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I ntroduction

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

To lead sweset 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, hisimageis
inddibly 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 isthe
quintessence of gdlantry, the champion of the powerless, and the personification of
courage—at least as we remember him from history.

Though The Complete Paladin's Handbook encompasses aspects of the historical
knight, it casts a much wider net. While you'l find the horse soldiers who served the
lords of the feuddl age, you'll also meset riders of unicorns, killers of dragons, and
nemeses of the undead; men and women who ride majestic 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 paadin's mativations, specid ahilities, and unique
restrictions—that is, dl of the dements that distinguish him from other character types
and make him so challenging to play. We probe the paadin's persondity, unravel his
emotions, and try to understand what makes him tick; look at hisrole in an adventuring
party and in society as awhole; and examine what his rdigion demands of him and what
he expects from himsdlf. Along the way, we discuss more than a dozen new character
kits, show you how to design a code of behavior for your paadin, and describe new
proficiencies and equipment.

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

Keep in mind thet dl of this materid is optional. Every idea must have the gpprova
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 pdadin rules.

The Unearthed Arcana book, a supplement to the original AD&D rules, declared the
paladin to be a sub-class of the cavdier. Inthe AD&D 2nd Edition game, this no longer
gpplies. The paadin remainstied to the fighter group, with the cavdier, in a streamlined
form, reworked as a character kit in The Complete Fighter's Handbook.

Many conceptsin The Complete Paladin's Handbook draw heavily on the proficiency
rulesintroduced in the AD&D 2nd Edition PH. We strongly recommend you use
proficiencies in 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. Theword cniht was first used to describe the sons of French peasants who
arived in England following the Norman conquest in 1066. Crude in manner and
appearance, the cniht soldiers attracted attention because of their expensive armor and
horsemanship, askill held in high regard. Despite these advantages, the cniht were il
second- class citizens, a notch above peasants but decidedly inferior to the aristocracy.

With feuddism the gatus of the cniht (eventualy Anglicized to knights) improved
dramaticaly. The feudd era began when wedthy lords gave smdl pieces of land to
groups of peasantsin exchange for their labor, and struggling land- owners signed over



their property to alord in return for protection. The relationship was secured by a bond of
honor and a clear understanding of their mutual respongbilities. Intime, dl partiesin
feuda relationships 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 against
foreign invaders. Knights made ideal candidates. In the feuda tradition, lords secured
their services by offering them property, grand etates including much farmland, many
buildings, and even the peasants who provided the |abor. As the knights acquired wedth,
they aso gained prestige, becoming a ditinct and honored socid class that was usudly
restricted to the sons of aristocrats.

The gtatus of the knights solidified in the 11th century when the church, prompted by
sdf-interest and a genuine desire to promote order in an increasingly anarchic society,
gaveits officid sanction. Knighthood was declared a sacred cdling, and the ordainment
of new knights became a holy ritud. With this new accreditation came new
respongbilities, formaly defined in the code of chivary, asat of principles based on
religious ideds. While continuing in the lower ranks of the privileged class, the knight
now symbolized the highest standards of mora behavior and was admired by peasants
and roydlty 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 congtant struggle for
income, desperately seeking any and dl opportunities to earn an honest living. Therigid
chivaric code, which made abgiract principles of loyaty more important than life itsalf,
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 asociety that hed dl but forgotten them.

Chapter 1: Character Creation

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

Paladin Requirements

It takes an exceptional character to become apaadin, asreflected in the class
qudificationslisted in Table 1.

Table 1. Class Qualifications

Ability Requirements
Strength 12
Condiitution 9
Wisdom 13



Charisma 17

Prime Requisites
Strength
Charisma

Races Allowed
Human

Alignments Allowed
Lawful good

A player who tries to generate a paadin 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 Methods V and V1 give areasonable, dbeit dim, chance of
producing the necessary numbers.

Although the strict ability requirements may frudtrate a player wanting to cregte a
paladin 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 dl members of aparty. A
DM may dso have other reasons for limiting the paladin population—for instance, the
campaign world may discourage the development of paadins—or may redtrict the
number of paladins smply to enhance their mystique.

But if your DM is open to pdadin player-characters, you might consider usng Table
2 instead of dice rollsto generate the required ability scores. Roll 1d12 and usethe
indicated Setidtics.

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.



Level Advancement

Pdadins advance in level and hit points at the same rate as fighters. For each level up
to 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, along with the corresponding
THACO scores.

Keep two adjustmentsin mind:

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

* Unusualy high Condtitution scores award hit point adjustments. A paadin with a
Condtitution of 17 receives a +3 bonus per hit die, and ascore of 18 grantsa +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 leve, a pdadin gets new proficiency dots, as shown on Table 4.
Remember that a pdadin suffers a—2 pendty when usng a weapon without the required
proficiency.

Table4: Total Proficiency Sots

Level Weapon Nonweapon
1-2 4 3



35 5 4
6-8 6 5
9-11 7 6
12-14 8 7
15-17 9 8
18-20 10 9

Table 5 summarizes the saving throws applicable to each leve. Unlike other
characters, paadins receive a+2 bonusto al saving throws. For convenience, the

paadin's modified throws are given in parentheses; for example, a 1-leve paadin must

roll a12 or better to avoid the effects of paralyzation.

Table5: Saving Throws

L evel PPDM RSW PP
1-2 14 (12) 16 (14) 15 (13)
34 13 (11) 15 (13) 14 (12)
5-6 11(9) 13 (12) 12 (10)
7-8 10 (8) 12 (10) 11(9)
9-10 8 (6) 10 (8) 9(7)
11-12 7(5) 9(7) 8 (6)
13-14 53 7(5) 6 (4)
15-16 4(2) 6 (4) 5(3)
17+ 3(2) 5(3) 4(2)
Abbreviations

PPDM = Paralyzation, 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 (11)
12 (10)
9(7)
8 (6)
50
4(2)
4(2)

Spel
17 (15)
16 (14)
14 (12)
13 (11)
11 (9)
10 (8)
8 (6)
7(5)

6 (4)

As members of the warrior group, paadins can wear any type of armor. Regardless of

the armor worn, paladins suffer no pendtiesto any of their specid abilities.
Pdadins can dso wield any of the wegpons listed in Chapter 6 of the PH. Asthey
increase in level, they can make more than one attack per round, as shown in Table 6.

Table 6: Paladin Attacks Per Round

Level AttacksRound

1-6 1/round
7-12 3/2 rounds
13+ 2/round

A pdadin may fight with two wegpons & the same time, holding one in each hand,



providing the second wegpon is smaller and lighter than the main wegpon, and that he
avoids using ashidd. With these qudifications, the paladin may make an additiond
attack each round with the second wespon. However, fighting with two weaporns
smultaneoudy gives a pendty on both attack rolls. The base pendty is—2 for themain
weapon and —4 for the second wesgpon. 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, apaadin becomes digible to cast clerical spells. Table 8 showsthe
number of spells apaadin receives a each level. The table dso indicates the spell leve
cast. For example, if a 13th-levd pdadin casts the 2nd-leve dlow poison spdl, the effects
perss for 5 hours; the spell's duration is 1 hour/level and, as shown on Table 8, a 13th
level paadin cagtsit a 5th leve. A paadin's spells never rise beyond Sth leve.

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

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

» Pdadins can't use priestly magica items, nor can they cast spellsfrom clerical or
druidica scrolls. However, they may use any magica items intended for the warrior
group, even if priests use them too.

Table 8: Paladin Spell Progression

Paladin  Casting Priest Spell Levels

L evel L evel 2 3 4
9 - - -
10
11
12
13

1 -
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14
15
16

17-18

19
20
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Table 9: Paladin Spdlls

Level

AR OLOWWWWWWWNDNNNDNNNMNNNNRPRERPERPRPRPRERRERE

SN

Name

Cure Light Wounds
Detect Magic

Detect Poison

Endure Cold/Endure Heat
Magicd Stone

Protection from Evil
Sanctuary

Detect Shares and Pits*

Locate Animals and Plants

Shillelagh*

Augury

Chant

Detect Charm

Find Traps

Know Alignment

Resst Fire/Resist Cold

Sow Poison

Speak with Animas

Spiritud Hammer

Withdraw

Barkskin*

Digpd Magic

L ocate Objects

Magicd Vesment

Negative Plane Protection

Prayer

Remove Curse

Remove Pardyss

Speak with Dead

Protection from Fire*

Cure Serious Wounds

Detect Lie

Divination

Neutralize Poison

Protection from Evil,
10 Radius

Spdl Immunity
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Sphere
Heding
Divinaion
Divinaion
Protection
Combat
Protection
Protection
Divinaion
Divinaion
Combat
Divination
Combat
Divindion
Divination
Divination
Protection
Heding
Divination
Combat
Protection
Protection
Protection
Divinaion
Protection
Protection
Combat
Protection
Protection
Divination
Protection
Heding
Divination
Divinaion
Heding
Protection

Protection

WN R R



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

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

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

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

A paadin turns undeed just like apriest of two levels lower than the paladin. The
player rolls 1d20 and consults the relevant column of Table 10. A result equd to or
gregter 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 againgt categories of undead indicated by adash. A
successtul roll, or a"T" or "D" notetion, affects 2-12 (2d6) undead. Only one die-rall is
made per turning attempt, regardless of the composition of the undead group.

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

Table 10:

Turning Undead (Paladin)

Paladin Category of Undead

Levd 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 13 166 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* D 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* D D D D D D T T 4 7 10 13

Key to Categories
1. Skeeton (or 1 HD undead)
2. Zombie
3. Ghoul (or 2 HD undead)
4. 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 undeed)
11: Ghost (or 10 HD undead)
12: Lich (or 11+ HD undead)
13: Specid undead, including one-of-a-kind creatures, free-willed undeed of the
Negative Plane, outer planes undead, and certain greater and lesser deities.
* An additiona 2d4 creatures of this type are turned.
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Chapter 2: Paladin Abilities

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

Detect Evil I ntent

The paladin, so thoroughly aigned with the forces of good, can experience the mere
presence of evil asaphysicad sensaion. Although smilar to the detect evil spell, the
paadin's sengtivity to evil essentidly functions as a 9xth sense. But, like the spell, this
ability doesn't work automaticaly. The player must make it clear that the pdadinis
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 paladin concentrates
for one full round, remaining gtill and taking no other actions. Often, paladins close thelr
eyes, lower their head, and clear their minds by focusing on their own bregthing. Some
paadins 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 pdadin,
and each is free to come up with a unique routine. Once settled on aroutine, the paadin
should dways 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 area about
10 feet wide, or alocation where an individud or group might be hiding, such asaclump
of bushes or a concealed dcove. The pdadin must face the indicated individual, group, or
location, but need not see the target. If blindfolded or in thick fog, for example, the
paadin can target an individua by voice or movement, or just take aguess. Ina
shadowed corridor, the paladin's detect-evil adility 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 objects that radiate evil. The ability can't detect cursed objects or traps, nor
does it work on creatures of Animd intelligence or less (Intdligence O or 1), such as
centipedes or carnivorous plants.

The paadin's senstivity 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 actua aignment. Characters who are strongly digned, who do not stray from
their faith, and are of at least Sth levd might radiate 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 paladin. If an NPC recently murdered a
passerby, the paladin might pick up evil emanations from the NPC but cannot determine
the nature of the crime. Creatures such as the rakshasa, who disguise themsaves with
illusons, may conced their gppearances but not their evil intentions.

A high-leve character unshakably committed to an evil dignment may radiate evil
even when not specificaly planning an evil act or thinking evil thoughts. Powerful evil
mongters, such as red dragons and hill giants, aso radiate evil uncontrollably. A paadin
can aways detect the presence of these types of evil beings, unless unusua conditions are
in effect. For ingtance, in some evil strongholds or planes, everything reads evil,
effectively negating the paadin's evil-senang bility.

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

A paadin can't detect an evil presence through 3 feet or more of wood, 1 foot or more
of stone, or 1 inch or more of metd. A thin coat of lead dso prevents the use of this
ability. A padadin perceives such barriers as nonspecific obstructions, without knowing
thelr compaosition or widths.

Inter preting the Results

If an attempt a sensing evil fails, or if theré's no evil present, the paladin feds
nothing out of the ordinary. If evil is present, the paladin might experience an
unmistakable physicd sensation. Though the type of sensation varies among paadins, a
given pdadin dways has the same reaction. Typica reactions include tingling in the
fingertips, awarm flush, acold chill, or adull throb behind the eyes; the DM can make
up sensations. Usualy 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 apool of murky water, throbbing eyes
won't reved the number or species of evil creatures lurking below the surface. However,
the pdadin may determine the degree of evil from the intensity of the sensation. Table 11
ligts four general degrees and examples of sources. Two ways that a paadin might



experience the corresponding sensations also gppear. In an encounter, the DM describes
only the sensation when a paadin successfully detects evil; the player must interpret the
meaning of the sensation.

At the DM's option, the paladin may discover the genera nature of the evil aswell as
its 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 pdadin experiences an expectant evil as an itch on hisfingertips), or may
employ adifferent set of sensations (a warmth 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
created by evil aong fingers
cleric; imp; dull pounding
typicd 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 sone wal fortified with 2 feet of wood, a paladin may detect a moderate or strong
sensation of evil, rather than an overwhelming one. If amurderer hides behind awindow
with a coat of flaking lead paint, apaladin may detect a moderate instead of a strong
sensation.

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

Saving-Throw Bonus

Asdetailed in Chapter 3, a paadin's ethos compels him to put hislife ontheline far
more often than other characters. While companions may hestate, a paadin will fight to
the last enemy, volunteer for near-suicidal missions, and face death to defend aprinciple.

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



summarizes the paadin's saving throws.

These bonuses do not apply to a paadin's ahility checks. A padadin with a Strength of
16 attempts a Strength check at 16, not 18. However, the paadin 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 magica armor.

| mmunity to Disease

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

A paadin's disease resstance is divingly given and can't be transferred to another
character. A magica blood transfusion, for instance, would not grant disease immunity to
the recipient. Nor are apaladin's progeny automatically immune to diseases, unlessthey
become paadins themsdlves.

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 adso suffersthe
norma effects of extreme temperature, such as sunburn, heatstroke, and frosthite.

Poison. A pdadinisvulnerable to nearly dl types of ingested, injected, and inhaed
toxins. These include irritants (acids, mercury), organic toxins (poison mushrooms, snake
venom, crystal 0oze), nerve poisons (belladonna, arsenic), and poisonous gases (vapors
that stop the heart or inhibit breething). The paadin can become intoxicated by drinking
too much acohol, and may experience dlergic reactions to pollen, dugt, or other
substances, but does not suffer from virus-based or bacteria-based toxins, such asthe
sdivaof arabid dog or bat.

Cursesand magical diseases. Lycanthropy, mummy rot, and Smilar &flictions are
curses and not diseases. A paadin suffers the norma effects. (See the PH, page 27, and
the DMG, page 131, for details.)

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

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 aso the normd debilitations
associated with aging. For instance, even though the paadin's teeth resst bacteria decay,
they may Hill fal out as aresult of enamd eroson. A paadin whose body wears out dies,
a the same age asanorma humean.

Psychological disorders. A paadin is as prone as anyone ese to halucinations,
nightmares, memory 10ss, insanity, and smilar menta and emotiona disorders, providing
the disorder isn't a consequence of a disease (such as afever-induced ddirium).

Table 12: Level 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 spdlls
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.
Thisrequires no maerids or rituads, merdy atouch of the victim with afinger, usudly
on the forehead, cheek, or hand. Only a moment's contact is necessary, so long asskin
touches skin. The cure occurs automaticaly. The victim may be any human, humanoid,
demihuman, or natura animd. A paadin can't cure lycanthropes, undead, or crestures of
extrgplanar or supernatura origin.

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

A paadin may cure any disease. He can't use this ability to heal 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 smilar sources, however, might not
be curable.

Recovery



The victim's recovery beginsimmediatdy 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 a toothache may
recover in aturn. A victim with advanced pneumonia or smalpox may require the full 10
days. The DM decides the 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 additiona hit points. Hit points are recovered a a normd rate, abetted
by rest, medicind or magica trestments, and possibly the paadin's ability of laying on
hands (see below). Though the curing dleviates disabling symptoms of the disease (such
as headaches associated with afever or blurred vision from an eye infection), it doesn't
correct any physical consequences (such as pockmarks or weight 0ss).

Laying On Hands

A paadin can restore logt hit points to himsalf, another character, or anatural anima
with the laying on hands ahility. To use this ability, the paladin briefly presses both
pams againgt the damaged character or creature—usualy againg 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 paadin presses
hard enough for the recipient to fed the pressure.
Laying on hands works automaticaly, restoring a number of hit points equd to twice
the pdadin's experience level (see Table 12). A pdadin can use this ability only once per
day, and only on asingle character or creature. The following restrictions aso apply:
* The recipient can't recover more hit points than he normaly has. If a 6th-leve
paladin lays hands on a character who's logt atotal of 3 hit points, the character
recovers exactly 3 hit points and no more. Though the paadin could theoreticaly restore
12 hit points, the excess are "log” in this 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 earlier). However, laying on 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 spdlls cause these effects.)
* |f the pdadin is unconscious or immobile, acompanion can't pick up the paadin's

hands and hed himsdlf or anyone dse. Laying on hands requires the paadin's
willful participation.

* Laying on hands won't work unless the paadin employs both hands at the same
time. Before usng this ability, he must sheath 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 arm 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



Aninvisible aura of protection continuoudy surrounds a paadin. The aura extends 10
feet in dl directions, enveoping anyone and anything within its boundaries. The aura
persists even when the paladin is adegp or unconscious, dissipating only when the
paladin dies. However, it doesn't extend through walls, doors, or any physica barrier.

The magica aura has adisrupting and disturbing effect on evil opponents, causing
them to make al attack rolls at a—1 penaty. Affected opponents include:

» Monsters and characters whose dignments are lawful evil, neutra evil, and chaotic
evil.

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

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

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

An evil opponent within the aura suffers the —1 pendty when directing attacks against
the paladin, other characters or creatures within the aura, or characters or creatures
outsde the aura. The pendty appliesto dl physica attacks made by an evil opponent, but
not magica atacks. Because the aura disrupts living creatures and not inanimate objects,
missile attacks made outside the auras radius aren't pendized; an ogre who throws arock
a apdadin from adistance of 11 feet makesanormal attack roll.

Specid congderations include these:

* Evil opponents experience the paladin's aura of protection as an unpleasant physica
sensation, such as mild nausea, a prickling of the skin, atightening of the throet, or a
sudden chill. Because the sensation is so pronounced, evil opponents can dmost dways
identify a pdadin asthe source, even if the pdadin is disguised. Non+evil crestures and
characters don't experience these sensations. Consequently, they may not be sure when
they movein and out of the auras range. Nor does the paadin fed anything unusud
when an evil opponent enters the aura; therefore, the aurain no way helps to detect evil.

* A pdadin may benefit from a protection from evil spell, even though the aura
mimics many of the spell's properties. Protection from evil also blocks attempts at
exercisng menta control and prevents bodily contact by extraplanar and conjured
creatures. The spdl and the aura function smultaneoudy for the spdll's duration, with the
paadinrecavingthe  benefits of both. However, the attack pendties aren't cumulative;
evil creatures suffer a—2 pendty to thelr attack rolls, not —3.

* The aura of protection gives the paadin obvious advantages in meee combat. But
though apdadin may beincinedto  gather companions around during a battle so that
they may dso benefit from the aura, thisisn't dways a good idea. Strategic movement
can be difficult when severa people struggle to remain in a confined area, and a 10-foot
radius doesn't dlow much freedom. A cluster of characters so makes a good target for
enemy missile attacks as well as spell attacks affecting large aress.

Holy Sword



A holy sword isa specia type of consecrated wegpon that provides a paadin with
unique benefits. Though the sword +5, Holy Avenger (described in the Appendix of the
DMG) is one 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 magical weapons. A paladin may not become aware of the sword's specia
powers until he usesit. In some cases, apaladin may be able to identify aholy sword by
its cryptic inscription (which may require the Ancient Languages proficiency or a
friendly magesread magic spdl to trandate). A skilled wegponsmith or sage may dso
recognize a holy sword. Occasiondly, aholy sword will glow when touched by a paadin,
or the paladin's arm may tingle when he picks it up.

Holy swords are hard to come by, and a pdadin rarely finds more than onein his
entire career. Usudly, apaadin acquires a holy sword under difficult or extraordinary
circumstances. A holy sword may be part of a venerable red dragon's treasure horde,
conceded in acave aop a high mountain. A paladin may hear rumors of a holy sword
buried in adesert ruins; in fact, the ruins contain a map that shows the actud location of
the holy sword, embedded in aglacier in an arctic wilderness. If apaadin reaches a high
level without acquiring aholy sword, his deity might direct him to one in atemple on the
ocean floor or atreasure chest on aremote idand. In any case, the DM should tregt the
acquisition of aholy sword as asgnificant campaign event, and design the circumstances
of its discovery accordingly.

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

Within its range, the circle of power diods dl hogtile magic of aleve lessthan or
equa to the paladin's experience level and creates amagic resistance of 50%.
Soedificaly:

* 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
mongters and characters who have been charmed or controlled by evil casters. The circle
neutrdizes a spell the ingtant it's cast. Opponents may not make saving throwsto resst
the circle of power.

* Evil opponents have norma use of their spell and spell-like abilities once they leave
the range of the circle. However, the  paadin remainsimmune to their spdls, even when
cast from outside the circle. An evil wizard can cast afireball spell at apaadin, but the
fireball disspates as soon as it entersthe circle. An evil spdlcaster's attempts to mentally
probe or control apaadin (with spells such as ESP and magic jar) will dsofail.

» Magica items cregted by evil magic won't work within the circle. Physica
properties remain unchanged, however; asword + 1 may sill be wielded as anormd
sword. Outside the circle, magica items function normaly, but the paladin remains
immune to their effects.

Thefollowing regrictions dso apply:



* The paadin is dways vulnerable to magic from opponents whose level exceeds his
own. The paadin has the normd chances of avoiding the affects of these magicd attacks.
» The circle functions only aslong as the paladin grips the holy sword. Should he

sheethe or drop it, he immediately 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 paadin.

* An evil gpdlcaster 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 spell 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 padadinis gill subject to indirect effects of evil magic. If an evil spdlcagter usesa
lighting bolt spell to cause an avdanche, the paadin risks damage from falling boulders.

Certain holy swords may have additiona benefits and limitations. A Holy Avenger,
for ingtance, inflicts +10 points of damage on chaotic evil opponents. Each holy sword
described in Chapter 6 hasits 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 against certain kinds of evil opponents.

Turning Undead

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

A pdadin gainsthe ability to turn undead a 3rd level. Asshown on Table 10 in
Chapter 1, apdadin turns undead at two levels lower than adleric; that is, a 3rd-levd
paadin turns undead as a 15t-leve cleric. Otherwise, a paladin has the same restrictions
asadleic:

* 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 inititive.

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

Two or more paladins (or priests) can atempt to smultaneoudy turn the same group
of undead. If aparticular undead suffers more than one pendty, gpply the most effective
result. For ingtance, if askeleton suffersa ™ T" result from apaadin and a"D" result from
apriest, apply the"D" result.

* The pdadin's hands must be free, and he must be able to speak; he can't turn undead
by smply standing in place. The attempt should be accompanied by a dramatic gesture
(the paladin sweeps his arms before him, or extends both palms towards the undead, then
sgueezes his hands into fists) or phrase (such as"Disperse and dispd!” or "Fal before the
power of righteousness™). The exact gesure or phrase is up to the paladin.

What hgppens 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 envel opes a ghoul, then disappears. A spectre
screams as it is sucked through an invisible portd the Sze of apinhole. A vampire melts
into a steaming puddle.

The effectsof 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, retrests, hugs the wall, or
otherwise gets out of the way of the paadin and his companions. If free-willed, the
undead triesto flee. If unable to escape, 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 attacks normaly.

Bonded Mount

Perhaps the paladin's greatest asst is the bonded mount, usualy a heavy war horse of
exceptiond strength, courage, and intdlligence that serves its master with steadfast
devotion. The bond is partly inginctud, partly divine; many believe that the gods bring
them together to insure the paadin has a companion as noble as himsdf. Once joined, the
mount remains loya so long as the paladin stays true to his principles.

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

A pdadin 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 log,
the paladin won't become digible for areplacement until 10 years after the day he
acquired hisorigina mourt.

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, 0 long asthey are suitable for riding, reasonably intdlligent, and of good or
neutrd dignment.

The player may suggest the type of mount he prefers for his paadin character, but the
DM makes the find choice. The DM may roll on Table 13 or select aparticular cresture.
Regardless of the method used, remember that only the strongest, smartest, and bravest
creatures become bonded mounts. To quaify as abonded mount, most creatures must
meset certain Statistic requirements. These are recommendations, not rigid rules, the DM
may modify them as desred.

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

* If amount's species normaly has Animd Intelligence, the mount itsdlf has an
Intelligence score of Semi- (4). For  example, the war horse species has an Intelligence
of 1, but awar horse bonded mount has an Intelligence of 4.



* |f the mount's species normdly has an Intelligence score of Semi- or higher, the
mount itsdf has+2 over thehighet  typicd score. The Monstrous Manual showsan
Intelligence range of 2-4 for the griffon; agriffon bonded mount has an Intelligence of
6.

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

* If amount's species normaly has Unsteedy or Average morae, the mount has a
Morae of 11 (Steady).

* If the mount's species has arange of Morae scores, the mount has the highest
possible score. The griffon hasaMorade range of 11-12; agriffon bonded mount has
aMorde of 12.

Upgraded mounts. The DM may improve any species of bonded mount by adding
2+2HD toitshitdicebaseand 3to  its movement base. An upgraded heavy war horse
bonded mount has 5+5 HD and a movement rate of 18.

Level Restrictions

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

Alternately, aDM may regtrict all paadins to the following choices:

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

* A pdadin may only have aflying mount whose hit dice are no more than haf the
paadin's experience leve.

Using these guiddines, a 7th-levd paadin could have a 3+3 HD hippogriff asa
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 dl ride horses, particularly if the griffon has ataste for horseflesh. A
hippocampus won't be much fun if the campaign rarely takes the party near water. Again,
disregard any inappropriate outcome on Table 13 and make anew roll or choose
something dse.

Species Preference

Bonding requires the voluntary participation of the mount, and some species may
have their own ideas about what condtitutes a suitable companion. Unicorns, for instance,
will only accompany femae pdadins, while light war horses may be reluctant 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 consderations. 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, smdl whale, or
dolphin)

98-00 DM's choice

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

Paladin'sWar Horse

The paadin's sandard war horseis an unusualy hardy steed, dightly larger than a
heavy war horse and more heavily muscled. Its shaggy coat and thick hide providesit
with natura armor. Powerful legs endble it to move at the speed of a medium 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 gppearance into the flow of the campaign.
The acquigtion of amount should be dramatic; after dl, it isalandmark of apaadin's
career. Some possihilities:

Dream. The paadin may experience a dream, induced by the gods, where he seesa
mount in a pecific location. He may dream of awounded war horse on a battlefield,
surrounded by the corpses of lizard men. A unicorn may lie comatose in afield of
crimson flowers, overcome by the petds anaesthetic fragrance. The dream may be a
premonition of an event yet to come or an image of a Stuation that has already 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 paladin
unites with the bonded mount.

Reward. A pdadin may receive amount as areward for an exceptiond act of
heroism. If he saves avillage from afamily of red dragons or single-handedly turns back
an advancing amy of orcs, the grateful community may present him with their finest war
horse. A pdadin honoring hisfaith by building atemple at the pesk of ahigh mountain
may dip and fdl; as he plummets into the abyss, a griffon swoops from the cloud and
rescues him, a gift sent by the gods.

Quest. The paadin may hear of the wheregbouts of a potentia mount and decide to
track it down. The information may come from a befriended sage, arumor overheard at
an inn, or amysterious document found in an abandoned castle. He may spend weeks or
months pursuing the lead, only to discover one or more obstacles preverting him from
bonding with the mount. The mount may be guarded by a mongter, in the custody of an
evil monarch, or for sdle a an auction at an astronomica price. A spirited mount may
resst capture, leading the paladin on awild chase through treacherous terrain.

Magic. A magical ceremony may evoke the gppearance of a bonded 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's tears.
A painting of awar horse on acave wal may cometo lifeif the paadin burns a specid
incense. If he gathers the scattered bones of a griffon and casts them into the seq, aliving
griffon may arise from the water, ready to serve.

Recognizing a Bonded M ount

Though a mount aways knows when bonding has occurred, it may not be
immediately obvious to the paladin. 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
paadin come to his own conclusions. Here are afew signs the paadin might look for:

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

 The mount seems unusualy brave, fearlesdy fighting dongsde the paadin 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
restsits head in the paadin's lap.

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

Routine Care

In general, a bonded 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 paadin for routine care. In the
absence of a suitable pasture or hunting grounds, the paadin will have to provide food. In



adry desert, the paadin may have to share hiswater. Mounts often need regular doses of
st to replace the At lost from sweeting. Sick or wounded mounts may need medica
attention.

Some mounts, horses in particular, require daily grooming to say 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 gppreciate expressons 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 obeys the paadin's
commands without hesitation, assuming it understands them. When the paadin is on foat,

the mount remains a his sde, following wherever he goes unless ordered to Say puit.

On the bettlefidd, the mount remains with the paladin, even in the face of impending
death. A bonded mount will never abandon the paladin to save itsdf; in game terms, the
mount is consdered to have Fearless (20) Morde when fighting beside or defending the
paadin.

A bonded mount is indifferent to the paladin's companions, unlessit has been
specificdly trained to protect them or respond to their commands. Should a companion
gpproach the paadin in what the mount perceives as a threatening manner, the mount
may snort or stamp 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 characters in the same way, ignoring
nonhostile NPCs who keep their distance, reacting strongly to those who appear to pose a
threat.

Comeswhen called. A bonded mount comesimmediatdly to the paadin's sde when
summoned. The mount responds to a shout, whistle, hand gesture, or any audible or
physica signd of the pdadin's choice. The paadin must demondrate the signd to the
mount only once; the mount unfailingly responds to the signd ever after.

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

Riding. A pdadin requires neither the airborne nor the land-based riding proficiency
to ride his bonded mount. Additionaly, the paadin can perform dl of the feats associated
with the proficiency that gpplies to his mount's species. Feats normaly 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 arborne mounts, the Riding check equals the paladin's Wisdom —2. (These
modifiers are identica to the standard check modifiers given on Table 37 in the PH.)

Unless trained otherwise, a bonded mount alows only the paadin to ride it, bucking
and snorting furioudly if anyone else makes an attempt. A soothing word from the paadin
prevents the mount from actudly 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 aitacks until the paladin ordersit to stop.



Training

A bonded mount can perform dl of the actions discussed in " Specid Trats" A
paadin may dso wish to train the mount to perform additiona tricks and tasks. Tricks are
smple actions performed in response to pecific commands; such actions require no
independent decision-making from the mount. Tasks are more complex actionswhich
may require multiple steps and a bit of improvisation. Because of its rgpport with its
paladin, a bonded mount can master an impressive repertoire of tricks and tasks, and can
learn more efficiently than other animds.

The Anima Training proficiency isn't necessary to train a bonded mount, though the
procedure is Smilar. The paadin tdls the DM which trick or task he wants to teach. If the
DM approves, the paladin begins the 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 padadin 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 fails, 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 is incagpable of learning that particular trick or task. A bonded mount can learn 9-
20 (1d12+8) tricks and tasks, in any combination.

A pdadin can use the Animd Training proficiency to train other animas while
training his mount. He can train three animas, including the mount, at the sametime.

A pdadin must regularly work with the mount to teach it atrick or task. The exact
time spent isless important than working with the mount every day. If the paladin fals
behind—for ingtance, if he skips atraining sesson severd daysin arow—the DM may
rule that he must gtart the training again, beginning anew period of 1-2 or 2-5 weeks.

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

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

Exceptionally inteligent 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 paladins ask them, within
reason.

Sample Tricks

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

Pack Animal. Normaly, 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, amount usualy requires a pack
saddle when carrying gear. The cost of a pack saddle for ahorseis 5 gp. The cost of pack
saddles for other species ranges from 5-15 gp, depending on the animd's Sze and the
DM's decison.

Pur sue. Normaly, amount breaks off its attacks when an aggressor withdraws.
When taught to pursue, the mount chases a retreating enemy. If the mount catchesthe
enemy, it resumesits 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 paadin's
command.

Stay. The mount stands gtill until the paadin gives it permisson to move.

Sample Tasks

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

Strategic attacks. In acombat encounter, the mount makesits own decisons
regarding strategy and choice of targets. The mount may temporarily leave the paadin to
lure away a charging mongter, or it may attack an enemy that the paladin doesn't see
(such as one about to plunge aknife into the paadin'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 paladin. It may
dert adeeping paadin (or other designated character) by nudging him awake, crying out,
or attacking.

As some mounts may not be able to distinguish between friendly and hogtile
intruders, the mount will most likely react if any person or cresture 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 congdered 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 aparticular type of item in agenera location
and, if it findsiit, return the item to the paladin. Suitable items include gems, weapons,
bundles, flasks, or parchments. Suitable locationsinclude asmal cave, ashdlow vdley,
or the interior of abuilding. The paladin must show the mount a sample of the sought
object, the more specific, the better. (If the paadin wants a particular wegpon from an
armory, he must show the mount a close copy.) The paadin must dso desgnate 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 cdl 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



aperson 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, breething entities with thoughts and fedings of
their own, the DM should congder running them as nonplayer characters. Like a human
or demihuman NPC, a bonded mount has adistinct persondity. It may be stubborn or
bold, complacent or curious, foolhardy or cautious. It may have an aversion to bearded
drangers, afear of water, afondness for gpples. Exceptiondly intelligent mounts may
communicate with head shakes, foot ssomps, or a spoken language, letting them serve as
confidantes and advisors.

Parting Company

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

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 |eft the area and can hear the paadin's cal.

* Ten years haven't yet passed since the day the paadin originaly 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 paladin for either of the following reasons.

» Ten years have passed since the mount originally bonded with the paladin. Many
steeds, particularly horses, are too 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 digible for a new bonded mount. The opportunity may arise within the next few
months, under the guiddines described in the "Acquiring aMount" section above. The
new mount may be a different species from the previous mount.

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

Clerical Spells



A paadin acquires spdls through prayer, just like apriest. Assuming the paladin has
adhered to the tenets of hisfaith, the deity or greater power usualy grants the requested
gpells. After receiving Spells, a paadin uses them the same way as a priest, employing
identica 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 paladin's life and regulates his behavior is called
an ethos. While an ethos may encompass the written laws of society, its scopeis much
broader, incorporating spiritud edicts and mord absolutesto form an ethicd ided. A
paadin's ethos defines his attitudes, shapes his persondity, and influences virtudly every
decision hell ever make.

Though aguiding ideology is certainly not unique to paladins, the pdadin's ethos
differs from that of other character classesin two sgnificant ways. Firs, the paadin's
ethosis complex, comprising along list of genera guidelines and specific rules. Second,
the paadin's ethos is uncompromising, requiring absolute dedication. Violations have
Severe consequences, ranging from reprimands to suspensions of privileges. Extreme
violations may result in a complete loss of status and permanent remova of al his specid
abilities.

Stll, the paadin consders his ethos a privilege, not a burden. To him, al conduct has
amord qudity. Every action is a choice between right and wrong. With judtifiable pride,
he consders himsdlf an embodiment of the highest standards of human behavior.

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

Strictures

The most important eements of a paadin's ethos are his strictures, a st of inviolable
rules from the PH that the paladin must follow at dl times. The pdadin's rictures are as
inflexible as his ability requirements, they are part of what defines a character asa
paadin and distinguishes him from other classes.

Lawful Good Alignment

Every pdadin 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 dl members of asociety, ensurestheir safety, and guarantees justice. So
long asthe laws are just and gpplied fairly to al people, it doesn't matter to the paladin
whether they originate from ademocracy or adictator.

Though dl lawful good systems adhere to the same generd principles, specific laws
may be different. One society may dlow awife to have two husbands, another may



enforce gtrict monogamy. Gambling may be tolerated in one system, forbidden in
another. A paadin respects the laws of other lawful good cultures and will not seek to
impose his own vaues on therr citizens

However, a pdadin will not honor alaw that runs contrary to hisdignment. A
government may believe that unregulated gambling provides a harmless diversion, 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 promating an exploitative
and destructive enterprise. In response, the paadin may encourage citizensto 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 culturally acceptable or
sanctioned by well-meaning officids. The pdadin's sense of justice compelshim to
intervene and aleviate as much suffering as he can. Note, though, that time condraints,
inadequate resources, and other commitments may limit his involvement. While a paadin
might wish for aculturd revolution in asociety that tolerates cannibaism, he may have
to content himsdlf 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 strikes down the enemies of his ruler or church. He does not
interfere with alegd execution, S0 long as the punishment fits the crime.

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

Though paadins believe in the sanctity of innocent life, mogt kill animals and other
nonaigned cregturesin certain Stuations. A paadin may kill animas for food. He will
kill amonger that endangers humans, even if the monger is motivated by indinct, not
evil. While some paadins avoid hunting for sport, others may hunt to sharpen their
combat and tracking skills.

Magical Item Limit

The paadin's limited access to spells dso extends to the number of magica items he
may possess. Under no circumstances may a paladin retain more than 10 magica items,
regardiess of hisleve, kit, or status.

Pdadins are limited not only to the number of magica items, but aso the type.
Specificdly, apadadin can have the following:

One suit of magical armor. Thisexcludes al pieces of norma armor that have been
temporarily enchanted, as well as accessories such as acloak of protection, a helm of
protection, or boots of speed (dl of which count againg the pdadin's miscellaneous item
limit). A sngle piece of magicd armor, such a chest plate, counts as afull suit for
limitation purposes.

Onemagical shield.

Four magical weapons. Thisexcludes dl norma wegpons temporarily affected by
enchanted weapon or smilar spells, but includes holy swords. A quiver or case of arrows



or bolts counts as one item. Individua arrows and bolts are counted as oneitem if they
have specid magica properties, such asarrows of direction and arrows of slaying.

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
oneitem. A magica potion counts as one item, regardless of the number of doses. Items
temporarily enchanted by spells are excluded.

To ensure that a paadin stays within hislimit, it's important to darify who owns eech
of the party's magicd items. In generd, a pdadin won't use amagicd item unlessit'shis.

It doesn't maiter who actualy carriesthe item; if apaadin has claimed ownership, it
belongs to him. A padadin may loan itemsto his companions, but so long as he retains
ownership, loaned items count againg hislimit.

Conversdly, if apaadin 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 theserules.

Of course, apaadin may not know that an item is magica when he acquiresit. But as
so0n as he becomes aware of its specia properties, he's obligated to give it away or to get
rid of another item to remain within his limit.

A pdadin may voluntarily rid himsdf of amagicd item if he finds amore desrable
one. For instance, he may give up anarrow of direction if he discoversajavelin of
lightning.

Excess magicd items may be given to other lawful good characters, donated to the
paadin's rdigious ingditution, or mply discarded. Since excess items technicaly don't
belong to the paadin (he won't clam ownership), they may not be sold or traded, even if
the pdadin intends to funnd the profits to aworthy cause.

Wealth Limits

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

Stll, the paadin redizes that a certain amount of money is necessary to survive.
Rather than forego money dtogether, he retains enough weelth to meet hisworldly
obligations and sustain amodest lifestyle.

A pdadin doesn't expect handouts, nor does he rely on the generosity of strangers or
his companions. He fedls responsible to pay his own way and takes pridein his sdlf-
aufficiency. He earns income from treasure, rewards, and fees, the same as anyone ese.
Unlike most other characters, however, the paadin operates under strict guidelines 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 paladin might hunt his own game, and may gather fruits, nuts and vegetables from the
wilderness.

Weapons, armor, and clothing. Thisincludes the costs of purchase, upkeep, repair,



and replacement. A paadin seldom skimps in this area, spending as much as his funds
will dlow to secure the highest-qudity equipment.

Tack and har ness. Aswith weapons and armor, many paadins splurge to buy the
best, especialy for bonded mounts.

L odging. When deeping outdoors isn't practica, paladins seek out the least
expensveinns.

Taxes and licenses. The paadin must make al payments required by hisliege. He
must a0 pay dl foreign tolls and fees levied during histraves

Training costs. A paladin may pay atutor for training, providing the tutor is of
lawful good aignment 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 paladins prefer to forage, improvise, or manufacture these
items ingtead of buying them outright, in order to save money.

Salaries. Fair sdaries are required for dl servitors and henchmen.

Stronghold expenses. A paladin pays dl costs associated with the congtruction and
maintenance of his stronghold.

Strongholds

In addition to his contingency fund, a paadin may aso maintain a separate fund to
save for astronghold. As explained in Chapter 7, construction prices vary wildly, though
al are expendve. A paadin may have to save for years, even decades, to accumulate
enough wesdlth to build a stronghold. A wise paadin, then, begins his stronghold fund as
soon as possible; 1t leve isn't too early to start saving.

Once a pdadin establishes a stronghold, he acquires a universe of new expenses,
particularly those involving personne 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 typicdly falsinto one of three economic categories, each
of which has aparticular 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 draméticaly.

It's not unusua for a paladin to subsidize anew stronghold until it gets up and
running. With careful management and alittle luck, a stronghold becomes sdlf- sugtaining
within afew months or, a most, afew years. Some paadins, however, subsdize their
strongholds indefinitely, usudly for one of two reasons:

» The stronghold was never desgned to generate income, functioning instead as a
military stronghold, training center, hospitd, or religious sanctuary. Such a stronghold
requires the commitment of a paadin with consderable 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.

SHf-sustaining. The stronghold pays its own way through the sale of crops, goods, or
services. 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). Thisistheided
arrangement for most paadins.

Profit-making. The stronghold generates regular and dependable profits from the sdle
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
usudly requires extratime and attention from the paadin, or the services of skilled
managers.

Excess Funds

All of apdadin's excess funds mugt be forfeited. Thisincludes dl money remaining
after he pays his regular expenses, as well as any money not specificaly dlocated to a
savings fund for building a stronghold. He may keep a contingency fund equa to two or
three times his norma monthly budget (including maintenance costs and employee
sdariesfor his stronghold) but no more. He may not stockpile money to buy gifts, leave
to hisheirs, or pay afriend's expenses.

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

* Refuseit. If an gppreciative community offers him asack of gems for destroying a
vampire, he politely declines. (Y our gratitude is more than sufficient.”) If he discoversa
treasure chest filled with pearls, gold pieces, and abook of poetry, he takes the book and
leavesthe rest (and he's likely to give the book to afriend or alibrary after he'sfinished
reading it).

* Donate it to the church. This does not count asaregular tithing (see the Tithing
section below), asit'snot considered  part of hisincome.

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

Within these guidelines, apaadin 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 fundsto
another player character, or to any nonplayer character or creature controlled by a player.

Remember, too, that just because a paladin declines areward for rescuing a prince
doesn't mean his fellow party members can't accept it. If apaladin kills an evil dragon,
then waks away from its treasure hoard, his companions are il free to help themsalves.

Loans

A paadin fdling on hard times or confronted with unanticipated expenses may
arrange for aloan from alawful good character or inditution. While borrowing money
may be a humiliating experience, it's rarely an ethos violation unless the paladin borrows
money he doesn't need or doesn't intend to repay.

In generd, a pdadin may borrow only smal amounts of money (say, an amount
equivaent to his monthly budget). He may aso borrow the minimum amount required for
an emergency; an opportunity to buy atreasure map leading to a holy sword doesn't
quaify, but medicine to trest a dying companion might. Borrowing money to pay the
monthly operating expenses of a stronghold is alowed, but only if necessary to keep



lawful good workers employed or to make vitd repairs. (A lesking roof can wait; a
crumbled wal 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
violation. If a paladin borrows money for saverd consecutive months, he might lose his
stronghold, his bonded mount, or any other obligation that's cogting him more than he can
afford.

Tithing

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

A pdadin'sfird tithe usualy comes out of his starting funds of 5d4 x 10 gp. After
that, he mugt 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 desgnated inditution 10% of the item's value (as determined by the DM), payable at
the earliest opportunity. If he finds a diamond worth 500 gp, he owes 50 gp; if thegem is
logt or stolen, he gtill owes 50 gp (the indtitution isn't pendized for the pdadin's
carel essness).

Tithes are due only on funds the paladin actudly daimsfor himsdf. If he walks away
from atreasure or refuses areward, no tithes are necessary.

It'sthe paladin's respongbility to get histithes to hisingitution 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 isimpossible or
impractica—for ingtance, if the paadin is on amission hdfway around the world, or if
he's a prisoner of war—he may make other arrangements, providing he offersa
satisfactory explanation. A paadin may persondly present histithingsto hisingtitution or
he may ddiver them by messenger.

Tithes carried by the paladin but not yet delivered are still considered to be the
property of the indtitution. A starving paadin who has no other funds aside from 10 gp of
tithesmay not spend histithes on food, unless he first petitions his deity for permission.

If he's behaved responsibly—say, if he used hislast gold piece to pay for treatment of a
dying child—permission is usudly granted, with the understanding thet the tithes must be
replaced.

Alignment of Associates
A paadin is known by the company he keeps. Idedlly, a paadin associates only with

good-aigned companions. Relationships with neutra characters may betolerated in
limited circumstances, but prolonged contact may result in an ethos violation. Any



association with an evil-aigned character can be congtrued as an evil act. In generd, a
paladin bears responsbility for the actions of his associates, even those taken without his
knowledge or consent.

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

In some cases, a padadin shares repongbility for the evil actions of his hirelings. For
ingance, a pdadin's sable master commits murder. The paladin may not be legdly ligble,
but he may be considered an accomplice in an ethica sense. Although the authorities may
not prosecute the paadin, he may 4ill suffer a punishment for violating his ethos,
paticularly if he was remissin investigating the stable master's background prior to his
employment. As aways, it's up to the DM to determineif an ethos violation has been
committed.

Henchmen. A paadin accepts only lawful good characters as henchmen. Aswith a
hireling, the paadin should make every effort to determine a potentia henchman's
dignment before an dliance deveops. The pdadin must immediately dismissa
henchman who commits an evil act.

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

A paadin can maintain a comfortable partnership with a neutra good characters,
despite his reservations about the neutral good character's indifference to socia
dructures. However, the neutral good character must be working drictly in the interests
of good. A paadin isless at 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 complies with his goals.

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

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

A paadin won't join a party conssting entirely of neutral characters, unless the stakes
are exceptiondly high. He may, for instance, work with aneutra 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 himsdf. (If aparty mostly conssts of neutra PCs, the DM should explain the



generd nature of anew adventure to a player with apaadin PC. The player should have
the option of gracefully bowing out of the adventure or choosing another character.)

Evil characters. Because heis duty-bound to suppress evil, a paladin won't tolerate
an evil PC. He may take the evil PC into custody, physicaly restrain him, or demand his
expulson from the party. If dl esefalls, the pdadin savers histies with the party and go
his own 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 a an inn, shopping a a bazaar. A paadin's
ethos doesn't compel 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 make inquiries about them. None of these actions violate a paadin'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 beginsan
association with an evil NPC that could be perceived as friendly or compliant.

Edicts

Edictsinclude commands, ingtructions, and traditions the paladin has pledged to
obey, usudly imposed by the paadin's patron. The paadin must follow his edicts to the
|etter; he takes them as serioudy as any other element of his ethos.

A paadin doesn't choose which edicts to follow. Rather, he pledges to follow any and
al edictsissued by specified sources. The paadin chooses his sources when he begins his
career. Additiondly, the DM may make recommendations or require specific sources.

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

The DM determines the nature of al edicts. He aso decides how they apply and when
they occur. At the DM's direction, a source 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 acquisition of astronghold or a declaration of war). At any time, a
source may issue new edicts, modify old edicts, or sugpend standing edicts. It's possible
that a source may never issue an edict. In any case, it's up to the paladin to keep track of
his edicts and follow them exactly.

Occasiondly, edicts from different sources may conflict. For instance, apdadin's
church might issue an edict that clashes with an edict from his government. In most
cases, religious edicts take priority over edicts from other sources. In all cases, a
paladin's strictures and core principles have priority over stricturesissued by any
social institution. 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 magor
source of edicts. Church edicts encompass spiritua obligations, behavior restrictions, and



service requirements. Philosophies, too, may have their own edicts, imposed by the
architects of the philosophy or by the paladin himself. A deity may dso issue edictsto the
paladin directly, gppearing in adream or as an avatar. Chapter 8 discusses rdligious and
philosophic edictsin detall.

Government

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

* Perform military service.

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

* Pay aone-timetax or fee.

» Temporarily loan astronghold hirding.

* Guard a particular item or person. The paadin assumes complete responsbility for
the safety of the item or person.

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

* Represent the government in ajousting match or other contest of kill at a
tournament.

* Appear a a date banquet or other ceremonia function.

Mentor

Pdadins who have no ties to an organized religion often choose to follow the edicts
of amentor. A mentor can be any teacher, sage, or elder whom the paladin respects;
often, the mentor is the paladin's ethical role modd or the person who tutored him in
philosophy. A group or organization can also qualify as amentor. Possible edicts:

* Take regularly scheduled tests that measure intelligence or integrity. For instance,
the mentor may engage the paadin in probing philosophic discussions on the nature of
evil or the obligations of friendship.

* Carefor the mentor in hisold age.

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

Culture

Unlessthey contradict the principles of his government or religion, a pdadin may
choose to follow edicts from his culture. Culturd edicts arise from the long-standing
traditions of a particular tribe, region, or race, and as such, they rarely change. Examples
indude:

» Marry by acertain age.

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

* Hold the lives of animadsto be equd to those of men. A pdadin following this edict
never eats meet, never hunts for sport or food, and only kills an animal to protect himsdlf
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 beissued by the paadin's parents or grandparents,
or by aconsensus of dl living family members.

Won't dl paadins automaticaly choose to follow the edicts of their families? Not
necessarily. A pdadin's family may not be of good aignment. The paadin may be an
orphan and have no knowledge of his family. Sympeathetic families may not wish to
burden the paadin 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 edictsindude:

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

* Uphold atradition never to harm a particular animdl. (For example, if a bear
sacrificed itsdf to save the pdadin's infant sister 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 morality, decency, and duty.
They comprise the paladin's persond code. Although not specificaly detailed in the PH
definition of a pdadin, apdadin's virtues areimplied by his strictures aswell as his
outlook, role, and persondity. Just as a paadin must obey his strictures, he must dso
remain true to hisvirtues.

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

There are no rules for adjudicating virtue violations. The DM isadvised to et in
favor of the paadin when the player makes honest mistakes. Conversdly, the player
should gracioudy accept the DM's rulings and, in the spirit of the paladin, avoid looking
for loopholes to take advantage of the DM's good will. The entries below include
examples of how virtues might influence the paadin's behavior in the context of agame.

Fealty

In feudd times, fedty referred to the relationship between awarrior and hislord. A
warrior swore alegiance to alord in exchange for protection, support, and property. The
lord, in turn, could count on the warrior for military duty and other services. Both the lord
and the warrior scrupulously 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 fealty, defining it asloyalty not only to alord but
to any lawful good government, religion, or philosophy. For convenience, we refer to the
recipient of a pdadin's loyalty asthe patron.

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



About the Categories

Let'stake acloser look at the three categories of fealty patrons:

Religion. A rdigion isa st of beiefs centering on one or more omnipotent deities
with supernatura powers. The patron is usudly a church representing an established
religion, but can be adeity.

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 supernatura beings. The patron may be an established philosophy
developed by scholars, or a unique philosophy developed by the paadin himsdif.
(Chapter 8 discusses the definition of a philosophy in more detall, including the
differences between philosophies and rdigions.) For the purposes of fedty, religion and
philosophy are mutualy exclusive; a paadin can't pledge fedlty to both.

Choices of Patrons

Every pdadin must pledge fedty to something. Asaminimum, he must pledge fedty
to either ardigion or philosophy; thisfath iswhat grants him the specid powers
described in Chapter 2. Beyond this requirement, patrons should derive logicdly from the
paladin's background and outlook. In most campaigns, the proper patrons will be sdlf-
evident. For ingtance:

* |If apdadin follows the tenets of alawful good rdigion and servesin the military of
alawful good ruler, he probably swears fedty to both his church and government.

« |If apadadin comes from arigid theocratic culture (a society ruled exclusvely by
priests) or serves no feuda lord, he  probably pledges fedty to the church done.

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

* |f apdadin operates independently and has no tiesto a government or church, helll
probably pledge fedlty to a philosophy.

For reference, Table 14 ligts al possible fedty combinations. A paadin may pledge
fedty to any of the Permitted combinations (assuming the DM gpproves). He may not
pledge fedty 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, rdigion, Forbidden*
and philosophy
Government and religion Permitted
Government and philosophy ~ Permitted
Rdigion and philosophy Forbidden*
Government done Forbidden**
Rdigion done Permitted

Philosophy aone Permitted



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

Obligations of Fealty

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

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

» Fathfully serve the patron regardiess of persona adversty.

» Promote the principles and ideals 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 his king, 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 himto his
feet. Reluctantly, the driver does as he'stold. With hislast ounce of strength, Geffen
raises his hand to salute the flag.

Courtesy

To apaadin, courtesy involves more than merely following rules of eiquette. Itsadso
an attitude, away of presenting himsdlf to the world. A paadin carries himsalf proudly,
maintains sdf-control, and accepts ill-mannered behavior with grace. He follows socid
customs to the best of his ability. Heis polite and deferentid to friends and strangers
dike.

Additiondly, the paladin must:

* Condder 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 dso keeps himsdlf immaculatdy groomed (bathing regularly, weearing clean
clothes).

* Spesk tactfully and kindly. A paadin 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 outbursts, excessive eating
and drinking, foul language, and other boorish acts.

Examples

» Sr Geffen asks a grizzled innkeeper for directions. "My information ain't free,"
snarlsthe innkeeper. "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 along day spent slogging through a muddy swamp, Sr 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 pdadin dwaystdlsthe truth as he knows it. He may decline to spesk 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, helll tell the truth
(however, he may frame his answersin such away asto withhold vital informetion).
Though a paladin doesn't make promises lightly, once he gives hisword, he dways keeps
it.

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. "Is thistrue?"

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, "I prefer not to answer."

"Please," insists Prevost. "l 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 istoo
greet to prevent him from fulfilling a promise or completing a misson. His commitment
is stronger than hisfear of pain, hardship, or even desth.

A paadin'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
atacks an enemy without hesitation, continuing to fight until the enemy withdraws or is
defeated. 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,



apdadin prefers melee to missle combat, so 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 claim this youth as my slave!" thunders the giant. "1f 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 us!" cries Bordu. "You can't win!"

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

At the DM's discretion, a paladin can withdraw with honor if outnumbered by more
than 2.1 in hit dice. If the pdadin belongs 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
gtuation exigts, he may ask the DM whether awithdrawal with honor is possible. With
the DM's permission, the paadin may withdraw without violating his ethos.

Honor

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

Honor aso involves repect, not just for the paladin's peers and superiors, but for
anyone sharing the paadin'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 paadin:

* Defersto the judgment of al lawful good characters of superior socid class, rank,
and levd.

 Acknowledges the dignity of dl lawful good people, regardiess of their race, class,
or economic status, by tresting them  with courtesy and respect.

» Accepts dl chdlengesto dud or fight given by those of comparable satus and
power. (A chalenge from an arrogant youngster or a drunken warrior may go unheeded).

» Dies before compromising his principles, betraying his liege or faith, or abandoning
aprotected 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 hisremaining yearsin prison.



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

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

Other Virtues

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

Humility. The paadin remains humble in spirit and action. He rgjects adulation and
declines awards. Tributes embarrass him; the knowledge of ajob well done suffices as
thanks. He spesks modestly of his deeds, if a dl, grateful for the opportunity to fulfill his
mora obligations.

Generosity. The pdadin gladly shares his meager funds and possessions with anyone
in need. If he owns two swords and a derly hunter has none, the paadin offersoneasa
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. Heis adso generous of spirit, dways willing tolend anear toa
troubled companion or acknowledge a friend's accomplishments with lavish praise.

Chastity. The pdadin avoids even the appearance of impropriety, remaining purein
word, deed, and thought.

Cedibacy. In addition to remaining chaste, the paadin vows never to marry.

Industry. The paladin engagesin productive activity a al times. He works diligently
and hard until he completes the job at hand. When not working, he studies, exercises, or
practices his combat skills. He consders leisure activities, smadl talk, and vacations to be
time-wadting fally.

Code of Ennoblement

Feudal tradition required newly knighted soldiers to swear dlegiance to a set of
principles that embodied rdigiousideds and service to the king. The oath congtituted a
sacred promise, securing the knight's loyaty to church and state.

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 Paadin® section of Chapter 7 for
suggestions). Typicaly, amonarch, church officid, or mentor administers the code; the
paladin candidate repests the words as the officid recites them. Alternately, the paladin
can compose his own oath and reciteit in private, addressng his wordsto a deity, an
ancegtor's memory ("'l swear on the spirit of my father") or auniversd force ("1 pledge to
the glory of the natura world").

Because different paadins may not adhere to precisely the same principles—they
may, for ingtance, fallow different edicts—each may swear to his own verson of the
code. Alternately, the DM may standardize the code for dl paladinsin the campaign. The
exact wording of acode isn't important, so long as it includes these eements:

Name and homeland. The paadin should gate his name and where he's from. He



may aso mention any notable ancestors. ("1, Sharlyn of Northmoon, daughter of Princess
Ahrilla, granddaughter of Parvis the Wanderer.")

Strictures. At the DM's option, or the player's ingstence, the code may list every one
of the paladin's strictures. However, because all pdadins mugt follow all srictures, 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 paadin has sworn
alegiance, as explained in the Fedlty section above.

Virtues. Thefive principd virtues—fedty, courtesy, honesty, valor, 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 pdll out the respongihilities 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 themsalves. Specific edicts
may be mentioned at the player's request or the DM's option.

Ordinarily, the terms of a pdadin's code never change. In extreme circumstances—for
ingance, if economic hardship makesit difficult for him to keep up histithes—the
paadin may petition hisking 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 rardy granted, unless new conditions make it impossible for the
paadin to remain true to his ethos (if his church has become evil, the padadin can't be
expected to continue histithes). Officias may have severe misgivings about a paadin
who even requestsfor an exemption, and may impose a modest penaty to encourage the
paadin to sop whining and shape up. Seethe "Minor Violations' section below for
suitable pendities.

Sample Code

Here is asample Code of Ennoblement to use as atemplate. Fed free to embellish
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 ****** and in
blessed memory of those who have given their lives to this noble cause.

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

** This phrase implies dlegiance to the strictures required of dl paadins. It isn't
necessary to recite them by name.

*** |ngert the paladin'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 adhereto them dl, asoutlined in
this chapter. Because of his grict upbringing, hell dso follow the virtue of chadtity:
"Fedlty, courtesy, honesty, vaor, honor, and chastity.")

**xx% 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.")

*rxx%% Some ceremonies require the paadin to place his hand on a sacred relic, such
as aholy text or the monarch's sword. If relics aren't included in the paladin's ceremony,
leave out this phrase.

Violations and Penalties

When a pdadin 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 gpplicable laws or loca customs. For instance, if a paladin robs
amerchant, 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 strict reading of the Player's Handbook rules, isthe
easest 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 find word on whether aviolation has occurred. At the
DM's discretion, he may alow the paadin to gpped his decison. If the pdadin argues
convincingly that his actions didn't violate his ethos, the DM may suspend the pendlty.

If the paladin's violation isn't especidly severe, the DM has the option of letting him
off with awarning. If the paadin picks up anew magicd item and aready has 10, the
DM might remind him of the rdevant dtricture, 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, a penaty should be gpplied immediately.

The DM may bypass both the Standard and Alternate Methods, instead considering
each ethos violation on its own merits and assessing any pendty that seems gppropriate.
A willful and ddliberate evil action resultsin the irrevocable loss of the paadin's status.
Lesser violations should result in minor pendties, such as the temporary loss of one or
more of the paladin's ahilities. A suitable ques, the clericad atonement spdll, or both may
be used as penance for lesser violations.

Standard M ethod

This method weighs the severity of an ethos violation purdly in terms of dignment.
The DM decidesif aviolation is chaotic or evil, and then applies the gppropriate pendty.

Chaotic Violations

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

* A moment of panic.



* Opposing the judgment of officials from his government or church. If the pdadin

refuses ajust edict, the violation becomes evil.
* Failure to display proper courtesy to an elder or peer.
* Arrogance.

* Tdling a"white lie' or couching the truth. If the lie results in harm to another
person, the violation become evil.

Penalty: If apaadin knowingly commits any chaotic violation of his ethos, he must
seek out alawful good cleric of 9th levd or higher. A cleric of the pdadin'sfath is
preferable but not mandatory. The paadin must locate the cleric as soon as possible. An
undue delay—say, of more than a few weeks—changes the violation to an evil one.

Once the paladin locates a cleric, he must make afull confesson of his transgresson
and ask for forgiveness. The cleric will prescribe an appropriate penance. The paladin
must execute the penance immediately; failure to do so condtitutes a further violation.
Typica penancesinclude;

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

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

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

Evil Violations

Evil vidaionsinclude intentiond acts of theft, treason, cowardice, betraya, greed,
cheeting, and blasphemy. Any ethos violation resulting in deliberate physical harm to a
lawful good character is considered evil.

Penalty: Even asngle evil violation resultsin the immediate and irrevocable loss of
the pdadin's satus. He forfeits dl 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 exigts 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,
he ian't digible for wegpon specidization.

Magically Influenced Actions

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

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

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 attains new leves the same as any other fighter. Once he abandons his
paadinhood, he may never regain it.

Alternate M ethod

This method gives the DM more Iditude in determining the severity of ethos
violations and dso dlows for avariety of pendties. To determine the severity of a
violation, the DM must consider the paladin's intention, the consequences of the action,
and who is affected.

Ethos violations fdl into four generd categories of increasing severity. Categories 1
and 2 indlude minor violations affecting non-evil characters other than the paadin's peers
and superiors. Most violations belonging to Categories 1 and 2 are thoughtless, sdfish,
and insengtive actions which may not be evil in adrict sense. Ddliberate or
unambiguoudy evil actions belong in Categories 3 and 4. Additiondly, all ethos
violaionsinvolving 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
apendty that fits the crime. HeE's dso free to make up his own pendties based on these
samples.

Category 1: Incidental Violations

This category includes accidentd, inadvertent, and careless violations with
indgnificant consequences. The paadin doesn't benefit from this type of violaion in any
way. Nor do these violations jeopardize the safety of any nortevil person, ether directly
or indirectly. Examplesinclude:

* Hesitating before entering a dark room. If the paladin is too fearful to enter at dl,
thisbecomes at least at Category 2 violation (higher, if hisrductance resultsin harm to

acompanion).
* 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 belongsto Category 2 if the stranger takes offense.

* Brushing againgt a stranger's dinner table and knocking a pitcher of de into 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 accidental
or careless acts that might jeopardize the safety of non-evil characters. It dso includes
intentional acts that offend, disgppoint, or midead nontevil characters, but don't
jeopardize their safety. (Intentiona acts that jeopardize the safety of others belong to



Category 3). Examplesinclude:

* Failing to keep armor or wegpons in optimum condition.

* Neglecting personad hygiene.

» Lying to avendor about the qudity of his merchandise. If the paladin liesto take
advantage of the vendor—for instance, 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 ability to cast spells, detect the presence of evil, remain
immune to disease, radiate an aura of protection, or cure diseases. The loss pergsts 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 call into question the paadin's commitment to his
ethos, such asintentiona acts that jeopardize the safety of non-evil characters. Examples
indude:

» Delaying the execution of an edict, or faling to satisfactorily complete an edict.

* Informing travelers that the road aheed 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.

* Falling to ad adying person.

* Panicking and retregting from a bettle.

Sample pendtiesinclude:

» Forfeit his stronghold and al other property holdings.

* Permanently lose the ability to cast spdlls (or the spdlls 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 paladin never acquires a
replacement.

Category 4: Execrable Violations

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

*» Refusng or ignoring ajust edict.



* Habitua cowardice.

» Committing an act of blasphemy.

* Betraya of the patron.

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

Thereis but one pendty here:

* The pdadin immediately loses his Satus, as described in the "Evil Vidlations'
section above. Heinous crimes againgt the monarch may merit execution. Crimes
againg the church may result in avengeful deity striking the paadin dead with a

lightning bolt or causing the earth to swallow him up. (If in doubt, roll 1d20. On aroll
of 1, the daty killsthe blasphemous  pdadin; otherwise heisjust subject to inditutiond

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 gpplies a pendty from Table 15.

Table 15: Penaltiesfor Enchanted Paladins (Alternate M ethod)

Violation

Category Penalty

1 Apply norma Category 1 pendty or forego pendty entirdy

2 Apply Category 1 penalty

3 Apply Category 2 penalty

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

Ceremony of Disgrace

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

A typica Ceremony of Disgrace requires the guilty paadin to appear before one or
more representatives of his government or church. The more serious the crime, the higher
the gation of the presiding officid; alow-level bureaucrat may suffice for a Category 2
violation, but the king himself 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 sguare or other public forum with the accused paadin standing
on araised platform for all to see.

The ceremony begins with the presiding officia declaring the pdadin's crime. The
officia chastises the paladin for betraying his Code of Ennoblement, then announces the
pendty. For aminor violation, the paladin may ask for one of the paadin's non-magicd
weapons. The officia destroys the wegpon by throwing it into afire or snapping off the
blade.



For aheinous violation, more e aborate humiliations may be involved. In addition to
destroying one of the paadin's wegpons, the official may demand that the paladin hand
over each piece of hisarmor. The officid flings each pieceinto 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 a bucket of offd, or roughly shear the hair from his head
until only astubble remains. Findly, the officid grips the paadin of his name; the
paadin must cal himsdf by a new name from that point on.

Throughout the ceremony, the paladin must remain slent. Speaking during a
Ceremony of Disgrace may be consdered an ethos violation in itsdf, requiring an
additiond pendty.

Self-Administered Penalties

Occasiondly, apdadin may commit an ethos violation that the DM considers
irrdlevant. The paadin might think lustful thoughts about an atractive hirding, mutter an
insult under his breeth 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 technicdly be
ethos vidlations, they're so trivid that the DM will probably overlook them (assuming
he's aware of them in thefirst place).

But even when the DM overlooks atrivid violation, atruly conscientious paadin
player may indgst on a pendty anyway. In such cases, the paadin is free to punish himsdlf
and choose his own pendty; the DM may veto a pendty he deemstoo severe. Typicd
sf-imposad pendties might include:

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

* A vow of dlencefor the next 1-2 days.

* Becoming consumed with guilt and sef-loathing for the next 1-2 days, during which
time he makes al combat rolls and ability checks at a—1 pendlty.

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

Anti-Paladins

What better nemesis for a paadin than his direct opposite, an "anti-pdadin” that
embodies the forces of evil? Asthe mirror image of anormd paadin, an anti-paadin
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 merdly mirror images of each other. Just asthe
forces of evil have their unique champions, the paladin isintended as a unique champion
of good. The paadin originates from a tradition of dynamic balance, in which the forces
of good are few and dite and in which forces of evil are numerous and of lesser qudity.
Allowing anti-paadins blurs this basic relationship.

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 providesinformation about the
character's persondlity, 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 a kit for the paladin as part of the character creation process. A
paadin may have only one kit.

To create 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 a the end of this book are designed for paladin character kits, permisson is
granted to copy these pages for persond 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 paladin's personal history, background,
and established persondlity traits. For example, the Chevadier kit might be alogicd
choice for apaadin who has devoted himsdlf 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 creste thair characters, the DM should examine each of the kits and
congder the following questions:

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

Do the players need additional information about the kit? Any campaign details
that may influence the choice of akit should be reveded to the players. For example, if
the loca queen has cancdled 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 dl Divinates must belong to a particular
religion, or that dl Wyrmdayers mus take Blind-fighting as one of their initid
proficiencies. All changes should be explained to the players before they create their
characters.

Kit Subsections

All paadin kits incdlude the following:

Description: This section describes the duties, cultura background, manner, and
appearance of characters associated with thiskit.

Requirements: Ability score minimums and other specid requirements are listed
here. Characters can't take the kit if they don't meet these qudifications. " Standard"



means there are no pecia requirements.

Ministration: Thisidentifies the paladin'simmediate superiors. There are five
possibilities

Church. The paadin answersto the eders or dignitaries of an organized faith.
Usudly, the pdadin'simmediate superior is a high-ranking priest.

Government. The paadin works for a king, monarchy, or other government body or
officd. Usudly, the pdadin's immediate superior isa military officer, often another
paadin of higher leve.

Mentor. The paadin takes orders from afamily member, teacher, elder, 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 his
own conscience. He may choose to follow the tenets of a church or promote the causes of
agovernment, but since he doesn't work for them he isn't required to obey their edicts.

Any. There are no ministration recommendations for this kit. The paadin may take
orders from whatever authority, if any, is gppropriate to his culture and background.

Role: The character's function in society and in a campaign is detailed here. His
motivations, persondity, and bdliefs are examined, along 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 create their own persondlities.

Symbol: This section suggests one or more symbols to represent members of this kit.
Some governments or religions may require a character to digplay hissymbol ina
particular fashion, such as embroidering it on his dothing or inscribing it on his shidd.
Otherwise, a pdadin may display his symbol as he wishes, or he may choose not to do so.
Payers are dso 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 redtricted to the choice of sKkills listed in this section.

Weapon Proficiencies: If you use the weapon praficiency 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 ligt. Required means that the
character must take the indicated wespon.

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

Some nonwegpon proficiencies are listed as bonuses. A character getsthese
proficiencies free of charge; they cost no proficiency dots.

The pdadin mugt take any required proficiencies as soon as he can, spending the
necessary dots. He may also choose from among alist of recommended proficiencies. If
he takes a recommended proficiency, he spends the norma number of dots. It'sagood
ideafor abeginning 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 hisinitid funds. Standard means that the character has no specific
requirements; see Chapter 7 for suggestions.

Like al members of the warrior group, a pdadin begins with 50-200 (5d4x10) gp. He
may buy his equipment from these funds after he donates 10% to hisreligious inditution.

If he lacks the funds to buy al 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 againgt the normd limitations of the paladin class.

Special Hindrances. To baance their specid benefits, kits dso carry specid
hindrances. Hindrances include reaction pendlties, culturd redtrictions, 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 asa
minus, like—2. When rolling for encounter reactions (on Table 59 in the DMG), make
sure to subtract the bonuses and add the pendties. For example, if acharacter hasa+1
reaction bonus, subtract 1 from the 2d10 roll—don't add it.

Ligt of Kits

True Paladin

Description: Thisisthetypicd paadin described in the Player's Handbook. An
embodiment of lawful good, he represents the loftiest Standards of heroism and
righteousness. He is a superb rider, amaster of mounted combat, and a fearlessfighter.
The True Pdadin lives to promote his ideds;, he seeksto join others who share his
commitment to good.

Note: Because the True Pdadin has few background requirements and specid rules,
this kit makes a good choice for players who want to create paadin characterswith a
minimum of fuss. The True Paladin can serve as astandard archetype for virtudly any
campagn.

Requirements. Standard.

Minigtration: Any. To smplify the character creation process, it's recommended that
alawful good deity serve as patron, and that he hasfew, if any, formal tiesto a
government or organized church. The True Pdadin may be an orphan whose abilities
were granted by a benevolent deity. Alternately, 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 ajust code of
behavior and determined to rid the world of evil. He serves as the conscience of his party,



setting an example of high mora standards and nudging them back on track when they
dray from their mission. He respects dl lawful good authorities and defers to the elders
of hisfath.

Symboal: Any.

Secondary Skills: Armorer, Farmer, Groom, Hunter, Leather Worker, Scribe,
Trapper/Furrier, Wegponsmith, 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 levd. Recommended: Armorer, Endurance, Etiquette,
Heradry, Jousting*, Law*, Loca Higtory, Oratory*, Weaponsmithing.

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

Bonded Mount: Any war horse,

Special Benefits: None.

Special Hindrances. None.

Chevalier

Description: A gentleman warrior, the Chevaier epitomizes honor, courage, and
loydty. Modeed on the knights of the feudd age, the Chevalier serves hisking (or other
ruler) asasoldier in the royd military of a powerful kingdom. While primarily afighting
man, the Chevdier dso performs ceremonia duties, household chores, and any other
functions necessary to promote the liege's interests and secure the welfare of the ate.

Requirements: In addition to the sandard pdadin qudifications, a Chevdier must
meet 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" hisway into paladinhood by turning over a
vauable property or large treasure to his church or sate.

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

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

Role: A Chevdier'straining begins at childnood and continues throughout his career.
He acquires new duties and respongbilities as he rises through the ranks. Typicdly, a
Chevdier begins as an aide to amore experienced paadin, undertakes missions for his
liege as he grows in gature, and eventualy aguires a stronghold 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 socidize with anyone other
than paadins. Fully aware of their privileged satus, Chevdiers carry themsdves with
pride. They maintain an immeaculate appearance, are unfailingly courteous, and behave
with dignity in dl Stuations.

A Chevdlier of any level may join an adventuring party, assuming the party's goas
agree with those of the gate. The Chevadier's companions will find him the consummate
professona. As afriend, 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 Chevdier rarely volunteers for leadership roles, though he dutifully
assumes command if asked or assigned.

Symboal: The Chevdier employs the same symboal as hisliege, often acrown, an
animd associated with royaty (such asalion or eagle), or amilitary emblem (crossed
lances or afigt clutching a sword).

Secondary Skills: Armorer, Groom, Wegponsmith.

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

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

Armor/Equipment: Usudly, a Chevdier must buy his own egquipment. At a
minimum, 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: Chevdiers adhereto rigid chains of command. Any high-leve
Chevdier can give commands to lower-level Chevaiers from the same kingdom. The
lower-level Chevdiers must follow these orders asif they were given by the liege.
Typicd commands include |oaning wegpons and mounts, delivering messages, and
securing supplies.

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

Special Hindrances:

Chain of Command: The chain of command works both ways. A low-level Chevdier
must execute al of the commands of ahigher-level Chevdlier, as described in the Specia
Benefits section.

Extra Responsibilities: Aspart of acomplex bureaucracy, the Chevdier has more
respons bilities than most other paladins. He must attend state functions, participate in
royd fedtivals, and represent his liege a tournaments. He may be required to train young
warriors, file monthly reports of his activities, and officiate at 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 assassnation attempts by foes he's never met, who attack the
Chevdier to avenge themsdlves againg the liege.

Chevalier Ranks



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

Page. At 0 levd, aChevaier candidate becomes a servant on hisliege's aff. He
livesin the liege's stronghold or the stronghold of amilitary officer or noble. The page
learns academic fundamentals (including history, etiquette, and rdligion), aong with
basic hunting and riding skills.

Valet. At 1t level, the page becomes a vaet, assigned as an apprentice to a high-
ranking paladin (usudly, a Chevdier of at least 5th leved). The vaet acts as persond aide
both on the battlefield and at 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 valet assumes this position
a 2nd leve. He works primarily in his liege's stronghold, performing guard duty,
custodid chores, and occasiona staff supervison. He may go to war or undertake quests
and missons on his liege's behdf.

Protector. A Chevalier reechesthisrank a 3rd level, when he gains the power to turn
undead. The protector may be sent into the field more frequently, though he il livesin
his liege's stronghold and his superiors ill closgly monitor his actions.

Warder. At 4th level, the Chevalier becomes awarder. His liege becomes
increasingly comfortable sending him on missonsto distant lands. Supervision continues
to decrease.

Guardian. At 5th leve, the Chevaier becomes a guardian, experienced enough to
upervise avalet.

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

Bachelor. To qudify for thisrank, the Chevaier must have reached 7th level and
have acquired a plot of land large enough for astronghold. At this rank, the Chevdier
becomes digible to maintain asmal home outside his liege's sronghold. Usudly, a
Chevdier must be a bachdor leve to receive permission to marry.

Banneret. The Chevdier must be a least 9th level and mugt have established his own
stronghold. The stronghold serves as the banneret's home base. He may maintain asmall
gaff of hisown by this point.

Lord. Thisisaroyd title awarded by the liegeto a Chevdlier of at least 10th leve
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 |east one enemy assault (to demondtrate the Chevdier's
leadership skills), and employ at least 10 staff members and soldiers (to demonstrate the
Chevdier's management kills).

Divinate

Description: Devoutly religious, Divinates serve as the military branch of their
church and consider themselves soldiers of their gods. Their rdigious discipline imbues
them with aclear sense of purpose; promoting the principles of their faith is not only



moraly correct, but a sacred duty.

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

Ministration: Church.

Role: Divinates were originaly respongble for accompanying disciples of the church
on religious pilgrimages, fighting off bandits and mongersthat lay in wait. Intime,
church elders decided that all evils were potentid threats to their disciples, and sent
Divinates into the world to diminate them. To a Divinate, evil is an afront to hisfaith;
destroying an agent of evil isaholy act.

Though the Divinate becomes araging avenger when confronting evil, heis
otherwise thoughtful and compassionate. He sees himsdlf as an advocate of the common
man, a source of solace to the downtrodden and disadvantaged. A Divinae may ingst
that the party share its treasure with destitute 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 a the christenings and
burids of peasants. Though completely devoted to hisfaith, a Divinate respects dl lawful
good religions and hasllittle interest in proselytizing.

Symboal: A Divinate proudly displays the symbol of his church on his shied, coat of
arms, mount barding, and clothing. Typica symbalsincude arisng sun, holy symboal,
blooming flower, sar, or the like, often with wegpons below or behind the symboal.

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

Weapon Proficiencies: Any.

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

Armor/Equipment: Standard.

Bonded Mount: Any.

Special Benefits:

Extra Sphere: In addition to the Combat, Divination, Hedling, and Protective spheres,
aDivinate may dso learn spdlls 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 level of spells he can learn.

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 a serious ethos violation, the church elders may officidly sanction
his stronghold, contributing resources and labor to reduce congtruction costs to half the
normd price (the Divinate is till responsible for purchasing or otherwise obtaining the
land). Typicdly, officid sanction is not given to a Divinate until he reeches 12th level, 0
as not to offend the clerics who aso seek sanctions for their strongholds.

Special Hindrances:

Extra Tithes: A Divinate must donate 20% of al income to 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 either 20% of hisincome or his
minimum contribution, whichever is gregter. Failure to do so is considered an ethos
violation of histithing gtricture.

Meditation: A Divinate must mediate for one full hour every day to cleanse his soirit,



preferably when he rises 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 gpells 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 hostility. He seeks friendly
aliances with good-digned governments, common ground with neutral societies, and a
quick and efficient end to evil cultures.

Requirements. An Envoy must have a minimum 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 deliver a banquet invitation to a friendly monarch. The next, he may be
required to open hostage negotiations with atribe of cannibas. 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 rardy hasthe
authority to make decisons on his own, his superiors take his recommendetions
serioudy.

The Envoy prides himsdlf on his sengible, practica gpproach to problems. He is
thoughtful, anaytica, and gppeasing, the logica choice for negotiator in an adventuring
party. Heisthe voice of reason, hesitant to engage in drawn-out, bloody wars before
exploring less extreme options. Rather than engaging an evil regime on the bettlefied, an
Envoy prefers to work behind the scenes, perhgps engineering apolitica revolution or
quietly digpatching the tyrannica leaders.

Symbol: Owl, raven, scales of judtice, scepter.

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

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

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

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

Bonded Mount: Any.

Special Ben€fits:

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

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

* The host country must provide food and shdlter 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 host countrieswill do so as a matter of courtesy. If the Envoy is merdly passing
through the host country and  has no officid business there, the host country is not

obliged to provide food and shelter; but again, many will do so out of courtesy.
* The host country must guarantee the Envoy's safety in time of war, or provide a
military escort to return the paadin to his homeland.

* The Envoy is usudly immune to arrest and prosecution. However, should the
paadin commit a crime, he may be asked to leave the host country. In extreme
gtuations, the host country may sever diplomeatic ties with the Envoy's homeland, likely
resulting in dire consequences for the Envoy when he reports to his unhappy superiors.

* The Envoy may not be taxed by the host country, regardiess 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 homeland.

Special Hindrances:

A Envoy's postion and respongbilities often puts hislife at risk. He makes a
tempting target for assassins and kidnappers from rival governments, and alikely hostage
in times of war. Even the most innocuous insult or dightest breach of protocol may be
consdered 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
hodtile village done and unarmed. Rather than diminate 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 horseman with anaturd affinity for mounts of
al species. She and her steed are inseparable companions, their specia bond transcending
mere friendship.

Requirements: An Equerry musgt have a minimum Wisdom score of 14.

Ministration: Any.

Role: An Equerry often serves as a caval ryman, scout, or guide. Whatever her duties,
she remains with her mount; she's reluctant to enter underground passages or any other
gtethat her mount can't easly traverse. She prefers to deep near her mount, staying in an
inn 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 a
little coaxing, she's usudly open to conversation and recreation. An aggressive fighter
and shrewd tactician, the Equerry makes a va uable addition to any adventuring party.

Symboal: 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, Animal



Traning, Hunting.

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

Bonded Mount: An Equerry can choose the species of mount he prefers. Although a
male 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 1t level.

2. If she prefers amount with more than 4 HD, she may set aside up to haf of her
assigned experience points (XP) until she's saved a number of points equd to the amount
required in Table 16. For instance, if the Equerry wants a griffon mount, she must set
aside 64,000 XP. When she's saved 64,000 XP, 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. Regardless of the pecies of her mount, the Equerry can
improve the mount's abilities by assgning 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 cresature.

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

» When the mount gainsitsfirst bonus die, it becomes lawful good. Its Intdligence



scoreisaso permanently boosted by +2.

 The mount fights on the Mongter Attack Table as amongter equd to its Hit Dice.
Table 16 reproduces this information from the Dungeon Master's Guide.

A mount can gain atota 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 alevel equd to
its current hit dice; that is, it uses the unmodified numbers on Table 5 in Chapter 1 of this
book (alight 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 receives the
paadin's standard +2 bonus (a mounted 12 HD war horse saves a 5 or better againgt
pardyzation). Further, if apdl or other magica attack would affect both the mount and
the Equerry, the mount automaticaly savesif therider saves.

Special Benefits:

Inspection. An Equerry can recognize the rdleive vaue of dl horses, peged, griffons,
and other mounts. If an Equerry spends a least 5 rounds visudly inspecting amount 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 (hdf the maximum
possible hit points), or high vaue (two-thirds or better of the maximum possible hit
points). Any mount an Equerry sdlects will have +2 hit points per hit die (up to the
maximum number of hit points avalladle).

Special Hindrances:

Ethos Violations. An Equerry violates her ethosif she alows mistrestment of any
kind to befd| a creature of the same species as her bonded mount.

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

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

Mourning. If her mount dies for any reason other than natural causes, the Equerry
suffersa—2 pendty to al attack rolls, saving throws, and proficiency checksfor a
minimum of one week. These pendlties persst until the Equerry completes a quest
(determined by the DM) to avenge the mount's degth.

Errant

Description: The Errant is an independent warrior who roams the countryside
searching for adventure and offering his assistance to any good beingsin need. Though
he technicaly owes fedty to a government or church, he hasfew, if any, forma
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 a need
for agtanding 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 his own equipment and funds, freeing officid 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 detiny, he believes, is with the gods,
and hereadily agrees to undertake dl 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 sponsorship, he can keep hiswinnings for training (aside from his
tithe).

When tournaments are scarce, an Errant may work as amercenary 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; dl obligations to the employer end when the
contract expires.

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

* Theater of operations. An Errant is not required to fight for his employer outside of
aspecified area.

* Financial obligations. An Errant furnishes dl of his own equipment and assumes
respongbility for his own food and supplies. The employer arranges transportation to and
from the battlefidd if the Errant has no mount of hisown. An Errant isnot alowed to use
aloaned mount in battle, unless he agrees in advance to make regtitution in case the
mount is wounded or killed.

* Division of spoils. All hostages, wegpons, land, and other spoils of war claimed by
the Errant become the property of the employer. A benevolent employer may givethe
Errant a monetary bonus for such spoils, though the employer is under no obligation to do
0.

* Loaning of services. While under contract, the employer may loan the services of an
Errant to another lawful good liege, achurch, or an adventuring party. The employer
claims 50% of dl treasure or sdary obtained by the loaned Errant (because the Errant
mugt aso tithe from this money, he forfeits atotal 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, aprofile of a
favorite animal, or arumerd (the age a parent died, the number of sblingsin his family,
or the day of hisbirth).

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



Weapon Proficiencies: Bonus: The Errant receives a free specidization in the
joudting lance. Required: Sword (any).

Nonweapon Proficiencies: Bonus: Jousting*. Recommended: Anima Handling,
Bowyer/Fetcher, 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 also buy a
jousting lance or alance cup (see Chapter 6) as soon as possible.

Bonded Mount: Any.

Special Ben€fits:

Usudly, an Errant continues to follow the laws of his government and the tenets of
hisfaith. However, his superiorsrardy 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 state functions, or train novice warriors.

An Errant's superiors expect him to make reports of his activities once ayear or o,
but this requirement isflexible. An Errant may miss his report dete by severd months
before his superiors consgder penaizing 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 responghilities of fedty, neither does he have any
of the advantages. He mugt be totdly sdf-supporting, supplying his own mounts,
wegpons, shdter, 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
avaladle.

Expatriate

Description: Likethe 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
dlegiance to the officds or inditution that originaly 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 politica
reasons. In any case, his disillusonment is complete. He now makes his own decisions.

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

1. He may become an Expatriate at 1t levd, 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. Alternatdly, a political coup may have occurred early in the character's
career, replacing alawful good regime with an evil one.

2. A character with another paladin kit may abandon it when his superiors betray him
or some other dramatic event occurs that prompts him to renounce hisfedty. The
character may either become a standard paladin (described in the " Abandoning Kits'
section later in this chapter) or—with the DM's gpprova—he may become an Expatriate,
retaining his current level (a3rd-level Errant who renounces his feglty becomes a 3rd-



level Expatriate). The new Expatriate kegps dl of his equipment and proficiencies, but
drops the Special 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 till lawful good, an Expatriate distrusts most forma ingtitutions,
including lawful good governments and organized religions. He obeys the dictates of his
conscience and his daity only, remaining skepticd of dl sdf-proclaimed and e ected
authorities. Though courteous and respectful, he no longer automeaticaly followsthe
orders those holding positions of power. He weighs each request againgt his own
principles, agreeing to amisson or favor only if completely convinced of its merit.

Expatriates are often moody, cynicd, and bitter. An Expatriate may fedl his good
name has been permanently tarnished, a condition he struggles to correct by volunteering
for demanding, even dangerous, missons. He remains loya to hislawful good comrades
but ressts close friendships. He haslittle patience with most neutra characters, finding
their lack of commitment ingpid 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 hisformer government or church, he
defaces it with dashes or scratches to proclaim hisindependence.

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

Weapon Proficiencies. Any.

Nonweapon Proficiencies: Any.

Armor/Equipment: Standard.

Bonded Mount: Any.

Special Benefits:

SHf-Reiance: An Expatriate comes and goes as he pleases, subservient to no one. He
has no edictsto 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 his homeand, who admire him for hisintegrity and sterling character; from al
those not associated with the officiads of his former government or church, he receives a
+2 modifier to hisreaction rolls. To commoners of other lands familiar with his
reputetion, he dso receives a +2 reaction modifier. Additiondly, he will be given food
and shdlter from al commoners whose modified reaction is Friendly. This courtesy
extends to any companions, o long as he vouches for them.

Special Hindrances:

SHf-Reliance: Independence aso hasits drawbacks. As with 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 in'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, sengng the Expatriate's discomfort and distrust, al characters in positions of
power suffer a—2 modifier to their reaction rolls.



