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Hit Point Maximum
  Strength

  Dexterity

  Constitution

  Intelligence

  Wisdom

  Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

  Acrobatics (Dex)

  Animal Handling (Wis)

  Arcana (Int)

  Athletics (Str)

  Deception (Cha)

  History (Int)

  Insight (Wis)

  Intimidation (Cha)

  Investigation (Int)

  Medicine (Wis)

  Nature (Int)

  Perception (Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion (Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival (Wis)
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	ClassLevel: Kinomancer 10
	Background: Student
	PlayerName: 
	CharacterName: Faernyl
	Race : Elf
	Alignment: Lawful Good
	XP: 
	Inspiration: 
	STR: 14
	ProfBonus: +4
	AC: 15
	Initiative: +2
	Speed: 30
	PersonalityTraits : Overly casual about everything. Cares a lot about his appearance.
	STRmod: +2
	HPMax: 72
	ST Strength: +2
	DEX: 16
	HPCurrent: 72
	Ideals: 
	DEXmod : +3
	HPTemp: 10
	Bonds: 
	CON: 14
	HDTotal: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d6
	Flaws: 
	INT: 9
	ST Dexterity: +3
	ST Constitution: +6
	ST Intelligence: -1
	ST Wisdom: -1
	ST Charisma: +8
	Acrobatics: +2
	Animal: -1
	Athletics: +6
	Deception : 3
	History : -1
	Insight: -1
	Intimidation: 3
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Yes
	Wpn Name: Force Dart
	Wpn1 AtkBonus: +8
	Wpn1 Damage: 2d6 +4
	INTmod: -1
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : -1
	WIS: 9
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: -1
	Wpn3 Damage : 
	Perception : +3
	WISmod: -1
	CHA: 18
	Nature: -1
	Performance: +8
	Medicine: -1
	Religion: -1
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Yes
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Yes
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +8
	SleightofHand: +6
	CHamod: +4
	Survival: -1
	AttacksSpellcasting: 
	Passive: 13
	CP: 
	ProficienciesLang: Elf Mana Extraction:
can eat food to regain 1 spell slot level over 1 minute
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Wand of Overwhelming Force:
Converts all avaiable spell slots and sorcery points into one attack; once per day; +9 to hit; 1d8 times the total spell slot levels & sorcery points spent + 5 Force damage
	Features and Traits: 10 Sorcery Points

Empowered Spell: reroll 4 damage die on a spell; 1 point

Twinned Spell: Spend Sorcery Points equal to spell level to cast a second time; cannot be used on saving throw spells; can be used on multi-target spells

Elemental Affinity: +4 damage to Force spells & can spend 1 sorcery point to gain resistance to Force for 1 hour

Force Armor: +3 AC; can trade AC bonus for level 1 spell slot until long rest;
gain 10 temporary HP, replenishes after short rest

	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: 
	Treasure: 
	CHARACTER IMAGE: 
	Spellcasting Class 2: Sorcerer Force Draconic
	SpellcastingAbility 2: Cha
	SpellSaveDC  2: 18
	SpellAtkBonus 2: +8
	SlotsTotal 19: 4
	SlotsRemaining 19: 
	Spells 1014: Prestidigitation
	Spells 1015: Catapult
	Spells 1016: Mage Hand
	Spells 1017:   30ft, 10 lbs, cannot be seen without
	Spells 1018:   Detect Magic
	Spells 1019: Force Dart
	Spells 1020:   60ft; 2d6 +4 Bludgeoning damage
	Spells 1021: Blade Ward
	Spells 1022:   self; resistance to physical for 1 round
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Yes
	Check Box 3041: Off
	Spells 1023:   150ft; launch up to 5lb object 90ft; Dexterity save
	Check Box 251: Yes
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Yes
	Check Box 3012: Off
	Check Box 3013: Yes
	Check Box 3014: Off
	Check Box 3015: Yes
	Check Box 3016: Off
	Check Box 3017: Yes
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024:   3d8 +4 Bludgeoning, Piercing if sharp object
	Spells 1025: Heat-Seeking Missile (Magic Missile)
	Spells 1026:   120ft; 3 bolts for 1d4 +4 Force each, cannot miss
	Spells 1027: Shield
	Spells 1028:   reaction; +5 AC until start of next turn
	Spells 1029: Feather Fall
	Spells 1030:   reaction; prevent fall damage for 5 target except self
	Spells 1031: Jump
	Spells 1032:   triples a target's jump distance
	Spells 1033: 
	SlotsTotal 20: 3
	SlotsRemaining 20: 
	Spells 1034:   concentration; DC 18 Strength save or paralyzed
	Spells 1035: Knock
	Spells 1036:   unlock or unstick a door; makes a loud noise
	Spells 1037: Levitate
	Spells 1038:   60ft; concentration; lift up to 500lbs up to 20ft into air
	Spells 1039:   unwilling targets get DC 18 Constitution save
	Spells 1040:   cannot target self
	Spells 1041: Enhance Weapon (Magic Weapon)
	Spells 1042:   concentration; 1 hour; +1 hit and damage to a weapon
	Spells 1043: Arcane Lock
	Spells 1044:   lock a door; DC to open increases by 10, minimum 18
	Spells 1045: 
	Spells 1046: Hold Person
	SlotsTotal 21: 3
	SlotsRemaining 21: 
	Spells 1047:   10ft radius dome barrier; 12 AC, 100 HP, concentration
	Spells 1048: Lesser Ward (Leomund's Tiny Hut)
	Spells 1049: 
	Spells 1050: 
	Spells 1051: 
	Spells 1052: 
	Spells 1053: 
	Spells 1054: 
	Spells 1055: 
	Spells 1056: 
	Spells 1057: 
	Spells 1058: 
	Spells 1059: 
	SlotsTotal 22: 3
	SlotsRemaining 22: 
	Spells 1060: 
	Spells 1061: 
	Spells 1062: 
	Spells 1063: 
	Spells 1064: 
	Check Box 323: Off
	Check Box 322: Off
	Check Box 3067: Off
	Check Box 3068: Off
	Check Box 3069: Off
	Check Box 3070: Off
	Check Box 3071: Off
	Check Box 3072: Off
	Check Box 3073: Off
	Spells 1065: 
	Spells 1066: 
	Spells 1067: 
	Spells 1068: 
	Spells 1069: 
	Spells 1070: 
	Spells 1071: 
	Check Box 317: Off
	Spells 1072: 
	SlotsTotal 23: 2
	SlotsRemaining 23: 
	Spells 1073:   60ft; concentration; 10 minutes; move creature up to 30ft
	Spells 1074: Telekinesis
	Spells 1075:   move up to 1,000lbs of wieght
	Spells 1076: Animate Objects
	Spells 1077:   120ft; concentration; 1 minute; animate up to 10 objects
	Spells 1078:   sizes: medium counts as 2, large as 4, huge as 8
	Spells 1079:   see chart for statistics on right --->
	Spells 1080: 
	Spells 1081: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1082: 
	Spells 1083: 
	Spells 1084: 
	Spells 1085: 
	Spells 1086: 
	Spells 1087: 
	Spells 1088: 
	Spells 1089: 
	Spells 1090: 
	SlotsTotal 25: 
	SlotsRemaining 25: 
	Spells 1091: 
	Spells 1092: 
	Spells 1093: 
	Spells 1094: 
	Spells 1095: 
	Spells 1096: 
	Spells 1097: 
	Spells 1098: 
	Spells 1099: 
	SlotsTotal 26: 
	SlotsRemaining 26: 
	Spells 10100: 
	Spells 10101: 
	Spells 10102: 
	Spells 10103: 
	Check Box 316: Off
	Check Box 3042: Off
	Check Box 3043: Off
	Check Box 3044: Off
	Check Box 3045: Off
	Check Box 3046: Off
	Check Box 3047: Off
	Check Box 3048: Off
	Check Box 3049: Off
	Check Box 3050: Off
	Check Box 3051: Off
	Check Box 3052: Off
	Spells 10104: 
	Check Box 325: Off
	Check Box 324: Off
	Check Box 3074: Off
	Check Box 3075: Off
	Check Box 3076: Off
	Check Box 3077: Off
	Spells 10105: 
	Spells 10106: 
	Check Box 3078: Off
	SlotsTotal 27: 
	SlotsRemaining 27: 
	Check Box 313: Yes
	Check Box 310: Off
	Check Box 3020: Yes
	Check Box 3021: Off
	Check Box 3022: Yes
	Check Box 3023: Off
	Check Box 3024: Off
	Check Box 3025: Off
	Check Box 3026: Yes
	Check Box 3027: Off
	Check Box 3028: Yes
	Check Box 3029: Off
	Check Box 3030: Off
	Spells 10107:     Small: 25 HP, 16 AC, +6 hit, 1d8 +6 damage
	Spells 10108:       Tiny: 20 HP, 18 AC, +8 hit, 1d4 +8 damage
	Spells 10109: Medium: 40 HP, 13 AC, +5 hit, 2d6 +5 damage
	Spells 101010:     Large: 50 HP, 10 AC, +6 hit, 2d10 +6 damage
	Spells 101011:      Huge: 80 HP, 10 AC, +8 hit, 2d12 +8 damage
	Spells 101012: 
	Check Box 319: Yes
	Check Box 318: Off
	Check Box 3053: Off
	Check Box 3054: Yes
	Check Box 3055: Off
	Check Box 3056: Off
	Check Box 3057: Off
	Check Box 3058: Off
	Check Box 3059: Off
	Check Box 327: Off
	Check Box 326: Off
	Check Box 3079: Off
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	Spells 101013: 
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