
 

HALF-ELF CLERIC / LEVEL 2/ GOOD

“My faith sustains me through these times of trial”

IsaiahIsaiah

LANGUAGES

VISION

Common, Elven

Normal

ABILITY SCORE MOD

STR 8 -1

CON 18 +4

DEX 10 +0

INT 13 +1

WIS 18 +4

CHA 11 +0

 SPEED INIT

5 +1

Passive Insight 10
Passive Perception 10

HIT POINTS
(Bloodied 17) 35 Action 

Point
Second 
Wind

Defenses

AC 18

FORT 16

REF 13

WILL 17

Skills
+0 ACROBATICS

+2 ARCANA
-1 ATHLETICS

+1 BLUFF
+8 DIPLOMACY
+5 DUNGEONEERING
+5 ENDURANCE
+5 HEAL

+2 HISTORY

+12 INSIGHT

+1 INTIMINDATE

+5 NATURE

+10 PERCEPTION

+7 RELIGION

+0 STEALTH
+1 STREETWISE
+0 THIEVERY

EQUIPMENT

Chainmail
+1 Greatspear
Holy Symbol

HEALING value

SURGES    8



 

Brand of the Sun Standard / Melee Weapon / At-Will

Reach 2; +9 vs AC; 1d10+5 damage
Effect:You or one ally within 5 squares of you can make a saving throw

Sun Burst Standard / Melee Weapon/ Encounter

Reach 2;+9 vs AC; 1d10+5 damage
Effect: You and each ally in burst gain 5 temporary hitpoints and can 
roll a saving throw

Moment of Glory Standard/Close Blast 5/Daily

Each enemy in blast; +6 vs Will; The target is pushed 3 squares and 
knocked prone.
Effect: You and each ally in the blast gains resist 5 to all damage until 
the end of your next turn.
Sustain Minor:  The effect persists

Blessing of Battle Standard / Melee Weapon / At-Will

Reach 2; +9 vs AC; 1d10+5 damage
Effect: You or one ally within 5 squares of the target gains resist 4 to all 
damage until the end of your next turn

Healer's Mercy Minor/Close Burst 5/Encounter

Effect: Each bloodied ally in burst can spend a healing surge and 
regain 4 extra hitpoints. You are weakened until the end of your next 
turn.

Group Diplomacy
Each ally within 10 squares of you gains a +1 bonus to Diplomacy checks

OTHER ABILITIES

Inspiring Word Minor/Close Burst 5/ Encounter

Effect: You or one ally in burst can spend a healing surge and regain 
an extra 1d6+4 hitpoints. 
Special: You may use this power twice per encounter but only once 
per round

 

Dynamic Assault Standard / Melee Weapon/ Encounter

Reach 2; +9 vs AC; 1d10+5 damage
Effect: One ally within 5 squares of the target can take a free action to 
move 4 squares, gaining a +5 power bonus to Athletics checks during 
the move.

Strongheart Weapon Minor/Personal/Encounter

Effect: Until the end of your next turn you do not deal half damage 
when weakened.

Bless Minor/Close Burst 20/Daily

Target: You and each ally in burst
Effect: The target gains a +1 power bonus to hit until the end of the encounter.



Character Play Tips Isaiah the Cleric:Complexity: 2
Isaiah is a leader and his specialty is healing  and providing defensive buffers. His power grant his allies 

saving throws, resistances, and temporary hitpoints. He also has 3 potent healing powers he can use each 
encounter. He wields a reach weapon that allows him to attack from 2 squares away. This is particularly 
useful because despite possessing a high number of hitpoints and healing surges he does not have very 
high defenses. 

●Isaiah does not possess a good melee basic attack or ranged basic attack. He relies entirely on this cleric 
abilities on order to make attacks and is not very capable of charging or making opportunity attacks.

●Isaiah is best positioned in a square directly behind a defender. There he can use his reach weapon to 
attack the opponents on the opposite side of his ally without being exposed himself.

●His attacks all provide their benefits to his allies even if he misses.  Pick the power that will benefit your 
allies the most, if an ally is surrounded by enemies give him the Blessing of Battle to help him survive 
multiple attacks. If your ally is suffering from an effect then use Brand of the Sun to grant him a saving 
throw. Dealing damage with your attacks is secondary to keeping your allies up and running. 

●His two daily powers Moment of Glory and Bless are both best used at the very start of a combat in 
order to get the maximum benefit from them.

●Save Healer's Mercy until you have 2 or more allies in the burst that are bloodied in order to get the most 
benefit from it. This power will weaken you  so you will need to use your Strongheart Weapon power in 
order to avoid doing half damage on your next attacks. 
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