,.a._,h,.,‘ R A N A NS A L RSSO e /. - ! \ Lot Lokl Fxorfe Lo N Fi o N e N A S N B S A N A L IS ARG L) Jo e e e S S =
B e el L e VAV SR ESVEY S B VY e S SV S AN EAVEN S B RV Sa B4 JUVEY e Jig Vg4 [l i) A [/ J e 7 VNSRS e ]

e
—
-
-
.,m
=
Seded
=
-
(-
-5
=
b
=3
]
=
S
oy
==
o

x
D
B
=
=
=
<
=

THE PRECENTOR I/
NEW PALADIN o>
ARCHETYPE




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, 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 co-adaptability 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 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Ameson.

Pathfinder RPG Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn,
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.
Pathfinder Roleplaying Game Ultimate Equipment ©2012, Paizo Publishing, LLC; Authors:
Dennis Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello,
Mike Ferguson, Matt Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith,
Michael Kenway, Hal MacLean, Jason Nelson, Tork Shaw, Owen KC Stephens, and Russ
Taylor.

Pathfinder Roleplaying Game Ultimate Magic. ©2011, Paizo Publishing, LLC; Authors: Jason
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-
MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

Anger of Angels. ©2003, Sean K Reynolds.

Book of Fiends. ©2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris
Pramas, Robert J. Schwalb.

The Book of Hallowed Might. ©2002, Monte J. Cook.

Monte Cook’s Arcana Unearthed. ©2003, Monte J. Cook.

Path of the Magi. ©2002 Citizen Games/Troll Lord Games; Authors: Mike McArtor, W. Jason
Peck, Jeff Quick, and Sean K Reynolds.

Skreyn’s Register: The Bonds of Magic. ©2002, Sean K Reynolds.

The Book of Experimental Might. © 2008, Monte J. Cook. Al rights reserved.

Tome of Horrors. © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.

Angel, Monadic Deva from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Axe Beak from the Tome of Horrors Complete ©2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Author: Scott Greene, based on original material by
Gary Gygax.

Brownie from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of Horrors, Revised. ©2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by E. Gary
Gygax.

Daemon, Derghodaemon from the Tome of Horrors, Revised. ©2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised. ©2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised. ©2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Froghemoth from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Genie, Marid from the Tome of Horrors Complete ©2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Grippli from the Tome of Horrors Complete ©2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.

Ice Golem from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott
Greene.

Iron Cobra from the Tome of Horrors Complete ©2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Author: Scott Greene, based on original material by
Philip Masters.

Marid from the Tome of Horrors IIl. ©2005, Necromancer Games, Inc.; Author: Scott Greene.
Mihstu from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Nabasu Demon from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Necrophidius from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Simon Tillbrook.

Sandman from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Roger Musson.

Scarecrow from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Roger Musson.

Shadow Demon from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Neville White.

Wood Golem from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Authors: Scott
Greene and Patrick Lawinger.

Yeti from the Tome of Horrors Complete ©2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.

Player Paraphernalia #87 The Precentor (New Paladin Archetype) © 2016, The Knotty-Works;
Author: James Cooke and John Buckley.

d20pfsrd.com. Copyright 2010, John Reyst.




PLAYER PARAPHERNALIA #37

BY THE KNOTTY-WORKS

Welcome to issue eighty-seven of the Player L=©

Paraphernalia series, short supplements designed to
offer players new options for use with the Pathfinder
RolePlaying Game (©Paizo, Inc.). This issue
introduces a new Paladin archetype whose voice lifts
even the heavens above, the Precentor. The creation
of James Cooke, this archetype melds the bardic
performance with the holy service of the paladin.
Three new alternate divine bonds are also presented
to extend the flexibility of the paladin.

The Precentor

While many paladins hone themselves into
weapons to be used against great evils,
precentors know that the fight against

evil is not a battle that can be won alone.
These paladins have perfected the power
of their voice, so that the word of their god
resonates within all who can hear them.
Amidst the carnage of battle, precentors
wade into the fray and sing of the
righteousness of their cause. The precentor’s
songs act as a guiding light that emboldens
their allies and causes their enemies to
quake in fear.

Sublime Commitment (Ex)

The precentor gains 2 additional skill ranks
each level, one of which must be spent on
Perform (Sing), and Perform is added to the
precentor’s list of class skills. In addition, the
DC to hear a precentor’s performance is

» reduced by an amount equal to his class

level plus his Charisma modifier (minimum 0).

This ability replaces the precentor’s
proficiency with heavy armor.

Spells

A precentor adds the following spells to his
paladin spell list: 1" — Chord of Shards; 2n¢
— Allegro; 39 — Reviving Finale; 4" — Heroic
Finale.

Smite Evil (Su)

This functions as the paladin ability, but the
precentor can smite evil one additional
time per day at 7" level, and every six levels
thereafter (rather than 4" level and every
three levels thereafter).

Hymnal Performance

At 34 level, a precentor gains the ability

to deliver a select number of supernatural
and spell-like performances through
hymnal performances. This ability is similar
in all respects to bardic performance as
used by a bard of the precentor’s level - 2
(including interactions with feats, spells, and
prestige classes), using Perform (Sing) as
the precentor’s performance skill. However,
a precentor only gains 1 additional round
of hymnal performance per level and

can only use the following types of bardic
performance.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc.. See http://paizo.com/
pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does not

endorse this product.

Open Gaming License Copyright © 2007 Wizards of the Coast. All rights reserved, Pathfinder is a registered trademark of Paizo
Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks
of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License. See http:/paizo.com/
pathfinderRPG/compatibility for more information on the compatibility license. Some rights reserved.
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Hymn of Death Denial (Su): At 3 level,
the precentor can use his performance to
instill his allies with the confidence to fight
beyond their limits. To be affected, an ally
must be within 30 feet and able to hear
the precentor’s performance. An affected
ally automatically stabilizes when reduced
below 0 hit points. At 5™ level, affected allies
also gain fast healing 1 when they are dying
or stabilized but not dead. This fast healing
ends when the characterreaches 1 or
more hit points. At 8" level and every three
precentor levels thereafter, this fast healing
increases by 1, fo a maximum of fast healing
4 at 17" level. Undead and non-living
creatures do not gain this fast healing.

Psalm of Repentance (Su): At 8" level, a
precentor can use his performance to make
a sinner feel the weight of their misdeeds.
To be affected, the target must be able to
see and hear the precentor perform and
be within 30 feet. Creatures affected by
this performance have their speed reduced
by 10 feet (to a minimum of 5 feet) and
must make a Will saving throw (DC 10 +

Y2 precentor’s level + precentor’s Cha
modifier) or take 1 point of Wisdom damage
and be knocked prone. Each round, while
the precentor maintains this performance,
the creature must make a new saving
throw at the beginning of its turn or take
this damage again. If the creature is an
outsider with the evil subtype, this damage
is doubled and they are also sickened

on a failed save. Outsiders with the good
subtype are immune to this effect. Psalm of
repentance is a mind-affecting, language
dependent ability.

Banishing Carol (Sp): A 11" level a precentor
can use his performance to banish evil
outsiders back to their native planes. This
acts as the spell Dismissal, but affects every
evil outsider within 30 feet of the precentor
that can hear the performance. If the save
succeeds, the creature is shaken while they
are within 30 feet of the precentor and
while he maintains his performance, but the
creature is immune to the dismissal effect
of this performance for 24 hours. This effect
persists for as long as the creature can hear

the song and the precentor contfinues the
performance.

This ability replaces Aura of Courage, Aura
of Resolve, and Aura of Justice.

Inner Light (Su)

Starting at 3 level, when the precentor
begins his hymnal performance, he gains
a number of temporary hit points equal

to his Charisma modifier (minimum 1). The
precentor can then spend a use of his lay
on hands ability as a swift action to grant
each ally within 30 feet of him the same
number of temporary hit points. These
temporary hit points last for 1 minute per
precentor level or until they have been
depleted. In addition, while the precentor
maintains his performance, he glows with a
brilliance equivalent to the Light spell.

This ability replaces Divine Health.

Righteous Inspiration (Su)

When a precentor reaches 4" level, he can
use two uses of his lay on hands as a move
action to maintain his hymnal performance
for a number of rounds equal to half of his
lay on hands dice. These extra rounds do
not count against the precentor’s normal
rounds of hymnal performance per day.

This ability replaces Channel Energy.

Life’s Anthem (Su)

Once per day, as a full-round action

that provokes attacks of opportunity,

a precentor can expend five rounds of
hymnal performance to restore a dead ally
within 30 feet of him to life once he reaches
20" level. This functions as if the ally had
been targeted with a Breath of Life spell
with a caster level equal to the precentor’s
level, but it can be used to revive an ally
that has died within the past minute and
the revived ally does not gain a temporary
negative level. In addition, the risen ally
gains fast healing 5 and receives a sacred
bonus to their attack and damage rolls
equal to the precentor’s Charisma modifier
(minimum 1) for 1 minute.

This ability replaces Holy Champion.
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; ),.‘AAIternate Paladin Divine Bond

The following options may be used in place
of the paladin’s two options when gaining
the Divine Bond class feature.

Celestial Armor

This bond allows the paladin to enhance his
armor as a standard action, infusing it with
the spiritual energies of the heavenly host
for a duration of 1 minute per paladin level.
The armor gains a +1 enhancement bonus,
with an additional bonus gained every
three levels thereafter (maximum of +6 at
20" level). These bonuses can be added to
a magical suit of armor, but the maximum
bonus that may be granted is +5. The
paladin may use the enhancement bonus
granted by this feature to grant the armor
one or more special abilities: Benevolent
(with a +1 cost), Champion, Deathless,
Energy Resistance (with a +4 cost and the
type of energy chosen when the armor

is enhanced with this bond), Fortification
(light, moderate, or heavy), Harmonizing
(with a +4 cost), Rallying (with a +2 cost),

or Stanching. These properties can be
added to any properties the armor already
possesses, though duplicate abilities do not
stack. If the armor was not magical, it must
have at least a +1 enhancement bonus
before it gains any special properties.

Celestial Shield

This bond allows the paladin to enhance his
shield as a standard action, infusing it with
the spiritual energies of the heavenly host
for a duration of 1 minute per paladin level.
The shield gains a +1 enhancement bonus,
with an additional bonus gained every
three levels thereafter (maximum of +6 at
20th level). These bonuses can be added
to a magical shield, but the maximum
bonus that may be granted is +5. The
paladin may use the enhancement bonus
granted by this feature to grant the shield
one or more special abilities: Animated,
Arrow Catching, Arrow Deflection, Energy
Resistance (with a +4 cost and the type of
energy chosen when the armor is enhanced
with this bond), Fortification (light,
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moderate, or heavy), Rallying (with a +2 i / /
cost) or Reflecting. These properties canbe 8 \Q
added to any properties the shield already '
possesses, though duplicate abilities do not

stack. If the shield was not magical, it must

have at least a +1 enhancement bonus

before it gains any special properties.
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Planar Ally

This bond allows the paladin may summon
either 1d4 + the Paladin’s Charisma
modifier Lantern Archons or Cassisian
Angels, a Choral Angel, or asingle

Hound Archon as a full round action. The
summoned ally remains until slain or a
number of rounds equal to the paladin’s
class level have passed. Summoned allies
cannot use any spell-like abilities fo transport
themselves to another location (including
Plane Shift or Greater Teleport).

At 10" level, the paladin adds the Movanic
Deva Angel and the Shield Archon to the
list of possible allies that may be summoned,
and when summoning a Choral Angel

or Hound Archon, up to two may be
summoned at a time.

At 15" level, the paladin adds the Astral
Deva Angel and the Trumpet Archon to the
list of possible allies that may be summoned.
When summoning a Choral Angel or Hound
Archon, 1d4 + the paladin’s Charisma
modifier may be summoned at a time. The
paladin may summon up to two Movanic
Deva Angels or Shield Archons at this level
as well.

The paladin may summon a planar ally
once per day.
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