
Archangel    (Also known as the SAINT) 

Invented by Shamblaros 

 

The “saint” is a celestial.  One cannot be summoned like a celestial.  It takes on the form of a normal creature, usually 

from the material plane, but is not half-celestial; nor is it a celestial creature.  A saint, or (more appropriately) archangel, 

is a normal creature that has somehow attained the characteristics of some of the highest-ranking celestials themselves.  

They have the benevolence of a heavenly creature, but are attached to their home plane like any other native.  How one 

becomes an archangel remains a mystery.  Some believe archangels are duplicates of normal creatures from celestia 

itself.  Others believe it is a reward from gods or other powerful entities to become a saint after accomplishing feats of 

great honor.  Whatever the case, they are magnificent beings.  Even their offspring have characteristics similar to those 

of celestials. 

 

CREATING AN ARCHANGEL 

“Saint” is a template that can be added to any creature (referred to hereafter as the “base creature”).  It uses all the base 

creature’s statistics and special abilities except noted here. 

 

Hit Die: Increase to d8 per HD.  If the creature has a class, it’s hit points increase for class levels normally. 

Speed: Archangels have a fly speed equal to triple the base creature’s normal speed, with perfect maneuverability.  

 They have feathered wings for this purpose. 

AC: Natural armor improves by +1 per every two HD.  The creature also gains a deflection bonus equal to its 

charisma modifier. 

Attacks: An archangel’s base attack bonus increases a fighter per HD.  If the creature has a class, it gains base attack 

bonus for class levels normally. 

 

Special Attacks: 

Archangels retain all the special attacks of the base creature and also gains those listed below.  Saves have a DC of 10 + 

½ the saint’s HD + charisma modifier.  The archangel gains the following. 

 

- Smite Evil (Su): This ability functions exactly like the paladin’s ability, except paladin level is replaced with 

saint’s HD. 

-  Turn Undead (Su): A saint may turn undead as a cleric whose level is equal to the saint’s HD. 

- Spell-like Abilities (Sp): All of the following spell-like abilities have a caster level equal to the archangel’s HD.  

At will—aid, alter self, lesser restoration, teleport without error, remove curse, remove disease, remove fear, 

atonement, commune, sending, speak with dead, speak with animals, and hallow. 

 Upon reaching 14
th

 level, the saint gains the following spell-like abilities 3/day—restoration, plane shift, raise 

dead, forbiddance, heal, improved invisibility, and quest. 

 Upon reaching 16
th

 level, the saint gains the following spell-like abilities 1/day—control weather, greater 

restoration, holy word, regenerate, resurrection, discern location, earthquake, greater planar ally, mass heal, 

symbol (any), gate, miracle, and summon monster IX (celestial only) 

 The following spell-like abilities are always active on the saint’s person: detect evil, tongues, comprehend 

languages, true seeing, detect thoughts, discern lies, and detect magic. 

- Lay on Hands (Su): This functions exactly like the paladin’s ability, but the saint can heal as much damage per 

day as its own undamaged hit point total. 

 

Special Qualities: 

Archangels retain all the special qualities of the base creature and also gains those listed below. 

- Aura of Menace (Su): A righteous aura surrounds saints that fight or get angry.  Any hostile creature within a 

20-foot radius of a saint must succeed at a Will save to resist its effects.  Those who fail suffer a –2 penalty to 

attacks, AC, and saves for one day or until they successfully hit the saint that generated the aura.  A creature 

that has resisted or broken the effect cannot be affected again by that saint’s aura for one day.  

- Protective Aura (Su): As a free action, archangels can surround themselves with a nimbus of light having a 

radius of 20 feet.  This acts as a double strength magic circle against evil and as a minor globe of 

invulnerability, both as cast by a sorcerer whose level equals the saint’s HD.  The aura can be dispelled, but the 

saint can create it again as a free action on its next turn. 

- Immunities (Ex): All saints are immune to acid, cold, disease, electricity, and petrification. 

- Resistances (Ex): Saints have fire and sonic resistance equal to their HD. 

- Spell Resistance (Ex): A saint has SR equal to double the creatures HD. 

- Keen Vision (Ex): All saints have low-light vision and 60-foot darkvision. 

- Aura of Courage (Ex): This functions exactly like the paladin’s ability. 

- Damage Reduction (Su): An archangel has damage reduction equal to the creatures HD over its HD divided by 

4, plus 1. If the base creature has any of these special qualities, use the better value. 



 

- Holy Retribution (Ex): An archangel’s most famous quote is “I only kill out of love.”  An archangel is so 

benevolent, that it hates no one.  It hates only the evil within them.  Saints are always forgiving.  Any creature 

that is slain or resurrected by a saint changes its alignment to good.  The creature repents and atones for any 

evil deed ever done, all jealousy, hate, greed, and any other pitfall is removed from the being’s soul, and the 

being looks upon this change with great pride and joy.  If this change occurs after they are slain, they are 

reluctant to be resurrected, and may not be affected by demons, devils, fiends, evil gods, or any other type of 

negative entity in the afterlife now that they’re good.  Many actually become celestials themselves.  Even 

creatures that are banished, healed, compelled, or even spend more than a week in close presence of a saint 

must make a Will save or are otherwise affected by this power.  The saint may instantly use this power on a 

being willing to change their ways. 

 

Saves: An archangel’s saves increase as a monk per HD.  If the creature has a class, its saves increase for class 

levels normally.  An archangel adds its charisma bonus to saves.  Saints receive a +4 racial bonus to 

Fortitude saves against poison. 

Abilities: Str +10, Dex +8, Con +4, Int +6, Wis +8, and Cha +16.  Archangels always have at least a 3 intelligence 

and human sentience. 

Skills: An archangel has 8 skill points plus its intelligence modifier per HD.  Treat skills from the base creature’s 

list as class skills, and other skills as cross-class.  If the creature has a class, it gains skills for class levels 

normally.  Saint’s receive a +8 racial bonus to bluff, diplomacy, intimidate, listen, perform, sense motive, 

and spot. 

Feats: Saints gain 1 feat per every four HD, plus one.  If the creature has a class, it gains feats for class levels 

normally. 

 

Climate/Terrain: Same as base creature or celestia 

Organization: Solitaire 

Challenge Rating: Same as base creature +9 (ECL +13) 

Alignment: Always good; often lawful (good aligned regardless of base creature, magic, or background) 

Treasure: Double standard from base creature 

Advancement: Same as base creature 

 

ARCHANGEL CHARACTERS 

Archangels have powerful spells, class abilities as natural features, and although gentle and benevolent, have 

reputations as warriors of good.  Their favored class is fighter. 

An archangel’s magical nature and celestial background prevents it from aging.  An archangel suffers no penalties for 

aging and has no maximum life span. 

An archangel’s individual offspring has a 50% chance of being a celestial creature and a 5% chance of being a half-

celestial, or a 1% chance of being an archangel (roll each separately). 

 


