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El'lynnai Orandul

CHARACTER NAME

o’ N
ﬂ) -2 Strength \

+2  Dexterity

STRENGTH ‘

+1  Constitution
+7_ Intelligence
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+2  Charisma
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Advantage against being charmed,
+ 2 and magic can't put you to sleep
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Acrobatics DEX

\ O _+1 Animal Handling wis
® _+7  Arcana INT
O -2 Athletics STR
O _+2  Deception CHA
® _+7_ History INT
O _+L Insight wis
O +2 Intimidation CHA
® _+7_ Investigation INT
O _*1_ Medicine wis
® _*7_  Nature INT
O _+1  Perception WIS
® _+5 Performance CHA

+1 O +2

Persuasion CHA

:@: ® _*7_ Religion INT
QO _*2_ Sleight of Hand DEX
QO _+2  Stealth DEX
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Wizard 5 AryaJoti
CLASS & LEVEL PLAYER NAME
Half-ElIf Sage 6,500
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
*2 12 27 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
5d6 successes O=O=0O
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION
j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === LANGUAGES ===
7 Common, Dwarvish, Elvish, Goblin, Orc
ABILITY SAVE DC |
S==x N
/ N\
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== SPECIAL ===
Arcane Recovery * 1/ Long Rest

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 3, and none of the slots can be 6th
level or higher.

Portent 2 / Long Rest
When vou finish a lona rest, roll two d20s and

N\
record the numbers rolled. You can replace any attack
roll, saving throw, or ability check made by you or a
creature that you can see with one of these foretelling
rolls. You must choose to do so before the roll, and
you can replace a roll in this way only once per turn.
Each roll can only be used once.

Darkvision 60 ft.

SENSES

\ ACTIONS )
4 N

11 PASSIVE WISDOM (PERCEPTION) Shocking Grasp +7 2d8 Lightning /S

11 PASSIVEISDOM (NSIGHT) Unarmed Strike +1 0 Bludgeoning

17 PASSIVE INTELLIGENCE (INVESTIGATION)

A WEAPON ATTACKS & CANTRIPS "/
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1 . . CLASS & LEVEL PLAYER NAME
El'lynnai Orandul
Half-EIf Sage 6,500
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== WIZARD FEATURES ===
* Hit Points « PHB 113 === HALF-ELF RACIAL TRAITS ===
* Proficiencies « PHB 113 * Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.
* Spellcasting *« PHB 114
You can cast prepared wizard spells using INT as your * Fey Ancestry « BR 39
spellcasting modifier (Spell DC 15, Spell Attack +7) You have advantage on saving throws against being
and wizard spells in your spellbook as rituals if they charmed, and magic can’t put you to sleep.
have the ritual tag. You can use an arcane focus as a
spellcasting focus. * Skill Versatility « BR 39
You gain proficiency in two skills of your choice.
* Arcane Recovery « PHB 115
Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 3, and none of the slots can be 6th
level or higher.
| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| School of Divination
* Divination Savant « PHB 116
The gold and time you must spend to copy a divination
spell into your spellbook is halved.
* Portent « PHB 116
When you finish a long rest, roll two d20s and record
the numbers rolled. You can replace any attack roll,
saving throw, or ability check made by you or a
creature that you can see with one of these foretelling
rolls. You must choose to do so before the roll, and
you can replace a roll in this way only once per turn.
Each roll can only be used once.
| 2/ Long Rest « Special
* Ability Score Improvement « PHB 115
FEATURES & TRAITS
Dagger 1 1lb Rope, Hempen (50 feet) 1 10 Ib.
Gloves of Missile Snaring 1 - Spellbook 1 31b.
Potion of Animal Friendship 1 - Tinderbox 1 11b.
Tome of Clear Thought 1 -- Torch 10 10 Ib.
loun Stone of Insight 1 - Waterskin 1 51b.
Alter Self: vl 2 1 - String 1 --
Ink (1 ounce bottle) 1 - Small Knife 1 --
Backpack 1 5 lb. Pearl 1 --
Bedroll 1 7 Ib. Writ of Academic Passage 1 --
Bell 1 - Ring of Magic Missle 1 --
WEIGHT CARRIED
72 b Clothes, Common 1 31b.
ENCUMBERED Component Pouch 1 21b.
90 Ib. Mess Kit 1 11b. Gloves of Missile Snaring 1 -
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib. loun Stone of Insight 1 -
180 Ib. Robes 1 41b.
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Female 17 Medium 5'6" 125
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Fair Green Red
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
L \ L \
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=== Allies === (7 the word s an incredibly interesting and dynamic place with more in it than N
could fill a thousand libraries. | am hungry to know and explore as much of this
world as | can....no time to waste!
*Portent Rolls* B
-Personality traits: willful/impatient, and at my worst, pushy and obsessive;
12,20 precocious; sheltered/naive; idealist/romantic about adventuring and life in
general; charming and kind; secretly shameful about my affliction and
somewhat about my willful personality as I judge that I should be more ‘proper’
*Cerci*
Cat familiar; dark smokey grey, yellow-green eyes PERSONALITY TRAITS
L~ 1
*Bertimus* ad ~1
Activated as a cantrip but counts towards total Gathering knowledge, especially
spellsdin Spellbook; ‘Bert’ fcr)1r short. El’s.I Ignglg—time dimensional/planar knowledge'
‘attendant’, Bert serves as her personal butler in X A
terms of simple actions, fetching things, etc. un|OCklng the secrets of Conjuration
Though actually incorporeal and without any IDEALS
personality, El has been using this spell so S ke
frequently for so long that Bert feels like a very [~ . ~
real family member to her. Finding my parents; righting the
wrong that my affliction created;
redeeming myself€
BONDS
L~ 1
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
) { )\ {
/ \
El'lynnai was born in the esteemed grounds of *Quirks*
CandleKeep, to two wizard-scholars of decent -El spent a lot of her time at Candlekeep reciting and
renown. Her name is in tribute to a famous female performing (to herself) scenes from her adventure
scholar of antiquity, but El'lynnai—not liking the novels, which supporters her reason for having a
name’s connotation—insists on going by El. Performance skill bonus as well as her tendency to
talk theatrically
El is a half-Elf, though her family strongly favors
and promotes the human side (due especially to
her human father’s opinion that humans are more
reliable and focused on ‘the practical issues of the
world’). Her Elven heritage comes through her
grandmother Meriele on her half-EIf mother’s side.
In her time, Meriele was known for her wild spirit
and adventurous nature, and often bucked at and
rebelled against the expectations of her own
people. El grew up knowing almost nothing about
Meriele beyond her name, which her parents did
intentionally. El knows she is a half-Elf, but it is
simply not talked about within the family.
El's father was known as the ‘Tomebinder’,
because of his remarkable ability to mend and
restore old tomes and scrolls such that the original
infused magics were retained or even enhanced.
El's mother was a respected academic and
scholar in her own right, and both mother and
father specialized in Conjuration magic and
planar-dimensional manipulation.
Shortly after her first few years of life, EI began
exhibiting strange and worrisome signs of
sickness; the symptoms manifested as intense
and unexpected flare-ups of pain, fatigue,
confusion, and weakness, most often during times
of physical or emotional stress. Luckily El had the
benefit of access to many healers and wizards, but
none could determine the cause of her mysterious
affliction. All that could be discovered was a
connection to the elemental magic that allowed for
the existence and interaction of multiple planar
dimensions.
Beyond this affliction, El grew up heartily, and was
raised with the privileges conferred by living at a
CHARACTER BACKSTORY ADDITIONAL NOTES




Wizard

SPELL SAVE DC SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
QO Frosthite Wizard CON 15 1A 60 ft. V,S Instantaneous  EE 156 VIS
O Mending Wizard -- im Touch V,S,M Instantaneous PHB 259 VISIM
O Message Wizard - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/IS/M
QO Shocking Grasp Wizard +7 1A Touch V.S Instantaneous  PHB 275  V/S
=== 1st LEVEL === 4 Slots OO00
O Unseen Servant [R] Wizard - 1a+10m 60 ft. V,S,M 1 hour PHB 284 D: 1h, V/ISIM
O Find Familiar [R] Wizard -- th+10m 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Identify [R] Wizard -- im Touch V,S,M Instantaneous PHB 252  V/SIM
O Mage Armor Wizard - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
===2nd LEVEL === 3 Slots OO0
O Detect Thoughts <C> Wizard WIS 15 1A Self V,S,M  concenuation. wpro1miwe - PHB 231 D: 1m, V/S/M
O Locate Object <C> Wizard - 1A Self V,S,M  concenvaion, wporomnwes  PHB 256  D: 10m, V/S/M
O Mind Spike <C> Wizard WIS 15 1A 60 ft. S Concentration, upto 1hour - XGtE 162  D: 1h, S
O Misty Step Wizard - 1BA  Self \% Instantaneous  PHB 260 V
O Shadow Blade <C> Wizard - 1BA  Self V.S Concentiaton, wpo 1minte - XGtE 164 D: 1m, V/S
O Web<C> Wizard DEX 15 1A 60 ft./20 ft. Cube V,S,M  cConcenration pto 1o PHB 287 D: 1h, 20 ft. Cube, V/SIM
=== 3rd LEVEL === 2 Slots OO
O Thunder Step Wizard CON15 1A 90 ft. \ Instantaneous  XGtE 168 V
O Counterspell Wizard - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
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