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Elric

Character build for  
playing Elric 

Directly inspired by the novels

"is this the most accurate build of Elric?"
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ElricElric
How Elric is depicted in the novels: 

Elric is an intelligent, human-like creature (Human 
Variant) who is an emperor and sorcerer. He suffers from a 
type of Albinism, which makes his skin and hair very pale, 
almost white. Despite many depictions of Elric, he is not 
actually skinny and frail. He is, in-fact, normal sized for 
his race. 

Why Blood Hunter? 

Elric’s condition makes him feel physically weak. To help 
counter this he consumes exotic concoctions made of 
powerful herbs and other ingredients (Mutagens: Blood 
Hunter, Order of the Mutant) in order to help improve his 
strength, vigor and vitality.

It’s important to understand that with staying true to 
the character in the novels, Elric is a great summoning 
sorcerer, however, he is not neccesarily a great warrior. It 
was his possession of Stormbringer, the mysterious black 
sword, which has bestowed him with both strength in 
battle and darkness within his soul. Our understanding of 
Elric is that in exchange for the great strength and power 
this sword bestows upon him, he succumbs to its dark 
powers.
.
Life Stealing sword

In the novels Elric wields this legendary, powerful sword. 
It is coal black in color. It’s dark power transforms Elric 
into a mighty, near god-like warrior, and it absorbs the 
life force and energy from the souls the sword craves 
and consumes, and in turn transfuses into Elric himself, 
granting him great strength and battle skill.

Consider the flavor opportunity by playing-up the idea 
that the sword has become fused within the character’s 
essence, making him stronger but also more dark and 
chaotic. 

If you’re playing this character at 20th (or a high level), 
and your DM does not allow you to play Elric using a Life 

Stealing sword, then as a twist you might instead make 
whatever blade you do choose be the same mysterious 
black color, and in order to use your mutagens (Blood 
Hunter), as your bonus action you must coat the blade 
with them rather than drink them, and it is the sword that 
transfuses the mutagens into your body. Also keep in mind 
that this build has the Dark One’s Blessing feature, which 
you can also work into the flavor of your sword of choice 
in a similar, and very relevant fashion since this feature 
acurately mimics some of the magic of the Strombringer/
Life Stealing sword.

In the novels, because of the sword’s power, Elric no 
longer requires the herbal potions to maintain strength. 
However, with this build we are combining them. They 
work together, which can be a nice twist but is also 
necessary to fully create the D&D character.

Why Warlock?

Elric is first and foremost considered a “sorcerer” in 
the novels. This is the primary power he possesses as a 
Melnibonéan and emporer. Given the darkness of some 
of his magic and what he does with it, the type of sorcery 
he primarily wields in the novels is much more akin to 
D&D 5E Warlock magic. In the novels, his most powerful 
forms of magic is that of summoning powerful creatures, 
including demons and fiends. This build uses Warlock 
spells that most accurately reflect some of these magical 
powers.

That said, to keep within rules as written you of course 
have to choose many more spells and features than Elric 
ever uses in the novels. We chose other spells that seemed 
most relevant to who and what he is in the books. 

We assume that you probably won’t use the name Elric 
as your character name, however, the point of playing 
this build is to actually play a character that accurately 
emulates him. This would include having the Life Stealing 
sword, or something thematically similar. Keep in mind 
that your character cannot escape the sword, even with 
spells such as Remove Curse, or Greater Restoration. You 
crave and feed off its power.
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Saving Throws  INT +8, DEX +7, CHR +4
Skills  intimidation +10, insight +8, arcana +8, perception +8
Special  fey ancenstry
Senses  darkvision 60’, passive perception 18
Languages  abyssal, common, elvish, giant, infernal

14(+2)    12(+1)      8(-1)   16(+3)     11(+0)     19(+4)

Savage Attacker (Feat): You can reroll a 1 or 2 on damage dice 
with melee weapons wielded with two hands. 

Martial Adept (Feat): You gain one superiority die per short rest 
to use either Fienting Attack or Menacing Attack

Crimson Rite (Rite of the Frozen - Cold): As a bonus action, you 
can activate any rite you know on a weapon you’re holding. A 
weapon can only hold one active rite at a time. When activated, 
you take 1d4 necrotic damage which can’t be reduced in any 
way. While your rite is in effect, attacks made with this weapon 
are magical and you deal an additional 1d4 damage of the type 
determined by the chosen rite.

Mutagen Craft: You can create 1 mutagen(s) from the formulas 
you know during a short/long rest. 

 
Mutagens: effects and side effects last until the end of your 

next rest 

Celerity

Your DEX score and maximum increases by +4, however you have 

disadvantage on WIS saving throws.

Potency

Your STR score and maximum increases by +4, however you have 

disadvantage on DEX saving throws.

Deftness

You have advantage on DEX checks. However, you have disadvantage 

on WIS checks.

Embers

You have resistance to fire damage and vulnerability to cold damage

Otherwordly Patron: The Fiend

Dark One’s Blessing:  When you reduce a hostile creature to 0 
HP, you gain 20 temp HP.

Eldritch Invocations: Speak with the Dead, Silent Image, 
Arcane Eye, Conjure Elemental

Investment of the Chain Master:  You can cast Find Familiar 
and infuse the summoned familiar with a measure of your 
eldritch power, granting the creature speical benefits.

Dark One’s Own Luck: Once per short rest, when you make an 
ability check or a saving throw, you can use this feature to add 
a d10 to your roll. You can do so after seeing the roll but before 
the effects occur.

Fiendish Resilience: You can choose one damage type to gain 
resistance to when you finish a short or long rest. Damage 
from magical weapons or silver weapons ignores this 
resistance.

Spellcasting: Elric’s spellcasting ability is Charisma (spell save 
DC 18, +10 to hit with spell attacks). Elric has the following 
Warlock spells prepared:

Cantrips: chill touch, create bonfire, minor illusion, 
prestidigitation
1st-5th level: detect magic, silent image, arcane eye, conjure 
elemental, levitate, comprehend languages, contact other 
plane, counterspell, dispel magic, dominate beast, dominate 
person, fear, find familiar, hold person, hypnotic pattern, 
shatter, suggestion, summon abberation, summon greater 
demon 
6th level: summon fiend
7th level: plane shift
8th level: abyssal empowerment

Hunter’s Bane: You have advantage on Wisdom (Survival) 
checks to track fey, fiends, or undead, and you have advantage 
on Intelligence ability checks to recall information about them.

Blood Curse (Blood Curse of the Eyeless): When a creature 
you see within 30 ft. of you makes an attack, you can use your 
reaction to roll 1d10 and subtract the result from the creature’s 
attack roll. 

Fighting Style (Great Weapon Fighting): You can reroll a 1 or 2 
on damage dice with melee weapons wielded with two hands.

Great Weapon Master (Feat): On your turn, when you score a 
critical hit with a melee weapon or reduce a creature to 0 HP 
with one, you can make one melee weapon attack as a bonus 
action. You can also choose to take a -5 penalty to the attack 
roll to add +10 to the attack’s damage.

S           D            C            I           W         CHA

Blood Hunter 4 (Order of the Mutant)
Warlock 16 (The Fiend)

Medium Human Variant
Armor Class: 16 (Half-plate)
Hit Points: 144
Speed: 30’

Elric  



Half Plate Armor
Greatsword (above)
Dagger
Navigator’s Tools
Amulet 
Book
Boots
Flask (tankard)
Flask (holy water)
Cloak (black)
Ruby Ring (value 1000gp)
Flint/Tinder
Waterskin
Leather Pouch

Name Suggestions

Aricoss, Arioch, Balroc, Belkrenoor, Keldrin, Morgrüne
Nektis, Kroll, Vexinoor

Build Progession
See stat page for spell suggestions

Level 1: Blood Hunter
  • Proficiencies: Acrobatics, Athletics, Insight
  • Hunter’s Bane: Hemocraft Modifier Intelligence
  • Blood Curse: Blood Curse of the Eyeless
Level 2 : Blood Hunter 2
  • Fighting Style: Great Weapon Fighting
  • Crimson Rite: Right of the Frozen
Level 3: Blood Hunter 3
  • Blood Hunter Order: Order of the Mutant
  • Formulas: Celerity, Potency, Deftness, Embers
Level 4: Blood Hunter 4
  • Feat: Great Weapon Master
Level 5: Warlock 1
  • Otherwordly Patron: The Fiend
Level 6: Warlock 2  
  •  Eldritch Invocations: Misty Visions, Eldritch Mind,  
     Eldritch Sight
Level 7: Warlock 3
  •  Pact Boon: Pact of the Chain
Level 8: Warlock 4
  •  Feat: Savage Attacker
Level 12: Warlock 8
  •  Ability Score Improvement: CHA
Level 15: Warlock 11
  •  Mystic Arcanum: Summon Fiend
Level 16: Warlock 12
  •  Ability Score Improvement: CHA
Level 17: Warlock 13
  •  Mystic Arcanum: Plane Shift
Level 19: Warlock 15
  •  Mystic Arcanum: Abyssal Empowerment
Level 20: Warlock 16
  •  Ability Score Improvement: INT

Magic Item Suggestions

+1 Half Plate
Pearl of Power
Potions of Superior Healing (2) 
Scroll of Resistance

Inventory Suggestions

Weapon Suggestions

Greatsword of Lifestealing (our recommendation)
His fighting style, Great Weapon Master and Savage 
Attacker feats, make Elric a great warrior.  

Greatsword
If your DM won’t let you have the sword above, a 
‘black’ Greatsword of any kind is next best option.

Dagger

Background Suggestion

Haunted One

You are haunted by your magical sword. You’ve try to bury 
it and run away from it, to no avail. The sword haunts you 
and it cannot be dstroyed or banished with a spell. In the 
middle of the night the sword calls to you in a demonic 
whisper in the dark.




