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2 Paladin

Player Name

Character Name Level Class Paragon Path Epic Destiny Total XP
Half-ELf M M 6'0” 200 lbs. Good Bahamut
Race Size Age Gender Height Weight Alignment Deity Adventuring Company or Other Affiliations
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Additional effects for spending action points: Step by step, you and your friends surround the enemy.
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CURRENT HITPOINTS CURRENT SURGE USES

Paladin Attack 1

Holy Strike

You strike an enemy with your weapon, which ignites
with holy light.

At-Will ¢ Divine, Radiant, Weapon
Standard Action

SECOND WIND 1/ENCOUNTER USED .

'TEMPORARY HITPOINTS

SAVING THROW MODIFIERS

Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier radiant damage. If you
marked the target, you gain a bonus to the damage roll
equal to your Wisdom modifier.

RESISTANCES
Increase damage to 2[W] + Strength modifier at 21%
level.

CURRENT CONDITIONS AND EFFECTS
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TRAINED  ABIL MOD
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As you bring your weapon to bear, the odds against you
add strength to your attack.

BONUS _SKILL NAME (+5)  +hLVL ACP MSC | At-Will 0 Divine, Weapon
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_— — —— | Standard Action Melee weapon
+1 Arcana INT + 1 + n/a +
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+9 | Intimidate CHA +5 + 4 + n/a + tactics.
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-2 |Stealth DEX + 0+ 2 9+ Attack: Charisma vs. AC
+4 | Streetwise CHA + 4 + n/a + Hit: 2[W] + Charisma modifier damage. Until the end of
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At-Will ¢ Martial, Weapon
Standard Action Melee weapon
Target: One creature

Special: Before you attack, you let one ally adjacent to
either you or the target shift 1 square as a free action.

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage.

Increase damage to 2[W] + Strength modifier at 21
level.

Paladin’s Judgment Paladin Attack 1

Your melee attack punishes your enemy and heals an
ally.

Daily ¢ Divine, Healing, Weapon
Standard Action

Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and one ally
within 5 squares can spend a healing surge.

Miss: One ally within 5 squares of you can spend a
healing surge.

You call out to a wounded ally and offer inspiring words
of courage and determination that help that ally heal.

Encounter (Special) ¢ Martial, Healing

Special: You can use this power twice per encounter,
but only once per round. At 16th level, you can use
inspiring word three times per encounter.

Minor Action Close burst 5
Target: You or one ally in burst

Effect: The target can spend a healing surge and regain
an additional 1dé hit points.

The amount of additional hit points regained is 2d6 at 6"
level, 3d6 at 11" level, 5d6 at 21* level, and 6d6 at 26™
level.




ARMOR

ARMOR ACP__ SPEED

21

Plate ARMOR

Special Attributes

AC ENH
SHIELD AC ENH ACP__ SPEED
+0

SHIELD +0 | +0

Special Attributes

WEAPONS
WEAPON ABIL PROF ENH DAMAGE RANGE
Greatsword [STR] +3 | 1d10] 0

+1

DMG

RACIAL/CLASS BONUSES: XIS

Special Attributes

RACE FEATURES

Ability Score Mods

+2 Con, +2 Cha

Dilettante (Warlord: Wolf Pack Tactics)
Dual Heritage

Group Diplomacy

CLASS/PATH/DESTINY FEATURES
Channel Divinity

Divine Challenge

Lay on hands

EQUIPMENT

ITEM #

WEIGHT

Astral Speech Paladin Utility 2

You speak with such compelling conviction that others
find it difficult to refute your beliefs and claims.
Daily ¢ Divine
Minor Action Personal
Target: One creature

Effect: You gain a +4 power bonus to Diplomacy checks
until the end of the encounter.
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FEATS

Weapon focus (heavy blades)
Student of battle

e JE

MOUNT

LANGUAGES KNOWN

Common
Elven

Draconic

Paladin Feature

Channel Divinity: Divine Mettle

Your unswerving faith in your deity empowers a nearby
creature to resist a debilitating affliction.
Encounter ¢ Divine
Minor Action Close burst 10
Target: One creature in burst

Effect: The target makes a saving throw with a bonus
equal to your Charisma Modifier.

Paladin Feature

Channel Divinity: Divine Strength

You petition your deity for the divine strength to lay
low your enemies.

Encounter ¢ Divine
Minor Action Personal

Effect: Apply your Strength modifier as extra damage on
your next attack this turn.

Divine Challenge Paladin Feature

You boldly confront a nearby enemy, searing it with
divine light if it ignores your challenge.

At-Will ¢ Divine, Weapon

Minor Action Close burst 5

Target: One creature in burst

Effect: You mark the target. The target remains marked
until you use this power against another target, or if you
fail to engage the target (see below). A creature can be
subject to only one mark at a time. A new mark
supersedes a mark that was already in place.

While the target is marked, it takes a -2 penalty to
attack rolls for any attack that doesn't include you as
the target. Also, it takes radiant damage equal to 3 +
your Charisma modifier the first time it makes an attack
that doesn't include you as a target before the start of
your next turn. The damage increases to 6 + your
Charisma modifier at 11" level, and to 9 + your Charisma
modifier at 21* Level.

On your turn, you must engage the target you
challenged or challenge a different target. To engage
the target, you must either attack it of end your turn
adjacent to it. If none of these events occur by the end
of your turn, the marked condition ends. And you can't
use divine challenge on your next turn.

You can use divine challenge once per turn.

Special: Even though this ability is called a challenge, it
doesn't rely on the intelligence of language ability of the
target. It's a magical compulsion that affects the
creature's behavior, regardless of the creature's nature.
You can't place a divine challenge on a creature that is
already affected by your or another character's divine
challenge.

Lay on Hands Paladin Feature

Your touch instantly heals wounds.

At-Will ¢ Divine, Healing

Special: You can use this power a number of times per
day equal to your Wisdom modifier (minimum 1), but
only once per round.

Minor Action Melee touch

Target: One creature

Effect: You spend a healing surge but regain no hit
points. Instead, the target regains hit points as if it had
spent a healing surge. You must have at least one
healing surge remaining to use this power.




	CharSheet1
	CharSheet2

