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Since the onset of the Wars of the Breaking, the Churches of Darokin (of Tarvo, Akor, and Draik) have enlisted the aid of faithful knights in the defense of the Holy Church.


During the Wars of the Breaking, the holiest of these knights, after a sacred quest into the far reaches of the Earth, was granted some of the powers normally reserved for priests, and some powers specific to the sacred Knighthood called Paladinhood.


Despite changes in the Church, and even in the Paladinhood, there has never been an end to the sword arm of the Church Militant.

Specific Rights

and Privileges

of the Paladinhood
╤
Detection of Evil -- The Paladin may detect evil intent up to 
60 feet away merely by concentrating.  Thick walls, or other 
substances may block this ability.

╤
Sacred Fortitude -- The Paladin receives a +2 bonus to all 
saves.

╤
Immunity to disease -- The Paladin is immune to all diseases 
(this does not include magical curses).

╤
Laying on of Hands -- The Paladin can heal up to 2 points of 
health per experience level per day.  (self or another)

╤
Curing of Disease -- The Paladin may cure one disease per week 
per every five levels.

╤  
Protective Aura -- Within a 10 foot radius of the Paladin, all 
summoned and specifically evil creatures suffer a -1 penalty 
to all their attack rolls.

╤
The Holy Sword -- A Paladin using a holy sword projects a 
circle of power 10 feet in diameter when unsheathed and held.  
This power dispels hostile magic of a level up to the 
Paladin's experience level.

╤
TURNING -- By displaying his Holy Hammer of Draik, the Paladin 
may attempt to turn Undead and other Not-Very-Nice-Things upon 
reaching third level as if he were a priest of two levels 
lower.

╤
The Bonded Mount -- At Fourth Level, the Paladin may undertake 
a quest to acquire a bonded steed (usually a war horse).

╤
SPELLS -- At ninth level, the Paladin may cast spells in the 
spheres of Combat, Divination, Healing, and Protection, as a 
priest.  He does not gain bonuses for high wisdom.

Certain Restrictions

of the Paladinhood
╤
Magical Frugality -- The Paladin may only own ten magic items:


•one suit of armour


•one shield


•four weapons


•four others

╤
Generosity -- The Paladin does not retain wealth.  He may not save any more money than is necessary to support himself and any dependents, or to build or maintain a modest castle or keep.  The excess must be donated to a worthy cause.

╤
The Tithe -- The Paladin must give a tithe of his income to 
the Church.

╤
Followers and Henchmen -- The Paladin does not attract 
followers, nor may he hire any henchmen unless they are of 
lawful good alignment.

Dress of Paladins
Paladins are to wear a surcoat or tabard of clerical blue, with a belt signifying their rank.

In brief, the ranks are:

Squire-Cleric (rope belt)

Novice-Corporal(light blue)

Post-Serjeant (dark blue)

Serjeant-Deacon (khaki)

Priest-Lieutenant (brown)

Lieutenant-Curate 

(light green)

Vicar-Major (dark green)

Knight-Colonel (yellow)

Knight-Prelate (orange)

Bishop-General (red)

Holy Marshal (purple)


One Holy Marshal commands all the Paladins of Draik.  The other ranks are apportioned as there is need.


Paladins may hold rank in regular military branches, and high-ranking Paladins may be Spamites or Cardinals.

Expectations

and

Requirements

-------------------

The Paladin is expected to own his own copy of the Book of Draik, to exhibit kindness, loyalty, courage, and generosity, and to maintain himself in a respectable manner.

ORDERS of

KNIGHTHOOD
Some Paladins are members of orders, which are dedicated to a specific task or purpose.  There are no special benefits or disadvantages to membership in an order, save the support of a large organisation and the duties it may entail.

---------------------------

Knights of the Hammer

of Draik
These Knights (Knights of the Hammer) are common in the Northlands, Rimlands, Tralada, and nearly all areas.  These knights all prefer to use the war hammer, in deference to the weapon favoured by Draik.

---------------------------

Knights of the

Hospitals of Saint

Varina
The Knights (Knights Hospitaller) are dedicated first and foremost to healing.  They are especially common in the Midlands, Southlands, Lowlands, and Tralada.

---------------------------

Knights of the

Southern Guard
These warriors (Knights Southguard) watch over the Malpheggi Swamp, and all the dangers that emerge therefrom.  Naturally, this order is almost exclusive to the areas around the Swamp.

The most famous Knight Southguard is Bd. Sir Lamar MacLewis.
---------------------------

Knights of the

Kingdom of Traladara
These Knights (Traladan Knights) are Traladans who wish to serve their country and their god.  They are all in or from Tralada.

Learning, Training,

and EXPERIENCE
All those who serve the Church Militant, whether they be Paladins, Adventuring Clerics, or other devout men, grow in power through their experiences.  The following charts detail the benefits of various actions and experience.

PALADINS

PRIVATE 
Spell cast to overcome problems
25 XP/Level

Character turned to lawful goodness by Paladin's direct influence
50 XP/level

Per Hit die of creatures attacked by paladin
10 XP

Per Hit die of creatures defeated by paladin in single combat
10 XP/level

Per spell or innate ability used to further Draikism
50 XP

CLERICS

PRIVATE 
Successful use of granted power
100 XP

Healing innate ability
10 XP/HP healed

Spells cast to further Draikism
100 XP/spell level

Making magical scroll or potion
XP value

Making permanent magical item
XP value


Unless it would cause some contradictions, all benefits and restrictions of the priesthood fall upon paladins of equal ranking.

----------------------------------


All Paladins and Clerics receive each day a number of Orisons equal to their level.

---------------------------
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