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Mortimer aka Digger
‘Hey, knock off all that evil!’
Level  4 - Paladin of Kelemvor

	Strength
	16
	(+3)
	
	Armor Class
	22

	Constitution
	14
	(+2)
	
	Fortitude Defense
	17

	Dexterity
	12
	(+1)
	
	Reflex Defense
	17

	Intelligence
	8
	(-1)
	
	Will Defense
	17

	Wisdom
	16
	(+3)
	
	
	

	Charisma
	16
	(+3)
	
	Initiative
	+3

	
	
	
	
	Speed
	5

	
	
	
	
	
	

	Hit Points
	60
	
	Bloodied
	30
	

	Healing Surges
	13
	OOOOO  OOOOO
	OOO
	
	

	HP Healed
	15
	
	
	
	


	Skills
	
	Feats

	Passive Insight
	15
	Extra Power (At-Will): Tide of Iron

	Passive Perception
	15
	Human Perseverance (+1 to all saves)

	Acrobatics
	-1
	Toughness 

	Athletics
	+6
	

	Diplomacy
	+10
	

	Endurance
	+9
	Race and Class Features

	Heal
	+10
	Channel Divinity: Divine Mettle

	Insight
	+5
	Channel Divinity: Turn Undead

	Perception
	+5
	Divine Challenge

	Religion
	+6
	Lay on Hands

	Stealth
	-1
	Normal Vision



Equipment
+1 bastard sword, plate armor, heavy shield, 3 daggers, adventurer’s kit, 3 healing potions, shovel, pick

Basic Attack

Attack


Damage
Range/Properties
+1 Bastard Sword    
+7 vs. AC    

1d10+4

Versatile (+1 damage two-handed)
Dagger


+8 vs. AC (+5 thrown)
1d4+3

5 squares normal/10 squares max



At-Will Powers
Divine Challenge    

Paladin Feature
You boldly confront a nearby enemy, searing it with divine light if it ignores your challenge.
At-Will 



Divine, Radiant
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. If you mark other creatures using other powers, the target is still marked. A creature can be subject to only one mark at a time. A new mark supersedes a mark that was already in place. If the target makes an attack that doesn't include you as a target, it takes a -2 penalty to attack rolls and takes 8 radiant damage. The target takes this damage only once per turn.
Special: Even though this ability is called a challenge, it doesn't rely on the intelligence or 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 divine challenge. If a creature is unable to reach the paladin with a single move or the paladin has not attacked the creature in more than one round, the divine challenge does not cause damage.

Lay on Hands


Paladin Feature
Your divine touch instantly heals wounds.
At-Will (Special)

Divine, Healing
Special: You can use this power 3 times per day.
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.



Bolstering Strike


Paladin Attack 1
You attack your foe without mercy or reprieve, and your accuracy is rewarded with a divine gift of vigor.
At-Will



Divine, Weapon
Standard Action


Melee weapon
Target: One creature
Attack: +7 vs. AC
Hit: 1d10 + 4 damage, and you gain 3 temporary hit points.

Holy Strike


Paladin Attack 1
You strike an enemy with your weapon, which ignites with holy light.
At-Will


Divine, Radiant, Weapon
Standard Action


Melee weapon
Target: One creature
Attack: +7 vs. AC
Hit: 1d10 + 4 radiant damage. If you marked the target, you gain a +3 bonus to the damage roll.

Paladin's Shield


Paladin Attack 1
You utter a minor defensive prayer as you attack with your weapon.
At-Will



Divine, Weapon
Standard Action


Melee weapon
Target: One creature
Attack: +7 vs. AC
Hit: 1d10 + 4 damage and you and one adjacent ally gain a +1 power bonus to AC until the end of your next turn.

Tide of Iron


Fighter Attack 1
After each mighty swing, you bring your shield to bear and use it to push your enemy back.
At-Will



Martial, Weapon
Standard Action


Melee weapon
Requirement: You must be using a shield.
Target: One creature
Attack: +7 vs. AC
Hit: 1d10 + 4 damage, and you push the target 1 square if it is of your size, smaller than you, or one size category larger. You can shift into the space that the target occupied.

Encounter Powers
Channel Divinity: Divine Mettle
Paladin Feature
Your unswerving faith in your deity empowers a nearby creature to resist a debilitating affliction.
Encounter


Divine
Special: You can use divine mettle or turn undead once per encounter, but not two or more of these in the same encounter.
Minor Action


Close burst 10
Target: One creature in burst
Effect: The target makes a saving throw with a +3 bonus.

Channel Divinity: Turn Undead
Paladin Feature
You sear undead foes, push them back, and root them in place.
Encounter
            Divine, Implement, Radiant
Special: You can use divine mettle or turn undead once per encounter, but not two or more of these in the same encounter.
Standard Action


Close burst 2
Target: Each undead creature in burst
Attack: +5 vs. Will
Hit: 1d10 + 3 radiant damage and you push the target 5 squares. Target is immobilized until the end of your next turn.
Miss: Half damage, and the target is not pushed or immobilized.

Martyr's Watch            

Paladin Utility 2
When an ally would be hit by an attack, you intervene and accept the strike yourself.
Encounter 


Divine
Immediate Interrupt

Personal
Effect: When an adjacent ally would be hit by an attack, redirect the attack to yourself.
 
Revitalizing Strike        

Cleric Attack 1
You call upon the power of your god to heal an ally while you strike with holy fervor.
Encounter 


Divine, Weapon
Standard Action            

Melee weapon
Target: One creature
Attack: +7 vs. AC
Hit: 1d10 + 4 damage
Effect: One ally within 5 squares may spend a healing surge and regain an additional 1d6 + 3 hit points.



Shielding Smite            

Paladin Attack 1
A translucent golden shields forms in front of a nearby ally as you attack with your weapon.
Encounter 


Divine, Weapon
Standard Action            

Melee weapon
Target: One creature
Attack: +7 vs. AC
Hit: 2d10 + 5 damage.
Effect: Until the end of your next turn, one ally within 5 squares of you gains a +3 power bonus to AC.

Stand and Fight


Paladin Attack 3
Your divine challenge compels an enemy to come to you
Encounter

Charm, Divine, Implement
Standard Action


Close burst 10
Target: Marked creature
Attack: +5 vs. Will
Hit: Target is pulled 3 squares.
Miss: Target is pulled 1 square.
Special: If the target is adjacent to you after using this power, make a free basic attack.
Daily Powers
Consecrated Challenge        
Paladin Attack 1
With a burst of radiant light you sear your enemies, promising more if they attack your allies.
Daily  


            Divine, Implement
Standard Action            

Close burst 1
Target: Each enemy in burst
Attack: +5 vs. Fortitude
Hit: 2d6 + 3 radiant damage
Miss: Half damage
Effect: You mark the target until the end of your next turn. If you mark other creatures using other powers, the target is still marked. A creature can be subject to only one mark at a time. A new mark supersedes a mark that was already in place. If the target makes an attack that doesn't include you as a target, it takes a -2 penalty to attack rolls and takes 8 radiant damage. The target takes this damage only once per turn.
Special: Even though this ability is called a challenge, it doesn't rely on the intelligence or language ability of the target. It's a magical compulsion that affects the creature's behavior, regardless of the creature's nature. If a creature is already affected by your divine challenge, your divine challenge's mark remains in effect instead of consecrated challenge's.
