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Bio & Info Character Sheet Attributes & Abilities

3 PROFICIENCY BONUS

Shaped 5E v19.3.0

CHARACTER NAME

Zhuirentel Elendaril
Sorcerer 6
CLASS & LEVEL BACKGROUND
Elf - Eladrin
RACE

Medium
SIZE

Lawful Good
ALIGNMENT

/ 23000
EXPERIENCE POINTS

Faction Agent - Order o

STRENGTH

+0
10

DEXTERITY

+3
16

CONSTITUTION

+2
14

INTELLIGENCE

+0
10

WISDOM

+0
10

CHARISMA

+4
18

INSPIRATION

+1 Strength
+4 Dexterity
+6 Constitution
+0 Intelligence
+1 Wisdom
+8 Charisma

SAVING THROWS

SKILLS

+3 Acrobatics ( )Dex

+0 Animal Handlin ( )Wis

+3 Arcana ( )Int

+0 Athletics ( )Str

+4 Deception ( )Cha

+0 History ( )Int

+3 Insight ( )Wis

+7 Intimidation ( )Cha

+0 Investigation ( )Int

+0 Medicine ( )Wis

+0 Nature ( )Int

+3 Perception ( )Wis

+4 Performance ( )Cha

+7 Persuasion ( )Cha

+3 Religion ( )Int

+3 Sleight of Hand( )Dex

+3 Stealth ( )Dex

+0 Survival ( )Wis

CONDITIONS

Blinded Charmed
Deafened Frightened
Grappled Incapacitated
Invisible Paralyzed
Petrified Poisoned
Prone Restrained
Stunned Unconscious

EXHAUSTION

Proficiencies. Armor: None 
Weapons: Daggers, darts, slings,
quarterstaffs, light crossbows 
Tools: None 
Elf Weapon Training -  
You have proficiency with the longsword,
shortsword, shortbow, and longbow.
Languages. Elven, Common,
Undercommon, Draconic, Giant

OTHER PROFICIENCIES & LANGUAGES

17
ARMOR
CLASS

+8
INITIATIVE

30
SPEED

/6d6

HIT DICE

Short rest
Long rest

REST

50
HP

+ 0

-50 0

6
SUCCESSES

FAILURES

DEATH SAVES

condense

OFFENSE 0 lb

AMMO 0 lb

condense
UTILITY 0 lb

Short Sword. Melee Weapon Attack: +3 to hit, reach 5, one
target. Hit: 3 ( + 3) Pierce damage.

Longbow. Melee Weapon Attack: +6 to hit, reach 400, one
target. Hit: 3 ( + 3) Pierce damage.

Dagger. Melee Weapon Attack: +6 to hit, reach 5, one
target. Hit: 3 ( + 3) Pierce damage.

    
 

SPELLS

Charisma

ABILITY

15

SAVE DC

+8

ATTACK

8

KNOWN
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condense

ARMOR 0 lb

condense

Unarmoured. AC 16. 

CP 0 Backpack. 

Reserved, analytical, sometimes judgemental. I am
tolerant of other factions and respect the ideals of other
organizations.

PERSONALITY TRAITS

Obeying the law. Bringing criminals to justice. Charity. I
always try to help those in need, no matter what the
personal cost.

IDEALS

Agent for the Order of the Gauntlet. Everything I do is
for the common people.

BONDS

Can be emotionally detached. I judge others harshly,
and myself even more severely.

FLAWS

MODIFIERS

Alert.
Cloak of Protection +1.
Wand of the War Mage +1.

condense

RACIAL TRAITS

condense

Darkvision. Accustomed to twilit forests and the night sky,
you have superior vision in dark and dim conditions. You
can see in dim light within 60 feet of you as if it were bright
light, and in darkness as if it were dim light. You can’t
discern color in darkness, only shades of gray.
Keen Senses. You have proficiency in the Perception skill
Fey Ancestry. You have advantage on saving throws
against being charmed, and magic can’t put you to sleep.
Trance. Elves don’t need to sleep. Instead, they meditate
deeply, remaining semiconscious, for 4 hours a day. (The
Common word for such meditation is “trance.”) While
meditating, you can dream after a fashion; such dreams
are actually mental exercises that have become reflexive
through years of practice. After resting in this way, you
gain the same benefit that a human does from 8 hours of
sleep.
Fey Step. You can cast the misty step spell once using
this trait. You regain the ability to do so when you finish a
short or long rest. 

Sorcery Points ( /6, Long rest). You can use your
sorcery points to gain additional spell slots, or sacrifice
spell slots to gain additional sorcery points.
Flexible Casting. Creating Spell Slots. You can transform
unexpended sorcery points into one spell slot as a bonus
action on your turn. You can create spell slots no higher in
level than 5th.Any spell slot you create with this feature
vanishes when you finish a long rest. 
Spell Slot Sorcery Point Cost 
1st 2 
2nd 3 
3rd 5 
4th 6 
5th 7 
Converting a Spell Slot to Sorcery Points. As a bonus
action on your turn, you can expend one spell slot and
gain a number of sorcery points equal to the slot’s level.
Metamagic. You gain the ability to twist your spells to suit
your needs. You gain two of the following Metamagic
options of your choice. You gain another one at 10th and
17th level. 
Draconic Ancestor. Gold Dragon. Damage Type Fire.  
You can speak, read, and write Draconic. Additionally,
whenever you make a Charisma check when interacting
with dragons, your proficiency bonus is doubled if it applies
to the check.
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115.00 value
2.25 lb

EQUIPMENT 28 lb

150
300

50
100 30 lb

WEIGHT

SP 0

EP 0

GP 115

PP 0

Bedroll. 
Traveler’s Clothes. 
Rations. 
Waterskin. 
Mess Kit. 
Tinderbox. 
Healer’s Kit. 

Carrying capacity
Push, Drag, or Lift

Encumbered
Heavily Encumbered

CLASS FEATURES

condense

FEATS

Quickened Spell. When you cast a spell that has a
casting time of 1 action, you can spend 2 sorcery points to
change the casting time to 1 bonus action for this casting.
Twinned Spell. When you cast a spell that targets only
one creature and doesn’t have a range of self, you can
spend a number of sorcery points equal to the spell’s level
to target a second creature in range with the same spell (1
sorcery point if the spell is a cantrip). 
To be eligible, a spell must be incapable of targeting more
than one creature at the spell’s current level. For example,
magic missile and scorching ray aren’t eligible, but ray of
frost and chromatic orb are.
Draconic Resilience. As magic flows through your body, it
causes physical traits of your dragon ancestors to emerge.
At 1st level, your hit point maximum increases by 1 and
increases by 1 again whenever you gain a level in this
class. 
Additionally, parts of your skin are covered by a thin sheen
of dragon-like scales. When you aren’t wearing armor,
your AC equals 13 + your Dexterity modifier.
Elemental Affinity. Starting at 6th level, when you cast a
spell that deals damage of the type associated with your
draconic ancestry, you can add your Charisma modifier to
one damage roll of that spell. At the same time, you can
spend 1 sorcery point to gain resistance to that damage
type for 1 hour.

Alert. You gain a +5 bonus to initiative. 
You can't be surprised while you are conscious. 
Other creatures don't gain advantage on attack rolls
against you as a result of being hidden.

MISCELLANEOUS NOTES MISCELLANEOUS NOTES

Female
GENDER

225
AGE

5'2"
HEIGHT

115
WEIGHT

Silver
EYES

Bluish-white
SKIN

Blue
HAIR

APPEARANCE

Slender and aloof. Silver hair and Blue-white skin giver her 
an ethereal appearance. Wears a cameo pendant made 
from a ruby in the shape of a gauntlet clad upraised fist. 

BACKSTORY

The Order Of The Gauntlet: 
This is one of the newest power groups in the Faerun, The 
Order of the Gauntlet has an agenda has an agenda which 
is similar to that of the harpers. It has the methods which 
are vastly different, however:bearers of the gauntlet never 
hide in the shadows which are holy warriors on a righteous 
quest to promote justice and to crush the evil. Actually, the 
clergy of the order’s are the patron gods, these order 
agents tend to be proficient in the religion and to the 
order’s ideals they frequently seek aid from the law 
enforcement with very friendly. 

Sir Trasus Maricus is her immediate superior in the order 
and has given her a mission to travel to Phandelver and 
learn more about the Forge of Spells.
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