Cleric 1 Cloistered Scholar Order of the Gauntlet
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Order of the Gauntlet

You were born in Elturel, the capital of Elturgard.
Elturel used to be a petty city-state, persecuting
neighbors with little excuse, until 50 years ago when
the city's leader was exposed as a vampire. Soon
after, the city suffered under legions of walking dead
and the predations of the vampire and its minions.
Then one day, a golden orb appeared in the sky.
The second sun's light scorched the flesh of the
necrotic horde, burning away the leader and his
minions, and sending the rest out of the land. You
were born bathed in the light of this miraculous,
unwaivering, and unsetting second sun. Faith and
piety were a part of your experience from the earliest
ages.

Your parents paid a small fortune to send you to
Silverymoon to study at the Vault of the Sages,
representing the best collection of knowledge both
living and in text form. The staff of the Vault of
Sages is devoted to the worship of Deneir, the god of
the written word. Exposure to their devotion made
you first a convert, and later a cleric gifted with the
power to work miracles. You excelled in all studies,
particularly in knowledge of the undead. You hoped
to eventually take this knowledge back to your
people in Elturgard. While the undead were
banished half a century ago, undead can exist for
milennia, and some are known for holding long
grudges. Elturgard could use your piety and
expertise.

However, that isn't going to come to pass anytime
soon. They say if you want to hear the gods laugh,
tell them your plans. Taern Highblade, former leader
of Silverymoon and a ranking member of the Lords'
Alliance, entrusted you with a task of importance.
Word is that unusual magics and the walking dead
march in the Moonsea region. Taern has asked you
to investigate what is going on, document every
detail of what you witness, and bring it back to his
representatives on the Lords' Alliance so they might
act in the best interests of the nations of the area.

CHARACTER BACKSTORY

ALLIES & ORGANIZATIONS

Arcana Domain. Deneir is the god of the written word,
and he provides you with spells and abilities that exert
control over magic itself, the energy that suffuses the
universe itself. You gain two wizard cantrips, which
count as cleric cantrips for you. At 1st level, you also
gain access to he 1st level spells of Detect Magic and
Magic Missile, which are always prepared and treated
as cleric spells for you too.

*** This character was created by Jonathan Connor
Self, the Local Coordinator for North Central lllinois.
The D&D Adventurers League has permission to edit,
reproduce, and distribute this character. It was given
additional modifications by the Adventurers League
administrative staff.
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	Hit Point Maximum: 10
	Faction Rank: 
	Ideals: Honesty.  One can accomplish in the bright light of truth what a legion of liars cannot.
	Personality Traits: Mirth.  You seek opportunities to smile and share the warmth of a fire, particularly with new friends.
 
Bookworm.  You enjoy the quiet moments spent reading and learning.
	Flaws: Convicted.  It is hard to change your mind once you have decided on a course of action.
	STR1: -1
	STR2: 9
	DEX1: +0
	DEX2: 11
	CON1: +2
	CON2: 15
	INT1: +2
	INT2: 14
	WIS1: +3
	WIS2: 16
	CHA1: +1
	CHA2: 13
	Proficiency Bonus: +2
	Features & Traits: Background Feature - Library Access.  Though others must often endure extensive interviews and significant fees to gain access to even the most common archives in the Vault of Sages, you have free and easy access to the majority of the library and staff, though it might also have repositories of lore that are too valuable, magical, or secret to permit anyone immediate access.  You have a working knowledge of the personnel and bureaucracy of the Vault of Sages also, and you know how to navigate those connections with some easy.  Additionally, you are likely to gain preferential treatment at other libraries, as a professional courtesy shown to a fellow scholar.
 
Spellcasting.  As a conduit for divine power, you can cast spells.  You know 3 cantrips at 1st level, which you can cast at-will.  You also have spell slots, which you can use to cast spells of 1st level or higher.  To cast a spell, you must expend a spell slot of the spell's level or higher.  You regain all expended spell slots when you finish a long rest.
     You prepare spells by choosing from the list of cleric spells a number of spells equal to your Wisdom modifier + your Cleric level.  The spells must be of a level for which you have spell slots.  You can prepare new spells after a long rest, requiring 1 minute per level of spell prepared.
     Wisdom is your spellcasting ability for your cleric spells.  Your spell save DC = 8 +  your proficiency bonus + your Wisdom modifier.  Your spell attack modifier = your proficiency modifier + your Wisdom modifier.
     You can cast a cleric spell as a ritual if that spell has the ritual tag and you have the spell prepared.  You can also use a holy symbol of Deneir as a spellcasting focus for your cleric spells.
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	SavWisVal: +5
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	SklSleProf: Off
	SklSleVal: +1
	SklSteProf: Off
	SklSteVal: +1
	SklSurProf: Off
	SklSurVal: +3
	Other Proficiencies & Languages: Languages:  Common, Elvish, Draconic, Dwarven
 
Tools:  None
 
Weapons:  Simple weapons
 
Armor:  Light armor, medium armor, shields
	Inspiration: 
	Armor Class: 17
	Initiative: +1
	Speed: 30'
	Current Hit Points: 
	Temporary Hit Points: 
	Total Hit Dice: 1
	Hit Dice: 1d8
	SavStrProf: Off
	DeathSaveSuccess1: Off
	DeathSaveSuccess2: Off
	DeathSaveSuccess3: Off
	DeathSaveFailure1: Off
	DeathSaveFailure2: Off
	DeathSaveFailure3: Off
	Attack1Name: Mace
	Attack1DmgType: 1d6-1 bludgeon
	Attack1Bonus: +1
	Attack2Bonus: +3
	Attack2DmgType: 1d8+1 piercing
	Attack2Name: Light Crossbow
	Attack3Bonus: 
	Attack3Name: 
	Attack3DmgType: 
	Attacks & Spellcasting: *** You have access to a significant number of offensive cantrips and spells.  Please refer to the Basic Rules and/or the Player's Handbook for more details.
	PassWis: 15
	CP: 
	SP: 
	EP: 
	GP: 10
	PP: 
	Bonds: An End to the Undead.  You seek to overthrow the cold, soulless tyranny of the undead from the lands of the living.
	Alignment: [Neutral Good]
	Player Name: 
	Experience Points: 
	DCI Number: 
	Character Name: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Character Appearance: 
	Character Backstory:      You were born in Elturel, the capital of Elturgard.  Elturel used to be a petty city-state, persecuting neighbors with little excuse, until 50 years ago when the city's leader was exposed as a vampire.  Soon after, the city suffered under legions of walking dead and the predations of the vampire and its minions.  Then one day, a golden orb appeared in the sky.  The second sun's light scorched the flesh of the necrotic horde, burning away the leader and his minions, and sending the rest out of the land.  You were born bathed in the light of this miraculous, unwaivering, and unsetting second sun.  Faith and piety were a part of your experience from the earliest ages.
     Your parents paid a small fortune to send you to Silverymoon to study at the Vault of the Sages, representing the best collection of knowledge both living and in text form.  The staff of the Vault of Sages is devoted to the worship of Deneir, the god of the written word.  Exposure to their devotion made you first a convert, and later a cleric gifted with the power to work miracles.  You excelled in all studies, particularly in knowledge of the undead.  You hoped to eventually take this knowledge back to your people in Elturgard.  While the undead were banished half a century ago, undead can exist for milennia, and some are known for holding long grudges.  Elturgard could use your piety and expertise.
     However, that isn't going to come to pass anytime soon.  They say if you want to hear the gods laugh, tell them your plans.  Taern Highblade, former leader of Silverymoon and a ranking member of the Lords' Alliance, entrusted you with a task of importance.  Word is that unusual magics and the walking dead march in the Moonsea region.  Taern has asked you to investigate what is going on, document every detail of what you witness, and bring it back to his representatives on the Lords' Alliance so they might act in the best interests of the nations of the area.
 
	Allies & Organizations 1: 
	Allies & Organizations 2: 
	Faction: [Order of the Gauntlet]
	Additional Features & Traits 1: Arcana Domain.  Deneir is the god of the written word, and he provides you with spells and abilities that exert control over magic itself, the energy that suffuses the universe itself.  You gain two wizard cantrips, which count as cleric cantrips for you.  At 1st level, you also gain access to he 1st level spells of Detect Magic and Magic Missile, which are always prepared and treated as cleric spells for you too.
 
 
 
 
 
 
 
 
 
 
 
*** This character was created by Jonathan Connor Self, the Local Coordinator for North Central Illinois.  The D&D Adventurers League has permission to edit, reproduce, and distribute this character. It was given additional modifications by the Adventurers League administrative staff.
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	Cantrips 4: Shocking Grasp
	Cantrips 5: Spare the Dying
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	Cantrips 8: 
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	Level 1 - 4: (Daily, pick 4 spells below to prepare at 1st level.)
	Level 1 - 5: Bless
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	Class & Level: [Cleric 1]
	Race: [Human]
	Background: [Cloistered Scholar]
	Spellcasting Class: [Cleric]
	Equipment: On-person:  Mace, scale mail, light crossbow with 20 bolts, shield, holy symbol of Deneir, scholar's robes of the Vault of Sages, a pouch containing your coin
 
In Backpack:  Bedroll, mess kit, tinderbox, 10 torches, 10 days of rations, waterskin, 50' of hempen rope, a writing kit (includes a small pouch with a quill, ink, folded parchment, and a small penknife), a borrowed copy of Van Richten's Guide to the Walking Dead
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