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Sir Mendolin
Roe

Good male human paladin 5
Virtuous Paladin build

" Experience Points 0

- Next Level Goal 7,500
 Stat  Mod Skill/Atk

19 +4 +6
10 +0 +2
14 +2 +4
8 -1 +1
14 +2 +4
14 +2 +4

Height: 6'4” Hair: brown Age: 23

Weight: 285 Ib. Eyes: blue DOB:

Home: Earldom of Tharongard, Eklund (Free Kingdoms)

Deity:

Affiliation: Heir to Earl Vontin of Tharongard
Title: Sir (or Lord) Mendolin of Tharongard

Feats: Durable, Mounted Combat, Power of Luck B, Student of Battle,
Weapon Proficiency (Knightblade)

Features: Bonus At-Will, Bonus Feat, Bonus Skill, Channel Divinity,
Divine Challenge, Human Defense Bonuses, virtue’s touch

Languages: Common, Goblin
Background—Noble (+2 Diplomacy)

Notes—
e Divine Challenge/Sanction damage: 5 radiant damage

Armor Worn

+2 summoned plate (+10 armor, -2 check, -1 speed)

Shield Carried heavy shield [ light; I hvy

Melee +1 knightblade (properties: high crit, versatile)
atk mods: +3 prof, +0 feats, +1 magic, +0 misc.
damage: 1d8 dice, +0 feats, +1 magic, +0 misc.; +1d6 on crit®

Off-Hand none (properties: none)
atk mods: +0 prof, +0 feats, +0 magic, +0 misc.
damage: 0d0 dice, +0 feats, +0 magic, +0 misc.; +0d6 on crit

Missile crossbow (range: 15/30, properties: load minor)
atk mods: +2 prof, +0 feats, +0 magic, +0 misc.
damage: 1d8 dice, +0 feats, +0 magic, +0 misc.; +0d6 on crit

Implement none (properties: none)

atk mods: +0 prof, +0 feats, +0 magic, +0 misc.
damage: +0 feats, +0 magic, +0 misc.; +0d6 on crit

Weapon +1 flensing knightblade

Implement

Implement

Armor

+2 summoned plate armor

battleforged shield
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Passive Senses: Insight 19; Perception 14

Acrobatics +2 [] trained, +2 feat
Arcana +1 [ trained
Athletics +2 [ trained
Bluff +4 [ trained
Diplomacy F11 [X] trained, +2 background
Dungeoneering +4 [ trained
crossbow (20 bolts), knightblade, plate armor, shield (heavy), standard Endurance 80 X trained
adventurer’s kit, warhorse Heal +4 [ trained
History +6 X trained
Insight +9 X trained
Mo Componems  pumete A 1 trained
Nature +4 [ trained
50 Copper Arcana Perception +4 [ trained
50 Silver Heal Religion +6 X trained
40 Gold Nature Stealth +0 [ trained
8 Platinum Religion Streetwise +4 [ trained
Astral Dimnd Any Thievery +0 [ trained
(Dennis) Lord Stezlan (Ed) Alagnar (Kyle) Sedge (Maril) Arja

(Mark) Eigar

Armor Class: 24 (+2 Dex, +0 feats, +10 armor, +0 misc.)
Fortitude: 18 (+4 Str, +0 feats, +0 item, +0 misc.)
Reflex: 18 (+2 Dex, +0 feats, +0 item, +0 misc.)
Will: 16 (+2 Wis, +0 feats, +0 item, +0 misc.)
Damage
Hit Points: 49
Bloodied: 24
Healing Surge: 12
Surges/Day: 12 [ [ 11 CICICICICICI ]
Second Wind: [] Death Track: [ ][ ][]

Speed: 6 squares (5 squares in armor)
Resistances: None
Saving Throw Modifiers: None

Action Points: [ [ [ 1 C1 C1 E E1 1 E 1 I I I I

Daily Magic: ][] 11 1] IO C O C OO E EE
Initiative: +4 (+0 miscellaneous)

At-Will Attack Powers

Ardent Strike Paladin Attack 1
At-Will ¢ Divine, Weapon DP, pg. 83
Standard Action Melee weapon

Target: One creature
{4 Knightblade Atk: +11 vs. AC  Hit: 1d8+5 dmg (Crit: 13+1d8+1d6),
and the target is subject to your divine sanction until the end of your

next turn.
Special: When charging, you can use this power in place of a basic attack.
Holy Strike Paladin Attack 1
At-Will ¢ Divine, Radiant, Weapon PHB, pg. 92
Standard Action Melee weapon

Target: One creature

4 Knightblade Atk: +11 vs. AC  Hit: 1d8+5 rad dmg (Crit: 13+1d8+1d6).
Special: If you marked the target, you gain a +2 bonus to damage.

Power of Luck: You score a critical hit on a roll of 19-20.

Virtuous Strike Paladin Attack 1
At-Will ¢ Divine, Radiant, Weapon PHB, pg. 83
Standard Action Melee weapon

Target: One creature

4 Knightblade Atk: +11 vs. AC  Hit: 1d8+5 rad dmg (Crit: 13+1d8+1d6),
and you gain a +2 bonus to saving throws until the start of your next
turn.

Special: This power can be used as a basic attack.

Melee Basic Attack Basic Attack
® Knightblade Atk: +11 vs. AC  Hit: 1d8+5 damage (Crit: 13+1d6)
(® Unarmed Attack: +7 vs. AC  Hit: 1d4+4 damage (Crit: 8)

Ranged Basic Attack Basic Attack
® Crossbow Attack: +7 vs. AC  Hit: 1d8+2 damage (Crit: 10)

(Scott) Kalid Ibn Zulal



Encounter Attack Powers Utility Powers Magic Item Notes

. Trial of Strength Paladin Attack 3 . Channel Divinity: Divine Mettle Paladin Feature | | +1 Flensing Knightblade Dragon Magazine 368
Encounter ¢ Divine, Weapon DP, pg. 85 Encounter ¢ Divine PHB, pg. 91 Property: On a critical hit you deal +1d8 damage instead of +1d6 against
Standard Action Melee weapon Minor Action Close burst 10 bloodied targets.

Target: One creature Target: One creature in burst Power (Daily): Free Action. Use this power when you hit with the weapon.
Effect: Before the attack, you make a saving throw with a +2 bonus. Effect: The target makes a saving throw with a +2 bonus. The target takes ongoing 5 damage and is considered bloodied even if it
4 Knightblade Atk: +9 vs. AC  Hit: 2d8+3 damage (Crit: 19+1d8+1d6) . Channel Divinity: Divine Strength T — has more hit points than its bloodied value (save ends).

[l Valorous Smite Paladin Attack 1 Encounter ¢ Divine PHB, pg. 91 | +2 Summoned Plate Armor AV, pg. 53
Encounter ¢ Divine, Weapon DP, pg. 84 Minor Action Personal Power (At-Will): Minor Action. You banish this armor to a secure
Standard Action Melee weapon Effect: Apply a+t4 damage bonus on your next attack this turn. extradimensional location. At any point in the future’ unless you are
Target: One creature - —— wearing armor, you can use another minor action to recall the armor.

4 Knightblade Atk: +9 vs. AC  Hit: 2d8+3 damage (Crit: 19+1d8+1d6), The armor appears on you as though you had donned it normally.
Encounter ¢ Divine DP, pg. 85

and each enemy within 3 squares of you is subject to your divine

sanction until the end of your next turn. Im.mediate Interrupt. Per: 591131 _ | | Battleforged Shield AV, pg. 114
Trigger: An enemy hits your Fortitude, Reflex, or Wil Power (Daily ¢ Healing): Free Action. Use this power when an ally
: Effect: You take only half damage from the triggering enemy’s attack, and adjacent to you regains hit points. That ally regains additional hit points
Daily Attack Powers S e - ‘ 4 ; > X
the triggering enemy is subject to your divine sanction until the end of its as though it had spent a healing surge.

. Blazing Brand Paladin Attack 1 next turn.
Daily ¢ Divine, Fire, Reliable, Weapon DP, pg. 84 . Inspiring Word U VG Feae

StandardO Action Melee weapon Daily ¢ Martial, Healing PHE, po. 145
Targt.at: ne creature . - - Minor Action Close burst 5
4 Knightblade Atk: +11 vs. Fort Hit: 2d8+5 fire dmg (Crit: 21+1d8+1d6), Target: You or one ally in burst

and the target takes ongoing 5 fire damage and grants combat Effect: The target can spend a healing surge and regain an additional 1d6
advantage to any ally adjacent to it (save ends both).

hit points.
. Unyielding Faith Paladin Attack 5 .. Virtue's Touch Eikahn Festvie
Daily + Divine, Weapon DP, pg. 86 Daily (Special) + Special DP, pg. 82
Standard Action Melee weapon Minor Action Melee touch
Target: One creature Target: One creature
+ Knightblade Atk: +9 vs. AC  Hit: 3d8+3 damage (Crit: 27+1d8+1d6), Effect: You remove one condition from the target: blinded, dazed,
and the target is subject to your divine sanction until the end of the deafanedl. dienvesl. sunmedl. o weskenesl,
encounter. Special: You can use this power only once per round.
Miss: Half damage. P P Y p Warhorse
Effect: You gain a +5 power bonus to all defenses against charm effects Warhorse Lyl 3 Brute
until the end of the encounter. Large natural beast (mount) XP 150

Initiative +3 Senses Perception +8; low-light vision

HP 58; Bloodied 29

AC 19; Fortitude 16, Reflex 14, Will 14

Speed 8 (7 in heavy barding)

@ Kick (Standard, at-will)
+6 vs. Armor Class; 1d6+5 damage.

4 Trample (Standard, at-will)
The warhorse can move up to its speed and enter enemies’ spaces.
This movement provokes opportunity attacks, and the warhorse must
end its move in an unoccupied space. When it enters an enemy’s
space, the warhorse makes a trample attack (+4 vs. Reflex; 1d6+6
damage), and the target is knocked prone.

Charger (while mounted by a friendly rider of 3rd level or higher with the
Mounted Combat feat, at-will) ¢ Mount
The warhorse grants its rider a +5 bonus to damage rolls on charge
attacks.

Alignment Unaligned Languages n/a

Str 21 (+6) Dex 14 (+3) Wis 14 (+3)

Con 18 (+5) Int 2 (-3) Cha 10 (+1)

Equipment impenetrable heavy barding (mount has 5 points of resistance
to all damage)




