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Talaron Ezel: Discredited e\

CHARACTER APPEARANCE

academic, Father & first Mentor.

Church of Sehanine Moonbow

Al'Arac Silverspear: Moon EIf
Priest, functioned as a Mentor
of the Clerical Arts.

Tiarel Bazon: Friend & old
classmate from the Guild of
Apothecaries & Phycicians.

ALLIES & ORGANIZATIONS

TREASURE

((I grew up in a small town as the daughter of a discredited scholar
who retired due to practices of what was deemed Necromancy, |
was taught of medicine from an early age and taught how to heal
people using unconventional methods reffered to as surgery by
my father, of course having no access to the academy was a
hindrance to the progress of father's research, so | sought to clear
his name by enrolling in the Guild of Apothecaries & Physicians in
the great City of Waterdeep.

During my medical Research on the Academy while looking
through ancient texts | found information Regarding the Goddess
Sélune and the rest of the ancient Elven Pantheon, there she
learned of the Goddess Sehanine Moonbow also known as the
Lady of Dreams, Goddess of Life, Death & Knowledge, she
decided to study her further & began having visions, these were
vague and hard to decipher but these visions eventually led her to
meet an ancient Moon EIf Cleric living within the City of
Waterdeep, despite some resistance by the Moon Elves she was
able to prove that she had received the Blessing from the
Moonweaver and soon took to study not only Medicine but also
ancient Gods, Dead Languages & the Clerical Arts.

After so much studying all she needs is now is renown so that
people start taking both her life's work & her father's life work
seriously & armed with both her Faith & wits she sets out to prove
Kherself worthy.

CHARACTER BACKSTORY »
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FEATURES & TRAITS

Blessing of Knowledge. At 1st level, you learn two languages of your choice. You also become proficient in
your choice of two of the following skills: Arcana, History, Nature, or Religion. Your proficiency bonus is
doubled for any ability check you make that uses either of those skills.

Healer. When you use a healer’s kit to stabilize a dying creature, that creature also regains 1 hit point.
As an action, you can spend one use of a healer’s kit to tend to a creature and restore 1d6 + 4 hit points to
it, plus additional hit points equal to the creature’s maximum number of Hit Dice. The creature can’t regain
hit points from this feat again until it finishes a short or long rest.

Researcher. When you attempt to learn or recall a piece of lore, if you do not know that information, you
often know where and from whom you can obtain it. Usually, this information comes from a library,
scriptorium, university, or a sage or other learned person or creature. Your DM might rule that the
knowledge you seek is secreted away in an almost inaccessible place. or that it simply cannot be found.
Unearthing the deepest secrets of the multiverse can require an adventure or even a whole campaign. .
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1'act. 30 ft V/SM canc, 1 min

Up to three creatures of your choice that you
can see within range must make Charisma
saving throws. Whenever a target that fails
this saving throw makes an attack roll or a
saving throw before the spell ends, the target
must roll a d4 and subtract the number rolled
from the attack roll or saving throw. At Higher
Levels. When you cast this spell using a spell
slot of 2nd level or higher, you can target one
additional creature for each slot level above
Ist.

Level-1 enchantment

Bane

Cleric DCr13 Mod +5

Level-1 transmutation

BORCPUD

Create or Destroy Water

1'act. 30 ft V/SM Inst

You either create or destroy water. Create
Water. You create up to 10 gallons of clean
water within range in an open container.
Alternatively, the water falls as rainin a
30-foot cube within range, extinguishing
exposed flames in the area. Destroy Water.
You destroy up to 10 gallons of water in an
open container within range. Alternatively,
you destroy fog in a 30-foot cube within range.
At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, you
create or destroy 10 additional gallons of
water, or the size of the cube increases by 5
feet, for each slot level above 1st.

Cleric DCr13 Mod +5
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Detect Magic

1'act. Self S Canc, 10 mins

For the duration, you sense the presence of
magic within 30 feet of you. If you sense magic
in this way, you can use your action to see a
faint aura around any visible creature or
object in the area that bears magic, and you
learn its school of magic, if any. The spell can
penetrate most barriers, but it is blocked by 1
foot of stone, 1 inch of common metal, a thin
sheet of lead, or 3 feet of wood or dirt.

Level-1 divination

Cleric DCr13 Mod +5

Level-1 enchantment

WwOrCPUe
Bless

1'act. 30 ft V/SM canc, 1 min

You bless up to three creatures of your choice
within range. Whenever a target makes an
attack roll or a saving throw before the spell
ends, the target can roll a d4 and add the
number rolled to the attack roll or saving
throw. At Higher Levels. When you cast this
spell using a spell slot of 2nd level or higher,
you can target one additional creature for each
slot level above 1st.

Cleric DCr13 Mod +5
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Level-1 evocation [0 J I |
Cure Wounds

1'act. Touch VS Inst

A creature you touch regains a number of hit
points equal to 1d8 + your spellcasting ability
modifier. This spell has no effect on undead or
constructs. At Higher Levels. When you cast
this spell using a spell slot of 2nd level or
higher, the healing increases by 1d8 for each
slot level above 1st.

Cleric DCr13 Mod +5
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Level-1 divination £ J I CJ“

Detect Poison and Disease

1'act. Self V/SM Canc, 10 mins

For the duration, you can sense the presence
and location of poisons, poisonous creatures,
and diseases within 30 feet of you. You also
identify the kind of poison, poisonous
creature, or disease in each case. The spell can
penetrate most barriers, but it is blocked by 1
foot of stone, 1 inch of common metal, a thin
sheet of lead, or 3 feet of wood or dirt.

Cleric DCr13 Mod +5
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SHT
Command

1'act. 60 ft \A 1/tnhd

You speak a one-word command to a creature
you can see within range. The target must
succeed on a Wisdom saving throw or follow
the command on its next turn. The spell has no
effect if the target is undead, if it doesn't
understand your language, or if your
command is directly harmful to it. Some
typical commands and their effects follow.
You might issue a command other than one
described here. If you do so, the GM
determines how the target behaves. If the
target can't follow your command, the spell
ends. Approach. The target moves toward you
by the shortest and most direct route, ending
its turn if it moves within 5 feet of you. Drop.
The target drops whatever it is holding and
then ends its turn. Flee. The target spends its
turn moving away from you by the fastest
available means. Grovel. The target falls prone
and then ends its turn. Halt. The target doesn't
move and takes no actions. A flying creature

Cleric DCr13 Mod +5

Level-1 enchantment

Level-1 divination

SBORCP
Detect Evil and Good

1'act. Self S Canc, 10 mins

For the duration, you know if there is an
aberration, celestial, elemental, fey, fiend, or
undead within 30 feet of you, as well as where
the creature is located. Similarly, you know if
there is a place or object within 30 feet of you
that has been magically consecrated or
desecrated. The spell can penetrate most
barriers, but it is blocked by 1 foot of stone, 1
inch of common metal, a thin sheet of lead, or
3 feet of wood or dirt.

Cleric DC13 Mod +5

.. . . .:‘-I- r
Divination cantrip .,,r' J 4 r JJ |
Guidance
lact.  Touch VS Canc, 1 min

You touch one willing creature. Once before
the spell ends, the target can roll a d4 and add
the number rolled to one ability check of its
choice. It can roll the die before or after
making the ability check. The spell then ends.

Cleric DC13 Mod +5



Page I (reverse)

Command (reverse)

stays aloft, provided that it is able to do so. If it
must move to stay aloft, it flies the minimum
distance needed to remain in the air. At
Higher Levels. When you cast this spell using a
spell slot of 2nd level or higher, you can affect
one additional creature for each slot level
above 1st. The creatures must be within 30 feet
of each other when you target them.
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Level-1 evocation o J Ll |
Guiding Bolt

1'act. 120t S 1/tnhd

A flash of light streaks toward a creature of
your choice within range. Make a ranged spell
attack against the target. On a hit, the target
takes 4d6 radiant damage, and the next attack
roll made against this target before the end of
your next turn has advantage, thanks to the
mystical dim light glittering on the target until
then. At Higher Levels. When you cast this
spell using a spell slot of 2nd level or higher,
the damage increases by 1d6 for each slot level
above Ist.

Cleric DCr13 Mod +5

Level-1 necromancy h,' J JU |"' |
Inflict Wounds

1'act. Touch VS Inst

Make a melee spell attack against a creature
you can reach. On a hit, the target takes 3d10
necrotic damage. At Higher Levels. When you
cast this spell using a spell slot of 2nd level or
higher, the damage increases by 1d10 for each
slot level above 1st.

Cleric DCr13 Mod +5

Level-1 transmutation

BORCPUE
Purify Food and Drmk

1agct. 101t VS Inst

All nonmagical food and drink within a
5-foot-radius sphere centered on a point of
your choice within range is purified and
rendered free of poison and disease.

Cleric DCr13 Mod +5
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Level-1 evocation £ J I |
Healing Word
1bia. 60 ft \A Inst

A creature of your choice that you can see
within range regains hit points equal to 1d4 +
your spellcasting ability modifier. This spell
has no effect on undead or constructs. At
Higher Levels. When you cast this spell using a
spell slot of 2nd level or higher, the healing
increases by 1d4 for each slot level above 1st.

Cleric DCr13 Mod +5
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Transmutation cantrip L) J I |
Mending
1'min Touch VSM Inst

This spell repairs a single break or tear in an
object you touch, such as a broken chain link,
two halves of a broken key, a torn cloak, or a
leaking wineskin. As long as the break or tear
is no larger than 1 foot in any dimension, you
mend it, leaving no trace of the former
damage. This spell can physically repair a
magic item or construct, but the spell can't
restore magic to such an object.

Cleric DCr13 Mod +5

n.

wORCPU:
Sacred Flame

1'act. 60 ft S Inst

Flame-like radiance descends on a creature
that you can see within range. The target must
succeed on a Dexterity saving throw or take
1d8 radiant damage. The target gains no
benefit from cover for this saving throw. The
spell's damage increases by 1d8 when you
reach sth level (2d8), 11th level (3d8), and 17th
level (4d8).

Evocation cantrip

Cleric DCr13 Mod +5

n

Level-1 divination

SHT
Identify

1'min Touch V/SM Inst

You choose one object that you must touch
throughout the casting of the spell. If itis a
magic item or some other magic-imbued
object, you learn its properties and how to use
them, whether it requires attunement to use,
and how many charges it has, if any. You learn
whether any spells are affecting the item and
what they are. If the item was created by a
spell, you learn which spell created it. If you
instead touch a creature throughout the
casting, you learn what spells, if any, are
currently affecting it.

Cleric DCr13 Mod +5

gy . .,I"..‘I F ry r J Iy
Level-1 abjuration £ J I C J" | Iyl
Protection from Evil and Good

1'act. Touch V/SM Canc, 10 mins

Until the spell ends, one willing creature you
touch is protected against certain types of
creatures: aberrations, celestials, elementals,
fey, fiends, and undead. The protection grants
several benefits. Creatures of those types have
disadvantage on attack rolls against the target.
The target also can't be charmed, frightened,
or possessed by them. If the target is already
charmed, frightened, or possessed by such a
creature, the target has advantage on any new
saving throw against the relevant effect.

Cleric DC13 Mod +5

. . o r) r“'
Level-1 abjuration o J Ll |
Sanctuary
1ba. 30 ft V/SM 1/min

You ward a creature within range against
attack. Until the spell ends, any creature who
targets the warded creature with an attack or a
harmful spell must first make a Wisdom
saving throw. On a failed save, the creature
must choose a new target or lose the attack or
spell. This spell doesn't protect the warded
creature from area effects, such as the
explosion of a fireball. If the warded creature
makes an attack or casts a spell that affects an
enemy creature, this spell ends.

Cleric DC13 Mod +5
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Level-1 abjuration E U Jr'{ C JD | B
Shield of Faith

1ba. 60 ft V/SM Caonc, 10 mins

A shimmering field appears and surrounds a
creature of your choice within range, granting
it a +2 bonus to AC for the duration.

Cleric DCr13 Mod +5
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	features-and-traits-2: -----------Other Traits------------
Blessing of Knowledge. At 1st level, you learn two languages of your choice. You also become proficient in your choice of two of the following skills: Arcana, History, Nature, or Religion. Your proficiency bonus is doubled for any ability check you make that uses either of those skills.

Healer. When you use a healer’s kit to stabilize a dying creature, that creature also regains 1 hit point.
As an action, you can spend one use of a healer’s kit to tend to a creature and restore 1d6 + 4 hit points to it, plus additional hit points equal to the creature’s maximum number of Hit Dice. The creature can’t regain hit points from this feat again until it finishes a short or long rest.

Researcher. When you attempt to learn or recall a piece of lore, if you do not know that information, you often know where and from whom you can obtain it. Usually, this information comes from a library, scriptorium, university, or a sage or other learned person or creature. Your DM might rule that the knowledge you seek is secreted away in an almost inaccessible place. or that it simply cannot be found. Unearthing the deepest secrets of the multiverse can require an adventure or even a whole campaign. .


