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Faernyl
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Kinomancer 10 Student
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Elf Lawful Good
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Elf Mana Extraction:
can eat food to regain 1 spell
slot level over 1 minute

) OTHER PROFICIENCIES & LANGUAGES

Converts all avaiable

one attack; once per
day, +9 to hit; 1d8

7 times the total spell
slot levels & sorcery
points spent + 5
Force damage

EQUIPMENT

Overwhelming Force:

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

FEATURES & TRAITS




Sorcerer Force Draconic
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Prestidigitation

MDIED!

@© Lesser Ward (Leomund's Tiny Hut)

Mage Hand

O 10ft radius dome barrier; 12 AC, 100 HP, concentration

30ft, 10 Ibs, cannot be seen without

©)

Detect Magic

Force Dart

60ft; 2d6 +4 Bludgeoning damage

Blade Ward

self; resistance to physical for 1 round
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Catapult
©® p

O 150ft; launch up to 5Ib object 90ft; Dexterity save
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(@) 3d8 +4 Bludgeoning, Piercing if sharp object
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©® Heat-Seeking Missile (Magic Missile)

O 120ft; 3 bolts for 1d4 +4 Force each, cannot miss

© Shield

O reaction; +5 AC until start of next turn

©® Feather Fall
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(@) reaction; prevent fall damage for 5 target except self

O Jump

O triples a target's jump distance
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©® Hold Person
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(Q _ concentration; DC 18 Strength save or paralyzed

©® Knock

(@) unlock or unstick a door; makes a loud noise

A
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©® Levitate

©® Telekinesis

O 60ft; concentration; lift up to 500lbs up to 20ft into air

o 60ft; concentration; 10 minutes; move creature up to 30ft

(@) unwilling targets get DC 18 Constitution save

O _Mmove up to 1,000lbs of wieght

O O0OO0OO0OO0OO0O0

)
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Tiny: 20 HP, 18 AC, +8 hit, 1d4 +8 damage

(@) cannot target self

©® Animate Objects

O

Small: 25 HP, 16 AC, +6 hit, 1d8 +6 damage

©® Enhance Weapon (Magic Weapon)

(@) 120ft; concentration; 1 minute; animate up to 10 objects

@) Medium: 40 HP, 13 AC, +5 hit, 2d6 +5 damage

(@)

(@) concentration; 1 hour; +1 hit and damage to a weapon O sizes: medium counts as 2, large as 4, huge as 8 @) Large: 50 HP, 10 AC, +6 hit, 2d10 +6 damage
@© Arcane Lock Q see chart for statistics on right ---> O Huge: 80 HP, 10 AC, +8 hit, 2d12 +8 damage
O lock a door; DC to open increases by 10, minimum 18 (@) @)

O O
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can eat food to regain 1 spell slot level over 1 minute
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	EP: 
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	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
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