Planar Lord
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During the last ‘Great War’ on the continent of Palladia, many outsiders were summoned and used, some died serving their temporal masters, others broke free from their servitude, whilst others still serve their masters. The price however was very often two-way, as just as many wizards, sorcerers and clerics where killed by the outsiders, through incorrect summoning techniques, spells backfiring or the caster being sucked into the outer planes to serve an outsider. Since those days the art of summoning outsiders has become a rare skill, and few will willingly follow it’s path.

	Planar Lord

	Lvl
	Base
Attack
	Fort.
Save
	Ref.
Save
	Will
Save
	Special Abilities
	Spells

	1
	+0
	+2
	+0
	+2
	+1 slay outsider, Turn/Rebuke Outsider, Detect Outsider
	+1 Caster Level

	2
	+1
	+3
	+0
	+3
	Smite outsider, Summon I
	+1 Caster Level

	3
	+2
	+3
	+1
	+3
	+2 slay outsider, Summon II
	+1 Caster Level

	4
	+3
	+4
	+1
	+4
	Summon III
	+1 Caster Level

	5
	+3
	+4
	+1
	+4
	+3 slay outsider, Outsider Steed, Summon IV
	+1 Caster Level

	6
	+4
	+5
	+2
	+5
	Summon V
	+1 Caster Level

	7
	+5
	+5
	+2 
	+5
	+4 slay outsider, Summon VI
	+1 Caster Level

	8
	+6
	+6 
	+2
	+6
	Summon VII
	+1 Caster Level

	9
	+6
	+6
	+3
	+6
	+5 slay outsider, Summon VIII
	+1 Caster Level

	10
	+7
	+7
	+3
	+7
	Summon IX
	+1 Caster Level


Requirements
To qualify to become a Planar Lord, a character must fulfil all the following criteria:

Alignment: Any Extreme (LG, CG, LE, CE)

Base Attack: +3

Languages: Abyssal, Celestial, Infernal

Concentration: 3 ranks

Diplomacy: 3 ranks

Knowledge (Arcana): 4 ranks

Knowledge (Religion): 4 ranks

Scry: 4 ranks

Feat: Combat Casting, Spell Focus (Summoning), Spell Penetration

Special: Cast 3rd level Summoning Spells, Turn Undead, Peaceful Contact with an Outsider of the same alignment

Class Skills 

Skill Points at each level 2 + Int mod

The Planar Lord’s skills (and the key ability for each skill) are:

Concentration (Con), Diplomacy (Cha), Innuendo (Wis), Intimidate (Cha), Knowledge (arcana) (Int), Knowledge (religion) (Int), Scry (Int), Sense Motive (Wis), Spell Craft (Int), Use Magic Device (Cha)

See Player’s Handbook Chapter 4, Skills for skill descriptions.

Class Features
Hit Dice: d8

Weapons and Armour: Simple and Martial Weapons, Light and medium armour, Shields

Detect Outsider: This is similar to the Black Guard’s ability to detect good.

Outsider Steed: The Planar Lord gains a steed that can travel the planes. This steed is statistically the same as a ‘Nightmare’ but is of the same alignment as the Planar Lord. This steed gains additional abilities and statistics in the same way as the Black Guard’s fiendish servant.

Slay Outsider: Due to the character’s dedication to his alignment, he gains an additional +1 bonus to attack and damage rolls when fighting against outsiders of an opposite alignment with melee weapons. This damage increases at 3rd, 5th, 7th and 9th levels.

Smite Outsider: This ability is similar to the Black Guard’s ability to Smite Good. The Outsider can only use this ability against outsiders of opposite alignment

Summon Monster: The Planar Lord can summon monsters as the spell, but the planar lord cannot summon an outsider of greater hit dice that he has levels and no more than twice the planar lord’s level in hit dice per day. The spell Summon Monster can be used for purposes of guidelines, and for a list of which outsiders are appropriate at each level.

Turn/Rebuke Outsider: The Planar Lord can ‘turn’ or ‘command’ celestials and fiends, the rules for turning undead are used. This ability is calculated on the fiendish lord’s level.

Spells: A Planar lord still gains spells and spell casting ability based upon his previous spell casting class and his planar lord levels combined.

Notes
A Planar Lord will not willingly attack an Outlander of the same alignment and likewise an outlander will not willingly attack a Planar Lord of the same alignment.

