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QUICK TO FIGHT

Racial Power

At the start of each battle, roll initiative twice and choose the
result you want.

SMITE EVIL

Class Feature

You can use this talent once per battle, plus an additional
number of times per day equal to your Charisma modifier.
As a free action before you make a paladin melee attack roll,
you can declare that you’re using a Smite Evil attack. Add
+1d12 to the damage roll AND deal half damage with the
attack if it misses.

Adventurer Feat: Your Smite Evil attacks gain a +4 attack
bonus.

WAY OF EVIL BASTARDS

Class Talent

When one of your Smite Evil attacks drops a non-mook
enemy to 0 hp, that use of Smite Evil is not expended. (Yes,
we’re aware of the irony of the name, feel free to call it Smite
Good or Smite Enemy, as you like.)

BASTION

Class Talent

You gain +1 AC. In addition, once per battle when a nearby
ally is hit by an attack, you can choose to lose hit points
equal to half of that damage, and have your ally take only
half of the damage instead. The damage you lose can come
from temporary hit points, but isn’t affected by damage
resistance and other tricks to avoid the damage.

Adventurer Feat: Increase your total number of recoveries
by 1.



PALADIN’S CHALLENGE

Class Talent

When you hit an enemy with a melee attack, you can choose
to challenge that enemy as a free action. Until the end of the
battle, provided that both you and the enemy you’ve
challenged are conscious and capable of making an attack,
you both take a –4 attack penalty against all other creatures
and a –4 penalty to disengage checks from each other. You
can only have one enemy challenged at a time. Both you and
the creature you have challenged can “turn off ” the attack
penalty for the rest of that turn by making an attack roll
against the rival. For example, a monster with more than one
attack or attack roll can attack your allies without penalty on
its turn provided it attacks you first. (Note that this would not
help the monster with an opportunity attack against one of
your allies later in the round.) First, your Paladin’s Challenge
ends if either you or the creature you are challenging falls
unconscious or drops to 0 hp. Second, you can end your
current challenge and start another when you hit a different
enemy with an attack (assuming you hit with the –4 penalty).
Third, you can choose to end the challenge if an enemy flees
far away from you. An enemy can only be the subject of one
Paladin’s Challenge at a time; a new challenge overrides the
previous one.
Adventurer Feat: The attack and disengage penalty for

challenged enemies (but not for you) is equal to –4 or to
the escalation die, whichever is higher.


