
PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

PPAALLAADDIINN  FFEEAATTUURREE

EENNCCOOUUNNTTEERR  PPOOWWEERR

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

debilitating affliction.

Close
Burst 10

Minor
Action

Target: One creature in burst
Effect: The target makes a saving throw with

a bonus equal to your Charisma modifier.

DDIIVVIINNEE

Y

Minor
Action Personal
CCHHAANNNNEELL  DDIIVVIINNIITTYY::
DDIIVVIINNEE SSTTRREENNGGTTHH
CCHHAANNNNEELL  DDIIVVIINNIITTYY::
DDIIVVIINNEE MMEETTTTLLEE
DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

ou petition your deity for the divine
strength to lay low your enemies.

EENNCCOOUUNNTTEERR  PPOOWWEERR

PPAALLAADDIINN  FFEEAATTUURREE

Effect: Apply your Strength modifier as
extra damage on your next attack this
turn.

DDIIVVIINNEE



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

se

Minor
Action

Close
Burst 5

Y

Target: One creature in burst
Effect: You mark the target. While a target is

marked, it takes a –2 penalty to attack

DDIIVVIINNEE  CCHHAALLLLEENNGGEE
You boldly confront a nearby enemy,
aring it with divine light if it ignores your

challenge.
DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

PPAALLAADDIINN  FFEEAATTUURREE

PPAALLAADDIINN  FFEEAATTUURREE

LLAAYY  OONN  HHAANNDDSS

our divine touch instantly heals wounds.

AATT--WWIILLLL  PPOOWWEERR

DDIIVVIINNEE,,  RRAADDIIAANNTT

Minor
Action

Melee
Touch

rolls for any attack that doesn’t include
you as a target. Also, it takes radiant
damage equal to 3 + your Charisma
modifier the first time it makes an attack
that doesn’t include you as a target
before the start of your next turn.

On your turn, you must engage the target you
challenged or challenge a different target.

You can use divine challenge once per turn.

(Refer to PHB, pg. 91 for full details)

AATT--WWIILLLL  PPOOWWEERR

DDIIVVIINNEE,,  HHEEAALLIINNGG

Special: You can use this power a number of
times per day equal to your Wisdom
modifier (minimum 1), but only once per
round.

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.



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

BBOOLLSSTTEERRIINNGG  SSTTRRIIKKEE

EENNFFEEEEBBLLIINNGG  SSTTRRIIKKEE

You attack your foe without mercy or
reprieve, and your accuracy is rewarded

with a divine gift of vigor.

Your brutal weapon attack leaves your foe
weakened.

AATT--WWIILLLL  PPOOWWEERR

AATT--WWIILLLL  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  11

PPAALLAADDIINN  AATTTTAACCKK  11

Standard
Action

Standard
Action

Melee
Weapon

Melee
Weapon

DDIIVVIINNEE,,  WWEEAAPPOONN

DDIIVVIINNEE,,  WWEEAAPPOONN

Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and

you gain temporary hit points equal to
your Wisdom modifier.

Increase damage to 2[W] + Charisma
modifier at 21st level.

Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. If

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

Increase damage to 2[W] + Charisma
modifier at 21st level.



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

HHOOLLYY  SSTTRRIIKKEE

VVAALLIIAANNTT  SSTTRRIIKKEE

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

AATT--WWIILLLL  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  11

PPAALLAADDIINN  AATTTTAACCKK  11

As you bring your weapon to bear, the odds
against you add strength to your attack.

Standard
Action

Standard
Action

Target: One creature
Attack: Strength vs. AC
Hit: 1[W] + Strength 

damage. If you marke
gain a bonus to the dam
your Wisdom modifier.

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

DDIIVVIINNEE,,  RRAADDIIAANNTT

AATT--WWIILLLL  PPOOWWEERR

Target: One creature
Attack: Strength + 1 per e

you vs. AC
Hit: 1[W] + Strength modi
 Increase damage to 2[

modifier at 21st level.

DDIIVVIINNEE,,  WWEE
Melee
Weapon
modifier radiant
d the target, you
age roll equal to

 Strength modifier

,,  WWEEAAPPOONN
Melee
Weapon
nemy adjacent to

fier damage.
W] + Strength

AAPPOONN



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

FFEEAARRSSOOMMEE  SSMMIITTEE

PPIIEERRCCIINNGG  SSMMIITTEE

When you strike a foe with your weapon, the
force of the blow causes him to shudder and

second-guess his tactics.

Silvery spikes cover your weapon, punching
through your foe’s armor.

EENNCCOOUUNNTTEERR  PPOOWWEERR

EENNCCOOUUNNTTEERR  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  11

PPAALLAADDIINN  AATTTTAACCKK  11

Standard
Action

Standard
Action

Melee
Weapon

Target: One creature
Attack: Charisma vs. AC
Hit: 2[W] + Charisma modifier damage.

Until the end of your next turn, the target
takes a penalty to attack rolls equal to
your Wisdom modifier.

Target: One creature
Attack: Strength vs. Reflex
Hit: 2[W] + Strength modifier damage, and

the target and a number of enemies
adjacent to you equal to your Wisdom
modifier are marked until the end of your
next turn.

DDIIVVIINNEE,,  FFEEAARR,,  WWEEAAPPOONN

DDIIVVIINNEE,,  WWEEAAPPOONN

Melee
Weapon



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

RRAADDIIAANNTT  SSMMIITTEE

SSHHIIEELLDDIINNGG  SSMMIITTEE

Your weapon glows with a pearly
luminescence. Enemies shrink from its pure
light, especially creatures of supernatural

evil such as demons and devils.

A translucent golden shield forms in front of
a nearby ally as you attack with your

weapon.

EENNCCOOUUNNTTEERR  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  11

PPAALLAADDIINN  AATTTTAACCKK  11

Standard
Action

Standard
Action

Melee
Weapon

Melee
Weapon

Target: One creature
Attack: Strength vs. AC
Hit: 2[W] + Strength modifier + Wisdom

modifier radiant damage.

DDIIVVIINNEE,,  RRAADDIIAANNTT,,  WWEEAAPPOONN

Target: One creature
Attack: Charisma vs. AC
Hit: 2[W] + Charisma modifier damage.
Effect: Until the end of your next turn, one

ally within 5 squares of you gains a
power bonus to AC equal to your
Wisdom modifier.

EENNCCOOUUNNTTEERR  PPOOWWEERR

DDIIVVIINNEE,,  WWEEAAPPOONN



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDIIVVIINNEE,,  IIMMPPLLEEMMEENNTT

OONN  PPAAIINN  OOFF  DDEEAATTHH

You invoke a prayer that wracks your foe
with terrible pain and causes further pain

whenever he makes an attack.

Your melee 

DDAAIILLYY  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  11

Standard
Action

Standard
Action

Ranged 5

Melee
Weapon

Target: One creature
Attack: Charisma vs. Will
Hit: 3d8 + Charisma modifier 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).
PPAALLAADDIINN’’SS
JJUUDDGGEEMMEENNTT
DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

DDIIVVIINNEE,,  HHEEAALLIINNGG,,  WWEEAAPPOONN

attack punishes your enemy and
heals an ally.

DDAAIILLYY  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  11

Target: One creature
Attack: Strength vs. AC
Hit: 3[W] + Strength modifier damage, and

one ally within 5 squares of you can
spend a healing surge.

Miss: One ally within 5 squares of you can
spend a healing surge.



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

AASSTTRRAALL  SSPPEEEECCHH

RRAADDIIAANNTT  DDEELLIIRRIIUUMM

You engulf your enemy in searing ribbons of
radiance.

You speak with such compelling conviction
that others find it difficult to refute your

beliefs and claims.

DDAAIILLYY  PPOOWWEERR

DDAAIILLYY  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  11

PPAALLAADDIINN  UUTTIILLIITTYY  22

Standard
Action

Minor
Action

Ranged 5

Personal

Effect: You gain a +4 power bonus to
Diplomacy checks until the end of the
encounter.

Target: One creature
Attack: Charisma vs. Reflex
Hit: 3d8 + Charisma modifier radiant

damage, and the target is dazed until the
end of your next turn. In addition, the
target takes a –2 penalty to AC (save
ends).

Miss: Half damage, and the target is dazed
until the end of your next turn.

  DDIIVVIINNEE,,  IIMMPPLLEEMMEENNTT,,
RRAADDIIAANNTT

DDIIVVIINNEE



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

MMAARRTTYYRR’’SS  BBLLEESSSSIINNGG

SSAACCRREEDD  CCIIRRCCLLEE

You step into an attack made against an
adjacent ally to save your comrade.

You trace a circle around you with your
hand, and it quickly expands into a wide
circle of faintly glowing runes that glows
brightly and protects you and your close

allies.

DDAAIILLYY  PPOOWWEERR

PPAALLAADDIINN  UUTTIILLIITTYY  22

PPAALLAADDIINN  UUTTIILLIITTYY  22

Immediate
Interrupt

Standard
Action

Trigger: An adjacent ally i
a ranged attack

Effect: You are hit by the a

DDIIVVIINNEE

DDAAIILLYY  PPOOWWEERR

DDIIVVIINNEE,,  IIMMPPLLEEMMEE

Effect: The burst creates 
the end of the encount
allies within it a +1 pow
Close
Burst 1
s hit by a melee or

ttack instead.
Close
Burst 3
NNTT,,  ZZOONNEE

a zone that, until
er, gives you and
er bonus to AC.



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

AARRCCIINNGG  SSMMIITTEE

IINNVVIIGGOORRAATTIINNGG  SSMMIITTEE

PPAALLAADDIINN  AATTTTAACCKK  33

PPAALLAADDIINN  AATTTTAACCKK  33

You swing your weapon in a wide arc that
strikes not one but two creatures within your

reach.

When you hit an enemy with your weapon,
you and your allies suddenly feel invigorated

by the divine power of your faith.

EENNCCOOUUNNTTEERR  PPOOWWEERR

Standard
Action

Standard
Action

n

Target: One or two creatur
Attack: Strength vs. AC

target
Hit: 1[W] + Strength mod

the target is marked un
next turn.

DDIIVVIINNEE,,  WWEE

EENNCCOOUUNNTTEERR  PPOOWWEERR

Target: One creature
Attack: Charisma vs. Will
Hit: 2[W] + Charisma mo

you are bloodied, you
equal to 5 + your W
Bloodied allies within 
also regain hit points 
Wisdom modifier.

DDIIVVIINNEE,,  HHEEAALLIINNGG
Melee
Weapo
es
, one attack per

ifier damage, and
til the end of your

AAPPOONN

Melee
Weapon

difier damage. If
 regain hit points

isdom modifier.
5 squares of you

equal to 5 + your

,,  WWEEAAPPOONN



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

RRIIGGHHTTEEOOUUSS  SSMMIITTEE

Your righteous blow fills you and your
nearby allies with preternatural resolve.

EENNCCOOUUNNTTEERR  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  33

SSTTAAGGGGEERRIINNGG  SSMMIITTEE

With a mighty swing of your weapon, you
knock your enemy back.

EENNCCOOUUNNTTEERR  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  33

Target: One creature
Attack: Charisma vs. AC
Hit: 2[W] + Charisma modifier damage, and

you and each ally within 5 squares of you
gain temporary hit points equal to 5 +
your Wisdom modifier.

Standard
Action

Melee
Weapon

DDIIVVIINNEE,,  HHEEAALLIINNGG,,  WWEEAAPPOONN

Standard
Action

Melee
Weapon

Target: One creature
Attack: Strength vs. AC
Hit: 2[W] + Strength modifier damage, and

you push the target a number of squares
equal to your Wisdom modifier.

DDIIVVIINNEE,,  WWEEAAPPOONN



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

HHAALLLLOOWWEEDD  CCIIRRCCLLEE

RR

You wave your hand through the air, and a
wide circle of faintly glowing symbols

appears around you, damaging enemies and
protecting allies within its confines.

Divine ligh
sacrifice y

str

PPAALLAADDIINN  AATTTTAACCKK  55

Standard
Action

Standard
Action

Close
Burst 3

Melee
Weapon

DDIIVVIINNEE,,  IIMMPPLLEEMMEENNTT,,  ZZOONNEE

Target: Each enemy in burst
Attack: Charisma vs. Reflex
Hit: 2d6 + Charisma modifier damage.
Effect: The burst creates a zone of bright

light. You and each ally within the zone
gain a +1 power bonus to all defenses
until the end of the encounter.

DDAAIILLYY  PPOOWWEERR
MMAARRTTYYRR’’SS
EETTRRIIBBUUTTIIOONN
DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

t engulfs your weapon as you
our ability to heal in order to
ike down your enemy.

PPAALLAADDIINN  AATTTTAACCKK  55 DDIIVVIINNEE,,  RRAADDIIAANNTT,,  WWEEAAPPOONN

Target: One creature
Attack: Strength vs. AC, and you must

spend a healing surge without regaining
any hit points

Hit: 4[W] + Strength modifier radiant
damage.

Miss: Half damage.

DDAAIILLYY  PPOOWWEERR



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

VVUU

DDIIVVIINNEE

You cause a ne
and render it

PP

PP

As your weapo
so too does th

y

Standard
Action

DD

DD
SSIIGGNN  OOFF
LLNNEERRAABBIILLIITTYY
DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

  BBOODDYYGGUUAARRDD

arby foe to convulse with pain
 more susceptible to radiant

energy.

AALLAADDIINN  AATTTTAACCKK  55

AALLAADDIINN  UUTTIILLIITTYY  66

n connects with your enemies,
e magic of your god connect
ou to your allies.

Minor
Action

DDIIVVIINNEE,,  IIMMPPLLE
RRAADDIIAANN

DDIIVVIINNEE

AAIILLYY  PPOOWWEERR

AAIILLYY  PPOOWWEERR

Target: One creature
Attack: Charisma vs. Forti
Hit: 3d8 + Charisma 

damage, and the 
vulnerability 5 to radi
the end of the encounte

Miss: Half damage, and th
vulnerability.

Effect: Choose an ally wi
you. You take half th
until the end of the enco
end the effect as a free
or effect can reduce the
from this power.
Ranged 5
EMMEENNTT,,
TT

tude
modifier radiant

target gains
ant damage until
r.
e target gains no
Ranged 5
thin 5 squares of
at ally’s damage
unter or until you

 action. No power
 damage you take



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

WWRRAA

You and yo

A halo of 
enabling

down

Minor
Action

Close
Burst 6
OONNEE  HHEEAARRTT,,
OONNEE MMIINNDD
DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

TTHH  OOFF  TTHHEE  GGOODDSS

ur trusted allies form a telepathic
bond.

divine light emanates from you,
 you and nearby allies to strike
 your enemies with greater

determination.

PPAALLAADDIINN  UUTTIILLIITTYY  66

PPAALLAADDIINN  UUTTIILLIITTYY  66

Minor
Action

Close
Burst 1

DDIIVVIINNEE

DDIIVVIINNEE

DDAAIILLYY  PPOOWWEERR

DDAAIILLYY  PPOOWWEERR

Targets: You and each ally in burst
Effect: Until the end of the encounter, targets

can communicate telepathically with
each other out to a range of 20 squares,
and your aid another actions give a +4
bonus instead of +2.

Targets: You and each ally in burst
Effect: The targets add your Charisma

modifier to damage rolls until the end of
the encounter.



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

BBEECCKKOONN  FFOOEE

TTRR

You pull an enemy toward you, dealing
grievous wounds as he tries to rebuke you.

You call upo
switch places

within rea

EENNCCOOUUNNTTEERR  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  77

PP

Standard
Action

Standard
Action

Ranged 5

Melee
Weapon

Target: One creature
Attack: Charisma vs. Will
Hit: 2d10 + Charisma modifier damage, and

you pull the target a number of squares
equal to your Wisdom modifier.

DDIIVVIINNEE,,  IIMMPPLLEEMMEENNTT

EENNCC
BBEENNIIGGNN
AANNSSPPOOSSIITTIIOONN
DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

n the power of your deity to
 with an ally and strike a foe
ch of your new position.

AALLAADDIINN  AATTTTAACCKK  77

Primary Target: One ally within a number
of squares equal to

your Wisdom modifier
Effect: You and the target swap places. If an

enemy is now within your melee reach,
you can make a secondary attack against
it.
Secondary Target: One enemy
Secondary Attack: Charisma vs. AC
Hit: 2[W] + Charisma modifier damage.

OOUUNNTTEERR  PPOOWWEERR

DDIIVVIINNEE,,  TTEELLEEPPOORRTTAATTIIOONN,,
WWEEAAPPOONN



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

DDIIVVIINNEE,,  IIMMPPLLE
RRAADDIIAANN

DDIIVVIINNEE,,  TTHHUUNNDDEERR

DDIIVVIINNEE  RREEVVEERREENNCCEE

TTHHUUNNDDEERR  SSMMIITTEE

You present yourself with such conviction
that your enemies cannot help but be
awestruck by the power of your faith.

Your weapon flashes as it strikes, and
moments later, a peal of thunder slams into

your foe.

PPAALLAADDIINN  AATTTTAACCKK  77

PPAALLAADDIINN  AATTTTAACCKK  77

Standard
Action

Standard
Action

Target: Each enemy in bur
Attack: Charisma vs. Will
Hit: 1d8 + Charisma 

damage, and the target
end of your next turn.

Target: One creature
Attack: Strength vs. AC (c

hit against a marked e
19–20)

Hit: 2[W] + Strength 
damage, and the target 

EENNCCOOUUNNTTEERR  PPOOWWEERR

EENNCCOOUUNNTTEERR  PPOOWWEERR
Close
Burst 1
EMMEENNTT,,
TT

,,  WWEEAAPPOONN

Melee
Weapon

st

modifier radiant
 is dazed until the

an score a critical
nemy on a roll of

modifier thunder
is knocked prone.



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

OONNEE  SSTTAANNDDSS  AALLOONNEE

CCRROOWWNN  OOFF  GGLLOORRYY

A scintillating crown of radiant energy
appears above your head, then expands

suddenly to cripple nearby enemies.

Unable to fight alongside your allies, you
turn to your faith for protection and press

forward undaunted.

DDAAIILLYY  PPOOWWEERR

DDAAIILLYY  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  99

PPAALLAADDIINN  AATTTTAACCKK  99

Standard
Action

Standard
Action

Target: Each enemy in bur
Attack: Charisma vs. Will
Hit: 2d8 + Charisma 

damage.
Effect: The targets are 

ends).
Special: You cannot use 

allies are within 5 squar

Target: Each enemy in bur
Attack: Charisma vs. Will
Hit: 2d8 + Charisma 

damage.
Effect: Any enemy tha

adjacent to you is slow
your next turn.

Sustain Minor: You can s
effect.

  DDIIVVIINNEE,,  IIMMPPLL
RRAADDIIAANN

DDIIVVIINNEE,,  IIMMPPLLE
RRAADDIIAANN
Close
Burst 1
st

modifier radiant

t starts its turn
ed until the end of

ustain the power’s

EEMMEENNTT,,
TT
Close
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modifier radiant
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EMMEENNTT,,
TT



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

RRAADDIIAANNTT  PPUULLSSEE

CCLLEEAANNSSIINNGG  SSPPIIRRIITT

You target an enemy with a searing,
pulsating light that also damages enemies
adjacent to him and thrusts them back.

A translucent outline briefly appears above
the creature you designate. The divine spirit

gestures, relieving some of the creature’s
suffering, then fades instantly away.

DDAAIILLYY  PPOOWWEERR

PPAALLAADDIINN  AATTTTAACCKK  99

PPAALLAADDIINN  UUTTIILLIITTYY  1100

Standard
Action

Minor
Action

Ranged 10

Primary Target: One creature
Attack: Charisma vs. Fortitude
Hit: 1d10 + Charisma modifier radiant damage.

Make a secondary attack.
Secondary Target: Each enemy adjacent to
the primary target
Secondary Attack: Charisma vs. Fortitude
Hit: 1d10 + Charisma modifier radiant
damage, and you push the target 3 squares.
Sustain Minor: When you sustain this power,
you can repeat the secondary attack (the
primary target is the same each time).

Miss: Half damage, and no secondary attack.

DDIIVVIINNEE,,  IIMMPPLLEEMMEENNTT,,
RRAADDIIAANNTT

DDIIVVIINNEE

Ranged 5

EENNCCOOUUNNTTEERR  PPOOWWEERR

Target: You or one ally
Effect: The target makes a saving throw with

a +2 bonus.



PPAALLAADDIINN  PPOOWWEERR  CCAARRDDSS  ((HHeerrooiicc))

DDeessiiggnneedd  bbyy  AA..  LL..  DDuunnccaann

NNOOBBLLEE  SSHHIIEELLDD

TTUURRNN  TTHHEE  TTIIDDEE

PPAALLAADDIINN  UUTTIILLIITTYY  1100

PPAALLAADDIINN  UUTTIILLIITTYY  1100

You quickly throw up your hand, and a
vortex of swirling energy surrounds you and
your friends, shielding them from harm at

your expense.

You whisper a solemn hymn, and divine
light washes gently over you and nearby
allies, potentially negating harmful and

debilitating afflictions.

Immediate
Interrupt

Standard
Action

Personal

DDIIVVIINNEE

Close
Burst 3

DDIIVVIINNEE

DDAAIILLYY  PPOOWWEERR

DDAAIILLYY  PPOOWWEERR

Trigger: You are targeted by a close attack
or an area attack

Effect: A close attack or an area attack
targeting you automatically hits you, and
any of your allies who are also hit take
only half damage. This power does not
change other effects the attack might
cause.

Targets: You and each ally in burst
Effect: The targets make saving throws

against every effect that a save can end.


