Lord Talowarr 

Male Dragonborn Paladin of Bahamut 8

Alignment: Good
HD: 8 [24 and 1d6+6 each level after+11 Toughness]

HP:  98
Statistics: Strength 16 (3/7), Dexterity 14 (2/6), Constitution 18 (4/8), Intelligence 12 (1/5), Wisdom 20 (5/9), Charisma 16 (3/7)

Armor Class: 23[10+4 level+2 dexterity+5 breastplate+3 +1 Heavy Steel Shield] 

Armor Class [Ranged]: 25
Fortitude: 20 Reflex: 16 Will: 21
Base Attack/Damage: +4 
Physical: +10
Customization: 6
Attack: Dragonbone Heavy Pick of Faith [Bahamut] +8 [1d10+7, 19-20 plus 2d6]
Ranged Attack: Divine Will, Range 6, [2d6 light damage]
Special Actions:
Second Wind, 2/day [24 hp at Bloodied]

At Will:
Sanctifying Aura: Constant, Area 2, Allies gain a +1 bonus to defenses while in area.

Divine Refusal: Immediate, Free-five-feet toward ally who has just been stricken, if this puts you adjacent to the attacking foe, the ally gains a +2 bonus to defenses.

Minor Smite: Standard, +7 vs. AC [1d10+7 plus 1d6 vs. Evil]

Shield Block: Immediate, Ally under attack gains your shield bonus to armor class.

Lay on Hands: Standard, heal bloodied ally for 8 hp. 
Battle Blessing: Constant, Area 2, Allies gain a +1 bonus to physical rolls.
Per Encounter (4)
Piercing Smite: Standard, Range 4, +7 vs. Ranged AC [1d10+7]

Protectorate Smite: Standard, +9 vs. AC [Allies in Area 2 gain +2 deflection to armor class]

Breath of the Dragon [Red]: Standard, +8 vs. Reflex, Cone 3 [4d6 fire damage FOLLOW UP: +8 vs. Reflex, Burn]

Heroic Smite: Standard, +10 vs. Armor [1d10+10, 19-20 plus 2d6]

Challenging Smite: Standard, +7 vs. AC [Melee damage and +9 vs. Will or take -4 to all offensive rolls except against the paladin this round.]
Divine Calling: Immediate, Range 6, [Target ally moves half their speed toward you]

Forceful Smite: Standard, +7 vs. AC [Hit allows melee damage and one physical roll (Grapple, Bull Rush, Trip, etc.)

Inner Light: Standard, +9 vs. Fortitude [self] [Area in 30 feet is illuminated, allies heal for 8 hp, enemies suffer -2 to offensive rolls against all but you]

Lay on Hands, Greater: Standard, heal ally for 11

Blessing of Justice: Standard [If an opponent performs an unlawful act this encounter, the blessed ally may spend an immediate action to act instantly after the enemy acts. Their initiative stays at this point for the remainder of combat]
Per Day (2)

Protective Surge: Immediate, Range 8, [Bloodied Ally gains +4 to all defenses and heals for 8 hp]

Brutal Smite: Standard, +11 vs. AC [2d10+7 damage]

Blessing of Bahamut: Standard, [For the rest of the day, target ally is blessed by Bahamut, and may, as a swift action, at any time during the day, heal for 8 hp or reroll any die roll they made. Doing so expends the blessing]
Feats: Extra Second Wind, Toughness, Survivor [Suffer no penalties while bloodied until ¼ hp], Weapon Focus [Heavy Mace], Divine Study [Inner Light], Divine Study [Greater Lay on Hands], Dual Auras
Skills: Related Skills: 9 + Skill Mod, Unrelated Skills: 2 + Skill Mod, +3 Perception [1 for elf, 2 for alertness]
Possessions: 800 gold pieces, Weapons, Armor, Shield, Holy Symbol of Bahamut, Crystal of Lesser Undeath Warding [2nd level or lower undead may not approach the wearer, +5 vs. Will]
