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NAME: Ulema, a Holdlovag RACE: Half-Elf CLASS: Paladin (cavalier) 

ALIGNMENT: Good XP: 10,000 LEVEL: 7 

 
SKILLS 

 TOTAL  (no armor) 

Acrobatics 0 +4 

Arcana +3  

Athletics +8 +12 

Bluff +6  

Diplomacy +13  

Dungeoneering +3  

Endurance +6 +10 

Heal +3  

History +3  

Insight +10  

Intimidate +6  

Nature +3  

Perception +3  

Religion +3  

Stealth +0 +4 

Streetwise +6  

Thievery +0 +4 

 

ABILITIES 
 Score Check 

STRENGTH 18 +7 

CONSTITUTION 15 +5 

DEXTERITY 12 +4 

INTELLIGENCE 10 +3 

WISDOM 10 +3 

CHARISMA 16 +6 

 
SENSES 

PASSIVE INSIGHT 20 

PASSIVE PERCEPTION 13 

SPECIAL SENSES 
low-light vision 

 
LANGUAGES 

Common, Elven, Primordial 

 

* FEATS AND NON-COMBAT ° CLASS/RACE FEATURES 
* Superior Fortitude +2 (feat) bonus to Fortitude - already included and resist 3 ongoing damage. 

* Heavy Blade Expertise +1 (feat) bonus to attack - already included and +2 to all defenses against opportunity attacks.  

* Superior Will +2 (feat) bonus to Will- already included and make save vs daze & stun at the start of your turn 

* Lightning Reflexes +2 (feat) bonus to Reflex- already included. 

° Group Diplomacy Allies within 10 gain +1 (racial) bonus to Diplomacy. 

 
EQUIPMENT 

Backpack, bedroll, flint & steel, belt pouch,   2   sunrods, 50' hempen rope, waterskin, some trail rations,  5   pints of oil,   5   torches,    

everburning torch (burns forever, no heat, bright light in 5 squares, can be put away in a backpack),   4   throwing hammers,    

 

Magic Scimitar +2 

Lesser Badge of Berserker +2 (+2 to Fortiude, Reflex, Will - already included; +4 on all defenses vs opportunity attacks provoked by charging) 

Plate Armor of Cleansing +2 (armor check penalty -2; +2 (item) bonus on saving throws vs ongoing damage) 

Vanguard's Heavy Shield (+4 defense against charge attacks; armor check penalty: -2) 

Belt of Vigor (+1 (item) bonus on healing surge value - already included) 

  1  Lesser Elixir of Invisibility (see next page) 

  2  Potions of Invulnerability (see next page) 

 

 

 

14 gold pieces 

 

CONCEPT 
Ulema a szabadság bajnoka, a 
Holdistennő, Sehanine lovagja. 
Megsegíti a bajban lévőket, a 
hold dermesztő fényével sújt le 
azokra, akik halált és pusztítást 
hoznak a világba. Két világ 
gyermeke: az elfeket és embereket, 
a nomádokat és jo'haraiakat 
egyaránt tiszteli. 
 

 

 

 

total weight: 121 lbs;   normal load: -180 lbs 

 



 
 
 
 
 
 
 

COMBAT PROFILE 
INITIATIVE +8 SPEED 5 ACTION POINT  

 
DEFENSES 

AC 26 

FORTITUDE 22 

REFLEX 21 

WILL 21 

 HP 

MAX 66 hp 

BLOODIED 33 hp 

SURGE/DAY 12/day 

HP / SURGE  19 hp/surge 

HP: 
 
 

Surges: 
 
 
 

COMBAT FEATURES 
Vanguard's Shield: +4 (item) bonus on defenses against charge attacks. 

Heavy Blade Expertise: +2 to all defenses against opportunity attacks 

Lesser Badge of the Berserker: +4 to all defenses against opportunity attacks provoked by charging 

Superior Fortitude: resist 3 ongoing damage 

Armor of Cleansing: +2 (item) bonus on saving throws vs ongoing damage 

Superior Will: make save vs daze & stun at the start of your turn (even if there would be no save) 

 

 

 

 

 

 

 

 

 

ATTACK POWERS (at-will, encounter, daily) 
Righteous Radiance An enemy in your Defender Aura would shift or use an attack targeting your non-Defender ally but not targeting you  → 

(Opportunity Action) the enemy takes 6 radiant damage. 
Valiant Strike Melee attack. Scimitar: +12 vs AC with a bonus to the attack roll equal to the number of enemies adjacent.  

Hit: 1d8 + 6 damage.  
Vengeful Strike Melee attack. Scimitar +12 vs AC. Hit: 1d8 + 6 radiant damage.(1d8+8 if there is a bloodied ally within 5).  

Miss: +2 (power) bonus on your next damage roll against the target. 
Holy Smite 
(2/encounter) 

If you use an at-will attack → (Free Action) Effect: 7 radiant damage. Hit: target is dazed until the end of your next turn. 

Frenzying Smite Melee attack. Scimitar: +12 vs AC. Hit: 4d8 + 6 damage, push the target 2 squares, then shift 3 squares adjacent to the target. 
Miss: 1/2 damage. Effect: you grant combat advantage until the start of your next turn. 

 
UTILITY AND NON-ATTACK POWERS (at-will, encounter, daily) 

Defender Aura Minor Action. You gain Aura 1 while conscious. (Dismiss as Minor Action).  
If a non-marked enemy in the aura uses an attack targeting your non-Defender ally, the enemy has -2 to attack. 

Righteous Shield An ally within 3 would be damaged → (Immediate Interrupt) you take the damage instead (ignoring immunities, resistances).  
You gain +2 (power) bonus to attack rolls and +5 (power) bonus to your next damage roll until the end of your next turn. 

Knack for Success Minor Action. You or an ally within 5 gets a benefit of your choice:     A) makes a saving throw;     B) shifts 2 squares;  
C) gains +2 (power) bonus to the next attack roll before the end of his next turn;  
D) gains +4 (power) bonus to the next skill check before the end of his next turn. 

Restore Vitality Minor Action. You or an adjacent ally regains 19 hp and can make a saving throw. 

Wrath of the Gods Minor Action. You and each adjancet ally gains +3 (power) bonus to damage rolls until the end of the encounter. 

 

MAGIC ITEM POWERS (at-will, encounter, daily, consumable) 
Lesser Elixir of 
Invisibility  

Minor Action. You become invisible until the end of your next turn, or until you make an attack roll. 

Potion of 
Invulnerability (2) 

Minor Action. You can lose a Healing Surge to gain resist 25 against all damage until the end of your next turn. 

 
WEAPON ATTACK  DAMAGE CRITICAL DISTANCE 

Scimitar melee basic attack  +12 1d8 + 6 max +  
2d6 + 1d8 - 

Throwing hammer ranged basic attack +9 1d6 + 4 max  5 / 10 squares 

 


