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Melee Hit Bonus

Missile Hit Bonus

Armor Class Saving Throw 

Melee To-Hit Bonus:
Melee Damage Bonus:
Open Doors:
Missile To-Hit Bonus:
Armor Class Bonus:
Hit Point Bonus:
Additional Languages:
Bonus 1st level Magic-User Spell: 
Bonus 1st level Cleric Spell:  
Maximum Hirelings:
Loyalty:
Reaction Bonus/Penalty:
Saving Throw: 
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	Text26: Weapon/Armor Restrictions: Paladins are highly trained combatants and have no restrictions regarding weapons and armor or shields.Healing Touch: Once per day a paladin may touch a wounded individual and heal them for a number of hit points equal to his current level.Spell Casting (4th): When a Paladin reaches fourth level they may cast divine spells from a specific list.  Each day the paladin prays for a certain set of spells, choosing any spells from the cleric spell list. Paladins of specific gods might have entirely different sets of spells as determined by the referee, but the standard Paladin has the standard cleric spell listA paladin is immune to all diseases mundane and magical. In addition, the paladin may use his healing touch power to cure an individual afflicted with a disease instead of restoring  points.
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Turning Undead:  With the referee's permission, a Paladin of third level or higher may turn undead in a manner exactly like a cleric of two levels lower than the paladin's level.
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