PALADIN�PRIVATE ��



Description:  The Paladin is a warrior of noble and heroic character, a symbol for all that is right and true in the world.  A Paladin is zealously dedicated to the ideals of law and goodness, and such deeds are their meat and drink, even their very lifeblood.  They strive to maintain these ideals at all times and in such a way as to sway the masses of humanity to rededicate themselves to the betterment of society for all and to renew their faith in the divine powers that make 'the good life' available to all.  Many brave and heroic soldiers have tried and failed to live up to the high ideals of a Paladin, but it is not an easy task.  The discipline and rigor required by a Paladin's devotion are very difficult to maintain, and many would-be Paladins simply 'burn out' before completing their training.



Restrictions:  Paladins use the Paladin/Ranger ad�vancement table and gain ten-sided hit dice, gaining 3 hit points per level over 9th.  Paladins begin with 4 weapon and 3 non-weapon proficiency slots and gain a new slot in each every 3 levels.  They use the saves, THACO, and multiple attack progression of War�riors.  Paladins must be of absolute and unswerving lawful good alignment.  Only humans and aasimar can be�come Paladins, and they must have Strength and Wisdom scores of at least 13, Con�stitution of at least 9, and Charisma of at least 17.



Weapons & Armor:  Paladins can wear use any type of armor or shield and can become proficient in any weapon.



Special Benefits:  Paladins can gain weapon spe�cial�i�zation with any weapon as a Fighter can, but a Paladin cannot begin play specialized in a weapon and can only specialize in one weapon during his or her career.  In addition, weapon specialization costs two proficiency slots per level of specialization.  A Paladin can learn shield proficiency and specializa�tion at the normal cost.



Aura of Holiness:  Paladins radiate a protective aura that wards him or her and all within a 10' radius from both evil and chaotic creatures, and granting a +1 bonus to saving throws and Armor Class against at�tacks from such creatures.  Against chaotic evil foes, these bonuses are doubled.  The saving throw bonus is also doubled versus mind-affecting attacks.  Note that creatures affected by this aura can easily detect the source of the Aura of Holiness, even if the Paladin is disguised or invisible.



A Paladin's Aura of Holiness also has the property of dispelling evil magic of the Paladin's level or less within a 10' radius.  Any time a magical effect is di�rected at the Paladin or his or her immediate vicin�ity by an evil spellcaster (or an evil creature using a magical item) that is the Paladin's level or lower, the Paladin is entitled to attempt a dispel magic roll against the spell (11 or better on 1d20, with a +1 bonus per level by which the Paladin's level exceeds that of the evil spellcaster, though a natural 1 always fails).  If the roll succeeds, the spell is negated only within the area of the Aura of Holiness; if the spell's area of effect encompasses some area outside of the Aura of Holiness, that portion of the spell functions normally.  Note that magic from non-evil characters is unaffected by this property, as is magic from casters of higher level than the Paladin.  Note that this protection does not affect magical item discharges except from items that are themselves evil, regardless of whether they are wielded by an evil character (e.g., a wand of lightning in the hands of an evil mage would not be affected, but a spell cast by an evil magical sword could be blocked).



If a Paladin possess a holy avenger or equivalent holy weapon or item, this dispelling power applies to all hostile magic directed at the Paladin, and the area of effect is expanded to a 30' radius.



Call Mount:  A Paladin can call for a special mount upon reaching 4th level or at any time thereafter.  This faithful steed is most often a special warhorse, but in fact it can be nearly any sort of creature that is appropriate for the character (as decided by the DM).  A Paladin can attempt to call for a specific type of mount, though success is not automatic and the chance of the Call Mount ability succeeding in this case will depend upon the type of mount requested, the level of the Paladin, and the proximity of the Paladin to ter�rain in which such a creature might be found (DM's discretion as to difficulty).



A Paladin's mount is a very special creature, bonded by fate to the Paladin.  It should be noted, however, that Call Mount does not summon the creature into the Paladin's presence; rather, the Paladin has a vision or sense of whether the call has been heard and what must be done in order to find his or her steed, usually involving a quest of some sort appropriate to the Pala�din's level of ability.  If this mount is slain, he or she must wait at least a year before calling another one.



Charismatic Appeal:  A Paladin's Charisma and per�sonality are so strong and impressive that non-hostile encounter reactions with intelligent creatures of similar alignment (LG, LN, NG) are automatically considered 'Friendly' if of a level equal to or less than the Paladin's level (creatures with 9 or more levels or hit dice are immune), without the need for a reaction roll.  Even creatures of higher level than the Paladin (or with 9 or more hit dice/levels) who have an align�ment similar to the Paladin will never have a reaction worse than Indifferent, though a reaction roll is still necessary.



Friendly characters tend to pay attention to the Paladin and to view what he or she says in a favorable light as long as it is not obviously harmful or contrary to local customs.  With a minimum of encouragement, a friendly NPC will provide information to the Pala�din, perform simple errands, make introductions to others he or she may know, and so on.  A Paladin is a celebrity in the eyes of a friendly character, and he or she will continue to view the Paladin favorably unless he or she acts in hostile fashion toward him or her.



In addition to this ability to induce friendship and cooperation, a Paladin's natural leadership, force of personality, and powers of persua�sion can actually compel obedience and trust from friendly creatures of like alignment.  A Paladin can make a suggestion (as the spell) to a friendly NPC if he or she can speak to that person privately for a few minutes.  The NPC will automatically obey the suggestion if it does not involve risk, loss, or potential embarrassment; otherwise a save vs. spell applies (with a -4 penalty if the Paladin gives the NPC a gift or does a useful favor).  If the save succeeds, the NPC breaks free of the Paladin's Charismatic Appeal permanently.



Finally, there is a 1% chance per level of the Paladin that any intelligent creature of similar alignment and fewer hit dice/levels of the Paladin will be caught up by his or her Charismatic Appeal and devotion to the ideals of law and goodness that they will offer their services to the Paladin as a follower.  Even if they do not take up service with the Paladin, they are almost certain to assist, cooperate with, or at least remain neutral toward the Paladin.



There is a potential downside to a Paladin's Charis�matic Appeal, in that if a Paladin spends an extended period of time (several hours at least) in personal contact with a single NPC who is susceptible to his or her Charismatic Appeal the DM can secretly roll a 5% per level chance that the NPC will form an almost obsessive attachment to the Paladin.  If this occurs, that character will attempt to act on his or her love and admiration for the Paladin, and often these at�tachments can prove troublesome.  A few possibilities are listed below:



 - Stow away in Paladin's baggage

 - Offer to serve the Paladin as a follower

 - Brags about their real or imagined relationship with their hero

 - Undertakes a dangerous task on behalf of the Paladin (with or without his or her knowledge or consent)

 - Unfavorably compares a powerful local figure (or even a deity!) with the Paladin

 - Steals a trinket or minor item from the Paladin

 - Seeks marriage with (or adoption by) the PC

 - Claims to be the Paladin's spouse, relative, or offspring

 - Presents PC with an apparently useless gift



These types of reactions are most commonly seen with children, members of the opposite sex, and fellow warriors, but it is possible for characters of other types to demonstrate their admiration in this way.



Chosen Foe:  Paladins learn how to channel their faith and devo�tion on the field of battle, focusing their righteous wrath against their traditional enemies.  A Paladin can select as a Chosen Foe any one evil or chaotic creature type (e.g., red dragons, vampires, gray slaadi, pit fiends, hill giants).  This choice must be made prior to reaching 3rd level and cannot be changed thereafter.



When battling his or her Chosen Foe, a Paladin gains a +2 bonus to attack and damage rolls and to saves vs. necromantic or mind-affecting attacks by such crea�tures.  They are also able to use their ability to turn undead against their Chosen Foe at their actual level rather than the normal two-level penalty (assuming the creature type is undead or extraplanar).  Finally, a Paladin is familiar with ways to defeat the magical defenses of his or her Cho�sen Foe, so they are able to reduce the type of magical weapon needed to hit such creatures by one 'plus' (thus, a Paladin can strike a creature needing magical weapons to hit with a non-magical weapon, using the strength of his or her faith in lieu of an enchantment on his or her weapon) and reduces their magic resis�tance against the Paladin's spells by 1% per level of experience.  When battling creatures of the same general type as his or her Chosen Foe (e.g., baatezu (pit fiend), undead (vampire)), a Paladin gains a +1 bonus to hit and dam�age but not any of the other benefits described above.



When interacting with his or her Chosen Foe, a Paladin suffers a reaction penalty equal to his or her normal reaction bonus for Charisma.  He or she also suffers this penalty (though it is halved) when dealing with any creature of the same general type as his or her Chosen Foe.



Essence of Virtue:  Because Paladins are so devoted to the pursuit of virtue, truth, goodness, and right, and their will and dedication to these ideals is so powerful that he or she is able to cling to life when others would allow it to slip away.  First of all, Paladin receive a +2 bonus to all saving throws.  In addition, if a Paladin is targeted with any attack form that causes death or permanent incapacitation (e.g., pet�rification, poly�morph, energy drain), he or she is entitled to roll two saving throws and use the better of the two results.  If the attack form normally allows no saving throw (e.g., death spell, power word kill), a Paladin instead gains one saving throw with all normal bonuses.  This bene�fit does not apply versus attack forms that cause simple physical damage, but it does apply in cases where a physical attack also causes one of these effects (e.g., a sword of life stealing or vorpal sword would cause normal damage from a blow to a Paladin but allow a save to resist the special power of the sword because of his or her Essence of Virtue).  In addition, any time an attack that inflicts damage would reduce a Paladin below 0 hit points, he or she may attempt an unmodified save vs. death magic (with a +2 bonus if the attacker is) to survive the attack with 1 hit point remaining.  This ability cannot be used if a Paladin is already at 1 hit point.



Paladins are also able to function at a negative hit point total equal to his or her level.  A Paladin can only able to move and seek healing unless evil op�po�nents are present, in which case he or she can fight normally (or use magical items of Faith Healing, but not cast spells).  If a low-level Paladin's negative hit point total exceeds his or her level but has not reached -10, he or she will fall unconscious and begin bleeding as any other character would.  Paladins reduced to -10 hit points are dead unless they are at least 10th level, in which case death at a negative hit point total that exceeds his or her level.  As long as a Paladin remains functional at negative hit points, he or she can be healed back to positive hit points with normal cura�tive magic and will not require bed rest to recover.



Faith Healing:  A Paladin can use his or her faith to purge themselves and others of injury and infection.  A Paladin can heal by laying on hands, restoring up to 2 hit points per level to the creature touched.  The Paladin can heal him- or herself or others, but it can be done only once per day, regardless of how many points of damage are healed.  If a Paladin uses this ability on him- or herself can do so without inter�fering with other actions in the same round (e.g., combat), with the exception that a Paladin cannot cast a spell and lay on hands in the same round.  A side benefit of Faith Healing is that Paladins regain double the normal amount of hit points with rest and time.



A Paladin can also use Faith Healing to cure disease once per week for every five levels of experience (rounding up).  Their faith is so deeply internal�ized that they themselves are immune to all forms of  disease.  It should be noted that a Paladin's Faith Healing does not apply to magical curses that mani�fest in the form of diseases, such as lycanthropy and mummy rot, unless the Paladin is at least 20th level, in which case their Faith Healing powers work normally with respect to such effects.



Priestly Powers:  Paladins are sanctified holy warriors and gain several powers normally restricted to priests as they advance in level.  Paladins can select non-weapon proficiencies from the Priest list without penalty.  Beginning at 3rd level, Paladins also gain the ability to turn undead as a priest two levels lower than their actual level.  This is true regardless of whether Clerics of their faith have the ability to turn undead.



In addition to this ability, Paladins begin to receive priest spells when they reach 9th level.  Paladins have access to the All, Combat, Divination, Healing, Law, Protection, and Sun spheres.  The acquisition and casting of these spells abide by the usual rules for Clerics, although unlike a Cleric a Paladin does not gain bonus spells for high Wisdom:



Paladin  Casting	   Priest Spell Levels

Level	 Level		1	2	3	4

	9		1		1	-	-	-

	10		2		2	-	-	-

	11		3		2	1	-	-

	12		4		2	2	-	-

	13		5		2	2	1	-

	14		6		3	2	2	-

	15		7		3	2	2	1

	16		8		3	3	2	1

	17		9*		3	3	3	1

	18		9*		3	3	3	1

	19		9*		3	3	3	2

	20		9*		3	3	3	3



* maximum effective casting level



Note that a Paladin cannot cast spells from priest scrolls or use magical items restricted to priests until they reach 20th level.  A Paladin of 20th level or above can make use of priest-restricted magical items and can read and write priest spell scrolls, being con�sidered the equivalent of a 9th level spellcaster for scroll use purposes.



Sense Evil:  A Paladin's innate sense of goodness and rectitude makes him or her sensitive to the pres�ence of evil in others.  A Paladin can use this ability to detect the presence of evil intentions in one direc�tion (90 degree arc) up to 60' away by concentrating for one round.  A Paladin can do this as often as desired, but each attempt takes a full round.  Note that this ability will not detect the presence of evil creatures or characters unless they are actively planning or performing evil acts or are super�natural creatures of some sort (including high-level priests of evil deities).



Special Hindrances:  Paladins draw power from their strict devotion to their principles and creed and the absolutely unshakable conviction that what they are doing is right.  A Paladin that is true to his or her code gains an inner confidence and peace as well as divine favor that results in the ability to perform almost superhuman miracles.  In terms of a Paladin's conduct and lifestyle, he or she must first and foremost be wholly lawful and good in all of his or her actions and in com�portment.  A Paladin must be generous, brave, loyal, and kind, living out through his or her life a shining example of lawful and good behavior to all he or she encounters.



The specifics of a Paladin's creed may depend to some extent on their cultural background and their religious faith (e.g., a deity of motherhood and healing may require different things from his or her Paladins than a patron of warfare and valorous battle skill).  As a rule of thumb, however, the following represents a sample 'Ten Commandments' of paladinhood:



1.	Never retreat from combat unless allies have done so first (unless they are other Paladins) or unless commanded to do so by superiors in the hierarchy of your faith or other acknowledged leader.

2.	Defend the weak and helpless whenever they are in times of need.

3.	Always tell the truth, even to enemies, unless to do so would directly endanger those under the Paladin's protection.

4.	Never engage in casual sex or other wanton immorality, and never drink or eat to excess.

5.	Spread the faith of your deity wherever possible.

6.	Always tithe at least 10% of income from any and all sources to your church, and this money must be paid immediately.

7.	Never retain excessive wealth.  Paladins may retain only enough wealth to support themselves in a modest manner, pay his or her henchmen, men-at-arms, and servitors at a reasonable rate, and construct or maintain a small castle or keep (funds can be set aside for this purpose).  All excess funds must be donated to the Paladin's church or to a worthy cause or charity.

8.	Depend on inner strength and do not become overly dependent upon magical items, possessing no more than one suit of armor, one shield, four weapons, and four other items.

9.	Employ henchmen only of Lawful Good alignment or those who act in such a manner when alignment is unknown.  Paladins will cooperate with characters of other alignments only as long as they behave themselves.  He or she will try to show them the proper way to live through both word and deed, though he or she realizes that most people simply cannot live up to his or her high standards.

10.	Enter into stable and lasting relationships and associations whenever possible, and do not renege on commitments.  Seek especially to ally with others of similar bent and outlook.



If a Paladin breaks his or her code, this bonus is lost until an atonement spell is cast on the Paladin's behalf and the appropriate penance performed (usually in�volving completion of a dangerous quest or important mission to once again prove his or her worth and at the same time assuage or expiate his or her feelings of guilt and remorse).  This is true even if the Paladin is magically or psionically con�trolled at the time or if the act was accidental or unintentional.  If a Paladin ever knowingly and of his or her own free will commits an evil act for any reason, the Paladin immediately and irrevocably loses his or her Paladin status and loses all special abilities except for weapon or shield specialization already learned, functioning essentially as a Fighter with an unfavorable experience point table (and none of a Fighter's special abilities).



Preferred Proficiencies:  Alertness, Armor Optimization, Bureaucracy, Debate, Etiquette, Heraldry, Language (Modern), Law, Monster Lore, Public Speaking, Religion, Riding (Land-based)

�PALADIN KITS



Anarchist



Description:  As an Anarchist sees it, the multiverse was not born out of some primal field of chaos--the multiverse is Chaos.  There is no order or pattern to anything, and this is the only meaning the universe can be said to have--a great secret everyone else is just too dull-witted or cowardly to realize or admit.  The only order that exists is an unnatural one that others attempt to impose, but at the very moment that such folk cease exerting their will and power to maintain order things immediately begin to revert back to the true chaos that is their nature.  An Anarchist's essential credo is that chaos should not be fought, since it is how things are truly meant to be.  It has a beauty and a wonder all its own, and only be allowing chaos to reign supreme and free can the one truly live, enjoying and playing within its unshapable and uncon�trollable energy and vibrant creation.  Those who impose order on others are forcibly deceiving them in an unnatural and dangerous corruption of the natural order, generally with the goal of preserving their own power, influence, and authority.  Anarchists enjoy nothing better than disrupt�ing such feeble and deluded attempts to establish something lasting and ordered in a universe that in truth allows neither.  Nothing lasts, and order is an illusion, so an Anarchist feels perfectly justified in bringing this obvious truth forcibly into the con�scious�ness of others.



The ultimate goal of all Anarchists to bring down all established society, disrupt communication and all attempts to create lasting order or organization, and reduce society to an absolute and irrevocable state of anarchy.  No one really knows what will happen if this ever occurs, and it is pointless even to think about until the current order has been brought low.  To an An�arch�ist, however, it is clear that those who are strong (like themselves) are the most fit to survive in the coming anarchy, while those less able will be destroyed or domi�nated by their rightful superiors.  This pure meritocracy allows the universe to proceed in an organic way, not disrupted by the pretensions of deluded fools to impose a false order upon others, though Anarchists realize that even their natural superi�ority could at any time be over�turned by the swirling eddies of chaotic fortune.  They have no prob�lem accepting this as a natural consequence of allowing chaos to run free.  It should be noted that every Anarchist has their own ideas about how best to bring about this 'new world (dis)order', and they rarely cooperate or even agree with one another.



Requirements:  Anarchists must be of unwavering chaotic evil alignment and have the standard ability score requirements of Paladins.  Anarchists must be humans or tieflings.



Weapons & Armor:  Anarchists can wear any type of armor and use any type of weapon or shield.



Special Benefits:  Anarchists are a 'anti-Paladins' who are dedicated to a particular philosophy of chaotic evil alignment.  They have the same ability to specialize with weapons as other Paladins, and in addition they have the following special abilities.



Aura of Holiness:  As a standard Paladin, save that an Anarchist's aura dispels magic from lawful casters.



Chaotic Mind:  Considered at least mildly insane by most other characters, Anarchists are actually immune to spells or powers causing confusion, insanity, rage, or other forms of irrational behavior, including chaos, confusion, delude, feeblemind, Tasha's uncontrollable hideous laughter, and psionic id insinuation, aversion, repug�nance, phobia amplification, and invincible foes.  An Anarchist notes the presence of such powers and can choose whether to act in such a way as to appear to have fallen victim to the power in question.  Simply put, an Anarchist has already seen enough of the vast and unfettered chaos of the universe in his or her training that powers of these sorts just do not impress them at all.



Anyone attempting to read an Anarchist's mind must save vs. spells or else the mind-reading power will be disrupted and the mind-reader struck with confusion for one round per level of the Anarchist.  Even if the mind-reader succeeds in his or her save, the Anarchist still receives a save vs. spells to block the mind-reading attempt, as his or her chaotic thought patterns are very difficult to decipher.  This save vs. spells is also allowed to block psionic contact.



Finally, an Anarchist can use the power of his or her Chaotic Mind to actually project confused thoughts and impulses to creatures within 10'.  Once per day, Anarchist can cause inverted ethics in one creature per level within that radius.  Once per week for every five levels of experience, an Anarchist can confuse tongues (as the reverse of the tongues spell) within that radius.  Any creature within the area of effect is entitled to a save vs. spells, with a bonus or penalty equal to the difference between their level and the Anarchist's level in addition to any other modifiers.  These powers can be used by a simple act of will and require no spellcasting.



Charismatic Appeal:  As a standard Paladin, save that an Anarchist can use his or her ability to sway any creature of a non-lawful alignment toward a friendly reaction (assuming they are the Anarchist's level or lower).  When dealing with non-chaotic creatures, however, the friendliness induced by an Anarchist's Charismatic Appeal lasts for only one day per level of the Anarchist; after this time, non-chaotic creatures come to the conclusion that they are dealing with a dangerous and mentally unbalanced radical and must make a normal reaction roll with no modification for the Anarchist's Charisma score.  When dealing with lawful creatures, an Anarchist's normal Charisma reaction bonus is counted as a penalty to reactions.



Chosen Foe:  As a standard Paladin, save that an Anarchist's Chosen Foe must be of lawful alignment.  He or she can instead choose the church and faithful of a single lawfully aligned deity.



Essence of Corruption:  As a standard Paladin's Essence of Virtue.



Impulse:  To an Anarchist, thought and action should truly be one.  Attempting to rein in one's natural Impulse is wrong-headed and bound to lead to failure, as it is a contravention of the way the universe works.  As a result, Anarchists think and act very quickly and without hesitation in pressure situations, gaining a -1 initiative bonus for every five levels of experience (rounding up).  This also allows them to react quick�ly when surprised, granting an equal bonus to rolls to avoid being surprised by others, though an Anarchist gains no bonus to surprise others.



Independent Spirit:  Anarchists are a stubborn lot, hard to persuade or get to change their minds once they have settled on a thought (though of course one could simply wait a few minutes for the Anarchist to change his or her mind).  Any time an Anarchist is subjected to a mind-affecting spell or power of any sort, they receive a +2 bonus to their saving throw.  Even if the power in question does not normally allow a saving throw, an Anarchist can attempt an unmodified save vs. spell to resist the power.



Priestly Powers:  As a standard Paladin, save that an Anarchist can command rather than turn undead.  In addition, they gain access to the spheres of All, Chaos, Combat, Darkness, Summoning, and Thought.



Sense Law:  As a standard Paladin's ability to Sense Evil, but an Anarchist can detect the presence of law instead.



Special Hindrances:  Anarchists have a code of con�duct that they must follow in order to gain their powers, though of course their credo and ethos are very different (and in many ways antithetical) to that of a standard Paladin.  The 'Ten Commandments' of an Anarchist could be summarized as follows:



1.	Never tell the truth when an advantage can be gained by lying.

2.	Engage in whatever activity you feel like unless someone stronger than you prevents you.

3.	Obey the rule of others only so long as they have power over you and can enforce their will.  Otherwise, strike your own course and dominate those around you who are weaker than yourself.

4.	Avoid entanglements in long-term or dedicated personal relationships, but feel free to delude others into believing you may be a faithful ally, covering yourself for when times may get tough.

5.	Spread destruction, pain, and suffering wherever possible, and maximize it when it occurs, but avoid being stuck with the blame if possible.

6.	Be relentless in pressing any advantage against a foe, never showing mercy or kindness to a defeated enemy.

7.	Spread chaos and overturn settled, staid norms, bringing down those in power (especially good creatures in power) whenever possible.

8.	Spend at least half of all income on impulsive purchases, gambling, and spreading misery and fomenting dissent whenever and wherever pos�sible, including at least 10% of income being donated to religious groups that seek to further the ends of chaos and evil.

9.	Never own more than can easily be carried (including on a mount), avoiding excessive material entanglements.

10.	Depend on inner strength and do not become overly dependent upon magical items, possessing no more than one suit of armor, one shield, four weapons, and four other items.



Besides these basic guidelines, it must be stated that by the very nature of their chosen task Anarchists do not believe in forming strong or lasting partnerships with others.  Though they may choose to ride, they cannot use the Call Mount ability of other Paladins to sum�mon a faithful steed.  They can never hire perma�nent henchmen, though they can and do hire others to do things for them.  They can never found busi�nes�ses, build permanent strongholds, raise armies, or under�take any other action that requires long-term organiza�tion and discipline.  Anarchists often induce others who already have such things to allow them to make use of such resources (e.g., agitating one king to make war upon another or to let the Anarchist stay in his or her palace for a time), but they simply do not have the mental orientation to undertake such things on their own.  Anarchists will cooperate with charac�ters of any alignment as long as it is convenient for them to do so and they share similar goals, but they will move on (or even attempt to kill their former allies, if the opportunity presents itself) if they feel their style is being cramped.  



Note that it is possible for an Anarchist to attract one or more followers through the use of their Charismatic Appeal.  An Anarchist will happily make use of any idiot who comes along and offers themselves in service to him or her.  In fact, Anarchists rather enjoy having one or more lackeys around to perform spying, manu�al labor, message-bearing, and other tasks for the Anarchist, as well as constantly bootlicking, toadying, and groveling in an attempt to please and appease the Anarchist and gain some favor�able no�tice.  In no case, however, will an Anarchist actually make any sort of lasting commit�ment to such lackeys, though he or she may lead them on for months or even years and will use them as pawns in their schemes of destruction.



Anarchists believe that those who attempt to learn the nonexistent rules of the universe are deluding them�selves with a cruel joke.  To find meaning in the meaninglessness of pure chaos is absurdity itself, and those who attempt to do so are wasting their lives and demonstrating their own fool�ishness.  There is no higher meaning, no transcendent order, no ultimate answer to existence.  Things simply are, and the only meaning that exists is the one they imagine for them�selves.  Anarchists are thus not very dedicated stu�dents, gaining only half their normal allotment of non-weapon proficiency slots at 1st level (including bonus slots for high Intelligence) and gaining new slots only every four levels.  Any sort of training for an Anarchist requires twice the normal amount of time, and he or she suffers a -1 (-5%) penalty to his or her chance of success when training for weapon or non-weapon proficiencies.



Anarchists believe that reality is inherently transient and always descending toward ultimate en�tropy.  Al�though others may howl and rage in frustration, plead with their deities for wisdom and insight, or simply go insane searching for a truth that just is not there, the universe just continues in an erratic and inherently un�predictable pattern of destruction and rebirth.  They see this de�struction as a natural occurrence, and they see no need to interfere with its progress.  As such, Anarchists are incapable of performing Faith Healing.  In addition, healing magic used on an Anarchist has only half the normal effect, and he or she has only half the normal chance of being raised or resurrected from the dead.



Finally, Anarchists know the hard truth and have learned to stop looking for meaning, accept what exists, and look inward to create meaning for them�selves and their existence.  They have learned that the only way to really get anything accomplished is to stop imposing limits and follow their natural impulses and desires.  As a result, Anarchists must always act without hesitation and do not change their minds in midstream.  In game terms, as soon as any action is stated by the player of an Anarchist, he or she is committed to that action and cannot change their minds.  Anarchists who spend too much time con�sider�ing or debating pending actions are acting contrary to their own anarchic philosophy and may need to seek atonement for their actions; at the very least, they will lose their normal Impulse bonus.



Required Proficiencies:  Disguise

Preferred Proficiencies:  Ambush, Awareness, Blather, Endurance, Etiquette, Information Gathering, Investigation, Jest, Interrogation, Languages (Modern), Monster Lore, Numeracy, Persuasion, Planology, Prestidigitation, Reading/Writing, Seduction, Torture, Voice Mimicry

Forbidden Proficiencies:  Administration, Ancient History, Astrology, Bureaucracy, Diplomacy, Divin�ing, Law, Mercantilism, Prophecy, Research, Siegecraft, Strategy, Teaching

�PALADIN KITS



Aquarian



Description:  There are those Paladins who realize that simply bringing the word of the faith and fighting for the cause of law and goodness and the goal of a just society cannot and should not end at the water's surface.  These Aquarians seek to expand the faith of their deities but also to promote the goal of peace, harmony, and cooperation between marine races and land-dwellers.  They use their extensive contacts on land and beneath the sea to safeguard the freedom and livelihood of aquatic and land-dwelling races alike, sniffing out and preventing coastal raids by hostile sea creatures and working to prevent exploitation or pol�lution of marine resources by land-dwellers.  Aquari�ans are mediators and befrienders between these folk, and they interact regularly with the dolphins who swim the seas and who are generally sympathetic to their goals.  In fact, senior Aquarians are almost always accompanied by dolphins when they are in the sea.  Aquarians love beauty and expend a great deal of effort on the creation of beautiful works of art in honor of their divine patrons.  Individual Aquarians often create fabulous sculptures of living coral in and around underwater communities where they may live or perform their ministerial work.  Others will sculpt extraordinary jeweled and pearled living coral works of art or even train fish or dolphins to perform spectacular and delightful maneuvers and aquatic dances.  In short, Aquarians promote the use of the seas by all reasonable folk both for the present and for all time to come (preserving the beauty and health of the sea for the future), though they will fight to their last breath of air or water against those who would hoard its riches or pollute its depths.



Requirements:  Aquarians must be of absolute lawful good alignment and must be humans, aasimar, or half-elves of aquatic elven bloodlines.  An Aquarian must have at least a 13 Dexterity in addition to normal Paladin ability score requirements.



Weapons & Armor:  Aquarians can wear armor up to studded leather (generally studded with shells, hard coral, or similar aquatic mineral) and can use only bucklers and medium shields.  An Aquarian can be�come proficient only in the following weapons:  crossbow (any--usual�ly modified for underwater use), dagger, harpoon, knife, net, spear, trident.



Special Benefits:  As might be guessed, Aquarians have an array of special abilities that deal with the sea and the creatures that dwell therein, including many unique variations of standard Paladin abilities.



Aura of Holiness:  As a standard Paladin.



Call Mount:  An Aquarian has a rather different varia�tion of this ability.  He or she does not summon a single creature to serve as a bonded mount and com�panion.  Instead, any time he or she is at the shore of a large body of water he or she can attempt to sum�mon an aquatic creature to serve him or her, either as a mount or an assistant.  Use of this power requires one turn of concentration, and the chance of success depends on the type of mount being called.  An Aquarian can always summon a dolphin to assist him or her (and if relatively light to serve as a mount) because of the special relationship they have with those creatures.  Attempts to summon other marine creatures to serve as mounts (e.g., giant sea horse, sea lion, giant eel, hippocampus) may or may not succeed, based on the Aquarian's level relative to the power of the creature he or she attempts to summon (DM's discretion).



If an Aquarian attempts to use Call Mount to call a sea creature other than a dolphin and the attempt is un�suc�cessful, he or she cannot attempt to call a mount from that body of water again until he or she gains a level.  If the body of water is very large, the DM may allow another attempt from a different area that borders the same body of water (e.g., if an Aquarian tries and fails to summon a sea lion from Impiltur on the Sea of Fallen Stars, he or she would likely have to travel to the Dragon Reach or perhaps Thesk on the same Sea in order to try again with any chance of success).



Charismatic Appeal:  As a standard Paladin, but in addition an Aquarian's Charismatic Appeal applies to any non-evil aquatic race or seafaring character.  Any such creature who remains in contact with an Aquar�ian for more than a turn in a non-hostile situation must save vs. spells (at +4 if not of good alignment) or come under the effects of a charm person spell (even if not technically a 'person'), with a duration as the spell.  Note that this charm is not magical and cannot be dispelled or detected as magical, and normal re�sistance to charm does not apply, save that mindless creatures, undead, and extraplanar creatures cannot be affected.  This charm ability can also affect land-dwelling creatures of lawful good, lawful neutral, and neutral good alignment, though creatures who are not lawful good gain a +4 bonus to their saving throw.



This special charm ability can only be broken by the passage of time, abuse or neglect by the Aquarian or his or her friends, or a remove curse, exorcism, or similar spell.  It can only affect characters who have a Friendly reaction with the Aquarian, and only crea�tures of the Aquarian's level or lower (up to a maximum of 8+ hit dice or levels) can be charmed.



Chosen Foe:  As a standard Paladin, but an Aquarian must choose an aquatic or amphibious creature as his or her Chosen Foe, though this can include exotic creatures such as hezrou tanar'ri, piscoloths, marid, water elementals, and the like.  An Aquarian gains a +1 bonus to hit and damage against all aquatic or amphibious creatures, even including creatures such as giant toads, bullywugs, and lizard men.



Essence of Virtue:  As a standard Paladin.



Faith Healing:  As a standard Paladin, save that an Aquarian cannot cure disease and is not resistant to disease as other Paladins are.  Aquarians are, however, immune to all natural poisons of aquatic and amphi�bi�ous creatures (e.g., dragonfish, giant anemone, masher, poisonous toad, portuguese man o'war, weed eel), and he or she can neutralize poison (aquatic/amphibious poisons only) once per week for every five levels of experience.



In addition to healing physical injuries through Faith Healing, Aquarians have the ability to heal mental or spiritual anguish in those around them.  All Aquarians can remove fear once per day for every five levels of experience (rounding up), operating at double effect (double the number of recipients or double the normal save bonus, at the Aquarian's option) vs. fear effects generated by aquatic or amphibious crea�tures.



An Aquarian of 5th level can instead use this ability to remove charm, identical in effect to the remove fear ability (including doubled effect vs. charm powers of aquatic or amphibious creatures) except that it breaks the effects of charming.  An Aquarian of 5th level or above also gains personal immu�nity to hypnotic or charm-type effects caused by aquatic creatures (e.g., sirines, nixies, morkoth).



Finally, an Aquarian of 9th level or above can use this power to remove confusion, again identical in effect to the remove fear power but effective against any sort of effect that produces rage, insanity, discord, and the like.  An Aquarian of 9th level or above gains the effect of a permanent sanctuary spell, and he or she always gains a saving throw vs. any insanity- or confusion producing effect, even if a save is not normally allowed.



Priestly Powers:  As a standard Paladin, but with the following modifications.  An Aquarian can turn any aquatic undead as a priest of equal level, but non-aquatic undead are turned as a priest five levels lower than his or her actual level.  Aquarians gain access to the spheres of Elemental (Water) and Charm, plus all Travelers spells that apply to sea travel.  Finally, an Aquarian can make use of any water- or sea-related magical item, regardless of normal class restrictions.



Sea Lore:  Aquarians possess a basic understanding of the sea and its denizens.  With a successful Intelligence check, an Aquarian can identify various forms of mar�ine animal and plant life (including monsters native to the deeps or to swamps and marshes) or to determine whether water is safe to drink for humans (or other races).  He or she can also predict tides, currents, and even storms at sea with a successful Intelligence check (with a -5 penalty when predicting storms).  Aquarians also learn to speak the tongues of sentient sea crea�tures, gaining Modern Language (Dolphin) free at 1st level and being able to select another aquatic language at 3rd level and every three levels thereafter.  Finally, an Aquarian's familiarity with underwater environ�ments allows them to use all non-weapon proficiencies without penalty while underwater (e.g., Herbalism, Tumbling). 



Sense Evil:  As a standard Paladin, but when immersed in water his or her ability to Sense Evil extends to 60' in all directions, rather than a selected arc.  An Aquarian can also detect the presence of sharks and sahuagin within this radius.



Sojourn:  Aquarians have a unique ability that allows themselves or another creature to survive underwater or can allow an aquatic creature to survive out of water.  An Aquarian can provide him- or herself or another air-breathing creature with a Sea Sojourn, allowing the recipient to breathe and see underwater for up to three hours per level of the Aquarian, up to a maximum of 24 hours.  This ability can also be used to provide a water-breathing creature with a Surface Sojourn, allowing it to exist without harm out of the water for a like amount of time.  In either case, the Sojourn can be undertaken only once per day.



An Aquarian of 9th level or above can automatically breathe water and also gains the power of free action (as the spell) when immersed in water.  An Aquarian of this level need not use his or her Sojourn ability to travel beneath the waves and can bring along another air-breathing companion for a Sea Sojourn if he or she desires.



Special Hindrances:  Aquarians conform generally to the normal strictures for Paladins.  In addition, compared to other Paladins, Aquarians are somewhat pacifistic in their outlook, always seeking to mediate or avoid conflict rather than initiating it.  An Aquarian can defend him- or herself or those traveling with him or her, but they cannot initiate combat nor undertake retributive activity.  In addition, Aquarians may not ever slay any aquatic creature of the sea except to prevent it from slaying themselves or others under their protection; where possible to end conflict without death, that goal should be sought.  Violation of this stricture results in a loss of all powers until suitable atonement has been undertaken.  Note that this reservation about violence and conflict does not apply vs. an Aquarian's Chosen Foe, and he or she can always initiate conflict with that creature type without hesitation.



In keeping with an Aquarian's peace-loving philo�sophy, they gain only half the normal number of weapon proficiency slots (i.e., 2 at 1st level, and another every 6 levels thereafter) and they cannot ever make use of weapon specialization.  Likewise, they cannot cast spells from the Combat sphere.  Aquarians also cannot ever gain multiple attacks with a weapon except when battling their Chosen Foe, in which case their multiple attacks operate normally for their level.



Aquarians often wear no armor, even when entering dangerous situations.  This is done in part because armor encumbers them when swimming or moving in water, but also because Aquarians feel that walking about in armor implies a lack of trust about others and their intentions.  Armor is also easily ruined by exposure to sea water, and Aquarians will seek to gain magical armor whenever possible in order to avoid this problem.  The sole exception to an Aquarian's normal armor restrictions is that they may wear sea elven scale mail, which is similar in most respects to elven chain mail but is even more rare.  Generally only an Aquarian who has performed a great service for an aquatic elf community will be gifted with a set of such armor.



Finally, in addition to his or her normal tithe an Aquarian must personally craft at least one art object at each experience level that celebrates the sea and the intimate connection that exists between life in the sea and on land.  This piece of art must be given freely to an aquatic or coastal community as a token of friend�ship between land-dwelling and sea-dwelling races.  The art object will require at least 1d6 days plus one day per level of the Aquarian and requires at least 100 g.p. worth of materials per level of the Aquarian.  Un�til this art project has been completed and given away, an Aquarian cannot advance to the next level of ex�perience.  An Aquarian must spread these gifts around, and no community can be given more than one gift by an Aquarian.



Bonus Proficiencies:  Language (Modern--Dolphin)

Required Proficiencies:  Artistic Ability (usually sculpture), Swimming

Preferred Proficiencies:  Blind-fighting, Close Quarter Fighting, Cartography, Dancing, Diplomacy, Direction Sense, Distance Sense, Endurance, Gem Cutting, Healing, Herbalism, Jumping, Medicine, Naviga�tion, Riding (Sea-based), Rope Use, Seamstress/Tailor, Signaling, Survival (aquatic), Tumbl�ing, Weather Sense

�PALADIN KITS



Athar



Description:  The Athar represent a very strange (some would say dangerously insane) breed of Paladins who in essence deny the existence of the powers of the planes.  They contend that the deities are liars and charlatans, nothing more than unbelievably powerful mortals.  Though it is possible that there might some�where be a true god, or maybe even more than one, such a power would be beyond the understanding of mere mortals and would not behave like squabbling, feuding children, as most of the so-called powers do.  Priest spells and powers, where they exist, are simply the result of unconsciously tapping into this greater source of power that is behind anything, and the powers have discovered some means to channel tiny fractions of this power.  Foolish mortals believe that the powers themselves are the source of all of this power and majesty, and why would those deities have any interest in correcting such a mistake.  The outer planes are not abodes of supreme beings, they are simply lands shaped by the will of the powers, and anyone could do it if they had the expertise and power.  All things are or have the potential to be divine; it is simply a matter of passing through a nearly endless series of tests and steps to 'advance' toward infinity.  The powers are not the end of the line, as even they are actually seeking and striving to take that final step and to merge with (or perhaps escape from) the multiverse forever.  Every creature thus is able to manufacture or control its own fate, and they must be ready to truly work at it rather than hoping and praying that some so-called power is going to step down and carry them over the rough spots.  In essence, all things in life must be earned, and it is possible within each person to do the work to achieve their destiny.



All of the above said, Athar do not neces�sarily go out of their way to antagonize the powers directly, since they are very powerful and make dangerous enemies.  All an Athar seeks is to part the veil, discover the secret beyond everything, to look on the face of the unknowable, and to let everyone else see the 'man behind the curtain'.



Requirements:  Athar must be of absolute and un�flinching true neutral alignment.  They must have scores of at least 13 in Intelligence and Wisdom, 9 in Strength and Constitution, and 17 in Charisma.  Only humans of all the races have the temerity to adopt the defiant philosophy of the Athar.



Weapons & Armor:  Athar can wear any armor and use any type of weapon or shield.



Special Benefits:  Athar have the same ability to specialize in a melee weapon as other Paladins do.  In addition, they gain an array of special abilities, including most of the usual Paladin powers.



Aura of Holiness:  As a standard Paladin, but an Athar's aura works grants no protection against true neutral creatures, the minimal +1 bonus vs. partially neutral creatures, and its full bonus against any creature of extreme (i.e., non-neutral) alignment.  The dispelling effect of an Athar's Aura of Holiness func�tions vs. magic cast by creatures of extreme alignments and vs. all priest magic, regardless of the alignment of the caster.  This dispelling effect can be negated by the will of the Athar with respect to wizardly magic, but not vs. priest magic.



Call Mount:  As a standard Paladin.



Charismatic Appeal:  As a standard Paladin, save that an Athar can automatically achieve a 'Friendly' reaction with any creature whose alignment is at least partially neutral.  An Athar cannot, however, use his or her Charismatic Appeal upon any priestly character, including Paladins, Rangers, and others who have limited priest abilities.



Chosen Foe:  As a standard Paladin, save that an Athar can select any priesthood of an extreme alignment (lawful good, lawful evil, chaotic good, or chaotic evil) as his or her Chosen Foe.  An Athar gains a +1 bonus to hit and damage against all priests and priest-like characters and against outer-planar creatures who are directly serving or acting as emissaries of a deity.



Defiance of Divinity:  Athar absolutely reject the authority and influence of so-called deities, and this provides them with a considerable measure of resist�ance to priestly magic.  Athar are completely immune to all forms of priestly curses, as well as the following spells:  abjure, augury, bless, divination, enthrall, exaction, holy word, and quest.  They also receive a saving throw vs. any priest spell, even if no save is normally allowed; against spells that do allow a save, Athar never suffer saving throw penalties (e.g., hold person normally applies a penalty if directed at only 1 or 2 targets, but this would not apply vs. an Athar).



Essence of Defiance:  As a standard Paladin's Essence of Virtue.



Sense Alignment:  As a standard Paladin, save that an Athar can detect the presence of strong alignment ten�dencies in any direction.  He or she also has a 5% chance per level to determine the precise alignment of any creature within the area of effect when this power is used.



Universal Knowledge:  Athar believe in self-sufficiency, and as a result they study very widely in order that they will be able to undertake a task in an area with a reasonable chance of success.  Because of this practice, Athar gain six non-weapon proficiency slots in addi�tion to the normal bonus slots allowed for his or her Intelligence.  Athar can also learn proficiencies from all groups without penalty and without restriction.



Universal Perception:  An Athar's senses are highly attuned to the natural and supernatural forces that are at work in the world.  This provides them with infra�vision out to a 60' range and also grants them a +1 bonus to avoid being surprised.  Athar also gain a +2 bonus to saves vs. ingested poison, as they are more sensitive to the presence of foreign substances in their food and drink.



With their search for the true path of ascension and divinity available to all things, Athar come to realize certain 'universal truths', which allows them to sense and evaluate patterns and systems with great skill.  Athar are thus able to use the following spell-like powers as they advance in level.



Level	Power

1st		comprehend languages

3rd		calculate chances

5th		patternweave

7th		moment

9th		probability control



Each of these powers is usable once per day and func�tions exactly as the spell of the same name, cast at the Athar's level, save that the maximum duration for any spell is 24 hours, regardless of the Athar's level.



Special Hindrances:  Athar are passionately dedicated to their anti-deific cause, which has earned them the epithet 'The Lost' from most priesthoods.  An Athar, of course, cannot receive any sort of Priestly Powers, and he or she also loses any ability to perform Faith Healing (after all, how could one do this when he or she has no faith in the 'charlatan' deities).  In addition, because Athar deny the validity of the powers they cannot receive beneficial effects from priests of any sort.  Simply put, deities will not allow their servants to use their divinely granted spells or magical devices to assist an individual who so strenuously denies their power and authority (note that healing potions will work normally on an Athar, as will psionic cell adjust�ment and similar powers).  Thus, the resistance to priest magic conferred by an Athar's Aura of Holiness really only applies to hostile priest magic, since beneficial priest magic has no chance of working on an Athar.  Because of this restriction, it is obviously impossible for an Athar to be raised or resurrected from the dead, though he or she can be reincarnated by a wizard or brought back to life by a wish or similar magic.



Athar follow a balanced path of strict neutrality, utilizing their Charismatic Appeal as well as more mundane forms of diplomacy and persuasion to quell conflict and stifle extremism.  They also tend not to put themselves forward and prefer to build a balanced consensus that incorporates many different viewpoints.  Consequently, when part of a group an Athar will not pursue an action that has been discussed unless at least one opposing viewpoint has been offered and at least one other character (besides the one who initially proposed the idea) agrees with the plan.



Athar are seen by some as heartless because of their belief in self-sufficiency and that every individual is ultimately responsible for their own ascension into the ranks of the divine.  This is borne out by the fact that Athar carry this philosophy to the extreme that they will not ever perform or accept charity or 'free' gifts or services from others.  To an Athar, such an act is in contravention to the natural mechanics of the uni�verse and does not serve the interests of either party in the long run.  Everything that one gives or receives must be earned or paid for in some fashion, and such recompense must be provided before payment is ac�cepted.



Athar seek happiness and fulfillment of their destiny, and they believe the best way to achieve their goal of universal knowledge (and consequent 'advancement') is by learning and experiencing everything possible as they travel throughout the world and the planes.  Thus, whenever possible Athar will seek out new ex�periences or recovery of lost lore.  In practice, an Athar will practically never refuse an offer that will lead to such experiences or knowledge, even some�thing as seemingly trivial as tasting a new type of wine or journeying to seek out a rare and beautiful flower and inhale its fragrance.  Only when faced with very obvious and deadly peril will an Athar resist such temptations.



Finally, Athar sometimes succumb to fits of deep melancholia as they reflect on their existence and the general lack of progress in the grand universal matrix by themselves and society in general.  The rampant deception, self-deception, and general venality of the world around them is just too much to bear some�times, and at the start of each game day an Athar has a 1 in 20 chance to be overcome by frustration and hopelessness at the simple futility of existence of themselves and all those around them.  Despite their best efforts, it seems they will never learn all they need to in order to pass the tests and advance to the next stage of existence.  During a day in which an Athar is overcome by melancholy, he or she will simply sit and meditate and try to figure out a new way of doing things that might get them 'over the hump'.  They will refuse to do anything else unless they can be philosophically convinced by another character that it is truly worthwhile or meaningful.  It should be noted that a monster eating another party member, for instance, is not sufficient justification for an Athar to set aside his or her contemplation.  To an Athar's point of view, that character's existence is more or less irrelevant anyway, so their life or death is simply a reflection of their own competence or incompetence and not really im�portant to the Athar's quest for enlightenment and fulfillment.



Bonus Proficiency:  Debate

Required Proficiencies:  Numeracy, Reading/Writing

Preferred Proficiencies:  Alertness, Bookbinding, Calligraphy, Cartography, Diplomacy, Direction Sense, Distance Sense, Ecology, Healing, Herbalism, Investigation, Languages (Ancient), Languages (Modern), Medicine, Monster Lore, Navigation, Papermaking, Planology, Prophecy, Research, Rune Lore, Teaching, Time Sense

�PALADIN KITS



Chevalier



Description:  The Chevalier is the ultimate mounted holy warrior, a shining knight who leads his or her fellows on an eternal quest for truth, justice, and the elimination of evil.  To the world at large, he or she is a mighty hero.  To friends and allies, a Chevalier is a staunch friend, a tireless cheerleader, and often an over�enthusiastic pain in the neck.  In many ways a Chevalier Paladin is similar to the Cavalier class, in that both are noble warriors who prefer to fight while mounted in heavy armor, but many Cavaliers are primarily interested in defending the rights of the nobility to rule and maintaining the status quo, while a Chevalier pursues loftier goals.  In their own and similar cultures, a Chevalier is a mighty hero who has the respect of the majority of the population (crimi�nals and evil characters are obvious exceptions to this) and holds the goodwill of the people, in part due to his or her willingness to go forth and champion the causes of those in need.  When there is danger or when someone is in trouble, the people often turn to a Chevalier for help, and he or she will have little time for rest and relaxation.



Requirements:  Chevaliers must be lawful good and must be aasimar, humans, or (rarely) half-elves (of moon, gold, or dark elven stock).  Chevaliers must have scores of at least 17 in Charisma, 15 in Strength and Constitution, and 10 in Dexterity and Wisdom.



Weapons & Armor:  Chevaliers can wear any type of armor, though they prefer it to be of the heaviest type available.  At 1st level, a Chevalier must become profi�cient in one type of sword and a one-handed flail or mace of any type, plus proficiency and Skilled Special�ization (see Enhanced Specialization) in one type of lance at 1st level.  At later levels, Chevaliers can become proficient in the following weapon types:  flail (any), javelin, knife/dagger (any), lance (any), mace (any), spear, sword (any).



Special Benefits:  Chevaliers are often drawn from great noble houses across the land or are individuals from lower classes who have been sponsored into their special training by a noble house in recognition of their exceptional talents and potential.  Chevaliers have a number of special abilities similar to those of a Cavalier, in addition to the usual Paladin powers.



Aura of Holiness:  As a standard Paladin.  In addition, a Chevalier's Aura of Holiness confers courage upon all those within it, rendering the Chevalier and all allied creatures completely immune to fear.



Call Mount:  As a standard Paladin, save that a Cheva�lier can Call Mount at 1st level and in fact is assumed to begin play with a free warhorse (player's choice as to type) that he or she has gained with this ability in the course of training.  If a Chevalier's mount is slain, a new one can be called the next time the Chevalier advances a level, regardless of how much time has passed since the previous mount was slain.



Charismatic Appeal:  As a standard Paladin.  In addi�tion, a Chevalier automatically achieves a 'Friendly' reaction in non-hostile encounters with any upper-class characters regardless of alignment.  When he or she travels, a Chevalier can always demand shelter from anyone of his or her own culture who is of mid�dle or lower class, and most people of their own status will be inclined to be very friendly to him or her and will be happy to offer shelter and hospitality.



Chosen Foe:  As a standard Paladin.



Enhanced Specialization:  Unlike other Paladins, a Chevalier can begin play with Skilled Specialization in a single weapon (which must be one type of lance), and he or she also has the ability to become special�ized in up to three weapons--a lance (at 1st level), a sword (at 3rd level or later), and a one-handed mace or flail (at 6th level or later).  Specialization in these weapons costs only one slot per level of specialization.  A Chevalier cannot specialize in any other type of weapon.



Essence of Virtue:  As a standard Paladin.



Horsemanship:  Chevaliers are expert horsemen and are trained in mounted combat.  A Chevalier's mount can be coaxed to greater than normal speed without loss of endurance, gaining a +1 bonus to its movement rate for every three levels of the Chevalier (rounding up, maximum of +6), assuming that the animal is not encumbered.  In addition, a Chevalier of 6th level or higher gains a +1 Armor Class bonus when mounted, which applies to both the Chevalier and his or her mount.  This bonus in�creases to +2 at 12th level.  A Chevalier who is mounted fights as if one level higher than his or her actual level in all respects, including gaining multiple attacks.



Chevaliers are also expert judges of horses and will never be satisfied with anything less than the finest quality horse to serve as his or her mount.  Any horse that he or she personally selects will have a +2 bonus hit points per hit die (maximum of 8 points per die).



Sense Evil:  As a standard Paladin.



Strength of Mind:  A Chevalier is 90% immune to any form of mind-affecting magical or psionic power.  A Chevalier is still susceptible to persuasion, seduc�tion, swindling, fast-talking, and similar mundane types of trickery, but any form of supernatural power that affects the mind is 90% unlikely to have any effect on him or her.  Note that Strength of Mind does not pre�vent mental contact or communication, nor does it guard against mind-reading or divination.



Special Hindrances:  Chevaliers face all of the stan�dard restrictions of Paladins.  In addition, they spend a great deal of time practicing the arts of chivalry and comparatively little time studying the religious arts.  Thus, Chevaliers have no Priestly Powers and no abil�ity to perform Faith Healing.



Chevaliers set great stock in performing valorous deeds on the field of battle, and they will never attack an opponent at range if it is possible to charge ahead and attack in melee or with a mounted charge.  A Chevalier feels the need to meet enemies face to face on the front line, and in any combat a Chevalier must attack the biggest and most powerful-looking enemy he or she can reach.  If lesser opponents interpose themselves, the Chevalier must dispatch them as quickly as possible in order to get on to the 'real' opponent.



Chevaliers set great stock in heavy, powerful, and imposing armor, and they will always purchase the best type of armor available.  As a Chevalier advances through levels, he or she will likely follow a regular pattern of selling off or giving away old armor and replacing it with new and better armor, eventually seeking to own a suit of full plate armor.  Note that much like a Cavalier, a Chevalier will prefer a heavier type of non-magical armor versus magical armor of a lesser type; thus, normal plate mail is considered superior to chain mail +5.  In like fashion, a Cheva�lier will not use badly made or inferior quality equipment or ride a horse of poor quality save in the direst of emergencies.



Finally, Chevaliers are Paladins who owe a debt of service not only to their patron deities but also to higher nobility, including their family (or the family which sponsored them) and their liege lord.  They must cheerfully perform any noble quest or service asked of them and must defend to the death any person or item placed in their charge.  Chevaliers must show courage and enterprise in serving their rulers and must show respect for all peers and equals, honoring all those above his or her station or social class.  At the same time, a Chevalier is to expect a certain degree of deference or respect from those below his or her station, though a Chevalier who scorns the lowly simply for their coarse and crude manner will likely soon run into trouble with his or her deity.  A Chevalier can be asked to perform military service for his or her liege lord whenever asked, and failure to comply is a very serious matter.  A Chevalier will rarely duck an opportunity to take the field of honor, however, as they are taught to regard war as the true flowering of chivalry and a generally noble enterprise, the true test of manhood (or womanhood) and the chance to achieve glory for him- or herself through service to family, king, country, and deity.  Any war sanctioned by the Chevalier's church represents an opportunity to slay those who oppose their righteous and holy cause, and a Chevalier will happily choose death in battle over the dishonor that would come from shamefully re�fusing to fight and die in the name of law and goodness.



If a Chevalier chooses not to follow the strictures bound upon him or her by family and noblesse oblige, bad things will begin to happen even if he or she remains true to a Paladin's code of law and goodness.  The first time a Chevalier violates the tenets of chivalry, he or she will feel deep remorse over his or her failure (a harbinger of things to come) but will suffer no ill effects.  The second time a Chevalier breaks faith with his or her code, he or she loses all Chevalier abilities (but retains normal Paladin abilities, save that those abilities not gained as a Chevalier--e.g., Faith Healing, Priestly Powers--will never be gained) until such time as he or she repents and undertakes a dangerous task to redeem him- or herself in the eyes of the family, the nobility, and the church.  When per�forming this task, the Chevalier must remain true to the code of chivalry, and only when the task has been accomplished will his or her powers return.  If a Chevalier breaks his or her code a third time without having repented and undertaken a task to expiate his or her guilt, he or she will lose the abilities of a Chevalier forever.  Though he or she is no longer bound by this knightly code, he or she will forever suffer a -3 reaction penalty when interacting with all members of his or her own culture and can no longer win their hearts with his or her Charismatic Appeal.  Even those of the Chevalier's culture who do not know the details of his or her situation will be put off by the air of treachery and faithlessness that now haunts the Chevalier.  Even the Chevalier's mount will abandon him or her (even if it is simply a normal horse purchased by the Chevalier, rather than sum�moned with the Call Mount ability) if this happens, and the Chevalier can never ride that animal again.



Bonus Proficiency:  Riding (Land-based)

Required Proficiencies:  Etiquette, Heraldry

Preferred Proficiencies:  Ancient History, Animal Handling, Animal Training (falcons or horses only), Armorer, Black�smithing, Bureaucracy, Com�mand, Dancing, Endur�ance, Law, Local History, Musical Instrument, Numeracy, Poetry, Public Speaking, Reading/Writ�ing, Religion, Riding Specialization, Singing, Strategy, Tactics, Weaponsmithing

�PALADIN KITS



Guardian



Description:  Guardians are specially-trained protectors and defenders of their faith and the sacred places of their religion.  Compelled by a strong sense of duty, Guardians constantly monitor the region of their charge, scrutinizing the activities of strangers, advising travelers, and intercepting invaders.  Guardians are honor- and oath-bound to ward their charges, though in certain cases Guardians may operate of their own volition, without official sanction or title.  Guardians usually maintain good working relationships with officials of lands near their warded area, and they will often work with them in mutually beneficial defensive and information-sharing arrange�ments.  Guardians are reluctant to leave the vicinity of their wards, though they may do so if presented with a compelling reason.  They tend to be self-sufficient, clearheaded, and conscientious.  Though they may develop close relationships with fellow adventurers, they will always part company at the end of an adven�ture, returning to their ward as soon as possible.  It should be noted that Guardians are more deeply im�mersed in the religious and hierarchical aspects of their church than are standard Paladins, and they are often more contemplative and thoughtful in their outlook on life.  When their wards are threatened, however, they can react in a most deadly and effective fashion.



Requirements:  In addition to standard Paladin requirements, a Guardian must have Wisdom and Constitution scores of at least 14.



Weapon Proficiencies:  Guardians are limited in weapons to those allowed by priests of his or her religion, though they can wear any armor desired.  As they must often fight from atop walls or other defen�sive positions, Guardians must spend at least half of their proficiency slots on missile weapons or polearms.



Special Benefits:  Guardians gain the following general Paladin and unique kit abilities.



Aura of Holiness:  As a standard Paladin, but a Guardian's Aura of Holiness has the effect of a protection from evil 10' radius spell (but also applying its bonus vs. chaotic creatures) rather than the usual AC and saving throw bonuses; it retains its normal ability to block evil magic.



Chosen Foe:  As a standard Paladin.  In addition, a Guardian can select a specific evil priesthood as his or her Chosen Foe.  If this is done, the Guardian will gain his or her full bonus against any character that re�ceives priestly powers from that deity and the lesser bonus against any creature who worships that deity or is employed by the priesthood of that deity.



Church Favor:  Guardians automatically receive a 'Friendly' reaction with any worshiper of their deity.  In addition, they can always request room, board, and sanctuary for themselves and up to 1 companion per level at any temple or stronghold of their religion.



Defensive Tactics:  If a Guardian has the opportunity to study the layout of an area for 24 hours, he or she is able to maximize the existing terrain features in the area in order to gain a +1 bonus to attack rolls, Armor Class, and saving throws (the latter only vs. attacks that could logically be blocked by the ob�structions present in the area).  If fighting on ground sanctified to his or her deity, they have such a clarity of thought and purpose as well as an implicit under�standing of the ways of their deity and the manner in which their church con�structs church edifices that these bonuses are doubled, and a Guardian is also able to make one extra 'free' attack every two melee rounds.  A Guardian of 6th level and above requires only 1d6 hours (1 hour for a church or temple of his or her faith) to familiarize him- or herself with an area and gain the benefits of Defensive Tactics.



A Guardian retains 'memory' of the tactical layout of an area for one day per level of experience, after which these bonuses are lost unless the Guardian refamiliarizes him- or herself with the area.  Note that there must be some sort of obstructions or irregular terrain in the area in order to use this ability--a Guardian's Defensive Tactics are of little worth in the middle of an open field or a bare sandy desert.



Finally, Guardians study the use of weapons in a very holistic way, including the means to counter those weapons when they are in the hands of an opponent.  As a result, if a Guardian's opponent is using a weapon in which the Guardian is proficient, the Guardian's opponent suffers a -1 penalty to attack and damage rolls against the Guardian.



Essence of Virtue:  As a standard Paladin.



Faith Healing:  As a standard Paladin.



Mental Strength:  Guardians gain a +1 bonus to sav�ing throws against mind-affecting attacks (including illusions and psionics) for every three levels of experience (rounding up), and this bonus is doubled if they are on sanctified ground.  This is applied as a negative modifier to Telepathic power scores used against the Guardian.  In addition, all Guardians are immune to fear, and they cannot be charmed, dominat�ed, or otherwise magically controlled to attack or harm another creature known to be of their same religious persuasion or any object sacred to that faith, and such control will be broken if such an order is given.



Priestly Powers:  As a standard Paladin, save for the following.  A Guardian turns undead at one level lower than his or her actual level, or at his or her true level when on holy ground.  Guardians also gain the ability to cast priest spells at 6th level rather than 9th, though they follow the same spell progres�sion as other Paladins (reaching their maximum powers at 17th level, rather than 20th).  In addition, a Guardian gains access to the Guardian and Wards spheres, and any spells cast from these spheres take effect two levels higher than his or her actual level.  Finally, Guardians gain the ability to use and create priest scrolls and use priest magical items at 15th level.



Retributive Strike:  Guardians have a unique facility for sizing up a target, taking the full measure of its com�bat ability, and attacking it with brutal and deva�stating effectiveness with a missile or melee attack.  A Guar�dian can choose to forego all other actions (including movement) and attack at the very end of the round (even after very slow attacks, such as zombies or creatures under a slow spell).  If this is done, the Guardian's Retributive Strike has the effect of a blow with a weapon with a magical bonus of +1 for every three levels of the Guardian (rounding up, maximum of +4).  This bonus allows a Guardian to strike crea�tures that require magical weapons to hit and adds a bonus to attack and damage rolls.



Instead of using this special bonus, a Guardian of 10th level or above can use a Retributive Strike to attack all enemies within 5' with a single attack roll.  For this sort of Retributive Strike, a single attack roll is made and applied to all foes within a 5' radius.  All normal bonuses to hit apply, but a successful 'hit' inflicts damage based solely on the Guardian's level and skill at defensive tactics and counterattacks--beginning at a base of 1d8 points of damage, plus 1d8 for every five levels of experience thereafter (dropping fractions; e.g., 2d8 at 15th, 3d8 at 20th) regardless of the specific weapon or item being used, although certain creatures may be resistant or immune to an all-around Retribu�tive Strike with weapons of certain types (e.g., a gar�goyle would suffer no damage from an all-around Retributive Strike with a non-magical weapon).



Use of a Retributive Strike precludes the use of mul�tiple attacks, and a Guardian must remain very still, focusing his or her energies and studying his or her opponent, and a Guardian receives no Armor Class bonus for Dexterity or other movement-related con�siderations, though normal armor and shield bonuses apply.  A Guardian must announce his or her inten�tion to perform a Retributive Strike before initiative dice are rolled.



Sense Evil:  As a standard Paladin, but a Guardian is able to Sense Evil within 60' in all directions when using this power on holy ground.  In addition, they have an automatic latent sense for the approach of evil even if they are not concentrating on detecting it.  As a result, their ability to Sense Evil combines with their normal Vigilance, allowing them to double their nor�mal bonus to avoid surprise when encountering evil creatures, increasing it to +2 in most situations, +4 on holy ground.



Vigilance:  Guardians are highly alert, gaining a +1 bonus to avoid surprise.  This bonus is doubled to +2 if the Guardian is on ground sanctified or conse�crated to his or her deity.



Special Hindrances:  Guardians follow the usual restrictions for Paladins.  As noted above, Guardians are also limited to those weapons usable by priests of their faith.  They are exceptionally vigilant and careful in defensive positions, though they are somewhat less combat-oriented than other Paladins and cannot make use of weapon specialization.  In ad�dition, a Guardian gains only three weapon proficiency slots at 1st level, though they are gained at the normal rate thereafter.



Besides this limitation in combat ability, Guardians concentrate on staying in one place and guarding it rather than roaming far and wide, and they have no use for the Call Mount ability of a standard Paladin.  In addition, their single-minded determination to apply themselves to their task precludes the usual Charisma�tic Appeal that Paladins enjoy.



In addition to the above, Guardians must remain near their warded area, in case they should be called upon to defend it.  Such an area is usually a temple, monas�tery, or shrine of some type, but it may simply be a site in the midst of the wilderness that is sacred to the Guardian's religion.  Guardians must ordinarily re�main within one day's travel per level of experience (i.e., a 5th level Guardian must be within five days' travel) of his or her warded area.  It is possible, however, for a Guardian to obtain a special dispensa�tion to undertake a specific, defined quest that may exceed this period, which usually must involve some�thing of value or importance to the Guardian's church.  If a Guardian leaves the area of his or her ward without such permission, he or she will lose all special benefits until he or she returns to the ward, at which time they will be immediately regained.



At 6th level or above, a Guardian can take on one or more apprentice Guardians as henchmen and appoint them as stewards or wardens of his or her guarded lands.  Such a steward can manage the superior Guar�dian's ward for one week per level of the highest-level steward, plus one week for each additional steward, thereby allowing the Guardian greater freedom of movement.  At the end of this time period, however, the PC Guardian must return to his or her ward or else he or she and all henchmen Guardians lose all special abilities; these abilities are regained when the superior Guardian returns.  If a Guardian's ward is violated while he or she is away, he or she will lose all special abilities and will be subject to a divine curse for his or her failure, suffering a -1 penalty to all die rolls until a successful atonement is completed.



Bonus Proficiencies:  Alertness

Required Proficiencies:  Awareness, Religion

Preferred Proficiencies:  Armor Optimization, Armorer, Artillerist, Blind-fighting, Bowyer/Fletcher, Camouflage, Close-quarter Fighting, Direction Sense, Engineer-Artillerist, Fortification, Healing, Im�movability, Lightning Reflexes, Mental Resistance, Observation, Siegecraft, Sixth Sense, Survival

�PALADIN KITS



Marshal



Description:  It would be perfectly correct to borrow the slogan of the Canadian Mounties for Marshals, as they always strive to 'get their man'--or whatever sort of being they might be hunting.  A single-mindedness about this goal is required.  Marshals work well with many sorts of beings as long as this goal is followed, and they do not mind gathering up willing allies to set off in search of criminals.  While a Marshals are not necessarily particular about their physical appear�ance, they are very particular about giving a good account of themselves and serving the greater needs and inter�ests of society.  In this, they are dangerous and dogged manhunters and have no qualms about killing their quarry if there is no other way to bring that creature back for proper administration of justice.  That stated, they always attempt to capture their prey alive for a proper trial.



Restrictions:  Marshals must be humans, aasimar, or (in rare and unusual cases) halflings.  They must be of lawful good alignment and must have Intelligence of at least 13 in addition to normal Paladin requirements.



Weapons & Armor:  A Marshal can wear any sort of armor and use any type of weapon or shield, though they will often wear light armor in order to maxi�mize their Stealth ability (see below) and must spend at least half of their weapon proficiency slots to learn the use of Capture Weapons.



Special Benefits:  Marshals are often employed direct�ly by law enforcement agencies, but perhaps just as often they are retained by their churches as special agents to perform field work in cases where perhaps the laws of the land are too lax or have been cor�rup�ted or subverted by powerful criminals.  They gain the following general and unique class and kit abilities:



Capture Weapons:  Because of their usefulness in capturing people, Marshals favor the use of Capture Weapons:  aklys, bolas, chain, garrote, lasso, mancatcher, net, sap, whip.  When using any of these weapons, a Marshal gains a +1 bonus to hit and has double the normal chance of entangling or impeding an opponent or his or her weapon.



Charismatic Appeal:  As a standard Paladin.



Chosen Foe:  If a Marshal is in pursuit of a specific outlaw or gang of outlaws, he or she can spend 24 hours studying them, their history, and their tactics, which will allow the Marshal to gain the full normal Chosen Foe bonus against those specific outlaws.  In addition, even if no special study has been undertaken a Marshal always gains a +1 bonus to hit and damage vs. 'generic' bandits, brigands, pirates, thieves, and similar outlaw characters.  Marshals suffer a reaction penalty with criminals and outlaws of all types equal to their normal Charisma-based reaction bonus.



Marshals almost always have (or can make, using their Charismatic Appeal) contacts within law enforcement organizations in order to provide them with informa�tion about specific 'wanted' criminals.  If a Marshal succeeds in bringing one of these specific outlaws to justice, he or she can usually collect a substantial reward of up to 1,000 g.p. per level of the criminal if brought back alive (generally 100 g.p. per level or less if dead); the precise amount is up to the DM, but rewards will rarely exceed this amount.



Essence of Virtue:  As a standard Paladin.



Knockout Blow:  When attacking from surprise, a Marshal gains a +4 bonus to hit.  In addition, he or she can chose to attempt to knock a target unconsci�ous with a sharp blow to the head.  The specific implement used is irrelevant to the success of this attack, but a successful hit (note that an unarmored head is AC 10) inflicts 1d4 points plus his or her Strength bonus (which is real, permanent damage), plus one additional point of temporary damage per level of the Marshal, which is restored with one turn of rest.  In addition to this damage, a Knockout Blow also has a 7% chance per point of damage to knock the victim unconscious for 1d10 turns with no saving throw allowed.  If the target is of equal or higher level than the Marshal, this knockout chance is halved.  Note that a Knockout Blow can only be at�tempted from surprise versus a humanoid creature between halfling and ogre size--creatures too small or too large simply cannot be struck in the right way to knock them out.  Creatures such as undead, trolls, dopple�gangers, and similar creatures cannot be affected by a Knockout Blow.



Priestly Powers:  As a standard Paladin two levels lower than their actual level.  However, Marshals do gain access to the spheres of Charm and Thought, and any spells cast from the spheres of Charm, Divination, or Thought take effect as if the Marshal was two levels higher than his or her actual level.  Thus, their access to spells is somewhat slower than for other Paladins, but their spells relating to the mind are more effective.



Pursuit:  A Marshal is highly skilled at following outlaws without being noticed.  All Marshals gain the Tracking proficiency for free, without the usual -6 penalty to their initial proficiency score, and like a Ranger their Tracking skill increases by 1 for every three levels of experience.  Marshals also can track while they are moving without suffering penalties to their Tracking score, as they must be able to follow a target without falling too far behind.



In addition to this skill at tracking, a Marshal can gain a +1 bonus to his or her movement rate for every three levels of experience (rounding up, maximum of +6), but this bonus to their movement rate applies only when they are actively pursing a creature within sight.  This ability is always usable when on foot, but if a Marshal possesses the Riding (Land-based) profi�ciency, he or she can attempt a proficiency check to provide this bonus to his or her mount when spurring it on to run down the Marshal's quarry.  If a Marshal has Riding Specialization, this speed increase is auto�matic when in Pursuit.



Sense Evil:  As a standard Paladin.



Stealth:  A Marshal gains the ability to hide and move stealthily (in order to better sneak up on a creature and capture it), gaining the Hide in Shadows and Move Silently thieving skills at a base level of 20%, plus 5% per level of experience.  All normal modifiers for race, ability scores, and armor worn apply when using these skills.



Suspicion:  Marshals are very cautious (almost to the point of being cynical), and they dislike being taken advantage of.  As a result, they are very skilled at sensing ambushes and surprise attacks, gaining a +2 bonus to avoid being surprised, and this bonus is doubled if they are actively pursuing a creature (including attempts to track down and apprehend a specific known outlaw).  In addition, Marshals should be treated as if their level was doubled for the purpose of noticing Pick Pockets attempts anywhere within their field of view (even if the attempt was not made against them personally).  They also gain an auto�matic saving throw when confronted with an illusion in order to notice its unreality; if an illusion normally allows no save, a Marshal gains a saving throw at -4 in order to resist its effects.



Finally, a Marshal has a chance of noticing lies, half-truths, and intentional evasion of the truth.  This ability is automatic and need not be declared as an action by the Marshal--he or she is simply very alert to subtle verbal and nonverbal clues that indicate that someone is lying.  The chance of noticing such decep�tion is 1% per point of the Marshal's Wisdom score, plus 5% per level of experience.  A failed roll indi�cates that the Marshal has not noticed anything out of the ordinary, though he or she can also use normal detective-type work to root out the truth.



Special Hindrances:  Marshals must follow the same general strictures as all Paladins.  In addition, they spend so much time learning the law enforcement trade that they do not have time to learn weapon specialization.  A Marshal must also work alone and in cities or sewers or other places where horses and other large animals can be impractical; thus, they cannot Call Mount as other Paladins can.  Marshals also focus more on their interpersonal interactions than their priestly abilities, causing them to function at a lower level in terms of Priestly Powers, and they cannot perform Faith Healing at all.  Because they must try to be unobtrusive and cannot afford to give themselves away to their prey or others who may try to interfere with their peace keeping and law enforce�ment activities.  As a result, a Marshal does not radiate an Aura of Holiness.



In addition to these restrictions, a Marshal is always 'on call' and may be asked (and expected to agree) to respond to emergencies and chase down criminals and dangerous fugitives of all sorts at any time of day or night.  It is rare that a Marshal has enough free time to set off and explore dungeons, loot treasures, or hunt monsters, though they do often work adventur�ing in around efforts to track down notorious crimi�nals.  Finally, because they must be able to move quickly, a Marshal never travels with more than 'light' encumbrance; they will not wear or carry so much equipment that they will be significantly slowed down if they need to chase a criminal (or perhaps flee from pursuit by a criminal's allies).



Bonus Proficiency:  Tracking

Required Proficiencies:  Information Gathering, Law

Preferred Proficiencies:  Alertness, Animal Handling, Appraising, Blacksmithing, Bowyer/Fletch�er, Camou�flage, Etiquette, Heraldry, Languages (Modern), Local History, Mountaineering, Observation, Reading Lips, Rope Use, Set Snares, Trailing

�PALADIN KITS



Ordainer



Description:  To an Ordainer, justice is everything, and there is no one who can escape it.  Those who try face the wrath of any Ordainer who discovers their misdeeds, which should be reason enough by itself to dissuade anyone who might think of breaking the law.  This is the entire reason that laws exist--to see that justice is carried out.  Justice purges cancers that infect society and makes people better fit to belong in the world.  Once everyone has been properly cleansed, then society will reach perfection, and perfection and purity is the ideal goal of the universe.  That stated, though justice is absolute and perfect it must be cor�rectly applied.  Mercy is an excuse created by the weak and the criminal; every crime must be punished according to the law.  To an Ordainer, there are no such things as 'extenuating circumstances'.  Those who seek to call Ordainers to account for their actions in pursuit of criminals may seek to accuse them of some of their own crimes, but an Ordainer will simply smile and reply that he or she answers to a higher law and a truer authority.  Charged with protecting and ensuring true justice, Ordainers must naturally be entitled to do things that others cannot--how else could they survive their own ideals?  Obviously, not everyone agrees with the ruthless perspective espoused by Ordainers, but unfortunately (from the Ordainer's point of view) they cannot justifiably hang a being just for having opinions--at least not in most places.



Much of an Ordainer's world view can be ascribed to their conviction that life and death are more or less relative states of being.  All beings are both alive and dead at the same time; it is simply a matter of how far along the path toward oblivion a being has traveled.  An Ordainer sees him- or herself as striving toward the goal of perfect purity--purging themselves of passions and insensate emotionalism in order to reach a true understanding of the fundamental laws that undergird the universe.  Ordainers do not hold to the belief that people receive judgment and their due re�ward or punishment after they die.  To an Ordainer, there is no reason that a person must wait until after death to receive the punishment that is due them, nor should death provide a means of escape or release from their crimes.



Requirements:  Ordainers must be of unswerving law�ful evil alignment and may be humans or tieflings.  They have the same ability score requirements as standard Paladins.



Weapons & Armor:  Ordainers can wear any type of armor and use any type of shield or weapon, though they prefer the use of swords.



Special Benefits:  Ordainers are a sort of 'anti-Paladin', devoted to the cause of law and evil rather than law and goodness, with a particular interest in the capture and punishment of criminals.  Like other Paladins, an Ordainer can specialize in any one wea�pon at a cost of two slots per level of specialization.  Because of their passion for swordsmanship, however, Ordainers can specialize in any one type of sword at the normal cost of one slot per level, though they still cannot begin play with specialization.  An Ordainer's other abilities are as follows:



Aura of Holiness:  As a standard Paladin, save that an Ordainer's aura protects against creatures of chaotic and/or good alignment (particularly chaotic good creatures) and against good magic.



Call Mount:  As a standard Paladin.  Many Ordainers will seek to use this ability to call a nightmare as a steed.



Dead Truce:  Ordainers have a unique ability with respect to undead called the Dead Truce.  Based upon an ancient pact, reached so long ago it is scarcely even remembered, the very first Ordainers gained a special status with respect to the spirits of the dead and their role as exe�cutioners of justice for the living and the dead (which to Ordainers are all simply part of the same spectrum).  As a result, Ordainers will be ig�nored by any undead creature as long as the Ordain�er does nothing to harm the undead in question.  This provides no benefit to an Ordain�er's allies, and an attack on one undead creature of a group is considered an attack against all and thus abrogates the Dead Truce for that encounter.



A curious side effect of the Dead Truce is that Ordain�ers do not suffer continuous hit point loss while at negative hit points.  In addition, they can survive down to a negative hit point total equal to 10 plus their level (e.g., a 7th level Ordainer could survive until -17 hit points).  An Ordainer falls unconscious like any other character at this point, but normal healing up to positive hit points will restore him or her to full functionality without needing bed rest or additional magic.



Essence of Hatred:  As a standard Paladin's Essence of Virtue, save that an Ordainer's bonus hit points are invoked when facing a chaotic enemy.



Law & Justice:  Ordainers have a passion the study of law, and they learn and memorize the laws and legal codes of the nation, the city, and the province that they were born and raised in as well as the region in which they live.  They automatically know all com�mon laws and procedures of those areas, and they can attempt a Wisdom check to recall obscure points of law.  They can also attempt a similar ability check to recall commonly known laws for foreign lands, or even uncommon or obscure points of law in foreign lands with a check at a penalty of -3 to -6 (DM's discretion).



Ordainers also have a passion for punish�ment and for rooting out the truth, and they gain a special detect lie ability that they can use once per day, asking up to one question per level of experience and being able to determine whether the answer given is truthful.  In addition, they have a limited ability to compel criminals to comply with their demands for justice once per day, essentially duplicating the effect of a charm person spell.



Master of Terror:  Ordainers are unaffected by any type of fear.  In addition, an Ordainer is able to make use of any magical item that generates fear, even if not normally available to them by reason of their class, and such items work at enhanced effect.  As a result, saves vs. fear-causing items wielded by an Ordainer suffer a -2 penalty, and the Ordainer can elect to double the range, area of effect, or duration of fear caused by such an item.



An Ordainer can also generate an aura of fear once per day, affecting a 10' radius and lasting one round per level.  All creatures within the area of effect must save vs. spells or attempt to flee (70%) or attack the Ordainer in a panicked rage (30%); the DM can mod�i�fy these chances based on the situation.  Even crea�tures who make their saving throw will feel very ill at ease and will greatly desire to be somewhere else.  Ordainers often use this power when bullying less powerful individuals or when questioning subjects.



Priestly Powers:  As a standard Paladin, save that an Ordainer cannot turn or command undead (this is a condition of the Dead Truce).  In addi�tion, Ordainers who can cast spells have access to the spheres of All, Charm, Combat, Divination, Law, and Protection.



Sense Goodness:  As a standard Paladin's Sense Evil.  In addition, an Ordainer has a 5% chance per level of ex�perience to be able to determine the ethical alignment (i.e., lawful, neutral, chaotic) of any creature within the area of effect of his or her detection, regardless of whether they successfully Detect Good.  An Ordainer cannot detect the ethical alignment of intelligent items or places, but only creatures.



Special Hindrances:  Ordainers are far more concern�ed with the prosecution of true justice than fighting monsters or studying a particular race of creatures to find their combat weaknesses.  Thus, they do not gain a Chosen Foe; however, it should be noted that any criminals will suffer a penalty to reactions with an Ordainer equal to their normal reaction bonus for Charisma.  Ordainers rarely bother with attempting to befriend or impress people (beyond the intimidation they show in their Master of Terror ability), and as a result they lack the Charismatic Appeal of other Paladins.  They still gain their normal Charisma-based reaction adjustment, and they can and do use this to considerable effect when threatening or (when neces�sary) cajoling others, but they simply are not interested in 'making nice'.



An Ordainer likewise has little patience for the soft, weak practice of Faith Healing or for any sort of heal�ing for that matter.  In fact, an Ordainer's disdain for healing is such that he or she must save vs. spell any time he or she is subjected to healing effects, regard�less of whether they are spells, magical items, or psionic powers.  If the save succeeds, the healing is negated.



As with all Paladins, the specific code of conduct required of an Ordainer depends on many outside fac�tors, but the following is a thumbnail sketch of the 'Ten Commandments' for Ordainers:



1.	Never retreat from combat unless allies have done so first (unless they are other Ordainers) or unless commanded to do so by superiors in the hierarchy of your faith or other acknowledged leader.

2.	Obey all laws--their individual rightness or wrong�ness makes little difference.  An Ordainer should never knowingly disobey a law unless they can find a legalistic loophole through it or unless that law would be contravened by the need to locate, apprehend, and administer justice to a criminal.

3.	Do not lie to others of the faith or law enforce�ment agencies, engage in casual sex or other wanton im�morality, or drink or eat to excess, as such actions can distract from the pursuit and fulfillment of justice.

4.	Do not allow slights against yourself or your faith to pass unchallenged and unavenged, inflicting vengeance many times over for any such insult.

5.	Spread the faith of your deity whenever possible.

6.	Always tithe at least 10% of income from any and all sources to your church, and this money must be paid immediately.

7.	Never retain excessive wealth.  Ordainers may retain only enough wealth to support themselves in a modest manner, pay his or her henchmen, men-at-arms, and servitors at a reasonable rate, and construct or maintain a small castle or keep (funds can be set aside for this purpose).  All excess funds must be donated to the Ordainer's church.

8.	Be relentless in pressing any advantage against a foe, never showing mercy or kindness to a defeat�ed enemy or releasing a lawbreaker from confine�ment until justice has been served, nor allowing allies or companions to commit such acts of weakness.  Crush your foes under your heel and grind them into utter despair and submission, snuffing out all hope of escape from your oppressive dominion.

9.	Depend on inner strength and do not become overly dependent upon magical items, possessing no more than one suit of armor, one shield, four weapons, and four other items.

10.	Employ henchmen only of Lawful Evil alignment or those who act in such a manner when align�ment is unknown.  Ordainers will cooperate with characters of other alignments as long as it is does not interfere with their higher goal of dispensing their particular brand of justice.  Attempt to show others the proper way to live through both word and deed, realizing that most people simply cannot meet such dire standards.



Ordainers sometimes organize themselves into cadres or orders of knighthood that promote their philo�sophy, but even Ordainers who do not belong to such organizations must always obey the commands of a priest of their faith of higher level or from any Ordainer of higher level.  This obedience is expected without question or hesitation.  It should be noted that an Ordainer can likewise demand unquestioning obedience from their inferiors.  Any variance on the part of an underling from the orders of a superior requires an atonement on the part of that character before he or she is allowed to gain experience points; failure to complete atonement results in the character being 'frozen' at the level at which they committed the act of insubordination, unable to advance in level.  Any Ordainer who actually subverts the orders of a superior or turns against another Ordainer in any way (except in the case of two or more Ordainers going after the same criminal on behalf of different groups) is immediately cast out of the faith and sentenced to death, with the sentence to be carried out immediately by any member of the church or any Ordainer.  An Ordainer can also be called to account for an action against his or her alignment, even if magically controlled, as other Paladins can.  Any Ordainer who knowingly performs a chaotic act is instantly and permanently stripped of his or her powers and posi�tion, just as a Paladin who commits an evil act would be.



Required Proficiencies:  Intimidation, Tracking

Preferred Proficiencies:  Alertness, Ambush, Bureau�cracy, Camouflage, Heraldry, Information Gathering, Languages (Modern), Local History, Observation, Reading Lips, Riding (Land-based), Rope Use, Set Snares, Torture, Trailing, Venom Handling

�PALADIN KITS



Vindicator



Description:  Some expeditions or missions of the church require the attention of a specialist whose religious dedication and zeal is unquestioned and whose fighting skills far exceed those of the typical Paladin.  Vindicators fit this bill perfectly, being single-minded, specially anointed holy warriors of tremendous skill and strident commitment to their faith.  For a determined Vindicator, no job is too difficult and no enemy too formidable.  Some Vindicators are sometimes formed into holy military orders, while some are individuals working more or less freelance for their church hierarchy.  A Vindicator's companions will find him or her disciplined, focused, and unyielding in his or her determination to accomplish objectives and goals.  Vindicators socialize little, preferring instead to keep their bodies strong with punishing exercise and their minds sharp with quiet meditation.  Natural leaders in combat situations, Vindicators fight with grim intensity and fearless perseverance.



Requirements:  In addition to standard Paladin requirements, Vindicators must have scores of at least 13 in Dexterity and Constitution.



Weapons & Armor:  Vindicators are limited to wea�pons permissible for Clerics of their faith, but they are not limited in choice of armor.  Vindicators do tend to favor weapons that can be wielded two-handed, and at least half of their weapon proficiencies must be spent on melee weapons that can be used in this fashion.



Special Benefits:  Unlike other Paladins, a Vindicator can begin play with Skilled Specialization in any one weapon and must only pay the usual cost of one slot per level of specialization.  As with other Paladins, a Vindicator can only specialize in a single weapon.



Aura of Holiness:  As a standard Paladin.  In addition, Vindicators are immune to fear and gain a +2 bonus to saving throws versus mind-affecting spells.  These bonuses do not apply to other creatures within the aura.



Call Mount:  As a standard Paladin.



Chosen Foe:  As a standard Paladin.  In addition, a Vindicator can select a specific evil priesthood as his or her Chosen Foe.  If this is done, the Vindicator will gain his or her full bonus against any character that receives priestly powers from that deity and the lesser bonus against any creature who worships that deity or is employed by the priesthood of that deity.



Church Favor:  Vindicators automatically receive a 'Friendly' reaction with any worshiper of their deity.  In addition, they can always request room, board, and sanctuary for themselves and up to 1 companion per level at any temple or stronghold of their religion.



Essence of Virtue:  As a standard Paladin.



Faith Healing:  As a standard Paladin of half his or her actual level.



Holy Might:  Vindicators are also able to invoke the holy might of their deity once per day, with the effects of this power lasting for 1d4+1 rounds per level.  While in effect, this surge of power grants the Vindicator a +1 bonus to attack and damage rolls and sav�ing throws, one bonus hit point per level (damage suffered is sub�tracted from these hit points before the Vindicator's actual hit points), and grants one extra attack per two melee rounds.  At the expiration of this Holy Might, the Vindicator suffers a -2 penalty to all die rolls (except saving throws) until he or she can rest completely for one full turn.



While in this near-berserk state of battle ecstasy, the Vindicator can fight on at negative hit points, down to -2 per level, and while at negative hit points the bonuses for this power are increased to +2 on attack and damage rolls and saving throws and one extra attack every round, but the Vindicator must remain in combat continuously.  If a round passes in which the Vindicator is unable to attack a foe or if the power's duration expires while the Vindicator is at negative hit points, he or she must make a system shock roll.  If successful, he or she will be reverted to one hit point but will be dazed and effectively stunned for one full turn, and then will need to rest for one additional turn to restore full normal function.  If the system shock roll fails, the Vindicator must save vs. death magic to survive.  If this save is successful, the Vindicator will be unconscious for 1d100 turns and then will awaken with 1 hit point and otherwise in good condition.  If the maximum total of negative hit points is exceeded, the Vindicator will pass out and be treated as any other character at negative hit points, perishing if below -10.



Priestly Powers:  As a standard Paladin, but a Vindi�cator gains these powers very slowly.  He or she can turn undead as a priest of half his or her actual level.  In addition, though a Vindicator gains spellcasting ability at 9th level like other Paladins, they gain spellcasting ability at only half the normal rate, as noted below:



















Vindicator  Casting	   Priest Spell Levels

Level	       Level	1	2	3	4

9-10			1	1	-	-	-

11-12			2	2	-	-	-

13-14			3	2	1	-	-

15-16			4	2	2	-	-

17-18			5	2	2	1	-

	19+			6	3	2	2	-



In addition to decreased spellcasting ability overall, a Vindicator can cast spells only from the spheres of All, Combat, Healing, Protection, and War.  A Vindi�cator never gains the ability to use or create priest scrolls or magical items.



Sense Evil:  As a standard Paladin.



Special Hindrances:  Vindicators share the same restrictions as other Paladins in terms of their devotion to law and goodness and their general code of conduct.  Vindicators also have significantly decreased abilities in the areas of Faith Healing and Priestly Powers, as described above.  In addition, a Vindicator is driven to train continuously and to always be ready for battle.  As a result, they do not gain the Charismatic Appeal of other Paladins, though they do possess their normal Charisma adjustment to assist them in getting their point across short of baring steel.  



A Vindicator's focus on combat skills takes time away from other studies, halving the normal number of non-weapon proficiencies gained at 1st level (including those gained due to high Intelligence) and causing them to gain such proficiency slots only every four levels.



Finally, because of their special role, Vindicators are more beholden to their churches than other Paladins.  They must tithe 20% of their income directly to their church is doubled, and they are encouraged to give as much over and above this as is not directly required for the upkeep of themselves and any retainers.  In addition, Vindicators have a 5% per level chance each time they advance a level of being summoned by their church to engage in a special quest on behalf of the church, and a Vindicator must always obey the com�mands of any higher-level priests or Paladins of their faith.  Failure to obey, unless to obey would contra�vene the Vindicator's alignment, results in the loss of all special abilities except for weapon specialization until an atonement is completed.



Required Proficiencies:  Display Weapon Prowess, Religion

Preferred Proficiencies:  all Warrior proficiencies, Alertness, Awareness, Endurance, Jumping, Law, Monster Lore, Observation, Riding (Land-based)



��

***DISCLAIMER*** 



As with all postings by me of classes or races, it should be noted that portions of the information contained herein were inspired by or derived from information in published works of TSR, Inc., and may contain references to those works, quotations or passages of text (especially in the area of 'Character Description', where applicable sections from TSR works were often carried over more or less intact into my campaign world), or particular powers or abilities invented by TSR staff writers.  No relationship with TSR, Inc., is to be implied by this use, nor is any attempt being made to solicit profit or remuneration of any kind.  I have read the TSR Online Policy document, and have tried to accommodate the stipulations contained therein. 



In instances where I have lifted an essentially complete class or race without significant alteration, I have not included these in my postings but instead have inserted a reference to the appropriate D&D sourcebook for those curious in including it in their campaign.  Only variations that include a significant component of original work, alteration, or reformulation (including the compositing elements from various TSR sources into new combinations) of have been included in this set of postings. 





<a href="mail to:tjaden@u.washington.edu">Jason Eric Nelson </a> < tjaden@u.washington.edu >
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