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Paladin

Requirements: STR 12, WIS 12, & CHA 12
Prime Requisite: CHA and STR

Hit Dice: 1d8

Maximum Level: None

Paladins are a very rare type of fighter. These holy warriors
dedicate all they have and all they are to living, supporting
and defending all that is lawful and good. Therefore, they
must always be lawful in alignment. Paladins use the Dwarf,
Elf, Fighter, and Halfling Character Attack Table (LL, p. 60)
and the Fighter Saving Throw table (LL, p. 55).

A paladin may serve one particular god, a pantheon of gods,
or just the ideals of law and good. Many are part of a
religious order of paladins that live and train in an almost
monastic community. Other paladins are much more loosely
affiliated, mentoring potential recruits individually and only
gathering together when occasion calls for it. However,
paladins of any faith, deity or pantheon recognize each other
as brothers and sisters who share a common calling and and
will often support and work together. They usually follow
the direction of higher level paladins and clerics of good gods
- even a god or gods other than their own.

Order or Mentor (Random Determination, if desired)
01-70 The paladin has lived and trained as part of

an order of paladins.
71-00 The paladin has lived and trained with a mentor.

Paladin

Paladins may never have more weapons or armor than they
can personally use in combat at one time. They must also
give at least 10% of all they earn to their religion. In addition,
after taking care of all their living and working expenses,
paladins must give away 90% of their remaining wealth to
their religion or another worthy charity. Note that none of
these tithes or offerings can be given to another player's
character in the adventuring party.

Paladins begin play with at least one primary weapon, a set
of armor including a shield (if they use one), possibly a horse,
etc., as gifts from the members of their order or from their
mentor and the local faithful. However, they begin play with

only 1d8x10 gp.

Detect Evil 60' A paladin can, at will, Detect Evil just like
the cleric spell of the same name (LL, p. 22). However, they
must spend an entire round concentrating on it and
performing no other actions in order for this ability to be
effective.

Divine Bonus Because of their unswerving devotion to
good, paladins receive a +2 bonus to all their saving throws.

Protection from Evil As a divine gift, once per day
paladins can radiate a Protection from Evil aura as per the
cleric spell of the same name (LL, p. 24). At 9th level, this
ability is extended to 10’ around the paladin.

Divine Healing Paladins are blessed with the ability to,
once per day, lay their hands upon one person (including
themselves) and restore 2 points of damage per level. In the
same way, they can lay their hands upon a person and Cure
Disease just like the cleric spell of the same name (LL, p. 21).
At 1st level they can Cure Disease once per month, twice a
month at 5th level and three times a month at 10th level.
Paladins are personally immune to all diseases, both ordinary
and magical.

Turn Undead Beginning at 3" level, paladins may attempt
to turn undead as a cleric of 2 levels lower than their current
level. For example, a 4™ level paladin would turn undead as
a 2% level cleric.

Cleric Spells (OPTIONAL) If there is a desire on the part
of the Labyrinth Lord to have spell-casting paladins, then
they may want to adopt this optional rule: Starting at 9th
level, paladins may cast clerical spells as a cleric of 8 levels
lower. They reach their maximum number of spells and their
maximum spell level (4th level cleric spells) when a paladin
reaches 17th level. Paladins do not receive bonus spells from
high Wisdom scores.
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Paladin Level Progression

Experience Level Hit Dice (1d8)
0 1 1
2,501 2
5,001 3 3
10,001 4 4
20,001 5 5
40,001 6 6
80,001 7 7
160,001 8 8
310,001 9 9
460,001 10 +2 hp only *
610,001 11 +4 hp only *
760,001 12 +6 hp only *
910,001 13 +8 hp only *
1,060,001 14 +10 hp only *
1,210,001 15 +12 hp only *
1,360,001 16 +14 hp only *
1,510,001 17 +16 hp only *
1,660,001 18 +18 hp only *
1,810,001 19 +20 hp only *
1,960,001 20 +22 hp only *

Hit point modifiers from constitution are ignored

Paladin

Sword +2, Holy Sword

Intelligence: 12

Communication: Verbal

Alignment: Lawful

Languages: 3

Psyche: 12

Willpower: 24

Motivation: Destroy Chaotic Beings
Spell-Like Power: Dispel Evil 1/week

Description: This powerful, sapient blade is the bane of all
chaotic beings. A Holy Sword grants neutral and lawful
owners a +2 bonus to hit and damage against creatures of all
alignments. However, in the hands of a Paladin in combat
with chaotic beings, it becomes nearly as powerful as a
minor artifact, bestowing a +4 bonus to hit and damage as
well as the ability to Dispel Evil as per the cleric spell (LL. p.
22) once per month. Holy Swords are intelligent and
extremely motivated in their quest to destroy chaotic beings
and will thus attempt to overpower the will of neutral owners
towards that end and help direct the actions of lawful
owners, yet without requiring an action that would that
would cause them certain death. Chaotic beings attempting
to wield a Holy Sword immediately lose 2 levels for as long
as the sword is in his or her possession. Unlike cursed items,
a chaotic being can discard the Holy Sword at will.

Origin and Purpose: Each Holy Sword is a unique item with
each one having its own personality and personal name.
Some sages suggest that Holy Swords were originally created
by a lawful Elder God in the far distant past and were
awarded to his greatest mortal servants. In the ages since,
Holy Swords have been handed down from generation to
generation with most having been lost, some destroyed, and
a few stolen from their rightful owners and hidden by
powerful chaotic forces. To this day, when truly virtuous and
potent paladins rise in the mortal realm, lawful divine forces
do all they can to discover, liberate and pair these immensely
powerful weapons with them.



Delving Deeper

Paladin

Requirements: STR 12, WIS 12, & CHA 12
Prime Requisite: CHA and STR

Hit Dice: 1d8

Maximum Level: None

Paladins are a very rare type of fighter. These holy warriors
dedicate all they have and all they are to living, supporting
and defending all that is lawful and good. Therefore, they
must always be lawful in alignment. Paladins use the Dwarf,
Elf, Fighter, and Halfling Character Attack Table (LL, p. 60)
and the Fighter Saving Throw table (LL, p. 55).

A paladin may serve one particular god, a pantheon of gods,
or just the ideals of law and good. Many are part of a
religious order of paladins that live and train in an almost
monastic community. Other paladins are much more loosely
affiliated, mentoring potential recruits individually and only
gathering together when occasion calls for it. However,
paladins of any faith, deity or pantheon recognize each other
as brothers and sisters who share a common calling and and
will often support and work together. They usually follow
the direction of higher level paladins and clerics of good gods
- even a god or gods other than their own.

Order or Mentor (Random Determination, if desired)
01-70 The paladin has lived and trained as part of

an order of paladins.
71-00 The paladin has lived and trained with a mentor.

Paladins may never have more weapons or armor than they
can personally use in combat at one time. They must also
give at least 10% of all they earn to their religion. In addition,
after taking care of all their living and working expenses,
paladins must give away 90% of their remaining wealth to
their religion or another worthy charity. Note that none of
these tithes or offerings can be given to another player's
character in the adventuring party.

Paladins begin play with at least one primary weapon, a set
of armor including a shield (if they use one), possibly a horse,
etc., as gifts from the members of their order or from their

mentor and the local faithful. However, they begin play with
only 1d8x10 gp.

Detect Evil 60' A paladin can, at will, Detect Evil just like
the cleric spell of the same name (LL, p. 22). However, they
must spend an entire round concentrating on it and
performing no other actions in order for this ability to be
effective.

Divine Bonus Because of their unswerving devotion to
good, paladins receive a +2 bonus to all their saving throws.

Paladin

Protection from Evil As a divine gift, once per day
paladins can radiate a Protection from Evil aura as per the
cleric spell of the same name (LL, p. 24). At 9th level, this
ability is extended to 10" around the paladin.

Divine Healing Paladins are blessed with the ability to,
once per day, lay their hands upon one person (including
themselves) and restore 2 points of damage per level. In the
same way, they can lay their hands upon a person and Cure
Disease just like the cleric spell of the same name (LL, p. 21).
At 1st level they can Cure Disease once per month, twice a
month at 5th level and three times a month at 10th level.
Paladins are personally immune to all diseases, both ordinary
and magical.

Turn Undead Beginning at 3" level, paladins may attempt
to turn undead as a cleric of 2 levels lower than their current
level. For example, a 4™ level paladin would turn undead as
a 2% level cleric.

Cleric Spells (OPTIONAL) If there is a desire on the part
of the Labyrinth Lord to have spell-casting paladins, then
they may want to adopt this optional rule: Starting at 9th
level, paladins may cast clerical spells as a cleric of 8 levels
lower. They reach their maximum number of spells and their
maximum spell level (4th level cleric spells) when a paladin
reaches 17th level. Paladins do not receive bonus spells from
high Wisdom scores.

Paladin Level Progression

Experience Level Hit Dice (1d8)
0 1 1
2,501 2 2
5,001 3 3
10,001 4 4
20,001 5 5
40,001 6 6
80,001 7 7
160,001 8 8
310,001 9 9
460,001 10 +2 hp only *
610,001 11 +4 hp only *
760,001 12 +6 hp only *
910,001 13 +8 hp only *
1,060,001 14 +10 hp only *
1,210,001 15 +12 hp only *
1,360,001 16 +14 hp only *
1,510,001 17 +16 hp only *
1,660,001 18 +18 hp only *
1,810,001 19 +20 hp only *
1,960,001 20 +22 hp only *

+  Hit point modifiers from constitution are ignored
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Labyrinth Lord™ is copyright 2007, Daniel Proctor. Labyrinth Lord™ and
Advanced Labyrinth Lord™ are trademarks of Daniel Proctor. These
trademarks are used under the Labyrinth Lord™ Trademark License 1.0,
July 2007 available at www.goblinoidgames.com.

DESIGNATION OF PRODUCT IDENTITY

The names Delving Deeper™, The Old Isle™ and Brave Halfling Games™ when
used in any context are product identity. Presentation of text and tables is used by
permission of Goblinoid Games.

DESIGNATION OF OPEN GAME CONTENT

All text and tables in this document, with the exception of material
specifically excluded in the declaration of product identity, is open game
content.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"'Derivative
Material" means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) "Distribute" means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)'Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e)
"Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) "Use", "Used" or "Using"
means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date,
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and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or coadaptability with
any Trademark or Registered Trademark in conjunction

with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell,
John D. Rateliff, Thomas Reid, James Wyatt, based on original material
by E. Gary Gygax and Dave Arneson.

Modern System Reference Document Copyright 2002-2004, Wizards of
the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles
Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney
Thompson, and JD Wiker, based on material by Jonathan Tweet, Monte
Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker.

Rot Grub from the Tome of Horrors, Copyright 2002, Necromancer
Games, Inc.; Authors Scott Greene and Clark Peterson, based on original
material by Gary Gygax

Labyrinth LordTM Copyright 2007, Daniel Proctor. Author Daniel Proctor.
Delving Deeper - Paladin, Copyright 2008, John Adams.

END OF LICENSE

Copyright 2008, John Adams. Delving Deeper™, The Old Isle™, Classic Labyrinth
Adventures™ and Brave Halfling Games™ are all trademarks of John Adams.



