
Valenae 
Female Eladrin Warpriest 

Level 1        Good 
 

ABILITY   SCORE  

STRENGTH  10  
Athletics -1 
 

CONSTITUTION 14  
Endurance +1 
 

DEXTERITY  13  
Acrobatics +0, Stealth +0, Thievery +0 
 

INTELLIGENCE 10  
Arcana +2, History +7, Religion +5 
 

WISDOM  18  
Dungeoneering +4, Heal +9, Insight+4, Nature 

Passive Insight 14, Passive Perception 14 
 

CHARISMA  10  
Bluff +0, Diplomacy +5, Intimidate +0, Streetwise 
 

AC   18 

FORTITUDE 13 

REFLEX  13 

WILL   16 

HIT POINTS 26  BLOODIED 

SURGES 9  HP HEALED

SECOND WIND  ACTION POINT
 

INITIATIVE +1  SPEED

VISION LOW-LIGHT, NORMAL 

LANGUAGES COMMON, ELVEN 

 

OTHER ABILITIES (Bonuses inc. in stats 

Sun Domain: You gain a +2 bonus to death saving throws. 

While within 5 squares of you, your allies also gain this bonus.

Eladrin Will: You gain a +5 racial bonus to saving throws 

against charm effects. 
 

CLASS ADVICE  

Clerics are battle leaders invested with divine 

you’re in the middle of the fight – healing your allies while 

dealing out damage to your enemies. Try to use sun burst when 

you have 3 or more allies in range. Otherwise, use blessing of 

battle, unless one of your allies needs the savin

brand of the sun. 
 

EQUIPMENT 
3 javelins, mace, chainmail, heavy shield, adventurer’s kit and 15 

gold pieces.

MOD + 1/2 LEVEL 

 +0 

 +2 

 +1 

 +0 

 +4 
, Nature +4, Perception +4 

 +0 
, Streetwise +0 
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SPEED  5 
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BACKGROUND 
You were born and raised in Myth Drannor and were taught at a 

young age about the majesty of the sun god, Amaunator

Positioned for a life of service and contemplation in the city, you 

longed for more. You wanted to adventure, to serve your god in 

a more direct and exciting manner. Finally, after much training, 

you gained your superiors’ trust and permission to leave, 

you headed out on your own. 

So far, you haven’t had much opportunity to strike a blow 

against evil on Amaunator’s behalf. You show up either in the 

wrong place or just moments too late to dive into your first 

grand adventure. Recently, a priest of your

you, telling you that Her Radiance Dareen Travaskyr of the 

Temple of Lathander’s Light in Dagger Falls might have a 

mission for you. Although some people whisper that the temple 

worshipers’ insistence on using the old beliefs tied to La

is strange, you have no issue with it. Besides, everyone knows 

Amaunator and Lathander are two faces of the same god. 

So you set off on the first real task of your new career. When you 

arrived, Her Radiance asked you to travel to Sembia to collect

rare ruby from a particular merchant and return the gemstone to 

her. The priestess said she thinks she can use it and other rubies 

to create a powerful magic item. Disappointed that what you 

thought would be your first true fight turned out to be a simp

errand, you completed the mission nonetheless.

 

PERSONALITY 
Nervous, excitable, and easily perturbed, deep down inside you 

doubt your ability to be brave when you face your first real 

battle. You are both slightly anxious and terribly enthusiastic at 

the prospect of smashing something in the face with your mace. 

Your innate nervousness prevents you from speaking up until 

you have complete confidence in the accuracy of what you 

intend to say.  

You have the habit of running your fingers over your prized 

possession, a gold holy symbol of Amaunator that your 

teacher gave you. 
 

QUOTE 
“You have an audience with the Raven Queen!”
 

Javelin 

At-Will   Weapon 

Standard Action Ranged

Target:  One creature  

Attack:  1d20 + 2 vs. AC  

Hit:  1d6 damage. 
 

Mace 

At-Will   Weapon 

Standard Action Melee 

Target:  One creature  

Attack:  1d20 + 2 vs. AC  

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

Blessing of Battle Cleric Attack 1 

As you surge into battle, you invoke a minor defensive prayer 

to fortify yourself or an ally. 

At-Will   Weapon, Divine 

Standard Action Melee weapon  

Target:  One creature  

Attack:  1d20 + 6 vs. AC. 

Hit:  1d8 + 4 damage. 

Effect:  You or one ally within 5 squares of you gains 

resist 2 to all damage until the end of your next turn. 
 

Brand of the Sun Cleric Attack 1 

Your weapon burns like a star as you draw upon the power of 

the sun to smite your foe and bolster an ally. 

At-Will   Weapon, Divine, Radiant 

Standard Action Melee weapon  

Target:  One creature  

Attack:  1d20 + 6 vs. AC. 

Hit:  1d8 + 4 radiant damage. 

Effect:  You or one ally within 5 squares of you can make 

a saving throw. 
 

Sun’s Glow Cleric Utility 

You place a mote of sunlight upon a nearby object. 

At-Will   Divine 

Minor Action  Melee 1  

Target:  One object or unoccupied square 

Effect:  The target sheds bright light that fills its space 

and squares within 4 squares of it. The light lasts for 1 hour, 

until you use this power again, or until you end the light as a 

free action. 
 

Second Wind Utility 

You take a moment to catch your breath & gather yourself. 

Encounter   

Standard Action Personal 

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

all defenses until the start of your next turn. 
 

Healing Word Cleric Utility 

You utter a soothing word that mends wounds of the body 

and spirit. 

Encounter  Healing 

No Action  Close Burst 5 

Target:  You or one ally in the burst 

Effect:  The target can spend a healing surge and regain 

1d6 additional hit points. 

Special:  You can use this power twice per encounter, but 

only once per round. 
 

Fey Step Eladrin Racial Utility 

You step through the boundary between the planes, 

disappearing for a moment before reappearing somewhere 

else. 

Encounter  Teleportation 
Move Action  Personal 

Effect:  You teleport up to 5 squares 

 

Sun Burst Cleric Attack 1 

Light erupts from your weapon, scalding your foe while your 

allies draw strength from the brilliant glow. 

Encounter  Weapon, Divine, Radiant 

Standard Action Melee weapon  

Target:  One creature  

Attack:  1d20 + 6 vs. AC. 

Hit:  1d8 + 4 radiant damage. 

Effect:  You and each ally within 5 squares of you gain 5 

temporary hit points and can make a saving throw. 
 

Channel Divinity: Soothing Light Cleric Utility 

Under the light of the sun, all ills fade. Your devotion gives 

your ally the vigor needed to persevere. 

Encounter  Divine 

Minor Action  Close Burst 2 

Target:  You or one ally in the burst 

Effect:  The target makes a saving throw with a +2 

power bonus. 

Special:  You can use only one channel divinity power per 

encounter. 
 

Channel Divinity: Smite Undead Cleric Attack 

You scorch an undead foe with your weapon, driving it back 

and then binding it in place. 

Encounter  Weapon, Divine, Radiant 

Standard Action Melee weapon  

Target:  One undead creature  

Attack:  1d20 + 6 vs. Will. 

Hit:  2d8 + 4 radiant damage, and you push the 

target 5 squares. The target is immobilized until the end of 

your next turn. 

Miss:  Half damage. 

Special:  You can use only one channel divinity power per 

encounter. 
 

Lesser Aspect of Wrath Cleric Attack 1 

You glow with the wrath of your god. 

Daily   Weapon, Divine, Radiant 

Standard Action Melee weapon  

Target:  One creature  

Attack:  1d20 + 6 vs. Will. 

Hit:  2d8 + 4 radiant damage, and you push the 

target 5 squares. The target is immobilized until the end of 

your next turn. 

Effect:  You gain 10 temporary hit points. Until the end 

of the encounter, you gain a +1 power bonus to attack rolls, 

and any enemy that ends its turn adjacent to you takes 2 

radiant damage. 

 


