Spellcasting Paladin Variant

This variant, like my previous variants, attempts to bring the paladin away from the melee monster before and to a more support role like in the MMO. This paladin is more focused on casting spells and using her auras to protect and enhance her allies. Also included are some new spells.

Replaces: The paladin looses all holy strikes. Furthermore, the paladin’s BAB drops to ¾ her level (as a Healer), and her hit points drop to 1d8 per level. Lastly, the paladin looses proficiency in any ranged weapon, relying solely on melee attacks and spells. The paladin also looses any proficiency with shields, relying on spells to defend himself in combat.
Benefits: The paladin now gains spells at 1st level, rathis than 4th. The paladin also has access to a wider range of spells, as well as more spells per day, AND unlimited use of auras, benefiting a support character rathis than a front-line warrior.
Holy Book of the Light: All paladins require a special divine focus to cast their spells. Like the druid of old dnd yore (who needed golden mistletoe to cast any spell), the paladin now has a special focus. This divine focus is often referred to as the Holy Book of the Light, a large tome often carried by a chain-link strap and shouldered on the paladin at all times. Within its pages are the teachings of the Holy Light, as well as many prayers and battle tactics.

A paladin must include this book during his daily spell preparation, and must have access to the book when casting any spell. In essence, all spells the paladin casts acquire the Divine Focus component. 
The book has a Hardness of 5 and 10 hit points. It uses the character’s saving throws, as a magic item. Many books are enchanted with magical properties as well.

Spells A paladin casts divine spells, which are drawn from the paladin spell list.

To prepare or cast a spell, the paladin must have a Spirit score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a paladin’s spell is 10 + the spell level + the paladin’s Spirit modifier.

Like other spellcasters, a paladin can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: The Paladin. In addition, she receives bonus spells per day if she has a high Spirit score. She does not have access to any domain spells or granted powers, as a healer does.

A paladin prepares and casts spells the way a healer does, though she cannot lose a prepared spell to cast a spontaneous spell in its place. A paladin may prepare and cast any spell on the paladin spell list, provided that she can cast spells of that level, but she must choose which spells to prepare during her daily meditation.
	Table: The Paladin

	––—— Spell Slots per Day ——–—

	Lvl
	0
	1st
	2nd
	3rd
	4th
	5th
	6th

	1st
	2
	—
	—
	—
	—
	—
	—

	2nd
	3
	0
	—
	—
	—
	—
	—

	3rd
	3
	1
	—
	—
	—
	—
	—

	4th
	3
	2
	0
	—
	—
	—
	—

	5th
	3
	3
	1
	—
	—
	—
	—

	6th
	3
	3
	2
	—
	—
	—
	—

	7th
	3
	3
	2
	0
	—
	—
	—

	8th
	3
	3
	3
	1
	—
	—
	—

	9th
	3
	3
	3
	2
	—
	—
	—

	10th
	3
	3
	3
	2
	0
	—
	—

	11th
	3
	3
	3
	3
	1
	—
	—

	12th
	3
	3
	3
	3
	2
	—
	—

	13th
	3
	3
	3
	3
	2
	0
	—

	14th
	4
	3
	3
	3
	3
	1
	—

	15th
	4
	4
	3
	3
	3
	2
	—

	16th
	4
	4
	4
	3
	3
	2
	0

	17th
	4
	4
	4
	4
	3
	3
	1

	18th
	4
	4
	4
	4
	4
	3
	2

	19th
	4
	4
	4
	4
	4
	4
	3

	20th
	4
	4
	4
	4
	4
	4
	4


Auras: After she reaches 4th level, the paladin can activate her auras an unlimited number of times per day; thus, she always has an aura active, if she wishes. Switching from one aura to another is a free action.

Special Mount (Sp): Upon reaching 5th level, a paladin gains the service of an unusually intelligent, strong, and loyal steed to serve her in her crusade against evil (see below). This mount is usually a heavy warhorse (for a Medium paladin) or a warpony (for a Small paladin).

Once per day, as a full-round action, a paladin may magically call her mount from the celestial realms in which it resides. This ability is the equivalent of a spell of a level equal to one-third the paladin’s level. The mount immediately appears adjacent to the paladin and remains for 2 hours per paladin level; it may be dismissed at any time as a free action. The mount is the same creature each time it is summoned, though the paladin may release a particular mount from service.

Each time the mount is called, it appears in full health, regardless of any damage it may have taken previously. The mount also appears wearing or carrying any gear it had when it was last dismissed. Calling a mount is a conjuration (calling) effect.

Should the paladin’s mount die, it immediately disappears, leaving behind any equipment it was carrying. The paladin may not summon another mount for thirty days or until she gains a paladin level, whichever comes first, even if the mount is somehow returned from the dead. During this thirty-day period, the paladin takes a –1 penalty on attack and weapon damage rolls.

THE PALADIN’S MOUNT

The paladin’s mount is superior to a normal mount of its kind and has special powers, as described below. The standard mount for a Medium paladin is a heavy warhorse, and the standard mount for a Small paladin is a warpony. Another kind of mount, such as a riding dog (for a halfling paladin) or a Large shark (for a paladin in an aquatic campaign) may be allowed as well.

A paladin’s mount is treated as a magical beast, not an animal, for the purpose of all effects that depend on its type (though it retains an animal’s HD, base attack bonus, saves, skill points, and feats).

	Paladin Level 
	Bonus HD 
	Natural Armor Adj. 
	Str Adj. 
	Int 
	Special

	5th–7th 
	+2 
	+4 
	+1 
	6 
	Empathic link, improved evasion, share spells, share saving throws

	8th–10th 
	+4 
	+6 
	+2 
	7 
	Improved speed

	11th–14th 
	+6 
	+8 
	+3 
	8 
	Command creatures of its kind

	15th–20th 
	+8 
	+10 
	+4 
	9 
	Spell resistance


Paladin’s Mount Basics: Use the base statistics for a creature of the mount’s kind, but make changes to take into account the attributes and characteristics summarized on the table and described below.

Bonus HD: Extra eight-sided (d8) Hit Dice, each of which gains a Constitution modifier, as normal. Extra Hit Dice improve the mount’s base attack and base save bonuses. A special mount’s base attack bonus is equal to that of a cleric of a level equal to the mount’s HD. A mount has good Fortitude and Reflex saves (treat it as a character whose level equals the animal’s HD). The mount gains additional skill points or feats for bonus HD as normal for advancing a monster’s Hit Dice.

Natural Armor Adj.: The number on the table is an improvement to the mount’s existing natural armor bonus.

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

Int: The mount’s Intelligence score.

Empathic Link (Su): The paladin has an empathic link with her mount out to a distance of up to 1 mile. The paladin cannot see through the mount’s eyes, but they can communicate empathically.

Note that even intelligent mounts see the world differently from humans, so misunderstandings are always possible.

Because of this empathic link, the paladin has the same connection to an item or place that her mount does, just as with a master and his familiar (see Familiars).

Improved Evasion (Ex): When subjected to an attack that normally allows a Reflex saving throw for half damage, a mount takes no damage if it makes a successful saving throw and half damage if the saving throw fails.

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 mount. 

The mount must be within 5 feet at the time of casting to receive the benefit. If the spell or effect has a duration other than instantaneous, it stops affecting the mount if it moves farthis than 5 feet away and will not affect the mount again even if it returns to the paladin before the duration expires. Additionally, the paladin may cast a spell with a target of “You” on her mount (as a touch range spell) instead of on herself. A paladin and her mount can share spells even if the spells normally do not affect creatures of the mount’s type (magical beast).

Share Saving Throws: For each of its saving throws, the mount uses its own base save bonus or the paladin’s, whichever is higher. The mount applies its own ability modifiers to saves, and it doesn’t share any other bonuses on saves that the master might have.

Improved Speed (Ex): The mount’s speed increases by 10 feet.

Command (Sp): Once per day per two paladin levels of its master, a mount can use this ability to command other any normal animal of approximately the same kind as itself (for warhorses and warponies, this category includes donkeys, mules, and ponies), as long as the target creature has fewer Hit Dice than the mount. This ability functions like the command spell, but the mount must make a DC 21 Concentration check to succeed if it’s being ridden at the time. If the check fails, the ability does not work that time, but it still counts against the mount’s daily uses. Each target may attempt a Will save (DC 10 + 1/2 paladin’s level + paladin’s Cha modifier) to negate the effect.

Spell Resistance (Ex): A mount’s spell resistance equals its master’s paladin level + 5. To affect the mount with a spell, a spellcaster must get a result on a caster level check (1d20 + caster level) that equals or exceeds the mount’s spell resistance.
New Paladin Spell List
0-Level Paladin Spells

Cure Minor Wounds: Cures 1 point of damage.

Detect Poison: Detects poison in one creature or object.

Guidance: +1 on one attack roll, saving throw or skill check.

Judgement: Unleash a Seal’s judgement on a target.

Light: Object shines like a torch.

Mending: Makes minor repairs on an object.

Purify Food and Drink: Purifies 1 cu. ft./level of food or water.

Resistance: Subject gains +1 on saving throws.

Sense Demons: Detects demons within 60 ft.
1st-Level Paladin Spells

Bless: Allies gain +1 on attack rolls and saves against fear.
Bless Weapon: Weapon strikes true against evil foes.

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

Detect Poison: Detects poison in one creature or small object.

Endure Elements: You can exist comfortably in hot or cold environments.
Flash of Light: Cures 1 damage/level (max 5 points); immediate action.

Magic Weapon: Weapon gains +1 bonus.

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

Restoration, Lesser: Dispels magical ability penalty or repairs 1d4 ability damage.
Seal of Righteousness: Adds +1d4 points of holy damage to all melee attacks for 5 rounds. 

Shield of Faith: Aura grants +2 or higher deflection bonus.

2nd-Level Paladin Spells
Align Weapon: Weapon becomes good, evil, lawful, or chaotic.
Bear’s Endurance: Subject gains +4 to Sta for 1 min./level.
Blessing of Might: Subject gains +3 bonus on weapon damage rolls. 

Blessing of Salvation: Creatures must make Will saves to attack the subject.

Blessing of Sanctuary: Subject gains DR 1/— per three levels (max 5/—). 

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

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

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

Eagle’s Splendor: Subject gains +4 to Cha for 1 min./level.
Heroism: Gives +2 on attack rolls, saves, skill checks.

Holy Light, Lesser: Cures 1d8 damage +1/level (max +5) at range or damages undead.

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

Resist Energy: Ignores 10 (or more) points of damage/attack from specified energy type.
Seal of Light: You regain 1d4+1 hit points each time you make a successful melee attack. 

Zone of Truth: Subjects within range cannot lie.

3rd-Level Paladin Spells

Blessing of Sacrifice: Transfers half the damage the subject sustains to you. 

Consecration: Deals 2d6 holy damage to evil creatures in a 15-ft. radius for 1 round/level.

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

Discern Lies: Reveals deliberate falsehoods.

Dispel Magic: Cancels spells and magical effects.

Holy Word Shield F*: You protect an ally from harm.

Hooks of Binding: Immobilizes a demon or undead creature.

Magic Weapon, Greater: +1 bonus/four levels (max +5).

Remove Curse: Frees object or person from curse.
Seal of the Crusader: You gain one extra attack/round. 

Seal of Fury: Creatures you strike must make Will saves or attack only you. 

Seal of Justice: Creatures you strike must make Fortitude saves or be stunned for 1 round.  

4th-Level Paladin Spells

Blessing of Kings: Subject gains +1/4 levels (max +4) to all ability scores.

Blessing of Protection: Subject is invulnerable to physical attacks but unable to attack for 2 rounds. 

Break Enchantment: Frees subjects from enchantments, alterations, curses and petrification.

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

Freedom of Movement: Subject moves normally despite impediments.
Exorcism: Deals 1d10 holy damage/caster level to target demon or undead.
Holy Light: Cures 3d8 damage +1/level (max +15) at range or damages undead. 

Holy Sword: Weapon becomes +5, deals +2d6 damage against evil.

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

Restoration M: Restores level and ability score drains.
Seal of Command: Next attack deals additional +1d8 damage/2 levels (max 10d8). 

5th-Level Paladin Spells
Cure Light Wounds, Mass: Cures 1d8 damage +1/level for many creatures.

Blessing of Might, Greater: As blessing of might, affects one subject/level.
Blessing of Salvation, Greater: As blessing of salvation, affects one subject/level.
Blessing of Sanctuary, Greater: As blessing of sanctuary, affects one subject/level.
Heroism, Greater [Wr]: Gives +4 bonus on attack rolls, saves, skill checks; immunity to fear; temporary hit points.

Holy Shield: Holy light protects target and damage attackers.

Holy Wrath: Causes 1d8 damage/level to all evil outsiders and undead within 20 ft. 
Raise Dead M: Restores life to subject who died as long as one day/level ago. 
Resist Energy, Mass: As resist energy, affects one subject/level.
6th-Level Paladin Spells
Banishment: Banishes 2 HD/level of extraplanar creatures.

Bear’s Endurance, Mass [Si]: As bear’s endurance, affects one subject/ level.

Blessing of Kings, Greater: As blessing of kings, affects one subject/level.

Blessing of Protection, Greater: As blessing of protection, affects one subject/level.
Bull’s Strength, Mass: As bull’s strength, affects one subject/level.

Cure Moderate Wounds, Mass: Cures 2d8 damage +1/level for many creatures.

Eagle’s Splendor, Mass: As eagle’s splendor, affects one subject/level.

Owl’s Wisdom, Mass: As Owl’s Wisdom, affects one subject/level.

Restoration, Greater: As restoration, plus restores all levels and ability scores.

New Spells
Bless Weapon

Transmutation

Level: Paladin 1, Argent Crusader 1

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Weapon touched

Duration: 1 min./level

Saving Throw: None

Spell Resistance: No

This transmutation makes a weapon strike true against evil foes. The weapon is treated as having a +1 enhancement bonus for the purpose of bypassing the damage reduction of evil creatures or striking evil incorporeal creatures (though the spell doesn’t grant an actual enhancement bonus). The weapon also becomes good, which means it can bypass the damage reduction of certain creatures. (This effect overrides and suppresses any other alignment the weapon might have.) Individual arrows or bolts can be transmuted, but affected projectile weapons (such as bows) don’t confer the benefit to the projectiles they shoot.

In addition, all critical hit rolls against evil foes are automatically successful, so every threat is a critical hit. This last effect does not apply to any weapon that already has a magical effect related to critical hits, such as a keen weapon or a vorpal sword.

Exorcism
Evocation (Holy)
Level: Paladin 4, Argent Dawn Crusader 4
Components: V, S, DF
Casting Time: 1 standard action

Range: Medium (100 ft. plus 10 ft./lvl)
Target: One demon or undead.
Duration: Instantaneous
Saving Throw: Will half
Spell Resistance: Yes 

The paladin summons a burning lance of light, blasting an unholy monstrosity. The blast deals 1d10 points of holy damage per caster level to a target demon or undead within range. The creature may make a Will saving throw for half damage.

Greater Blessings

Greater blessings work like normal blessings, and follow the same rules, but may affect one creature/level, no two of which can be more than 30 ft. apart
Judgement

Transmutation [Seal]
Level: Paladin 0

Components: V, S, DF
Casting Time: 1 standard action

Range: Close (25 ft. plus 5 ft./2 levels)
Target: 1 creature
Duration: Special
Saving Throw: Special
Spell Resistance: Yes
A paladin unleashes a Seal he has in effect, judging a single target. The benefit depends on the Seal cast. As per blessings and seals, only one judgement may be in effect at a time. Casting this spell causes the Seal the paladin is enjoying to end immediately.
Seal of Righteousness: Unleashing this Seal's energy will instantly deal 1d8 points of Holy damage per 2 caster levels (maximum 10d8) to a target (Will save for half damage).
Seal of Light: Unleashing this Seal's energy will judge an enemy for 5 rounds, during which each strike against the foe will heal 1d2+1 hit points to the striking person.
Seal of the Crusader: Unleashing this Seal’s energy will judge an enemy for five rounds. During this time, any holy damage the creature takes increases by 1 point per 2 caster levels the paladin has (maximum +10).
Seal of Fury: Unleashing this Seal’s envelops the enemy in a maddened rage, attacking the nearest creature for 5 rounds. If the creature has no targets within twice its movement range, it simply sits there, doing nothing until something enters within charging range. A Will save negates this effect.
Seal of Justice: Unleashing this Seal’s energy will judge an enemy for five rounds. During this time, the target must succeed on a Fortitude save or be stunned each time anyone strikes it.
Seal of Command: Unleashing this Seal's energy will judge an enemy for 5 rounds. The next strike to hit the target deals an additional 1d6 points of holy damage per 2 caster levels (maximum 10d6). After one such hit, the spell ends.
Holy Shield

Abjuration

Level: Paladin 5
Components: V, S, DF
Casting Time: 1 standard action

Range: Touch
Target: One creature touched
Duration: 1 round/lvl (D)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The paladin summons divine light and encases an ally or herself within its protective envelope. The blessed target receives a +2 divine bonus to AC. Furthermore, any attackers suffer 2d6 points of holy damage.

Holy Wrath

Evocation [Holy]
Level: Paladin 5

Components: V, S, DF
Casting Time: 1 standard action

Range: 20 ft.
Area: 20-ft.-radius burst centered on you
Duration: Instantaneous
Saving Throw: Fortitude half
Spell Resistance: Yes
The paladin releases her divine anger, causing a great explosion of holy power around him, which slays creatures composed of evil energies. Any demon or undead within 20 ft. of the paladin suffers 1d8 points of holy damage/level. This power has no effect on any other creature within the area of effect.

Resist Energy, Mass

Abjuration

Level: Arcanist 5, Healer 5, Paladin 5

Target: 1 creature/level, no two of which may be more than 30 ft. apart.

This spell is like resist energy, but affects multiple targets.
