Dark Paladin, for AD&D





Ability Requirements: Strength 14, Constitution 12, 


                                     Wisdom 14, Charisma 15


Prime Requisite:                Strength, Wisdom


Allowed Races:                  Human, dark elf





Dark paladins are the antithesis of paladins. They champion evil gods and the ideals of power, glory, wickedness and combat. Contrary to what many believe, dark paladins are not chaotic evil. They must be lawful evil in alignment. While they are cruel and evil, they have a sense of honor and a code of conduct, just as good paladins. Dark paladins belong to many evil churches. They are especially common in the churches of Lucifer, Radimvice, Incendax, Endora and Malanges, but other evil faiths have a few here and there. A dark paladin who knowingly commits a chaotic act must seek out a lawful evil cleric of 7th level or higher and do penance as described by that cleric. Penance assigned by evil clerics is generally far harsher than those assigned by good clerics, but that is the price the dark paladin pays for choosing the life of evil. Any dark paladin committing more than three chaotic acts in the span of a month loses his dark paladinhood immediately and forever, and becomes a fighter of equal level (if his compatriots don't hunt him down and kill him, as they are wont to do). Dark paladins do not exist to cause random violence and chaos; they exist to counter the actions of good wherever possible, in an organized, effective way.





Dark paladins have the following restrictions: 


· A dark paladin may never possess more than 10 magical items. Furthermore, this is limited to one suit of armor, one shield, four weapons and four miscellaneous items. Dark paladins do not rely on magic to accomplish their goals, they rely on skill.


· A dark paladin never retains wealth. He can keep enough treasure to support himself and pay his hirelings as well as he deems fit. He may also save for a stronghold of some type. All other treasure must be donated to the church of the god he receives his powers from. In any case, a tithe of 20% is imposed on all dark paladins.


· A dark paladin does not attract a body of followers. He may have hirelings and henchmen, but these cannot be of a good alignment. He only tolerates chaotic neutral and chaotic evil hirelings if they 


behave themselves.





Dark paladins, in return for their service and in compensation for these strictures, receive the following benefits:


· A dark paladin can detect good-aligned creatures within 30' if he concentrates for one round. This power differs from the normal paladin power in that the dark paladin detects in all directions, and detects good alignments, not just good intent.


· A dark paladin receives a +1 bonus on all saving throws, but is allowed a saving throw vs. death magic with a -4 penalty against energy draining attacks that do not normally allow a saving throw.


· A dark paladin is immune to all forms of natural and magical diseases (but can still be cursed).


· A dark paladin can heal or harm by touch. He can only use one of these powers each day, not both. He can heal one hit point per level, or damage two points per level.


· A dark paladin is surrounded by an aura of evil with a 10' radius. Any good creatures within this aura suffer a -1 penalty to hit. Creatures affected by this aura can always spot the source, even if the dark paladin is disguised. Note the effects of overlapping auras are not cumulative.


· A dark paladin gains the power to control undead at 3rd level. He affects undead as a cleric two levels lower than his current level.


· A dark paladin, in return for not receiving a bonded mount, casts priest spells with more power than a normal paladin, and receives these benefits at 6th level. He can also access more spheres: combat, healing, law, necromantic, protection, summoning and war. He does not gain spells from high Wisdom, and can not read spells off scrolls. Nor can he use magical items not useable by a warrior








