Paladin


Unless mentioned an ability remains the same as the standard paladin class (Player’s Handbook page 42).   If one of the paladin’s normal abilities isn’t listed at the chart below, then the paladin doesn’t receive that ability anymore.

Skills: Add knowledge (history) and spellcraft to the paladin list of class skills.

	Lvl
	BAB
	Fort
	Ref
	Will
	Special

	1
	+1
	+2
	+0
	+0
	Aura of good, detect evil, smite evil 1/day

	2
	+2
	+3
	+0
	+0
	Divine grace, gift of righteousness

	3
	+3
	+3
	+1
	+1
	Aura of courage, divine protection 

	4
	+4
	+4
	+1
	+1
	Spells, turn undead

	5
	+5
	+4
	+1
	+1
	Smite evil 2/day

	6
	+6
	+5
	+2
	+2
	

	7
	+7
	+5
	+2
	+2
	

	8
	+8
	+6
	+2
	+2
	Prayer of healing (minor hymn)

	9
	+9
	+6
	+3
	+3
	Celestial companion

	10
	+10
	+7
	+3
	+3
	Smite evil 3/day

	11
	+11
	+7
	+3
	+3
	Prayer of healing (lesser hymn)

	12
	+12
	+8
	+4
	+4
	

	13
	+13
	+8
	+4
	+4
	Holy scripture

	14
	+14
	+9
	+4
	+4
	Prayer of healing (powerful hymn)

	15
	+15
	+9
	+5
	+5
	Smite evil 4/day

	16
	+16
	+10
	+5
	+5
	

	17
	+17
	+10
	+5
	+5
	Prayer of healing (glorious hymn)

	18
	+18
	+11
	+6
	+6
	

	19
	+19
	+11
	+6
	+6
	Divine radiance

	20
	+20
	+12
	+6
	+6
	Smite evil 5/day


Divine Grace: The Charisma bonus to saving throws cannot exceed the paladin’s class level.

Gift of Righteousness (Su): Once per day, if the paladin is reduced to 0 or less (to –9) wound points, she can automatically heal herself for an amount equal to 1d8 + her paladin level, even if it is not her turn.  If a single attack had dropped her to –10 or less hit points, she instead can be treated as if reduced to –9 hit points and automatically stabilized.

Divine Protection: The paladin cannot automatically fail a saving throw against any poison, disease, or curse (such as when rolling a 1).  If the poison, disease, or curse does not normally allow a saving throw, the paladin can attempt a save against a DC 20 (a successful save totally negates any effect).  

Spells: As normal, but paladins can spontaneously cast cure spells as a good cleric can.  Spells per day changes to reflect the chart below.

Paladin Spell List

1st-Level: Bless, bless water, bless weapon, command, create water, cure light wounds, deathwatch, detect magic, detect poison, detect undead, divine favor, endure elements, guidance, light, magic weapon, mending, protection from chaos/evil, purify food and drink, read magic, remove fear, resistance, restoration (lesser), sanctuary, shield of faith, summon monster I*, virtue.

2nd-Level: Aid, align weapon (good/law only), bear’s endurance, bull’s strength, calm emotions, consecrate, cure moderate wounds, delay poison, eagle’s splendor, enthrall, gentle repose, make whole, owl’s wisdom, remove blindness/deafness, remove paralysis, resist energy, searing light, shield other, status, summon monster II*, zone of truth.

3rd-Level: Create food and water, Cure serious wounds, daylight, discern lies, dispel magic, heal mount, magic circle against chaos/evil, magic weapon (greater), magic vestment, prayer, protection from energy, remove curse, remove disease, summon monster III*, water walk.

4th-Level: Break enchantment, cure critical wounds, death ward, dismissal, dispel chaos/evil, freedom of movement, hallow, holy sword, mark of justice, neutralize poison, planar ally (lesser)*, repel vermin, restoration, righteous might, summon monster IV*, true seeing.


* Good creatures only.


	-- Spell Progression --

	Lvl
	1st
	2nd
	3rd
	4th

	1
	--
	--
	--
	--

	2
	--
	--
	--
	--

	3
	--
	--
	--
	--

	4
	0
	--
	--
	--

	5
	1
	--
	--
	--

	6
	1
	--
	--
	--

	7
	2
	0
	--
	--

	8
	2
	1
	--
	--

	9
	2
	1
	--
	--

	10
	3
	2
	0
	--

	11
	3
	2
	1
	--

	12
	3
	2
	1
	--

	13
	3
	3
	2
	0

	14
	4
	3
	2
	1

	15
	4
	3
	2
	1

	16
	4
	3
	3
	2

	17
	4
	4
	3
	2

	18
	4
	4
	3
	2

	19
	4
	4
	3
	3

	20
	4
	4
	4
	3


Prayer of Healing (Sp): The paladin speaks a short holy prayer to her deity or ideal, invoking divine power to heal all her allies (including herself) within 30 ft.  Prayer of healing is a move action that does not provoke attacks of opportunity.  The amount healed is based on the type of hymn (see chart below).

	-- Prayer of Healing --

	Hymn
	Healing Done
	Spell Point Cost

	Minor
	1d8 + paladin level (+5 maximum)
	5

	Lesser
	3d8 + paladin level (+10 maximum)
	10

	Powerful
	5d8 + paladin level (+15 maximum)
	15

	Glorious
	7d8 + paladin level (+20 maximum)
	20


Prayer of Healing also affect any enemy undead or other enemy creatures harmed by positive energy within 30 ft of the paladin, dealing damage to them instead of restoring health.


Holy Scripture (Sp): Once per day, the paladin can cast holy word at a caster level equal to her paladin level.  The DC to resist this spell equals 10 + ½ paladin’s class level + her Charisma modifier.

Divine Radiance (Sp): At 19th level the paladin can surround herself in a shield of pure holiness and righteousness, protecting her from all that is evil.  Once per day, the paladin can cast holy aura as per the spell (including material component), which can only target herself (at a caster level equal to her paladin level).  The DC to resist effects of the spell, where applicable, is 10 + ½ the paladin’s class level + her Charisma modifier.
Code of Conduct: You should work with your DM beforehand to determine what a paladin’s code of conduct is (using the core Code of Conduct as a guideline), how alignment works in his/her game, and what acts he/she believes would constitute a paladin’s fall from grace, among other topics.

The Paladin’s Celestial Companion


Upon or after reaching 9th level, a paladin can call a celestial cat, dog, eagle, hawk, horse (any type), owl, or pony (any type) to serve her (see the Monster Manual for these creatures’ basic statistics) – at 12th level or higher a paladin can select a lion.  This creature may be used as a guardian, a helper, mount, or some other creative role.  The paladin’s companion further gains HD and special abilities based on the paladin’s class level (see table below).


A paladin may have only one celestial companion at a time.  Should the paladin’s companion die, she may call for another after a year and a day.  The paladin can also choose to simply dismiss her celestial companion for a different one.  The new celestial companion has all the accumulated abilities due a companion of the paladin’s current class level.


These abilities are mentioned in the “Special” column of the table below.

	Class Level
	Bonus

HD
	Natural

Armor Adj.
	Str

Adj.
	Int
	Special

	1st-12th
	+2
	+1
	+1
	6
	Empathic link, improved evasion, share saving throws, share spells

	13th-15th 
	+4
	+3
	+2
	7
	Speak with paladin

	16th-18th 
	+6
	+5
	+3
	8
	Heavenly bond

	19th-20th 
	+8
	+7
	+4
	9
	Spell resistance



Class Level: The paladin level of the paladin.


Bonus HD: Extra eight sided (d8) Hit Dice, each of which gains Constitution modifier, as normal.  Extra Hit Dice improves the companion’s base attack bonus, base saves, grants extra feats, and extra skill points as normal.


Natural Armor Adj.: This is an improvement to the companion’s existing natural armor bonus.


Str Adj.: Add this figure to the companion’s Strength score.


Int: The companion’s Intelligence score (a celestial companion is smarter than normal animals of its kind).


Empathic Link (Su): The paladin has an empathic link with her companion out to a distance of up to 1 mile.  The paladin cannot see through the companion’s eyes, but they can communicate empathically.  Because of the limited nature of the link, only general emotional content (such as feat, hunger, happiness, curiosity) can be communicated.  Note that the low Intelligence of a low-level paladin’s celestial companion limits what the creature is able to communicate or understand, and even intelligent companions see the world differently from humans, so misunderstandings are always possible.


Because of the empathic link between the companion and the paladin, the paladin has the same connection to a place or an item that the companion does.


Improved Evasion (Ex): If the companion is subject to an attack that normally allows a Reflex saving throw for half damage, it takes no damage on a successful saving throw and only half damage on a failed saving throw.


Share Saving Throws: For each of its saving throws, the companion uses either its own base save bonus or the paladin’s whichever is higher.  The companion applies its ability modifiers to saves, and it doesn’t share any other bonuses on saves that the paladin might have (such as from magic items, feats, or abilities).


Share Spells: At the paladin’s option, she may have any spell (but not any spell-like ability) she casts on herself also affect her celestial companion.  The companion must be within 5 feet at the time of casting to receive the benefit.  If the spell has a duration other than instantaneous, it stops affecting the companion if it moves farther than 5 feet away and will not affect the companion again even if the companion returns to the paladin before the duration expires.  Additionally, the paladin may cast a spell with the target of “You” on her companion (as a touch range spell) instead of on herself.  A paladin and her companion share spells even if the spells normally do not affect creatures of the companion’s type (magical beast).


Speak with Paladin (Ex): If the paladin’s class level is 13th or higher, the paladin and companion can communicate verbally as if they were using a common language.  Other creatures do not understand the communication without magical help.


Heavenly Bond (Ex): If the paladin’s class level is 16th or higher, the companion gains a +2 bonus on all attack rolls, checks, and saves if it witnesses the paladin being threatened or harmed.  This bonus lasts as long as the threat is immediate and apparent.


Spell Resistance (Ex): If the paladin’s class level is 19th or higher, the companion gains spell resistance equal to the paladin’s class level + 5.

Paladin Variant


Paladin of Faith
Detect evil changes to “detect infidel” and smite evil changes to “smite infidel”.  At the paladin’s choice, spells she prepares can instead affect infidels instead of a different alignment type (such as evil or chaos).   Example: protection from infidels prepared instead of protection from chaos, or holy aura affecting infidels instead of evil creatures.  Below describes what an infidel is.


Infidel: Infidels are beings that worship a different religion, deity, or ideal than the paladin (referred to as “faiths”).  While a character can certainly believe in many deities, there is only one patron deity that they sponsor which counts as their “faith”.  Ideals also count as faith, a character who follows the ideals of “honor and courage” is different than someone who follows the ideals of “death, murder, and chaos”.


Enemy faiths are faiths that are directly opposed to your own.  Heironeous and Hextor are enemies, such as Pelor and Nerull.

Allied faiths are faiths that are allied with your ideals or deity.  Heironeous and Pelor are most certainly allies, since they are both good deities and are not in conflict with each other.  The ideals of “benevolence and compassion” would be an allied faith of “good, righteousness, and courage”.  


Indifferent faiths are faiths that are neither enemies nor allies of the paladin’s faith.  Saint Cuthbert and Kord are indifferent to one another yet are not enemies.  The ideals of “courage, honor, and valor” are indifferent, neither enemy nor ally, of the ideals of “protection and reverence of nature”.


Those with no faith are those who do not worship a deity, ideal, or religion for whatever purposes.


Creatures that worship enemy faiths glow with a pale red aura.  Creatures with no faith glow with a pale gray aura.  Creatures that worship an allied faith grow with a pale blue aura.  Creatures of an indifferent faith glow with a pale green aura.  .  Creatures that follow the same faith as the paladin glow with a pale golden aura.

