivations, or persondity, even to his closest companions. He may wear ahood or visor at al
times to conceal hisfeatures, dressin black or other dark colors, and cover or remove any
herddic symbols from his equipment. He keegps to himsdlf, seldom spesking unless absolutely
necessary; he may even wear ascarf around his mouth to muffle his voice. Though he faithfully
fulfills his obligations to his party, he keeps his companions & arm's length. There are many
possible reasons for his behavior. He may be afugitive from the law, unjustly accused of a
crime, or arenegade from a government alied with evil. He may be doing penance for an ethos
violation. Or "he" may be awoman, compelled to hide her sex because of socid customs that
redtrict femaes from becoming paadins.

Secondary Traits: Quiet, sudious, eccentric, impulsive, threatening, nervous.

Suggested Kits: Expatriate, Ghosthunter, Inquisitor, Wyrmdayer.

Tormented

The tormented paladin lives in the shadow of insecurity and self-doubt. She holds hersdlf to
impossibly high standards, sometimes measuring her deeds againgt those of renowned paadins
of history or legend, never consdering that those deeds may have been fictiond or exaggerated.
At her core, the tormented paadin fedls unworthy to serve her government or church, this
despite her unimpeachable ethics and flawless performance on the battlefield. She scoffs a
praise, ressts assurance from her friends, and continualy berates hersdlf for perceived mistakes.

Secondary Traits: Kind, sullen, andyticd, shy, humble, sorrowful

uggested Kits: Chevdlier, Divinate, Expatriate, Divinate, Squire.

Vengeful

A passionate hatred of evil fudsthe vengeful paadin, who crushes his opponents with
savage fury. Often, he's motivated by revenge; perhaps he saw his parents daughtered by
drunken ogres, or his village burned to the ground by an evil warlord. In any case, he seems
intent on snglehandedly diminating evil from the face of the planet.

Secondary Traits: Unapproachable, moody, bitter, bold, inspiring, violent.



Suggested Kits: Chevdier, Expatriate, Ghosthunter, Skyrider, Wyrmdayer.
Training Rulesfor Paladins

A paladin may seek training from alawful good cleric or another paladin. The ingtructor
must be at least one level higher the trainee, and skilled in the area he's attempting to teach. The
ingructor must also pass a Wisdom and Charisma check to verify his patience, ingght, and
authority.

The paadin must pay for histraining. The DM determines the fee, based on the difficulty of
the subject and the instructor's reputation. Fees of 50-100 gp per week are typical, but may be
raised or lowed asthe DM seesfit. If the ingtructor has been furnished by the paadin's
government or church, the pdadin may be digible for areduced fee. In some cases, the fee may
be waived, or exchanged for apromise of service.

To determine the training time, subtract the ingtructor's Wisdom from 19; the result isthe
minimum number of weeks required. At the end of this period, the paadin makes an Intdligence
or Wisdom check (whichever is higher). If he passes the check, the training has been successful.
If he fals the check, he must spend another week training. He then makes another check, with a
-1 bonus. He may continue to make checks, with each additiona week resulting in an additiona
-1 bonus.

Strongholds

Like fighters and rangers, paladins may establish and maintain castles, forts, temples, and
other types of strongholds. But a paadin's stronghold is more than aresidence. It servesasa
monument to his principles, atribute to his deity, and a symbol of hislifetime of service. It can
function as amilitary base, adminidrative office, religious sanctuary, prison, treasure house, or
training center. It may also generate a modest income from agricultural products, taxes, or rents.

A paadin may acquire land at any point in his career, but he must be at least Sth level
before he can establish a stronghold. Paadins of lower levelslack reputation and contacts, and
rarely have the monetary resources needed for construction costs and upkeep.

Even a 9th level, however, a paadin should proceed with caution. A stronghold requires an
enormous commitment of time and money. Often, a paadin must oversee a saff of workersand
agarrison of soldiers, most of them expecting regular salaries. A paladin may face staggering
cods for routine maintenance, which he dare not neglect-a shabby building reflects badly on his
reputation and may aso be a punishable violation of his ethos (see Chapter 3).

If apaadin decides to take the plunge, he must determine the location of his intended
gtronghold, its Sze and design, and its purpose. Will it be his main home or an occasond
resdence? Is the generation of income a primary consderation? Will the generd public have
access, or will it be open only to a select few? How much can he afford to invest? Are the
officids of his government and church supportive or discouraging? Will they help with
manpower, loans, or supplies?

Thereis no fixed procedure for establishing a stronghold, but the following steps are usudly
involved. For more information, particularly regarding costs and layouts, consult DMGR2 The
Castle Guide.



Permission

If apaadin has strong ties to a government or church, he must petition the proper officias
for permission to build astronghold. In most cases, the officids want to know the paadin's
plansin detail, particularly the proposed stronghold's Sze, design, and function. The officids
may demand an accounting of the paladin's economic gatus, including his net worth, projected
income, and current debts.

If the pdadin has a solid reputation and answers their questions satisfactorily, the officids
usudly grant permisson, contingent on afew conditions. For ingtance, the paadin may have to
agreeto live in the stronghold for a minimum number of months per year or pay an annud
maintenance tax (in addition to his normd tithing requirements). He may be held persondly
respongble for the debts of dl workersin his employ. Further, the officid's may demand the
right to use his stronghold for military purposesin times of war. Findly, they may inas ona
sgned statement that permanently turns the stronghold over to them should the paladin violate
the conditions of their agreemen.

Land Acquisition

Pdadins usudly acquire the land for their strongholds through grants or charters awarded by
government or church officids. A charter alows the paadin to adminigter the land more or less
as he seesfit, with the officids retaining ownership. Chartered land often lies outside the
jurisdiction of the government or church, meaning thet the paladin may have to defend againgt
ownership challenges from other claimants,

Monarchs sometimes award property in the form of a benefice; that is, the paladin manages
the property as he seesfit in exchange for a promise of military service. Though the monarchy
technically retains ownership of the property, the paadin kegps dl the money from farming and
other profit-making endeavors. The charter remains valid as long as the paadin meets his
military obligations. Additionally, the monarchy agreesto provide soldiers to help defend the
stronghold, and to refrain from interfering in the paladin's management decisons.

A grant trandferslegd ownership directly and unequivocdly to the pdadin. The best grant
is an outright gift, given to recognize a noteworthy career, or as areward for amilitary victory or
some other act of exceptiona service. A homestead grant gives ownership of a piece of land
to the paadin after he's lived and worked there for a predetermined period (typicaly, 5-10
years). When amonarch awards a grant, he also specifies what will happen to the land when the
paladin dies. A reversion arrangement returns the property to the king (or to whomever the
land previoudy belonged). A perpetuity grant entitles the paadin to name an har to inherit his
land, usudly his successor.

In the case of charters and grants, a paladin usualy takes whatever land he can get. A
paadin wanting more say in the type and size of hisland should consider other options. He may,
for ingtance, petition his liege for ownership of a conquered land; that is, a portion of aterritory
confiscated from an enemy army or a property liberated from a hereticd priesthood. Affluent or
well-connected paladins may buy their land or negotiate alease, paying afixed sum each month
that goes toward the purchase price. Land vaues vary wildly, but a paadin can expect to pay
from 50-200 gold pieces per acre for undeveloped property in agood climate within reasonable
distance of a civilized community.



A paadin may adso be responsble for aregency or trust, alocade that he neither owns nor
occupies. As directed by his government or church, the paladin oversees the locale and makes
al management decisions, including hiring employees and maintaining defenses.

Site L ocation

Pdadins should choose the Site of their strongholds with an eye towards defensive
advantages, convenience, and hidden cods. A stronghold in avaley is more difficult to defend
that one a the top of ahill. Accessto ariver makes amoat easer to fill. Forests provide lumber
for buildings and fruit for nourishment. Land in acity may be more expensve than in asmdl
village, but labor and materids may be eadier to procure. If the paladin wantsto farm, or if he
eventudly plans to expand, he should buy as much land as he needs at the outset, rather than
waiting until he builds his stronghold and drives up the vaue of the adjacent property.

Pdadins lacking the resources to buy land or the patience to wait for agrant may wish to
settlein an unclaimed wilderness. If the paladin has strong ties to a government or church, he
may be required to dlaim such land for his superiors. However, if the land is sufficiently remote
and has no obvious military or economic vaue, the dam may just be aformdity; his superiors
may let him have it without any conditions. Of coursg, if the paladin has no ties to a government
or church, he may be digible to daim the land for himsdif.

Though wilderness strongholds bring independence, they aso bring problems. Should an
enemy army lay sege, the paadin cant turn to his government for help. He's on his own to
defend againgt mongters and claim-jumpers. He may have a hard time finding medicine, food,
and other supplies. Damage from forest fires and other natura disasters may be difficult to
contain.

Design

Stronghold designs range from samdl fortresses (essentidly, fortified houses) to ornate
castles with multiple buildings and daborate defenses. Budgetary and ethical considerations,
however, usudly redtrict paladins to modest layouts. If a paladin wants to spend more than
150,000 gp or so on astronghold (see "Time and Money" below), he must petition his deity for
permission. If the paadin's intentions are honorable-for instance, if the stronghold isintended to
honor the deity or to provide jobs for destitute peasants-permission will probably be granted.
Because of his commitment to austerity (discussed in Chapter 3), apdadin will never establish
adominion or empire.

Whenever practical, a pdadin's stronghold includes the following components:

Bailey. Thisis an open courtyard surrounded by a protective wal. The bailey is usudly
circular or rectangular, athough the exact shape depends on the terrain.

K eep. The stronghold's primary structure, akeep is arectangular or cylindrical building with
thick stone walls, rising 50-80 feet high. The keep is the main resdence of the pdadin, his
family, and his closest aides. It aso serves as a Sorage area and as emergency housing for
workers and soldiers should intruders breech the stronghold wall.

Other stronghold buildings may include warehouses, barracks, barns, and workshops.
These buildings are made of wood or stone, ranging in Sze from 20 feet ¥ 20 feet to 40 feet ¥
80 feet. Mogt are ground level; afew may have two stories. The buildings may be arranged in



smdl clusters or linked by covered passageways to form one continuous structure.

Moat. Thisisaditch filled with water or mud that encircles the stronghold wall. To deter
intruders, amoat should be at least 10 feet wide and 10 feet deep.

Protective Wall. Typicdly, the outer wal of the stronghold is 15-50 feet tall and at least
10 feet thick. Thewall ismade of stone, often reinforced with sections of meta or wood. A
protruding entryway, caled a barbican, consists of two stone towers, about 20-30 feet high
and spaced 20-40 feet apart. A wooden gate reinforced with metal bars sits between the
towers. A smdl building caled a gatehouse may be positioned next to the gate; gatehouse
guards monitor the comings and goings of stronghold visitors. To dlow passage over the moat,
the guards lower a drawbridge, consisting of abroad wooden platform connected by chainsto
acrank. The entry may be further protected by adiding meta lattice caled aportcullis, raised
and lowered by pulleys and ropes.

An open parapet caled abattlement rises from the outer wall. Defenders of the stronghold
stand behind the battlement to protect themsdves from enemy missiles. Some battlements
extend over the protective wal, dlowing defenders to hurl stones or splash hot oil on invaders
through holesin the floor.

Temple. Next to the keep, the temple (or shrine, cathedral, or church, as appropriate to the
padadin'sfaith) isthe sronghold's most imposing structure. The temple is usualy made of stone,
cylindrical or rectangular in shape, and adjacent or directly attached to the keep. Pdadins prefer
ornate temples, and any surplus fundsin the budget usudly go towards additiona furnishings,
decorations, and architecturd flourishes. Rock gardens and friezes are typica; Satuary,
fountains, and ornamenta roofs are less common but highly desirable.

Towers. Severd stone towers stand along the walls, each about 30 feet or so tall. Square
towers are less sturdy and more costly than round towers, but are easier to build. Soldiers stand
on the tower roofs, protected by parapets, and throw spears and rocks at invaders. From inside
the tower, they fire arrows through narrow ditsin the walls.

Time and Money

Pdadin strongholds aren't cheap. The cogts of three configurations are listed below; the
prices include labor but exclude the land.

Small. A fortified tower (which serves as a keep) enclosed by a protective wall, dong with
one or two small storage buildings and worker dormitories. Cost: 40,000-60,000 gp.

Medium. A modest villa or fort consisting of a 50-foot keep, surrounded by amoat and a
protective wal, with a smdl temple, one or two stone towers, and afew auxiliary buildings.
Cost: 80,000-120,000 gp.

L arge. A modest castle, including an 80-foot keep, an attached temple, a 50-foot
protective wal (with a battlement), a moat, three or more towers, and severa auxiliary buildings
(barns, worker dormitories, storehouses). Cost: 130,000-170,000 gp.

Ornate designs (including high-quality materials or works of art), difficult working conditions
(alack of adegquate workers or excessive rain), and unexpected setbacks (awall collgpses or a
rot mold infects the loca lumber supply) can increase the price from 50-100%. On the other
hand, a good break can lower costs. For instance, a sympathetic monarch may donate labor, or
amine owner may make adeal on stone purchased in quantity. In any case, the DM hasthe
fina say on congruction costs, aswell as any circumstances thet affect the find price.



To estimate the number of days required to build a stronghold, divide the totd cost of the
stronghold by 1,000 and multiply the result by 1d4. For example, building a castle costing
100,000 gp takes 100-400 days. Keep in mind, however, that a production schedule seldom
proceeds without interruption. Supply shortages, bad wesather, sick and injured workers, and
mongter attacks can double or even triple the time required. Even a modest castle may take
severad yearsto complete.

Staff

Running even the smalest stronghold requires more attention than the paladin alone can
supply. A loya staff-composed of workers, soldiers, and afew trained specidists-is necessary
to handle the stronghold's day-to-day operations and provide a strong defense.

Securing a staff is especialy complicated for apaadin, snce he doesn't attract a body of
followerslike other fighters. Further, a pdadin may hire only persons of lawful good aignment,
limiting the pool of potentid hirelings.

Because of these redtrictions, a paladin may be tempted to skimp on his staff. But he does
S0 a gredt risk. The stronghold may fdl into disrepair without a sufficient number of workers,
devaluing the property and inviting reprimands from the paladin's liege or church. An inadequate
defense encourages raids from bandits, monsters, and hostile armies. Without a skilled steward,
the paladin must supervise the stronghold's daily routines.

A paadin may begin his search for employees by making inquiriesin locd inns, posting
notices, and asking for referrds from other landlords. Though interest may be limited at firgt, the
number of gpplicantsis likely to increase as word spreads of the paadin's reputation for honesty
and generogity. In genera, a suitable candidate for a particular job may show up every week or
s0; a paadin can expect to spend at least two or three months to hire a saff of 12.

It's up to the paadin to screen dl gpplicants, weeding out incompetent workers and
potentid troublemakers. Most important, he must ascertain each gpplicant's dignment by asking
pointed questions (Have you ever been arrested? Have you ever been reprimanded by your
church?), requesting references (military service records and recommendations from previous
employers), and conducting Smple tests of honesty (the paladin leaves a gold coin on the floor,
then leaves the room; will the gpplicant pocket the coin or return it?). If the paladin doubts the
gpplicant's aignment for any reason, it'sin his best interests to rgect the applicant on the spot. If
an employee later reved's an dignment other than lawful good, the pdadin must dismisshim;
additionally, the paladin may face pendties for violating his ethos (see Chapter 3).

If convinced of the gpplicant's integrity and skills, the paladin then makes aformd offer,
gpelling out the duties of the job, the sdlary, dl benefits, opportunities for promotion, and the
term of employment. If the terms are agreeable to the applicant, he accepts the job. Alternatdly,
the DM may roll secretly for the applicant's reaction on Table 26. If the interview went
exceptiondly wdl for both parties, modify the rall by +1. If the paadin made an unusudly
generous offer, modify the roll by another +1.

Table 26: Job Applicant's Reaction

D10
Roll Reaction



1 The gpplicant flatly refuses the offer.

2 The applicant asks for a 1d10 x 10% increase in the offered sdlary (or asks
for acomparable perk). If the paadin declines, the gpplicant turns down
the job. If the paadin agrees, roll again.

3 The applicant asks for a 1d10 x 10% increase in the offered sdary (or asks
for acomparable perk). If the paadin refuses, the gpplicant accepts the job

ayway.

4-5 The gpplicant asks for 1-2 weeks to consider the offer. If the job remains

open after thistime, roll again.
6-10 The applicant accepts the offer.

How big a staff is needed? That depends on the size of the stronghold, the type of operation
(farm workers are needed if the stronghold produces crops), and its location (more soldiers
may be necessary in hodtile territory). The paladin must dso consder hisfinancia hedlth;
workers won't gick around if he can't meet the monthly payroll. It may take a bit of trid and
error before the paadin settles on the optimum size and compaosition of his staff. Table 27 lists
suggested gaff Szesfor amdl, medium, and large strongholds.

Table 27: Staff Sizesfor Strongholds

Position Small Medium Large
Cheplain 1 1-2 1-3
Engineer - 1 1-2
Guard Captain - 1 1-3
Soldiers 2-10 10-50 50-70
Stable Master - 1 1-3
Steward 1 1 1-2
Laborers 2-10 10-20 10-50
Artillerist - - 1-2
Chamberlain - 1 1-4
Physician - - 1-2
Scribe - - 1-2
Wegponsmith - 1 1-4

Following are descriptions for the postions listed in Table 27, dong with class and leve
recommendations. A suggested monthly sdary is aso given; the paadin must dso supply room
and board.

Chaplain. A cleric who shares the paadin's faith, the chaplain takes responsihility for the
stronghold's religious needs. He conducts church services, consoles the ailing and the distraught,
and provides spiritua guidance. Some chaplains ensure that tithings are collected and properly
distributed. (3rd- to 5Sth-level cleric; 100-500 gp, depending on experience and duties.)

Engineer. The engineer handles repairs, supervises new congtruction, and maintains
equipment. He anticipates structura problems and suggests ways the paladin might improve his
property. In time, agood engineer should pay for himsdf. (2nd- to 4th-level wizard with
Engineering proficiency; 100-200 gp.)



Guard captain. Thisisthe commander of the pdadin's armed forces, usudly a combat
veteran with some adminigtrative experience. Generdly, it'sto the paadin's advantage to hire the
highest-level captain he can afford. However, apaadin with a smdl contingent of soldiers may
not need an exceptionally experienced (and expengive) guard captain. (3rd- to Sth-leve fighter;
300-500 gp.)

Soldiers. Theseinclude archers (0- to 19t-level fighters; 4 gp), cavary men (14t- to 2nd-
leve fighters, 5-10 gp), and foot soldiers (O- to 1st-leve fighters, 1-2 gp). Typicdly, soldiers
comprise the bulk of a paadin's paid gaff; aminimum of 50 soldiersis usudly necessary to
defend alarge cadtle.

Stable master. The caretaker of the paadin's horses and stable. He seesthat the animals
are fed, watered, groomed, and exercised. He aso cares for sick and injured mounts. The
paladin still cares for his bonded mount persondly. (1st- to 2nd-levd fighter; 10-30 gp.)

Steward. Thisisan adminigtrator in charge of food preparation, cleaning, and genera
household management. (Wizard, warrior, or cleric of at least 1<t level; 100-200 gp.)

L aborers. These are workers trained as harvesters, herdsmen, gardeners, stonecutters,
cooks, seamstresses, and groundskeepers. (O-level fighters; 1-4 gp.)

The paadin may dso wish to congder filling the following positions. None of these are vitd
for small strongholds, but may be necessary if the paladin operates alarge castle or if his
holdings expand.

Artillerigt. If the stronghold uses siege wegpons or similarly complex devices for defense,
the artillerist is responsible for their maintenance and operation. (2nd- to Sth-level fighter; 100-
400 gp)

Chamberlain. An assistant to the steward, the chamberlain cares for the wardrobe and
living quarters of the paladin and his closest aides. He aso sees to the needs of guests and may
ass s with cleaning and food preparation. (0- to 19t-levd fighter or cleric; 5-20 gp.)

Physician. A medica practitioner who cares for wounded and sick employees. (14- to
3rd-leve cleric; 100-200 gp.)

Scribe. A clerk in charge of the stronghold's bookwork, including accounting and tax logs,
tithing records, inventories, payrolls, and officid communications. (1st- or 2nd-level cleric with
the Reading/Writing proficiency; 10-50 gp.)

Weaponsmith. This person is responsible for the repair and upkeep of the stronghold's
wegponry. If the paladin furnishes the necessary materias, aweaponsmith can often design and
forge weapons from scratch. (1st- or 2nd-level warrior; 100-200 gp.)

Privileged Relationships

Because of their gerling reputations, paladins can often get an audience with officids of their
government and church. Affluent citizens, renowned sages, and other influentiad nonplayer
charactersin the paadin's territory also extend this courtesy, as do elite NPCs the paladin meets
on histravels. As soon as the pdadin requests to see him, the influentia character usudly
arranges a meeting as soon as possible. A meeting doesn't guarantee that the NPC will help the
paladin or even be sympathetic to his plight. However, the paadin can reasonably expect afar
hearing.

If the pdadin is sincere and convincing, an dite NPC isinclined to respond positively. At the
DM's discretion, paadins earn a +2 bonus when encountering good or neutral elite NPCswith



whom they have an established relationship, and a+1 bonus for good and neutrd dite NPCs
the paadin is mesting for the first time. Evil NPCs, likely to be unmoved, receive no specid
bonuses to their reaction rolls.

Experience
Chapter 2 of the DMG explains how paadins gain experience. Table 28 summarizes these
sandard experience awards. If you'd like experience awards to better reflect the guidelinesin

this book, use Table 29 instead.

Table 28: Paladin Experience

Action XP

Per hit die of crestures defeated 10/leve
Mongter experience Typ*
Other group experience Typ*

* Typ = Typica share of experience, as described in the DMG.

Table 29: Optional Experience Awards

Action XP
Per spell leve cast to overcome

foes or problems 25
Per character changed to lawful good aignment

by paadin's direct influence* 50/level
Per hit die of crestures defested 10/level
Per spdll level cadt to further ethos** 50
Mongter experience Typ***
Other group experience Typ***
Accepted as member of an order 500* ***
Becomes High Officer of an order 500%* ***

* The changed character must have originaly been lawful neutra, neutra good, true neutrd,
or chaotic good. The paadin must be the primary factor in the change. The award for aO-level
character is 25 XP.

** Pdladins gain experience for using spellsto promote their philosophies and principles,
just like priests. Therefore, a paadin who uses spiritual hammer to destroy an ogre would gain
this experience bonus because he diminated a source of evil.

*** Typ = Typica share of experience, as described in the DMG, pp. 45-48.

**** See Chapter 9, p. 116. These are minimum awards, which may be sgnificantly
increased for membership in high-gatus orders:!

Chapter 8: Faith



All pdadins have an abiding faith that serves as amord compass and foundetion for thelr
ethicd principles. Although most follow established religions, others draw spiritud sustenance
from non-traditiona philosophies and even natura forces. All paadins, however, believein
something: Their faith provides them with not only their spells, but also their specid powers.

This chapter looks at the medieva relationship between paadins and the church, aswell as
some dternatives to the historical modd. It dso examines the pdadin's duties and
responghilities to his faith, long with the pendties imposed for violating religious edicts

Campaign Models

In an AD&D® campaign, virtudly any type of relationship between church and dateis
permitted. One kingdom may adhere to the feudal modd. In another, the church may clam
exclusve sovereignty. It'simportant for al characters to understand the baance of power in
their world, but it's absolutely vitdl to the paadin, asit affects his behavior, loyalty, and ethos.

Following are three generd types of church-gtate relationships. Each describes the roles of
religion and government; specificaly, who makes and enforces the laws of the land, and what
role the paladin assumesin the officid hierarchy. The "Fedty Notes' section suggests answersto
these questions:

* |f apadadin comes from this type of society, to whom does he pledge fedty? (Chapter 3
discusses the generd responsibilities of fedlty.)

« |f the paladin has pledged fedlty to both the church and state, whom does he obey when
religious and secular laws conflict?

The DM hasthefina decison about which avenues of faith are open to the paadin, aswell
as the relaionship between the paadin's faith and his government. Some, dl, or none of these
examples may work in acampaign; the DM may develop other models equally vaid and useful.

Co-Dominant Rule

A co-dominant society more or less follows the feudal mode, where government and
religion share the burden of law enforcement and administrative duties. The government handles
matters pertaining to foreign affairs, economics, and property rights, while the church regulates
mordity and socid law. In al cases, however, the monarchy and church leaders work closdy
together to protect their mutud interests. Neaither ingtitutes a new policy without consulting the
other. Consequently, government and church laws rarely conflict.

The government reinforces the authority of the church by declaring it the officid tate
religion. Other faiths may be tolerated, but not sanctioned; only the state religion has the power
to shape government policy. The monarchy seeks the opinion of the churchin al criticd
decisons, including diplomatic gppointments, declarations of war, and territoria annexations. A
high-ranking priest of the state church aways serves as an officid advisor, usualy in the capacity
of Lord Chaplain, Curate, or High Petriarch.

The church, in turn, reinforces the authority of the state by promoting the concept of divine
right. Essentidly, this doctrine declares that monarches serve at the pleasure of the gods, neither
the gpprova nor consent of the citizenry is required. Because the monarch in effect answers
only to the gods, divine right virtualy guarantees the loydty of his subjects.

The church can remove amonarch a will, merdly by rescinding divine approva. Rescisson



may result from amgor policy disagreement, immord behavior, or unlawful activities. Divine
approva may aso be withdrawn to punish an arrogant, ailing, or uncooperative king. However,
the church uses this power only as alast resort. Because disruptions often trigger socid unrest,
even civil wars, it isin the best interests of both the government and state church to cooperate
and maintain continuity.

A paadin from a co-dominant society usualy serves in the military branch of ether the
government or church, depending on where he was trained and who most needs his services. In
the government military, he answersto aranking officer, usudly a high-level warrior (who may
be another paadin). In achurch military, he usudly follows the orders of ahigh-levd priest, or a
higher-level paladin entrusted with the prosecution of military affairs. In societies where the
church and government share a military, a paadin typicaly serves under a high-leve warrior,
who in turn may answer to an adminidrative board containing both government and church
representatives.

Fealty notes. A paadin who serves in a co-dominant society probably pledges fedty to
both government and church. Because religious and secular laws are compatible, he should
experience few problems with conflicting edicts. A church officid will never intentiondly issue an
edict that conflicts with government policy, nor will agovernment officid purposdy give an
order that violates church doctrine.

If edicts inadvertently conflict, the paladin can usudly avoid vidlating his ethos if he obeys his
church, even if he declines an order from his government. For ingtance, if a government officid
orders a paadin to undertake a military exercise on aday the church has set aside for
meditation and prayer, the paladin may decline the officid's order without fear of retribution.

Secularism

A secular society maintains a strict separation between church and state. While religious
practices may be tolerated, even encouraged, church officials have no direct say in government
policy. The church may serve as an informa advisor to the government in matters pertaining to
mordity and behavior, but the government is under no obligation to pass such recommendations
into law. Because a secular government doesn't need endorsement from the church, rulers dontt
depend on divine right for authority. Secular governments range from totaitarianism, where the
state exertstotal control over its people, to democracies, where the people eect their
representatives.

Although the church may issue its own edicts, these edicts gpply only the followers of that
particular faith. The church may punish its followers for violating reigions edicts, but only if the
punishments don't interfere with the rights guaranteed to dl citizens under the laws of the Sate.
A church, for instance, may excommunicate a blagphemous follower, but it may not imprison or
execute him (unless the state has sanctioned such punishments).

In some secular societies, the government refuses to recognize the church's power of
excommunication. If the gods want to excommunicate Somebody, they do it themsdves instead
of rdying on human intermediaries. A man lives asmord alife as he can; after he dies, the gods
pass judgment on the fate of his spirit. Membership in a church haslittle bearing on the gods
decison.

A pdadin serving a secular government likely worksin amilitary or diplomatic capacity, and
adheresto arigid command hierarchy. A high-ranking warrior or paadin serves as his



immediate commander. But as agood soldier and loyd citizen, he is expected to follow the
orders of al superior officers and government officias.

Fealty notes: A paadin from asecular society probably pledges fedty to his government.
He may ds0 pledge fedty to achurch if he likes. However, when government and religious
policies conflict, he is expected to follow the edicts of his government, even if it means
disobeying an edict from his church. (With two exceptions-a direct command from a deity
always overrides orders from a government; further, a paladin will never follow a government
edict that conflicts with his core principles-his principles dways take priority over socid
inditutions.).

If apaladin doesn't pledge fedlty to a church, he must pledge fedlty to a philosophy or force
(see"Alternaives to Churches' below). If a command from ateacher or mentor conflicts with
government policy, he must give priority to the edicts from his government. However, adirect
command from a deity always take precedence over government obligations.

Theocracy

In atheocratic society, the clergy assumes dl leadership roles. In essence, the church
functions as the government, claiming absolute authority in al civil, legd, and ethica métters.
Laws come directly from the gods, interpreted and regulated by the priesthood. To maintain
order and ensure continuity, atheocracy recognizes only the state religion. Other religions may
be driven underground at best, declared blasphemous and illegd a worst.

Asin asecular government, paadins serving a theocracy probably work as soldiers, though
some may function as ambassadors, diplomats, or evangdists. Most theocrétic hierarchies
consder pdadinsto be lay brethren or acolytes, minor religious dignitaries with forma
responsibilities to the church but without the status or authority of officid clergymen.

A paadin serving atheocracy dways answers to a priest. A novice paadin may be assgned
a"shepherd,” apriest of 1 or 2nd level who congtantly shadows the paladin, monitoring his
activities, and reporting any discrepanciesto his superiors. A curate (an administrator of at least
5th leve in charge of severd congregationsin asmdl town or city digtrict) overseeslow-level
paladins, whereas aprimate (a priest of at least 10th level, responsible for acity or section of a
kingdom) may supervise high-level paadins.

Fealty notes: A paadin from atheocratic society need only pledge fedty to the church;
pledging fedty to the government isn't necessary, because the church is the government.
Pledging fedty to hisfamily, amentor, or other source is alowable, but edicts of the church
adways take priority. (Again, direct commands from a deity override orders from church
officas)

Additional Consderations

The three relationships described above presume that both the church and government are
of lawful good dignment. In no case will apdadin pledge fedty to aneutra or evil organization
or individud. In a secular society with an evil government, he may pledge fedty to alawful good
religion, but not to the government itsdlf. In aneutra theocracy, he must ether pledge fedty to
an underground or illegd lawful good religion-one independent of the theocratic rulers-or he
must separate from his society, looking elsewhere for a government to serve.



Keep in mind, too, that many variants are possible within these broad descriptions. While a
secular government may not officialy recognize a church, asecular ruler may maintain an
informa relaionship with a powerful or highly charismatic rdigious leader. Through friendly
persuasion or sheer force of persondity, the religious leader may coerce the secular ruler into
passing laws promoting religious doctrine. Although the government and state church may
theoreticaly exert equd influence in a co-dominant society, power struggles among the religious
elite may render the church impotent, letting government leaders do as they please.

A wise paladin kegps abreast of changesin the political landscape, lest he inadvertently find
himsdf serving aneutrd or evil magter. A corrupt officia may take over the government of aco-
dominant society; while the state church may remain lawful good, the government may become
neutral or worse. An Errant returning to his theocratic homeand from the field may discover that
acadre of evil derics has replaced the lawful good hierarchy of the state church.

Renouncing Fealty

Once a pdadin discovers that his church or government has become neutra or evil, he may
immediady renounce his pledge of featy without pendty. From that point on, heis not
obligated to follow their edicts. He must discard symbols representing a renounced church or
government. He must aso give up equipment that the church or government has loaned or given
to him.

A paadin who renounces his church must immediately pledge fedty to one of the following:

* A new lawful good church.

* A lawful good philosophy.

* The set of principles represented by the renounced church before it became neutra or evil.

A paadin who renounces his government has severd options:

» He may continue serving in the same society. However, heis now obligated to obey only
the edicts of hisfath (and any other nongovernmentd individuas or inditutions to which he has
pledged fedty).

» He may relocate to a different land, pledging fedty to anew lawful good government.

* He may become an Expatriate (see Chapter 4).

Alternativesto Churches

Whereas mogt paladins pledge fedty to churches, others may opt to serve a sect. Like
churches, sects are religious organizations that worship one or more gods, but they tend to be
smaler and more secretive.

Most sects usualy begin as an outgrowth of an established church. A sect leader and his
followers separate from the church due to disagreements with church leaders or because of a
contradictory interpretation of religion doctrine. If a sect flourishes and grows, it may eventudly
become a church itsdf.

Some sects organi ze themsdlves around a single leader who has developed his own set of
religious principles. These may not have any forma ties to an organized faith; in fact, some do
not recognize the authority of other reigious leaders. They often spring up spontaneoudly, lasting
no more than asingle generation.

Some paadins avoid associations with any type of organized religion, instead choosing to



venerae a philosophy, abelief system based on intellectua concepts rather than supernatura
entities. Any philosophy serves as an acceptable aternative to an organized religion, so long asiit
meets these qudifications:

* It presents alogical and salf-consstent interpretation of the universe.

* |t demands lawful good behavior of followers.

* It's broad enough to form the basis of the paadin's ethos.

Paadins who follow a philosophy may worship privatdly or in smal sects. Meditation may
subdtitute for prayer. A hill blanketed in violets may function as a shrine. A book of poetry may
take the place of aholy text.

Regardless of whether apaladin hasfath in ardigion or philosophy al work the same way
in the context of the game. A pdadin's devotion is sufficiently intense to atract the magica
energy necessary to cast pells and give him his specia powers. Aswith alawful good rdigion,
alawful good philosophy requires strict adherence to a set of lawful good principles,
characterized by the gtrictures and virtues of the paadin's ethos.

Guidelinesfor Religious Edicts

Generdly, apdadin'srdigion (or philosophy) imposes more edicts than his government,
family, or any other sources discussed in Chapter 3. Whereas a government may be concerned
with defense, economics, and order, areligion may be concerned with al of these things, plus
mordality, worship, and spiritua salvetion.

To remain true to his ethos, apaadin may have to juggle edicts from a variety of sources.
Generdly, edicts from hisreligion and government take precedence over those from his family
and culture. When governmenta and rdligious edicts conflict, use " Campagn Models' in this
chapter to help prioritize them.

Because faith takes many forms, there are no fixed rules for determining which rdigious
edicts are appropriate for a particular paadin. It's up to DM to make these decisions, based on
the prevalence of religion in his campaign, the paadin's background, and the paadin's kit.

The DM may use the following guiddines to help decide the type, number, and severity of
religious edicts. Remember, these are generdizations. They may not gpply to every campaign
nor to every paadin.

» More edicts are associated with an organized religion than a philosophy.

* A theocracy issues more rdigious edicts than a co-dominant society.

* The larger the organization, the more edicts it issues. A large church may have officias
who do nothing but amend old edicts and draft new ones. Large churches have more interests
to protect, more disciplesto regulate, and more enemies to fear.

* A pdadin who livesin amonastery or other church-owned building has more edicts to
follow than a paladin who livesin his monarch's castle or his own stronghold.

Types of Edicts

Below are three categories of religious edicts, dong with severa representative examples.
The DM is encouraged to supplement these lists with edicts of his own. Though the number of
edicts varies according to doctrine and circumstance, it's arare paladin who isn't required to
follow &t least one or two edicts from each category.



Expressions of Faith

Mog pdadins, regardless of whether they follow areigion or philosophy, must perform
certain rites to affirm their faith. Church officids may establish some of them; for instance, a
paladin may be required to pray before every med. Others may be sdf-imposed; for instance, a
paladin may dedicate each battle to the spirit of his murdered brother. Other examples:

Prayer: The most common type of religious expression, prayer takes many forms. A prayer
may be averbd recitation from a sacred text, severd minutes of slent meditation, or afresh
verse composed anew each morning. A paladin may be required to pray a a particular time
every day (at sunrise or before bed), whenever he gets a chance (such as once aweek), or only
when a certain event occurs (the deeth of a companion or afdling star).

Rituals: A ritud comprises afixed sequence of actions, performed a a specific time (the
first day of spring, the paadin's birthday) or to recognize a particular event (the defeat of an
enemy, the acquisition of a bonded mount). An endless variety of ritudsis possble: tossng a
gem into avolcano, building a shrine with a specific number of stones, bathing in a stream with a
perfumed soap, immersing asword in an enemy's ashes.

Proselytizing: Some churches require their paadinsto proselytize, spreading the word
about their faith and recruiting new converts (an epecialy grict church might impose a
recruitment quota, requiring a paadin to bring in aminimum number of converts every yesr).
Alternately, the paladin may invite curious agnogtics to attend religious services or engage
skepticsin philosophic didogues. He may dso (in the absence of suitable clerics) giverdigious
ingtruction to acolytes, lead prayer services, and assst with sermons.

Symbol: To demondrate his devotion, the paladin may be obliged to display the symbol of
hisfath on his shidd, armor, or banner. He may aso wear apiece of jewdry, such asaring or
pendant, inscribed with the symbol.

Pilgrimage: The pdadin may have to make pilgrimages to atemple, saint's tomb, mountain
peak, cemetery, or other sacred location. Once he arrives, he may be required to say a prayer,
present an offering, or spend the night in meditation. A pilgrimage may be made on a specific
date (a holy holiday or the date of afounder's death) or within a particular period (once ayear
or any time before he attains anew leve).

Service

The paladin may be expected to perform a variety of military, ceremonia, and household
duties. These duties supplement the routine respongibilities required of dl paadins, as described
in Chapter 7. Examples:

Eliminate enemies of the faith: All pdadins are expected to defend their faith againgt the
forces of evil. Asaminimum, the paladin must protect his church, monastery, or temple from
enemy attacks, and must also seek out and destroy al evil characters and creatures.

Beyond these basi ¢ requirements, the paladin's responsbilities depend on exactly how his
faith defines evil. While mogt faiths acocept the standard definition (that is, the definition in the
PH), some define evil more narrowly. It's possible, for instance, for a church to condemn a
particular neutrd religion as blagphemous, in which case a pdadin may be obliged to destroy the
followers of the neutrd rdigion asif they were evil (the Votary, described in Chapter 4, isone



example). Conversdly, aliberd church may requireits pdadinsto diminate only chaotic evil
characters and creatures; other evil adversaries may be destroyed, imprisoned, or even
tolerated, as decided by the individua paadin.

Healing: In many religions, a pdadin's extraordinary heding powers are vaued not only for
their practical applications, but aso for their sacred implications. Each healing may be aholy
sacrament, proof of the deity's compassion.

Asarequirement of such afaith, apdadin may have to perform eaborate heding
ceremonies. For example, the paadin may don agolden ritua gown, then lay hands on an ailing
peasant while priestly acolytes chant and sing.

In certain primitive religions, priests believe that evil spirits causeillness. The mere presence
of apaadin heps frighten the spirits away. In practice, a paadin may stay with an infirm patient
for days, even weeks, until the illness passes.

A paladin may aso be obliged to assgt at the beginning and end of life when adericiant
available. During the ddivery of a child, a paadin's words comfort the mother while his touch
blesses the new baby with good hedlth. When a high-ranking priest or important member of the
congregation nears death, the paadin remains at his bedside, acting as a symbolic escort into the
next world.

Behavior

Faiths impose behaviord edictsto ingtill discipline, address the percelved desires of a deity,
or keep their followers submissive. Some behaviord edicts persst merely as tradition, their
meaning no longer understood. Examplesinclude:

* No facid hair. Heads must be shaven bald (femaes included) or tonsured.

* Fast for 1-4 days per month. (The DM may impose a-1 pendty on al ability checks or
combet rolls during thistime.)

» Must wear certain clothing (a cap or other head covering, sandds instead of boots, a
knotted belt, a particular color).

* No violent actsin achurch burid ground.

» Mugt leave a portion of food remaining on his plate and asip of drink in his cup at the end
of amed (to symbolize temperance).

» May not touch a corpse.

* Must dways deep in aparticular way.

» May not use curative powers on animals.

» May fight on aholy day only in saf-defense.

Historical Role of the Church

Compared to his medieva counterpart, the knight of the 10th century was dmost
unrecognizable. More outlaw than hero, the pre-feudd knight gloried in barbarism, ignoring
written law in favor of vigilantism. The monarchy, weskened by infighting and indifference, could
do little to control them. While peasants came to resent and even fear the knights, they lacked
the resources to impose order. Anarchy loomed.

Uneasy about the knights increasing power, the church abdicated its passve status and
resolved to take action. This decision was made for two reasons. First, the church stood for



peace and order, principles the knights openly mocked. To live up to these sacred idedls, the
church had no choice but to assert its authority. Second were practical consderations. The
church depended on peasant tithes and rentd property for income. For its economic survival,
the church had to find away to suppress knightly greed.

The church initiated its ambitious campaign in the late 10th century by proclaming the
"Peace of God." Taken literaly, the Peace of God renewed the church's commitment to
protecting the lives and property of al people. Implicit in the proclamation, however, was the
notion that those who threatened to disrupt the socia order were enemies not only of the State,
but of God himsdlf. Although no enemies were identified, the proclamation was obvioudy amed
at the knights.

To enforce the Peace of God, church dignitaries organized a series of ceremonia
affirmations. Held in public forums to guarantee large audiences and maximum exposure, the
dignitaries invited nobles, arigtocrats, military officids, and the knights themsdalves to pledge a
peace-keeping oath. The ceremonies were conducted with much pomp and solemnity, including
the presentation of sacred relics and speciad prayers to reaffirm God's omnipotence. Further, the
church warned that anyone who failed to uphold the Peace of God would be excommunicated.
It was athreat not taken lightly. Even the most sediitious knights feared an afterlife in Purgatory-
or Worse.

The church undertook the second phase of its campaign in the early 11th century by issuing
the "Truce of God." Unlike the previous proclamation, the Truce was specificaly directed to the
knights, spelling out in no uncertain terms the behavior expected of them in order to remain true
to their faith. Knights were forbidden to attack the clergy under any circumstances, nor were
they alowed to commit violent acts againgt peasants. They were required to fast on holy days
and refrain from fighting on the weekends. Fearing divine retribution, the knights grudgingly
complied.

By the middle 11th century, the church had succeeded in convincing the knights that they
were soldiers of God. As such, they were duty-bound to defend the church and promote its
interests. Reluctantly but irrevocably, the knights adjusted, abandoning their independence for
their new role as divine servants. They accepted specia blessings, participated in sacred rituas,
and digtinguished themsdlves on the field of battle. Once scorned, knights were now respected
and admired.

But the benefits gained by the knights paled before those acquired by the church. Not only
had the church built an army of loyd warriors, it had become aformidable palitica force. Asthe
church grew in wedth and power, the distinctions between rdigion and government gradualy
blurred. Clerica leaders came to influence every facet of government. This uneasy dliance
perssted for much of the Middle Ages.

Chapter 9: Orders

Orders are honorary organizations whose members are distinguished by careers of
exceptiond service. Asinvitations to join are extended only to a sdlect few, mogt paadins view
membership as a profound privilege and greet accolades.

Whereas some orders exist merdly as socid clubs, providing felowship in an informd
atmosphere, others perform avariety of civic activities, such as charity drives and educationa
programs. Regardless of its function, each order maintains its own membership qudifications,



hierarchies, and bylaws.

Orders are entirely optiond. A DM is never required to include a particular order in his
campaign, nor isa paadin character ever obligated to join. In any case, treet an invitation asa
mgor event. The DM should not devaue the prestige of membership by offering invitations
casudly or as prizes for routine performance; typically, a paladin receives an invitation only once
in hislife

Severd sample orders are described below. A campaign may include any, al, or just one of
them. The DM isfree to modify or adapt the descriptions as he seesfit, or invent new orders of
hisown.

The standard information below gppliesto dl orders; the individua entries that follow
include supplemental materia. Additiondly, each entry lists an emblem and amotto. A
candidate repeats the motto when he accepts membership; most orders recite the motto to open
and close their meetings.

Standard Information
Requirements

Gengdly, apdadinis digible to become amember of an order regardiess of hisreligion,
homeland, or kit. However, an order rarely offers membership to paadins lower than Sth level
(with the exception of the Radiant Heart Auxiliary, on page 117). The higher the level, the better
the chance for an invitation.

A paadin may petition a particular order for membership, or a current member may extend
an invitation. In elther case, an active member of the order must agree to sponsor the candidate.
The sponsor must be & least one leve higher than the candidate and must be familiar with the
candidate's reputation and achievements. The sponsor formally presents the candidate to a
mesting of the entire membership, who will spend the next full year mulling over his petition.
During thet time, active members may observe the candidete in the field and interview his
superiors.

At the next annua meeting, the membership votes on the candidate. If amgority prevail,
he'sinvited to join. Following an initiation ceremony-which may include prayer services, feests,
and contests-the candidate vows fedlty to the order. The candidate promises.

* To uphold the laws of the order and obey the dictates of the High Officers.

* To atend al meetings, unless unavoidably detained or his absences are excused in
advance. Except for emergencies, meetings are held no more than once or twice a yedr,
usudly in aHigh Officer's sronghold, abuilding loaned by afriendy ~ monarch, or an open
fidd.

* To provide aid to any member who asks.

* To digplay the order's emblem on his coat of arms, shield, or banner, as determined by the
order.

Organization

An order conssts of avariable number of chapters. Each chapter eects its own officids
(cdled High Officers), setsits own meetings, and establishes its own bylaws. The High Officers



of dl chapters hold a gpecid meeting once every two or three years to exchange information
and review policy. The number and titles of the High Officers vary from order to order, asdo
the qudifications for holding office.

Benefits

When accepted as a member of any order, a paladin earns a bonus of 500 experience
points. Thisis a one-time bonus; should he become a member of another order, he doesn't get
an extra 500 points. If he becomes a High Officer, he earns another 500 points (another one-
time bonus).

A member of any order may add an honorific title before his name. The DM should choose
titles gppropriate to his campaign world. Typica titlesinclude Sir or Lady, Hisor Her
Excellency, Master or Midiress, the Most Worthy, and the Most Revered. A High Officer may
aso add theftitle of his office after his name. For ingtance, a High Officer of the Most Noble
Order of the Radiant Heart might be called Sir Terran of Homewood, Prelate of the Radiant
Heart.

When digplaying his emblem, a member receives a+1 bonus to his reaction rolls from dl
lawful and neutrd NPCs, familiar with his order.

Dismissal

A paadin who violates any of the conditions of hisvow to the order isimmediately and
permanently dismissed. He loses dl benefits of the order, must turn in his emblem, and may
never again become a member of that or any other order. At the DM's option, any ethos
violation may dso qudify as grounds for dismisd.

A paladin may apped his dismissal to the High Officers. If the paladin committed aminor or
inadvertent violation, the High Officers may overturn the dismissal or suspend his membership
for ayear or two; he loses dl benefits of the order during that time. When his suspension ends,
the High Officers review his performance, then submit his gpplication to the entire membership.
On amgority vote, the paladin again becomes an active member.

Most Noble Order of the
Radiant Heart

The mogt prestigious of dl orders, the Radiant Heart commands respect from the highest
ranks of the aristocracy, who regard its members regarded as dignitariesin their own right. The
Radiant Heart honors not only distinguished service, but what is perhgps the most remarkable
accomplishment of any paadin-along life. Primarily asocid organization, the Radiant Heart
holds alavish feast every spring, held in the castle of a grateful monarch who donates both the
labor and the food. In their free time, members counse younger paadins, serve as government
advisors, and officiate at tournaments.

Requirements: A candidate must be at least 40 years old and have the Etiquette
proficiency. He must have two sponsors: a member of the royaty of his homeland and an active
member of the order.

Organization: A chapter has 25 members. The order considers anew candidate only



when one of the members dies or voluntarily steps down.

A chapter's High Officers consst of three Prelates, each of 15th leve or higher. A Prelate
must aso have been amember in good standing for no less than 10 years. The Prelates make
decisons by consensus, with suggestions from alieutenant caled the Chancedllor (a pdadin of at
least 12th level, dso consdered a High Officer). When a Prelate dies or retires, the Chancellor
takes his place. The Prelates then appoint a new Chancdlor. All High Officers wear atattoo of
the order's emblem on ther left wrist.

Emblem: A stylized outline of aheart.

Motto: "The courage of one can change the destiny of many."

Benefits: A Radiant Heart member has unlimited accessto dl lawful good government and
church officids, aswell asdl lavful good aristocrats, land owners, and other ite characters.
He receives a +3 bonusto hisreaction rolls from dl lawful and neutrad NPCs ingtead of the
norma +1 bonus. When he dies, the order assumes financia responshbility for his survivors,
assuring them a comfortable income for the rest of their lives. The order supplies these funds
from their persond treasuries, or makes arrangements with sympathetic monarchs.

Dismissal: A member who violates his vow to the order, or commits an act heinous
enough to cost him his paadinhood, is beheaded. Should the member flee, the order hunts him
down.

Radiant Heart Auxiliary

Thisisthejunior wing of the Most Noble Order of the Radiant Heart, organized to honor
outstanding young paadins. Like the Most Noble Order, the Auxiliary isasocia organization,
though its members may occasiondly be caled upon to serve or assst their sponsors.

Requirements: A candidate must be at least 4th level. He must be sponsored by an active
member of the Most Noble Order. Two Prelates must approve his membership.

Organization: Each Most Noble Order chapter has its own Auxiliary, congsting of no
more than 40 members (15-20 istypica). A Chairman, eected from the ranks, conducts the
Auxiliary's meetings, the Chairman is not consdered a High Officer.

A pdadin serves asamember of the Auxiliary for afive-year term. At the end of that
period, he may renew his membership for another five years with the unanimous vote of al
current Auxiliary members and the gpprova of two Prelates. Alternatdy, he may voluntarily
retire to make himsdf digible for another order. If he has achieved Sth levdl and meetsthe
eigibility requirements, he may be consdered for full membership in the Most Noble Order. A
paadin is not digible for membership in any order o long as he is an active member of the
Auxiliary.

Emblem: A heart symbol, smilar to that of the Most Noble Order, enclosed in acircle.
The symbol is embroidered on a sash or painted on ashield.

Motto: "A loyd heart and afathful spirit.”

Benefits: An Auxiliary member does not receive the 500 experience point bonus, nor is he
alowed to add an honorific title before his name; these benefits are reserved for order members
only. However, he does receive the +1 bonus to his reaction rolls when he displays his emblem.

Dismissal: Standard.

Ancient and Revered Order



of the Thorn

Second in prestige only to the Order of the Radiant Heart, the Order of the Thorn
recognizes service to a church. Membership is extended to those demonstrating exemplary
courage in defense of religious principles or church property. Largely an honorary organization,
members have no respongbilities other than counsdling their congregations and helping church
leaders interpret religious doctrine.

Requirements: A candidate must have two sponsors: an officia of his church (apriest of
8th leve or higher), and an active member of the order. Once accepted into the order, a
member must tithe an extra 10% of hisincome to the church that sponsored him. Thisin
addition to hisnorma tithe.

Organization: Each chapter has 12 members, and will consider new candidates only when
an active member dies or steps down. A chapter has a single High Officer, caled a Rector,
nominated by a committee of church leaders, then gpproved by a vote of the membership. To
acknowledge his position, the Rector wears a velvet sash around his neck bearing the order's
symboal.

Emblem: A long-stemmed rose.

Motto: "Faith isthe mother of duty and the father of truth.”

Benefits: A Thorn member receives a+2 bonusto his reaction rolls from dl lawful and
neutral NPCs instead of the norma +1 bonus. Each member has a private prayer cdl in his
church, used for reflection and meditation. When he dies, his hdmet, sword, and coat of arms
are placed in the cdl asamemorid.

Dismissal: Standard.

Distinguished Order of the Crystal Dawn

An dlite organization of land-owners, the Order of Crystal Dawn recognizes business
acumen and successful resource management. It provides investment advice and low-interest
loans to its members, and serves the community with charity drives and financia counsding.

Members of the order, having demondtrated financid responsbility throughout their careers,
are no longer bound by the paladin's stricture that forbids the accumulation of wedth. However,
members are still expected to use their wedth for lawful good purposes, and are not dlowed to
acquire materia possessons merely for the pleasure of ownership.

Requirements: A candidate mugt have a minimum Intelligence score of 10. He must dso
have built a stronghold and held it for a decade; the stronghold must have generated a profit for
no less than seven of the 10 years. The value of his stronghold and property must be at least
200,000 gp. Findly, he must pay an initiation fee of at least 5,000 gp; he may pay ahigher feeif
he likes (the higher the feg, the higher his endowment; see "Bendfits’). A pdadin may save
money for the fee without violating his ethos.

Organization: A chapter, consgting of 20 to 40 members, is governed by seven High
Officers known as Regents. Replacement Regents come from the rank and file, elected by a
vote of the active Regents. To qudify as a Regent, a member must have the Law proficiency,
and the net worth of his stronghold and property must have doubled since he joined the order.
The oldest Regent, called the Senior Regent, chairs the meetings.

The Regents handle the investiment of the initiation funds and distribute endowment income



to eligible members. They adso provide counseling, a no charge, to any lawful good personin
financid trouble. Though Regents are forbidden to make loans to anyone other than members of
the order, they may arrange loans with established moneylenders and negotiate repayment plans
with creditors.

The Regents dso mediate in legd disputes among paadins. Any paladin may petition the
Regents for a hearing, regardless of whether he's amember of the order. The disputing parties
must agree in advance to abide by the Regents decision. The Regents decisions are consdered
legdly binding by most lawful good governments.

All Regents have their names inscribed on a commemorative plague, prominently displayed
on the stronghold wall of the order's Senior Regent.

Emblem: A golden risng sun.

Motto: "Peace from prosperity.”

Benefits: By exchanging contacts and information, members can usudly find sources of
goods and services cogting 10-509% less than normdl. After five years in the order, a member
becomes digible for an annud endowment, generated from the investments of hisinitiation fee
made by the Regents. The endowment ranges from 20-50% of the fee (1d4+1 times 10%),
pad every year. For ingtance, if amember paid a 5,000 gp initiation fee, he earns an annud
endowment ranging from 1,000 to 2,500 gp. The member mugt tithe from his endowment. Most
members use the remainder to improve their strongholds, add to their property, or make
charitable donations.

Dismissal: A paadin dismissed from the order loses his endowment and forfeits his
initigtion fee.

Righteous Order of the
|ron Dragon

This order honors outstanding military service. Its members have distinguished themsdves
through heroism in combat and gdlantry on the battlefield. While members have no formal
respongbilities, the High Officers occasondly raly them to fight as an elite force in emergencies.

Requirements: Pdadins of the Militarig kit are automaticaly eligible for membership when
they reach 9th levd. Otherwise. a pdadin must have demongtrated meritorious military
achievement beyond the call of duty, such as:

* Serving in an organized military for at least 10 consecutive years, fighting in at least two
magor wars during that period.

* Being respongible for routing or defegting an enemy army.

* Rescuing a hostage king or noble.

» Dying in battle (membership is awarded posthumoudy unless raise dead was used).

Organization: A chapter conssts of 15 to 50 members, averaging about 30. One Grand
Commander and three Lieutenant Commanders serve as the High Officers. Any member of the
chapter can become a Lieutenant Commander by issuing aforma chalenge to a current
Lieutenant Commander. A Lieutenant Commander must accept al such chalenges. A member
can make one challenge each year or at each meeting (whichever occurs more frequently).

The chalenge conssts of a series of contests, pitting the Lieutenant againgt the chalenging
member. The specifics of a chalenge vary from chapter to chapter, but usudly include ajousting
match, ariding competition (including stunts and races), and adud with blunted swords. If the



Lieutenant wins the mgority of the contests, he retains his position; the defeated member can
never again make a chalenge to any Lieutenant. If the chalenger wins, he becomes a
Lieutenant; the Lieutenant becomes aregular member of the order. A defeated Lieutenant can
never again seek an office.

The Grand Commander sdlects his own successor from among his Lieutenants. Should the
Grand Commander die unexpectedly, the Lieutenants engage in a series of round-robin contests
to decide who becomes the replacement. To replace the promoted Lieutenant-or to replace a
Lieutenant who dies or steps down-the Grand Commander promotes a member from the rank
and file, usudly the eldest or the most experienced member.

The Grand Commander wears a golden bracelet with the order's emblem. The Lieutenant
Commanders wear Smilar bracelets made of slver. All members wear blue ribbons emblazoned
with the emblem. For each year of membership, ared band is added to the ribbon. When a
member has earned 10 red bands, awhite ribbon replaces the blue ribbon. Theresfter, a
member earns a golden band for every year of service. If he receives 10 golden bands, the
Grand Commander presents him with a copper bracelet with the order's emblem, proclaiming
him a Senior Member (an honorary title, not a High Officer).

Emblem: The silhouette of a dragon's head, colored dark gray, on afield of red.

M otto: "Peace through strength.”

Benefits: The order provides its members with persona armor, wegpons, and equipment
at no charge. The order aso supplies war horses if necessary. The DM may veto any excessve
requests. Magicd items usudly aren't available.

Dismissal: In addition to the standard grounds for dismissd, even a single instance of
cowardice in battle results in immediate expulson.

Order of the Divine Hand

This order recognizes excdllence in the medicd arts. It members are dedicated hedlers who
exploit their order's prestige to elicit contributions from weelthy patrons. The members use the
funds to build and staff hospitals throughout the world, particularly in rura areas otherwise
lacking in medical care. Members oversee these hospitals, priding themselves on offering free
sarvicesto dl, regardiess of socid rank or religious orientation. The only patients turned away
are those of evil dignment.

Requirements: All paladins of the Medician kit are automaticaly digible for membership
when they reach 9th levd. Pdadins of other kits are digible once they reach 9th level and have
acquired both the Hedling and Diagnostics proficiencies.

Organization: Chaptersinclude anywhere from 20 to 80 members, with most having about
30. Each chapter has a single High Officer, cdled the Regigtrar, usudly the oldest or most
experienced member. The entire membership votes on a new Register when the old one retires
or dies.

The Regigrar's primary respongibility is assgning members to the order's various hospitas
and srongholds. A member must serve as a consultant to a hospital for at least one month a
year; falure or refusal congtitutes grounds for dismissa. A typica hospita congsts of an
adminigtrator (usually a priest or paadin of levels 3-5) and 6-20 hedlers, nurses, technicians,
and attendants (an assortment of priedts, fighters, and wizards of lawful good dignment, usudly
of levels 1-3). The Regidtrar dso oversees the financid affairs of the hospitds, soliciting funds as



necessary from benevolent patrons. The Registrar wears awhite cloak with the order's emblem.

Emblem: A serpent coiled around a Saff.

Motto: "There is no kindness more pure than the touch of a heder's hand.”

Benefits: A member receives dl non-magica medicd supplies (bandages, saves, and 0
on) a no charge. A member aso has open accessto any of the order's hospitals. Drawing on
the hospita's resources and the expertise of other members, he has a base 70% chance of
finding an antidote for any natural poison, providing he spends at least 2-5 (1d4+1) days doing
research. The DM may adjust the chance up to 95% or down to 10%, depending on the
severity of the affliction and skill of the researcher.

Dismissal: Standard.

Appendix: Bibliography

Although not dl charactersin the following works exactly fit the description of the paadin
given in this supplement, dl of these works provide much of interest to those role-playing
paadin charactersin the AD&D® game.

Traditional Stories

Bulfinch, Thomas. The Age of Chivalry. See epecidly the stories of Sir Galahad in the
King Arthur ories, and those of Roland, Oliver, and Olgier the Dane.

Other tales of interest include Sr Gawaine and the Green Knight and the legends of Joan
of Arc and El Cid.

Fiction Sources

Anderson, Poul. Three Hearts and Three Lions. This book contains the best mode for the
paadin class, reteling the story of Olgier the Dane (as Holger Carlson), and including aclassic
baitle with atrall.

Cooper, James Fenimore. The Deerdayer. The hero, Natty Bumppo, is an excdllent role
mode for pdadins.

Moon, Elizabeth. Deed of Paksenarrion trilogy (Sheepfarmer's Daughter, Divided
Alliance, Oath of Gold). This presents afine trestment of the making of a paadin-like heroine
named Paksenarrion.

Moorcock, Michael. The Eternal Champion and the Runestaff cycle (The Jewel in the
Skull, The Mad God's Amulet, Sword of the Dawn, The Runestaff). Some of the characters
in these books serve admirably well as pdadins, particularly Jonathan Daker, Dorian
Hawkmoon, and the Knight of Jet and Gold.

Mundy, Tabot. Tros of Samothrace series (Lud of London, Avenging Liafall, The
Praetor's Dungeon) and its sequels (The Purple Pirate, Queen Cleopatra). This series
presents an excdlent example of alawful good hero in a Roman world thet is neutral at best.

Novak, Kate, and Jeff Grubb. Finder's Stone trilogy (Azure Bonds, The Wyvern's Spur,
Song of the Saurials). Dragonbait, the paladin hero of this AD& D® game-based series, is
nonhumean, alizardlike being caled asaurid.

Scott, Sir Walter. Ivanhoe. Thisisaclassc sory of knighthood.



Weis, Margaret, and Tracy Hickman. DRAGONLANCE® Chronicles (Dragons of
Autumn Twilight, Dragons of Winter Night, Dragons of Spring Dawning). Though not a
true paadin, the hero Sturm in this AD& D game-based series had strong paladin-like beliefs
and characterigtics.

Film and Video

Among the best movies to watch for information on role-playing paadins are the following:
El Cid (1961), with Charleton Heston and Sophia Loren.

Excalibur (1981), with Nicol Williamson and Nigd Terry.

Joan of Arc (1948), with Ingrid Bergman and Jose Ferrer.

Ivanhoe (1952), with Robert Taylor and Elizabeth Taylor.

The Magic Swvord (1962), with Gary Lockwood and Basil Rathbone.

Seeping Beauty (1959), animated, Walt Disney.

Appendix: Original AD& D Game Paladin
Class Description

A pdadin character isafighter sub-class, but unlike normd fighters, dl paadins must begin
aslawful good in dignment and aways remain lavful good or absolutely lose dl of the specid
powers given them. They have both fighting abilities and limited spell powers (at high levels). To
become a paadin, a character must be human, have a Strength score of at least 12, Intelligence
of at least 9, Wisdom of at least 13, Congtitution of at least 9, and Charismaof at least 17. If a
paladin has both Strength and Wisdom in excess of 15, he or she adds 10% to the experience
points awarded by the DM.

Law and good deeds are the meat and drink of paladins. If they ever knowingly perform an
act which is chaotic in nature, they must seek a high-leve (7th or above) deric of lawful good
aignment, confess the sin, and do penance as prescribed by the cleric. If apdadin should ever
knowingly and willingly perform an evil act, he or she loses the status of paladinhood
immediately and irrevocably. All benefits are then logt, and no deed or magic can restore the
character to paadinhood. He or she isforever after afighter.

Table 30 shows the experience points needed for each level, dlong with the associated titles.
Table 31 ligts the number of attacks per round a paadin can make at various levels.

Table 30: Experience Levels

Level XP Needed Hit Dice(d10) Leve Title
1 0 1 Gdlat

2 2,751 2 Keeper

3 5,501 3 Protector

4 12,001 4 Defender

5 24,001 5 Warder

6 45,001 6 Guardian



7 95001 7 Chevalier

8 175001 8 Jticiar

9 350,001 9 Pdladin

10 700,001 9+3 Pdladin
(10th level)

11** 1,050,001  9+6 Paladin
(11th level)

* Pdadins gain 3 hit points per levd after the 10th.
** 350,000 experience points per level for each additiond leve above 11th.

Table 31: Attacks Per Round

Level AttacksRound*

1-6 1/1 round
7-12 3/2 rounds
13+ 2/1 round

* This appliesto any thrusting or striking wespon. It excludes melee combat with mongters of
less than one hit die (d8) and unexceptiond (O-level) humans and semi-humans-i.e,, al creatures
with less than one eight-sided hit die. All of these creatures entitle afighter to attack once for
each of hisor her experience levels.

Special Benefits

A paadin can detect evil at up to 60 feet distant, as often as desired, but only when heis
concentrating on determining the presence of evil and seeking to detect it in theright generd
direction.

A paadin makes dl saving throws with a+2 bonus.

A pdadin hasimmunity to al forms of disease.

By laying on hands, apadadin can heal wounds on himsalf or another character. This ability
hedls 2 points of damage per level of experience the paladin has obtained. Laying on hands can
performed once per day.

A pdadin can cure diseases of any sort. This can be done once per week for each five
levels of experience the paladin has attained, i.e. at levels 1-5 one disease per week, a levels 6-
10 two disesses, at levels 11-15 three diseases, ic.

Protection from evil continually emanates in a 10-foot radius around the paadin.

At 3rd leve, the paadin gains the power to affect undead and devils and demons asiif he
were a 19-leve cleric. This power goes upwards with each level of experience the paadin
gans, S0 a 4th level the effect isthat of a2nd-leve deric, at 5thit isthat of a3rd-level cleric,
etc.

At 4th levd, or a any time theresfter, the paadin may cdl for hiswar horse. This cregtureis
an intelligent heavy war horse, with 5+5 hit dice (5d8 plus 5 hit points), AC 5, and the peed of
amedium war horse (18"). It will magicaly appear, but only one such animd is available every
10 years. If thefirgt islog, the paladin must wait until the end of the period for another.

If apaadin hasa"holy sword" (a gpecia magica sword which your referee is aware of and



will explain if the opportunity arises), he or she projects acircle of power 10 feet in diameter
when the weapon is unsheathed and held. This power dispels magic a the leve of magic use
equa to the experience leve of the paadin.

At 9th leve pdadins gain the ability to employ cleric pdls (see Table 32). They many never
use scrolls of spells, however, except those normdly usable by fighters.

Table 32: Spell Progression (1st Edition)

Paladin  Clerical Spell Level
L evel 1 2 3 4
9 1 - -
10 2
11 2
12 2
13 2
14 3
3
3
3
3
3
3

15
16
17
18
19
20*

WWWWWNNNN R
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* Maximum spell ability
Special Restrictions

A paadin may never retain more than 10 magical items. These may never exceed one suit of
armor, one shield, four weapons (including daggers, swords, etc.; such items as magica bows
and arrows are considered one wegpon), and four miscellaneous items.

A pdadin will never retain wedth, keeping only sufficient treasures to support himself ina
modest manner, pay henchmen, men-at-arms, and servitors, and to congtruct or maintain a small
cadtle. Excesswedth is given away.

An immediate tithe (10%) of dl income-treasure, wages, or whatever-must be givento a
charitable reigious inditution (not aclerica player character) of lawful good dignment selected
by the paadin.

A pdadin will have henchmen of lawful good dignment and none other. He will associate
only with characters and creatures of good aignment. A paadin may join acompany of
adventurers that contains non-evil neutrals only on a single expedition basis, and only if some
end which will further the cause of good is undertaken.

If possible, a paladin takes service or form an dliance with lawful good characters, whether
player characters or not, who are clerics or fighters of noble satus.

A pdadin does not attract abody of men-at-arms to service as do regular fighters.
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