Explanations:

2[W] damage 
    [W] stands for your base weapon damage. A +1 bastard sword deals 1d10+1, for instance. 2[W] thusly means 2d10+2.

Wisdom vs. Wisdom modifier vs. Wisdom score
   Wisdom score is the usual 3-20 that you’re used to seeing
   Wisdom modifier is the number to the right of that, such as +3 for a 16. The result of (score-10)/2.
   Wisdom all on its own actually means your modifier plus half your level. So, a 4th level character with a Wisdom of 16 would be +5. The most frequent use of this is for attacks… 

Attack: Charisma vs. AC 
    An attack line will include what ability to use and what defense to roll against. In addition to half your level and the ability modifier, also add the enhancement bonus of your weapon or implement, as appropriate. If a power is a melee weapon or ranged weapon power, then you also add the proficiency bonus of the weapon.
Melee vs. Close vs. Personal vs. Ranged vs. Area
  Melee, Close, and Personal abilities do not provoke opportunity attacks just for using them. Ranged and Area abilities provoke. So, the difference between a ‘Close 10’ and ‘Ranged 10’ ability is purely that the ranged one provokes, while the close one does not. In some cases, you may ‘move’ or ‘charge’ as part of a power. Moving through a threatened area still provokes unless it’s a shift or forced movement. 

Move vs. Shift vs. Forced Movement (Pull/Push/Slide)
  Normal movement provokes opportunity attacks and difficult terrain costs 2 squares of movement. A shift normally does not provoke (some abilities let you get around this) and you may not shift through difficult terrain. Forced Movement never provokes opportunity attacks and ignores difficult terrain. If forced movement would force you to fall, you may make a save to instead drop prone and move no further.
   Push – Each square moved must be one farther from you.
   Pull – Each square moved must be one closer to you.
   Slide – No restrictions on the movement.

Class Abilities:
Holy Word
Encounter
Minor Action 1/round
Close 5
Target: You or one creature
Effect: Target may spend a healing surge and regain an additional 1d6 + Wisdom modifier + half level hit points.
Special: You may use healing word twice per encounter.
Turn Undead
Encounter
Standard Action
Close burst 2
Target: Any undead in burst
Attack: Charisma vs. Will
Hit: 1d10 + Wisdom modifier damage and target is pushed 5 squares and immobilized until the end of your next turn.
Miss: Half damage

Divine Challenge
At-Will
Minor Action
Close 5
Target: One creature
Effect: The target is marked. If the target makes an attack that doesn’t include you as a target, it takes 5 + Charisma radiant damage.
Special: The target may only take damage from this ability once per round. If the paladin chooses to end his turn further away from the target than when he started the turn, then the target takes no damage until the paladin ends his turn closer to the target.



At-Will Powers
Bolstering Strike
At-Will
Standard Action
Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: [W] + Wisdom damage and gain Charisma temporary hit points.
Cleave
At-Will
Standard Action
Melee Weapon
Target: One creature
Attack: Strength vs. AC
Hit: [W] + Strength damage and enemy adjacent to target takes Strength damage.
Defender’s Strike
At-Will
Standard Action
Melee Weapon
Special: You may shift 1 square before making the attack. If you shift adjacent to an ally, that ally may shift into the space you left.
Target: One creature
Attack: Charisma vs. AC
Hit: [W] + Strength damage

Guided Strike
At-Will
Standard Action
Melee Weapon
Target: One creature
Attack: Charisma vs. AC with a Wisdom modifier power bonus
Hit: [W]

Holy Strike
At-Will
Standard Action
Melee Weapon
Target: One creature
Attack: Strength vs. AC
Hit: [W] + Strength radiant damage. If your marked target, add Wisdom modifier radiant damage.
Paladin’s Shield
At-Will
Standard Action
Melee Weapon
Attack: Strength vs. AC
Hit: [W] + Strength damage. You and an adjacent ally gain a +1 power bonus to AC until the end of your next turn.
Sacred Strike
At-Will
Standard Action
Melee Weapon
Attack: Charisma vs. AC
Hit: [W] + Wisdom radiant damage. An ally within 5 squares gains half Wisdom temporary hit points and may make a saving throw. 
Tide of Iron
At-Will
Standard Action
Melee Weapon
Requirement: You must have a shield equipped.
Attack: Strength vs. AC
Hit: [W] + Strength damage and target is pushed 1 square. You may shift to follow the target.
Vanguard Strike
At-Will
Standard Action
Melee Weapon
Attack: Charisma vs. AC
Hit: [W] + Wisdom damage and all allies gain a +1 power bonus to attack target until end of your turn.

Warning Strike
At-Will
Standard Action
Melee Weapon
Attack: Strength vs. AC
Hit: [W] + Strength damage
Special: If the target, on its next turn, shifts away from you or makes an attack that does not include you as a target, you may make a basic melee attack as an immediate interrupt.
Encounter Powers – Level 1
Holy Nova
Encounter
Standard Action
Close burst 2
Target: Any creature in burst
Attack: Charisma vs. Reflex
Hit: 1d8 + Wisdom radiant damage
Holy Smite
Encounter
Standard Action
Melee Weapon
Target: One creature
Attack: Strength vs. AC
Hit: 2[W] + Strength radiant damage and all enemies adjacent to target take Wisdom radiant damage.

Iron Charge
Encounter
Standard Action
Melee Weapon
Requirement: You must be wielding a shield.
Target: One creature
Primary Attack: Strength vs. AC
Hit: 2[W] + Strength damage.
Special: This attack must be made as part of a charge. You do not need a clear path to the target to initiate the power, but if your attack may be wasted if you cannot reach the target by the end of your charge movement. You may make a secondary attack against any enemy you become adjacent to as part of the charge movement.
Secondary Attack: Strength vs. Fortitude
Hit: Push target 1 square. 
Passing Attack
Encounter
Standard Action
Melee Weapon
Primary Target: One creature
Primary Attack: Strength vs. AC
Hit: [W] + Strength damage and can shift 1 square. Make a secondary attack.
Secondary Target: One creature other than the primary target
Secondary Attack: Strength vs. AC with a +2 power bonus
Hit: [W] + Strength damage.
Revitalizing Smite
Encounter
Standard Action
Melee Weapon
Target: One creature
Attack: Charisma vs. AC
Hit: [W] + Charisma damage.
Effect: An ally within 5 squares may spend a healing surge and regain an additional 1d6 + Wisdom hit points.
Shielding Smite
Encounter
Standard Action
Melee Weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 2[W] + Charisma damage.
Effect: Until the end of your next turn, one ally within 5 squares of you gains a Wisdom modifier power bonus to AC.

Tenacious Defense
Encounter
Immediate Reaction
Melee Weapon
Target: One marked creature
Trigger: Target moves away from you.
Special: Shift up to speed squares after target. If you are adjacent to target at the end of this movement, make an attack.
Attack: Charisma vs. AC
Hit: 2[W] + Wisdom damage and target is immobilized until the start of your next turn. 
Waves of Radiance
Encounter
Standard Action
Close burst 1
Target: Any creature in burst
Attack: Charisma vs. Reflex
Hit: 2d6 + Wisdom radiant damage.
Daily Powers – Level 1

Heroic Stand
Daily
Immediate Interrupt
Melee Weapon
Trigger: When you would be reduced to 0 hit points or less
Target: One adjacent enemy
Hit: 3[W] + Charisma damage and you may spend a healing surge.
Miss: Half damage.

On Pain of Death
Daily
Standard Action
Ranged 5
Target: One creature
Attack: Charisma vs. Will
Hit: 3d8 + Wisdom damage. Once per round, the target takes 1d8 damage after making any attacks on its turn (save ends).
Miss: Half damage. Once per round, the target takes 1d4 damage after making any attacks on its turn (save ends).
Radiant Burst
Daily
Standard Action
Close burst 2
Target: Any creature in burst
Attack: Charisma vs. Reflex
Hit: 2d8 + Wisdom damage.
Miss: Half damage.
Rallying Strike
Daily
Standard Action
Melee Weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 2[W] + Charisma damage. You and any allies within 5 squares may spend a healing surge and regain an additional 1d6 + Wisdom hit points.
Miss: Half damage. You and any allies within 5 squares may spend a healing surge.
Shield of the Deity
Daily
Standard Action
Melee Weapon
Target: One Creature
Attack: Charisma vs. AC
Hit: 2[W] + Charisma damage.
Effect: You and all allies within 5 squares gain a Wisdom modifier power bonus to AC until the end of your next turn.
Sunblade
Daily
Standard Action
Melee Weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 3[W] + Wisdom damage and target is blinded until the end of your next turn.
Miss: Half damage. Target suffers a -2 penalty to attack rolls until the end of your next turn.
Utility Powers – Level 2

Divine Mettle
Encounter
Minor Action
Close 10
Target: One creature
Effect: Target may make a saving throw with a Charisma modifier power bonus.
Divine Strength
Encounter
Minor Action
Personal
Effect: Gain +2 power bonus to damage on your next attack this turn.
Follow
Encounter
Immediate Reaction
Trigger: An adjacent enemy moves 1 square away from you.
Effect: You are pulled 1 square to enemy.
Special:  If the enemy moves further this turn, you may choose to continue to follow up to a total number of squares equal to your speed.
Lay on Hands
Encounter
Minor Action
Melee Touch
Target: One creature
Special: You must have a healing surge remaining to use this power.
Effect: You spend a healing surge but regain no hit points. Instead, the target regains hit points as if it had used a healing surge.
Martyr’s Watch
Encounter
Immediate Interrupt
Personal
Effect: When an adjacent ally would be hit by an attack, redirect the attack to you.
Divine Protection
Daily
Minor Action
Close 5
Target: You or ally
Effect: Target gains Charisma resist all until the end of your next action. 
Healing Grace
Daily
Minor Action
Close 5
Target: You or ally
Effect: Target may regain hit points as if it had used a healing surge. No healing surge is spent.
Encounter Powers – Level 3
Consecrated Challenge
Encounter
Standard Action
Close burst 1
Target: Any enemy in burst
Attack: Charisma vs. Reflex
Hit: 1d8 + Wisdom radiant damage.
Effect: Any target not already affected by divine challenge is treated as if divine challenged until the end of your next action.
Dazzling Smite
Encounter
Standard Action
Melee Weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 2[W] + Wisdom damage and target suffers a -2 penalty to attack rolls (save ends).
Face Me
Encounter
Immediate Interrupt
Trigger: Adjacent enemy attempts to move or shift.
Target: Triggering enemy
Attack: Charisma vs. Will
Hit: Target is immobilized until the end of its next action. 
Miss: Target is slowed until the end of its next action.
Holy Shock
Encounter
Standard Action
Ranged 5
Target: One creature
Attack: Charisma vs. Reflex
Hit: 2d8 + Wisdom radiant damage.
Sacred Smite
Encounter
Standard Action
Melee Weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 2[W] + Wisdom radiant damage.
Effect: An ally within 5 squares gains half Wisdom temporary hit points and may make a saving throw. 
Challenging Call
Encounter
Standard Action
Close 10
Target: One creature you have marked
Attack: Charisma vs. Will
Hit: Target is pulled Wisdom squares.
Miss: Target is pulled 1 square.
Special: If the target is adjacent to you after using this power, make a free basic attack.
Undeniable Challenge
Encounter
Minor Action
Close 20
Target: One creature
Attack: Charisma vs. Will
Hit: Target takes 5 + Charisma radiant damage if it does not end its turn closer to you than when it began the turn. This effect ends when the target gets within 5 squares of you or when you end your turn farther away from the target than when you began your turn.
Effect: Target is divine challenged.
