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nng damage equal 'to 1d6 fire damage on

| ',;3 saving throw. If you don’t thro .the u BRAINSTORM) .
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Upon impact, a iotjd noise emanates‘from the contraption, DISMFIN‘I'LE "W
dealing 1d8 of thunder damage and deafening any creatures in L 4 M i
a 10ft radius. The damage increases 1d4 per tinkerer level (251G tinker pomts) i: A ‘a
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