 DIVINE Power®

Optlons fnr Avengers Clarlcs Invogers and Pa!adms

=

ROLEPLAYING GAME SUPPLEMENT |
Rob Hemsoo . Richard Baker ’ Logan Bqnner . Robert J Schwalh

rmerets

i o




ROLEPLAYING GAME SUPPLEMENT

Rob Heinsoo - Richard Baker - Logan Bonner - Robert J. Schwalb



Design
Rob Heinsoo (lead),
Richard Baker, Logan Bonner, Robert J. Schwalb

Additional Design
Greg Bilsland, Andy Collins, Matthew Sernett

Development
Stephen Schubert (lead),
Andy Collins, Peter Schaefer

Additional Development
Mike Donais, Andrew Finch

Editing
Jeremy Crawford (lead),
Jennifer Clarke Wilkes, Kim Mohan

Managing Editing
Kim Mohan

Director of D&D R&D and Book Publishing
Bill Slavicsek

D&D Creative Manager
Christopher Perkins

D&D Senior Art Director
Jon Schindehette

D&D Design Manager
James Wyatt

D&D Development and Editing Manager
Andy Collins

620-21790720-007 EN
9876543121
First Printing: July 2009
ISBN: 978-0-7869-4982-3

U.5., CANADA, ASIA, PACIFIC,
& LATIN AMERICA

Wizards of the Coast LLC

P.O. Box 707

Renton WA 98057-0707
+1-800-324-6496

CREDITS

Art Director
Karin Powell, Jon Schindehette

Cover lllustration

Ralph Horsley

Graphic Designer
Emi Tanji

Interior [llustrations

Kyle Anderson, Ralph Beisner, Kerem Beyit, Concept Art
House, Emrah Elmasli, Luvas Graciano, Rebecca Guay,
Layne Johnson, Goran Josic, Mazin Kassis, Howard Lyon,
Lee Moyer, William O’Connor, Lucio Parrillo, Michael
Phillippi, Wayne Reynolds, Dan Scott, Georgi “Calader”
Simeonov, Ron Spencer, Amelia Stoner, Matias Tapia,
Kieran Yanner

Publishing Production Specialist
Angelika Lokotz

Prepress Manager
Jefferson Dunlap

Imaging Technician
Ashley Brock

Production Manager
Cynda Callaway

Game rules based on the original Dunceons & Dracons”

rules created by E. Gary Gygax and Dave Arneson, and the
later editions by David “Zeb"” Cook (2nd Edition); Jonathan
Tweet, Monte Cook, Skip Williams, Richard Baker, and Peter
Adkison (3rd Edition); and Rob Heinsoo, Andy Collins, and
James Wyatt (4th Edition).

EURCPEAN HEADQUARTERS
Hasbro UK Ltd Industrialzan 1
Caswell Way 1702 Groot-Bijgaarden
Newport, Gwent NP9 OYH Belgium

GREAT BRITAIN +32.070.2133.777
Please keep this address for your records

WIZARDS OF THE COAST, BELGIUM

Dunceons & Dracoss, D&D, d20, d20 System, Wizaros of mae Coast, Player’s Handbook, Dungeon Master’s Guide, Monster Manual, Divine Power, Forcotren Reaums, all other
Wizards of the Coast product names, and their respective logos are trademarks of Wizards of the Coast in the U.5.A. and other countries. All Wizards characters, character
names, and the distinctive likenesses thercol are property of Wizards of the Coast LLC. This material is protected under the copyright laws of the United States of America. Any
reproduction or unauthorized use of the material or artwork contained herein is prohibited without the express written permission of Wizards of the Coast LLC. Any similarity
to actual people, organizations, places, or events included herein is purely coincidental, Printed in the U.S.A. ©2009 Wizards of the Coast LLC

VISIT OUR WEBSITE AT WWW.WIZARDS.COM/DND

. c—— . - EEEEE——


http://WWW.W1ZARDS.COM/DND

INTRODUCTloN

Staunch protector, saver of lives, formidable foe,

and worldly representative of the gods—all of these
are roles filled by divine characters. Their special
connections with the deities and other forces of the
cosmos give them a suite of powers and abilities—as
well as responsibilities—that make them indispens-
zble in the continual struggle to advance the causes
ighteousness and justice. Those who attain the
sighest levels of accomplishment literally do ascend,
becoming entities not unlike the deities they worship
znd emulate.

Divine Power™ is a tome that broadens the choices
available to those who follow the dictates of a deity.
In its pages are new ways to build a divine charac-
ter. along with new options to fill out your role as an
avenger, a cleric, an invoker, or a paladin.

Using TH1s Book

s you can see by the table of contents, Divine
Power is organized by class. Whether you have a
character of a particular class or you want to make
2 character of that class, all you have to do is consult
the proper chapter for new class features, builds,
powers, and paragon paths. The final chapter of the
book contains a large section on divine domains,
dozens of new feats, ten divine-themed epic desti-
nies, several new rituals, and information on deities
and divine backgrounds that will deepen your role-
plaving experience.

D&D Insider: Some of the material in this book
was originally featured in articles in Dragon™ maga-
zine, part of D&D™ Insider. It's compiled here, along
with plenty of new information, for easy reference
at your game table. When you subscribe to D&D
Insider, you get access to hundreds of pages of content
like this—new powers, feats, and inspiration to make
your D&D* game more fun. and to make you a better
player. Your D&D Insider subscription also gives vou
tools like the D&D Character Builder, the easiest way
to create and maintain your character at any level.
Visit www.dndinsider.com to learn more.

REIMAGINING YOUR CHARACTER

It happens. You've played your divine character a
while, and suddenly Divine Power shows up, offer-
ing many new possibilities—options you might have
picked if you had known about them earlier.

Don't despair; you have a few choices. Retraining
rules (see page 28 of the Player’s Handbook®) make
tapping into Divine Power easy. If retraining won't
do the trick quickly enough, talk to your DM about
reworking your character along the lines Divine Power
provides. Chances are you can overhaul your PC to
match your desires without doing any harm to the
campaign. Your DM might even have a way to make
the change a part of the story. If doing that ultimately
proves too difficult, a dramatic exit for the older char-
acter could make way for a new one.
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CHAPTER 1
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'AVENGER

“Messenger, enforcer, assassin—in time I might walk each of
these paths. I go as | am called, and let the wicked tremble
at the sound of my footsteps.”

You ARE an agent of divine justice. It is your
task te guard the innocent, to stand watch in the
shadews, to censure vour deity’s foes with sacred
power, and to lay them low with your weapon no
matter where they hide. The enemies of vour god
reign unchecked throughout the world; there is much
to be done.

Avengers rely on their zealous piety to see them
through their battles, employing oath of enmity
and Avenger's Censure to destroy their foes. The
Censure of Pursuit and the Censure of Retribution
are described in Player’s Handbook 2. This chapter
introduces the Censure of Unity. If you choose this
version of Avenger’s Censure, you don't focus on
chasing after your enemies or driving them away
from your chosen foe. Instead, you specialize in
powers that bring enemies to meet judgment at your
hand one at a time. Through the Censure of Unity,
vour attacks against your chosen foe gain strength
when your allies are nearby. giving vou the ability to
dispatch foes quickly who arouse your wrath.

This chapter includes material for avengers who
choose the Censure of Unity, as well as for other

avengers,

4+ New Class Feature: The Censure of Unity, a new
version of Avenger’s Censure, rewards you for
cooperating with your allies.

4+ New Build: As a commanding avenger, bring the
power of your friends to bear against vour sworn
enemy.

+ New Avenger Powers: Almost a hundred new
avenger powers for you to choose from, including
powers suitable for the Censure of Pursuit, the
Censure of Retribution, and the Censure of Unity.

+ New Paragon Paths: New avenger paragon paths
are introduced, including the favored soul, the
relentless slayer, and the watchful shepherd.

CHAPTER 1 Avenger
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NEW LLASS FEATURE

When you choose your Avenger’s Censure, you can
choose the Censure of Unity instead of another
option, such as the ones in Plaver’s Handbook 2

Censure of Unity: You gain a +1 bonus to
damage rolls against your oath of enmity target for
each ally adjacent to that target. The bonus increases
to+2 at 11th level and +3 at 21st level,

NEW BUILD

Player's Handbook 2 features the isolating avenger
and the pursuing avenger. This chapter adds the
commanding avenger, who becomes even more
formidable when allies enter the fray against his or
her foe.

COMMANDING AVENGER

The commanding avenger build is based on the
Censure of Unity. Once you have sworn your oath
of enmity, you hope to surround your oath of enmity
target with as many of your allies as possible. If
the enemy seeks to flee, your powers enable you to
compel it to face you. Alone you are powerful, but
fighting alongside vour comrades you are vengeance
incarnate. Like other avengers, you should make
Wisdom your highest ability score. Intelligence
should be your second highest, followed by Dexterity.

Suggested Class Feature: Censure of Unity®

Suggested Feat: Weapon Focus

Suggested Skills: Athletics, Perception, Religion,
Stealth

Suggested At-Will Powers: bond of censure,” over-
whelming strike

Suggested Encounter Power: pass at arms”

Suggested Daily Power: strength of many®

*New option presented in this book

NEW AVENGER POWERS

The new powers presented in this chapter supple-
ment those already available to avengers. Many of the
powers support the Censure of Unity, but the broad
range of powers here provides useful options for any
avenger.

LevEL 1 AT-WILL PRAYERS

Bond of Censure Avenger Attack 1

You compel your enemy to come forward and face judgment.

At-Will # Charm, Divine, Implement, Radiant

Standard Action Ranged 5

Target: One creature

Attack: Wisdom vs. Will. If the target is your oath of enmity
target and no enemies are adjacent to you, you can make
two attack rolls and use either result.

Hit: You pull the target a number of squares equal to your
Intelligence modifier. If the target ends this movement
adjacent to you, it takes 1d10 radiant damage.

Level 21: 2d10 radiant damage.

Leadi 2 Strike Avenger Attack 1

You show an ally how to hit your foe where it hurts.

At-Will + Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Wisdom vs. AC

Hit: 1|{W] + Wisdom modifier damage. One ally adjacent
to you or to the target gains a bonus to his or her next
damage roll against the target equal to your Intelligence
modifier.
Level 21: 2|W| + Wisdom medifier damage.

LEVEL 1 ENCOUNTER PRAYERS

Compelling Blade Avenger Attack 1

Your weapon weaves a subtle trap, locking your enemy’s steps

10 yours,

Encounter 4+ Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Wisdom vs, AC

Hit: 1[W] + Wisdom modifier damage. Until the end of
your next turn, the first time an enemy enters a square
adjacent to you on its turn, you can shift 1 square as a
free action and then slide the target 1 square into the
space you left.
Censure of Retribution: The distance of the shift and the
slide equals your Intelligence modifier, but after the slide,
you must be adjacent to the target.

AVENGER ORIGINS

The avenger class describes an origin for members of the
class outside the normal expectations of a god’s worship-
ers. What's true for your avenger? Did you learn your
skills from a recognized religious organization, a break-
away sect of heretics, or a version of the religion thought
to be extinct? How do leaders of the faith view you? Are
you a hero to them, a trusted servant, a misguided fool,
or a dangerous free thinker? What do you think of other
faithful? Are they like family to you, or do they seem like
blind sheep deaf to the truth? How do you see your own
actions? Is your killing a necessary evil, a grim but righ-
teous duty of the faithful, or a tribute to your deity?







