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Martial Archetypes 
Different fighters choose different approaches to 

perfecting their fighting prowess. The martial archetype 

you choose to emulate reflects your approach. 

Solamnic Knight 
 

The archetypal Solamnic Knight is a paragon of honor 

and virtue, heir to a legacy stretching back over two 

millennia. Solamnic Knights espouse the ages-old credo, 

Est Sularus oth Mithas, My Honor is my Life. Divided 

into three different Orders, the Crown, Sword, and Rose, 

each order focuses on a different aspect of honor. 

The Three Orders of Solamnic Knights  

Traditionally, the ranks of the Knights of Solamnia have 

been limited to humans of Solamnic nationality and at 

best a scattering of half-elves. This need not be your 

approach to this martial archetype, for there are kender 

tales of half-kender and even minotaurs joining the ranks 

of this most prestigious order of knights on Krynn! 

   Prior to 3
rd

 level, a Solamnic Knight is presumed to be a 

squire in the knighthood. Upon reaching 3
rd

 level and 

acquiring the My Honor is my Life feature, the squire is 

presumed to have passed his knightly tests and is now a 

novice in his chosen Order.  All Solamnic Knights begin in 

the Order of the Crown and may, after proving their 

honor, progress into the Order of the Sword and finally 

the Order of the Rose. 

   Choosing Archetype Features. Aside from the My 

Honor is my Life feature that all Solamnic Knights 

possess, each archetype feature is specific to one of the 

Orders. Choosing an archetype feature for a specific 

Order indicates membership in that Order and 

abandonment of your previous Order. 

   Depending on your DM, acquiring this membership can 

be roleplayed and/or require a minimum Honor score. 

Generally, once a Solamnic Knight has progressed to a 

higher Order he stays in that Order. 

   For example, a Solamnic Knight takes the Knight Clerist 

(Sword) feature at 3rd level. At 7th level he cannot take 

the Knight of the Crown (Crown) feature. 

   Sample Archetype Feature Progressions. What 

follows are sample progressions simulating characters 

progressing through the various Orders. 

Level Knight 1  Knight 2  

3rd Knight of the Crown Knight of the Crown  

7th Lord of Shields  Lord of Shields 

10th Honorable Critical Knight Clerist 

15th Lord Warrior  Abbott of Swords 

18th High Warrior  Knight of Roses 

   Knight 1 has stayed in the Order of the Crown his entire 

career, while Knight 2 remained in the Order of the Crown 

in the lower tiers, before progressing to the Order of the 

Sword and finally the Order of the Rose at 18th level. 

Since Knight 2 waited until 10th level to take the Knight 

Clerist feature, at level 20 she will only cast spells as 

though she were a 13th level fighter. 

 

 

 

My Honor is my Life 

At 3
rd

 level, you gain an Honor score (see the DMG) of 

12.  

Knight of the Crown (Crown) 

Starting at 3rd level, as a bonus action you add your 

Honor modifier to all melee weapon attacks until the end 

of your next turn. 

   Once you use the above feature you may not use it 

again until after a long rest. 

   You also gain an additional benefit to the following 

fighting style. 

Protection 

You may protect a number of targets equal to your Honor 

modifier. 

 

Solamnic Knights by ?



by Ray Cordova, iltharanos@yahoo.com 
last updated on July 24, 2015 at 22:07:47 PM 

 

143 

 

Knight Clerist (Sword) 

When you reach 3rd level, you augment your martial 

prowess with the ability to cast spells. See chapter 10 for 

the general rules of spellcasting and chapter 11 for the 

cleric spell list. 

   Cantrips. You learn two cantrips of your choice from 

the cleric spell list. You learn an additional cleric cantrip 

of your choice at 10th level. 

   Spell Slots. The Order of the Sword Spellcasting table 

shows how many spell slots you have to cast your spells 

of 1st level and higher. To cast one o f these spells, you 

must expend a slot of the spell’s level or higher. You 

regain all expended spell slots when you finish a long 

rest. 

   For example, if you know the 1st-level spell shield of 

faith and have a 1st-level and a 2nd-level spell slot 

available, you can cast shield of faith using either slot. 

   Spells Known of 1st-Level and Higher. You know 

three 1st-level cleric spells of your choice. 

   The Spells Known column of the Order of the Sword 

Spellcasting table shows when you learn more cleric 

spells of 1st level or higher. Each of these spells must be 

of a level for which you have spell slots. For instance, 

when you reach 7th level in this class, you can learn one 

new spell of 1st or 2nd level. Whenever you gain a level 

in this class, you can replace one o f the cleric spells you 

know with another spell of your choice from the cleric 

spell list. The new spell must be of a level for which you 

have spell slots. 

   Spellcasting Ability. Honor is your spellcasting ability 

for your cleric spells, since you learn your spells through 

your adherence to the Code of the Solamnic Knights as 

handed down by Paladine and his sons Kiri-Jolith and 

Habbakuk. You use your Honor whenever a spell refers 

to your spellcasting ability. In addition, you use your 

Honor modifier when setting the saving throw DC for a 

cleric spell you cast and when making an attack roll with 

one. 

Spell save DC = 8 + your proficiency bonus + 

your Honor modifier 

Spell attack modifier = your proficiency bonus + 

your Honor modifier 

 

 

 

 

 

 

Order of the Sword Spellcasting 

   -Spell Slots per Spell Level- 

Fighter 
Level 

Cantrips 
Known 

Spells 
Known 

1st 2nd 3rd 4th 

3rd 2 3 2 - - - 

4th 2 4 3 - - - 

5th 2 4 3 - - - 

6th 2 4 3 - - - 

7th 2 5 4 2 - - 

8th 2 6 4 2 - - 

9th 2 6 4 2 - - 

10th 3 7 4 3 - - 

11th 3 8 4 3 - - 

12th 3 8 4 3 - - 

13th 3 9 4 3 2 - 

14th 3 10 4 3 2 - 

15th 3 10 4 3 2 - 

16th 3 11 4 3 3 - 

17th 3 11 4 3 3 - 

18th 3 11 4 3 3 - 

19th 3 12 4 3 3 1 

20th 3 13 4 3 3 1 

   You may select the Knight Clerist (Sword) feature at 

7th level, 10th  level, 15th level, or 18th level. Selecting 

this feature at a later level results in a corresponding 

lowering of fighter level for purposes of spellcasting. 

   For example, a Solamnic Knight that takes this feature 

at 7th level would, at level 20, be considered 16th level 

in his Clerist Spellcasting. 

Knight Clerists in the absence of the gods  

The spellcasting ability of Knight Clerists is traditionally 

tied to the god Kiri-Jolith. In eras where Kiri-Jolith and the 

other gods are absent, such as much of the 4
th
 Age and 

the beginning of the 5
th

 Age, aspiring Sword Knights can 

still select archetype features appropriate to their order. 

   Sample Archetype Feature Progressions. What 

follows are sample progressions simulating characters 

progressing through the Order of the Sword, one with Kiri-

Jolith present and the other when he is absent. 

Level Kiri-Jolith present Kiri-Jolith absent 

3rd Knight Clerist  Knight of the Sword  

7th Abbott of Swords  Abbott of Swords 

10th Sword Spell  Elder of Swords 

15th Sword Ward  Master of Swords 

18th High Clerist  Lord of Swords 
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Knight of the Sword (Sword) 

Starting at 3rd level, as a reaction you add your Honor 

modifier to your AC against one melee attack that would 

hit you. To do so, you must see the attacker and be 

wielding a melee weapon.  

   Once you use this feature you may not use it again until 

after a long rest. 

   You may select the Knight of the Sword (Sword) 

feature at 7th level, 10th  level, 15th level, or 18th level. 

Lord of Shields (Crown) 

Starting at 7th level, as a bonus action you add your 

Honor modifier to your AC (maximum 2) until the end of 

your next turn. 

   Once you use the above feature you may not use it 

again until after a long rest. 

Abbott of Swords (Sword) 

Beginning at 7th level, when you use your action to 

attack, you can reduce the AC of your opponent by your 

Honor modifier, until the start of your next turn.  

   Once you use this feature you may not use it again until 

after a long rest. 

   You may select the Abbott of Swords (Sword) feature 

at 10th  level, 15th level, or 18th level. 

  
 
 
Knight of the Rose (Rose) 

Beginning at 7th level, you gain the combat superiority 

feature, with the following modifications: 

   Maneuvers.  You learn the following maneuvers: 

commander’s strike, distracting strike, maneuvering 

attack, rally (use honor modifier). You can only use one 

maneuver per attack. 

   Superiority Dice.  You have five superiority dice, 

which are d8s. A superiority die is expended when you 

use it. You regain all of your expended superiority dice 

when you finish a short or long rest. 

   Saving Throws.  Some of your maneuvers require your 

target to make a saving throw to resist the maneuver’s 

effects. The saving throw DC is calculated as follows: 

Maneuver save DC = 8 + your proficiency bonus + 

your Honor modifier 

   You may select the Knight of the Rose (Rose) feature 

at 10th level, 15th level, or 18th level. 
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Honorable Critical (Crown) 

At 10th level, your weapon attacks score a critical on a 

roll of 20 – your Honor modifier, or higher.  

   For example, a Solamnic Knight with an Honor score 

of 15 (+2 modifier) using this feature would score a 

critical on a roll of 18 – 20.  

   Once you use this feature you may not use it again until 

after a long rest. 

Sword Spell (Sword) 

At 10th level, you gain a number of spell slots equal to 

your Honor modifier. Once you use this feature you may 

not use it again until after a long rest. 

      You may select the Sword Spell (Sword) feature at 

15th level, or 18th level. 

Elder of Swords (Sword) 

At 10th level, whenever you use the Attack action, you 

gain one extra attack. 

      You may select the Elder of Swords (Sword) feature 

at 15th level, or 18th level. 

Master of Roses (Rose) 

At 10th level, you gain another superiority die and your 

superiority dice increase in size by one step (maximum 

d10s).  

   You may select the Master of Roses (Rose) feature at 

15th level, or 18th level. 

Lord Warrior (Crown) 

Starting at 15th level, you add your Honor modifier to all 

melee weapon damage. 

Sword Ward (Sword) 

Starting at 15th level, as a reaction you may negate a 

spell targeting you whose level is less than or equal to 

your Honor modifier. Once you use this feature you may 

not use it again until after a long rest. 

      You may select the Sword Ward (Sword) feature at 

18th level. 

Master of Swords (Sword) 

Starting at 15th level, you may use your Knight of the 

Sword (Sword) feature twice before a long rest. 

      You may select the Master of Swords (Sword) feature 

at 18th level. 

Lord of Roses (Rose) 

Starting at 15th level, you gain another superiority die.    

   You may select the Lord of Roses (Rose) feature at 

18th level. 

High Warrior (Crown) 

Beginning at 18th level, you add your Honor modifier to 

your AC (maximum 2). 

High Clerist (Sword) 

Beginning at 18th level, when you use your action to cast 

a spell, you can make one weapon attack as a bonus 

action. 

Lord of Swords (Sword) 

Beginning at 18th level, you may use your Knight of the 

Swords (Sword) feature once again after a short rest. 

High Justice (Rose) 

Starting at 18th level, your superiority dice increase in 

size by one step (maximum d12s). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

Knight of the Rose by Freshpaint


