Divine Challenge
At-Will + Divine, Radiant

-

Lay on Hands
Daily (Special) + Divine, Healing
- - —————
Special: You can use this power a
number of times per day equal to
your Wis (minimum 1), but only once
per round.

Minor Action Close burst 5

Target: Cne 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
angage the target {=oe below). A creature can be subject fo
anly ane mark at a time, A new mark supersedes a mark that
was already in place.

Minor Action Melee touch

Healing
Surge

Action
Minor

—

Paladin Feature

While a target Is marked, i takes a -2 penally to altack rolls
for any attack that doesn'l include you as a target. Also, it
takes radiant damage equal to 3 + your Cha the first time it
makes an attack that doesn't include you as a target before
the start af your next turm. The damage increases o 6 + your
Cha at 11th level, and to 9 + your Cha at 21st kevel.

: One creature
Action Ta rgEt

Minor
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.

Damage

Radiant

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

You can use divine challenge once par tum.

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

Your divine touch instantly heals
wounds.

Bolstering Strike
At-Will 4 Divine, Weapon

———————————— S ——

Standard Action Melee weapon

Channel Divinity: Divine Strength
Encounter 4 Divine
B ———

Minor Action

Personal

Special: You may only use one
Channel Divinity power per
encounter.

Target: One creature

Attack: Cha vs. AC

Damage
Bonus

Action
Minor

Paladin Feature

Effect: Apply your Str as extra

2 5
damage on your next attack this turn. HIES I ha camage

You gain temporary hit points equal
fo your Wis.

Action
Standard

Increase damage to 2[W] + Cha at
1 21st level.

You attack your foe without mercy or
You petition your deity for the divine

strength to lay low your enemies, with a divine gift of vigor.

Valiant Strike
At-Will 4 Divine, Weapon
———————————— S ——
Standard Action Melee weapon

" Holy Strike

At-Will 4 Divine, Radiant, Weapon

-

Melee weapon

Standard Action

Target: One creature Target: One creature

Attack: Strvs. AC Attack: Str + 1 per enemy adjacent

to you vs. AC
Hit: 1[W] + Str radiant damage

If you marked the target, you gain a
bonus to the damage roll equal to
your Wis.

Hit: 1[W] + Str damage.

Action
Standard

Action
Standard

Increase damage to 2[W] + Str at

Damage 21st level.

Radiant Increase damage to 2[W] + Str at

21st level.

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

As you bring your weapon fo bear, the
odds against you add Str to your attack,

Paladin Attack 1

Paladin Attack 1

reprieve, and your accuracy is rewarded

Minor Action  Close burst 10

Special: You may only use one
Channel Divinity power per
encounter.

Target: One creature in burst

Action
Minor

Paladin Feature

Enfeebling Strike
At-Will 4 Divine, Weapon

e —

Melee weapon

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

Your unswerving faith in your deity
empowers a nearby creature to resist a
debilitating affiiction.

Standard Action

Target: One creature
Attack: Cha vs. AC

Hit: 1[W] + Cha damage

If you marked the target, it takes a -2
penalty to attack rolls until the end of
your next turn.

Action
Standard

1| Increase damage to 2[W] + Cha at
21st level.

Your brutal weapon atfack leaves your
foe weakened.

Fearsome Strike
Encounter 4+ Divine, Fear, Weapon

e
Melee weapon

Standard Action

Target: One creature
Attack: Cha vs. AC

Hit: 2[W] + Cha damage.

Until the end of your next turn, the
farget takes a penalty to attack rolls
equal to your Wis.

Action
Standard

When you strike a foe with your weapon,
the force of the blow causes him to
shudder and second-guess his tactics.

Paladin Attack 1






Sacred Circle

Daily 4 Divine, Implement, Zone

E—

Standard Action Close burst 3

Effect: The burst creates a zone that,
until the end of the encounter, gives
you and allies within it a +1 power
bonus to AC.

Action

Standard

You trace a cirele around you with your hand, and it
quickly expands info a wide circle of faintly glowing

runes that glows brightly and profects you and your
close allies.





















