Paladin – Cleric (Divine)

· Introduction

· Draw power from divine sources, usually a god or goddess

· DnD usually polytheistic 

· Spells and abilities that allow them to heal, buff, and deal radiant (holy) damage

· Ok in combat – not as good as tanks, but functional

· Cleric

· Key Stats

· Wisdom

· Secondary – charisma, constitution, or strength

· Races – Dwarf, Half-elf, Variant Human

· Description

· Religious people – follow and expound teachings of divine entity

· Evangelism – easy role-playing element

· Can look like priests, wearing robes, and serving in some kind of temple

· Can look like holy warriors – wear some armor, use some weapons

· Variety of clerics matches variety of deities

· Often have a holy symbol, like a necklace or other visual part of costume

· Unique to their role?

· Traditionally, main support class

· Have the best healing

· Can wear armor – not big armor

· Access to some weapons, traditionally limited to bludgeoning

· Spells based on Wisdom stat

· Large list

· No preparation or limits (although self-imposed are recommended)

· Channel Divinity – fear effect and later destruction of undead

· Domain – expands their channel divinity and other abilities

· Knowledge - they know things, think divine scrying, read thoughts

· Life - most traditional cleric, healing focus

· Light - radiant damage

· Nature - kind of druidic

· Tempest - weather 

· Trickery - illusions, mischief

· War - combat

· Fun

· Variety, especially compared to what clerics used to be

· Player Type – casual gamer, due to unpopularity of class

· Often seen as walking pots

· Religious focus can be off-putting to some

· Also storyteller

· Ability to manipulate encounters with buffs

· Personal Thoughts

· OG Class, underrepresented,

· Burnt out with playing pure healer 

· 5e version does allow for more options in combat

· Don’t be a walking pot

· Paladin

· Key Stats

· Strength and Charisma (Wisdom, or Constitution)

· Races – Half-elf, half-orc, tiefling, dwarf, dragonborn, variant or plain human

· Description

· Holy Knights – big armor, big shield, big weapons

· Dedication to higher purpose – justice, sanctity of life, vengeance–not personal, or something darker

· Unique to their role?

· Hybrid between cleric and fighter

· From fighter

· Armor/weapon selection

· Fighting Styles – Defense, Dueling, Great Weapon, Protection

· Lay on hands – like second wind, but more versatile 

· From cleric

· Spells similar to cleric list, but charisma based

· Unique to paladin

· Smite!!!!!

· Turn spell slots into extra radiant damage

· As they level, more damage and bonuses to this mechanic

· Also can choose whether to use it, so never wasted

· Fun

· This is your quintessential hero

· Noble, make good leaders

· Can fill 2 roles in the party – healer/support and/or tank

· Higher cause can give a fun role-playing goal to engage in

· Player Type – specialist, method actor, game gremlin

· Personal Thoughts

· One of my favorite classes (Sarah)

· Interesting how alignment has shifted

· Benefits from a lot of higher stats – good physical and mental stats, hard to find a good dump stat

· Conclusion

· Religious element might be uncomfortable – conflict with personal philosophies for or against

· I am Christian. This is fantasy, but I liked the moral component that came with the paladin and also cleric. It’s still kind of there, but it’s a lot more fluffy.

· And Remember….

· By the power of gray skull, I smite thee.
