
Brandis 
Male Human Cavalier 

Level 1        Lawful Good 
 

ABILITY   SCORE  

STRENGTH  18  
Athletics +5 
 

CONSTITUTION 12  
Endurance +2 
 

DEXTERITY  10  
Acrobatics -4, Stealth -4, Thievery -4 
 

INTELLIGENCE 10  
Arcana +0, History +0, Religion +5 
 

WISDOM  10  
Dungeoneering +0, Heal +0, Insight+5, Nature 

Passive Insight 15, Passive Perception 10 
 

CHARISMA  16  
Bluff +3, Diplomacy +8, Intimidate +3, Streetwise 
 

AC   20 

FORTITUDE 16 

REFLEX  14 

WILL   15 

HIT POINTS 32  BLOODIED 

SURGES 11  HP HEALED

SECOND WIND  ACTION POINT
 

INITIATIVE +4  SPEED

VISION NORMAL 

LANGUAGES COMMON, GIANT 

 

OTHER ABILITIES (Bonuses included in stats 

listed) 

 

CLASS ADVICE  

Cavaliers are holy warriors – defenders of good, and enemies of 

evil. As a cavalier, your main job on the battlefield is to keep

enemies attacking you, ignoring your less-armoured friends. Use 

your defender aura and holy smite to limit your opponent’s

options and punish enemies that dare attack your allies.
 

EQUIPMENT 
2 javelins , longsword, heavy shield, plate armor, and adventurer’s 

kit.

MOD + 1/2 LEVEL 

 +4 

 +1 

 +0 

 +0 

 +0 
, Nature +0, Perception +0 

 +3 
, Streetwise +3 

BLOODIED  16 

HP HEALED 13 
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BACKGROUND 
You were born and raised in Shadowdale. Your kin proudly serve 

in the militia when not attending to the farm y

owned for generations. However, the farming life did not excite 

you, and mere militia duty was not your destiny. Showing 

promise as a warrior and diplomat, you trained with an order of 

paladins dedicated to Amaunator, the sun god. You finish

training, and since then, you have fought bravely against many 

of civilization’s enemies.  

Recently, your commander sent you to Dagger Falls in 

Daggerdale, near your homeland, to perform a task for Her 

Radiance Dareen Travaskyr. Your commander warned you that 

the priestess and worshipers at the Temple of Lathander’s Light 

held to some old traditions, including calling your god 

Lathander instead of Amaunator. He assured you, however, that 

in all ways these people should be consid

When you arrived at the Temple of Lathander’s Light, Her 

Radiance asked you to search an ancient ruin for a ruby. 

Although she did not tell you why she needed it, you know these 

rare gemstones are considered holy to Amaunator. Yo

the gem and began making your wa

Lathander’s Light.  

Since you came into possession of the ruby, your dreams have 

been troubled. You see visions of dark creatures crawling out of 

a great gouge in the earth, their fangs dripping vile poison. It is 

difficult to tell whether Amaunator is trying to give you a 

warning or if the mutton stew you supped on recently did not 

settle properly.  
 

PERSONALITY 
You know you are not perfect, but you are a natural leader. Every 

group needs one. You don’t attempt to solve everything 

yourself, but you are particularly adept at f

person to solve the problem and positioning him or her to do 

so. 
 

QUOTE 
“There are monsters in the darkness
them they can’t hide!” 
 

Javelin 

At-Will   Weapon 

Standard Action Ranged

Target:  One creature  

Attack:  1d20 + 6 vs. AC  

Hit:  1d6 + 4 damage. 

 
Longsword 

At-Will   Weapon 

Standard Action Melee 

Target:  One creature  

Attack:  1d20 + 7 vs. AC  

Hit:  1d8 + 4 damage. 
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POWERS 
All weapon attack powers assume use of the longsword as the main weapon. 

 

Defender Aura Paladin Utility 

You work to occupy nearby foes using a combination of 

fighting skill and clever tactics to keep them distracted. 

At-Will   Aura 

Minor Action  Personal 

Effect:  You activate an aura 1 that lasts until you end it 

as a minor action or until you fall unconscious. While in the 

aura, any enemy takes a –2 penalty to attack rolls when it 

makes an attack that does not include among its targets 

either you or an ally of yours who has this aura active. 

Marked enemies are not subject to this aura. 

 

Righteous Radiance Paladin Attack 

You exact divine punishment on a foe that ignores your 

challenge. 

At-Will   Divine, Radiant 

Opportunity Action Melee 1 

Target:  Triggering Enemy  

Trigger:  An enemy subject to your defender aura either 

shifts or makes an attack that targets an ally of yours but not 

you or an ally who has an active defender aura. 

Effect:  The target takes 6 radiant damage. 

 

Valiant Strike Paladin Attack 1 

You attack a foe, gaining strength from your conviction as the 

odds against you rise. 

At-Will   Weapon, Divine 

Standard Action Melee weapon  

Target:  One creature  

Attack:  1d20 + 7 vs. AC. You gain a bonus to the attack 

roll equal to the number of enemies adjacent to you. 

Hit:  1d8 + 4 damage. 

 

Vengeful Strike Paladin Attack 1 

You let divine fury wash over you as you strike with your 

glowing weapon. Your enemy recoils in pain as the searing 

wound weakens its defenses. 

At-Will   Weapon, Divine, Radiant 

Standard Action Melee weapon  

Target:  One creature  

Attack:  1d20 + 7 vs. AC  

Hit:  1d8 + 4 radiant damage. If at least one bloodied 

ally is within 5 squares of you, the target takes 3 extra 

radiant damage. 

Miss:  You gain a +2 power bonus to your next damage 

roll against the target. 

 

Second Wind Utility 

You take a moment to catch your breath and gather your 

strength. 

Encounter   

Standard Action Personal 

Effect:  Spend a Healing Surge and gain a +2 bonus to 

all defenses until the start of your next turn. 

 

 

 

Heroic Effort Human Racial Utility 

Your grim focus and unbridled energy means that failure is 

not an option. 

Encounter   

No Action  Personal 

Trigger:  You miss with an attack or fail a saving throw  

Effect:  You gain a +4 racial bonus to the attack rolls or 

the saving throw. 

 

Holy Smite Paladin Attack 

Your weapon fills with divine radiant energy, which bursts 

forth as you strike your enemy. 

Encounter  Divine, Radiant 

Free Action  Personal  

Trigger:  You target an enemy with an at-will weapon attack 

power. 

Effect:  The target takes 5 radiant damage. If the 

triggering attack hits, the target is also dazed until the end 

of your next turn. 

 

Righteous Shield Paladin Utility 

You form golden energy around an ally, absorbing an attack 

against your friend and transferring the damage to yourself. 

As the magic fades, you become charged with righteous fury 

that fuels your attacks. 

Encounter  Divine 

Immediate Interrupt Close Burst 3 

Trigger:  An ally within 3 squares of you is damaged by an 

attack. 

Target:  The triggering ally in the burst 

Effect:  You take the damage of the triggering attack 

instead of the target. This damage ignores your immunities 

and resistances. Iungeon addition, you gain a +2 power 

bonus to attack rolls until the end of your next turn. 

 


