¥ Name: Mata Player:

-y Show extra features

Class: Mystic &, Wizard 1

Experience:_25,993 | |

Next level:_34 0072)771

Background: Criminal Spy
Race: Rock Gnome Size: Small

Height: 3'3"

EONS §c DRAGONS
Weight: 39 -

Gender: Male  Hair: Nope

MODIFIER SAVING THROW ~ PROF.

g -3+ RS+
@ Intelligence

5 Senses

Darkvision 60 ft

Eyes: Ach Grey Skin: Stone Grey
Age: 0ld enough Alignment: Neutval Good  Faith: Mystra

X Bonus ’ﬁAb’htz SCIVE DC

Passive Perception

“F Skills

Aoy’
Dis BoNus NAME (ABILITY)

:D Acrobatics (D

:8 Animal Handling (wiS)

:g Arcana (INT)

:2[ 0 ] Athletics (sTR)

:D Deception (CHA

Pror. Exr. 7

L)

XPIX]

L)

Ol

Progiciency  al+e]History anmy 1)
Bonus :D Insight (wis)

:3[+2] Intimidation (CHA) )

| InsprATION

:g Investigation (

FEATURE

# Limited Features

:g Medicine (WIS)
:D Nature (INT)

EEED

RECOVERY

L)

Max. UsaGes

Avcane Recovery (1 level of spell slots) 1 LR

:g Perception (WIS) L]

Psi Points

)

32 || LR

:D Religion (INT)

|
l :D Persuasion (CHA) L)
|
|

\ 38 Sleight of Hand (DEX) 0]

Saving Throw Advantages / Disadvantages Spell Slots

:g Stealth (DEX)

1T LEVEL | 2ND LEVEL

J

Adv. on Int/Wis/Cha saves vs. magic

Arvor AC DURING Rest
Bonus I BVeaStPlate I
SHIELD
Bonus
+ — ResiSTANCE
DEXTERITY MEDIUM ARMOR aiaX = 5— STEALTH
Mop D HEAVY ARMOR avon=0) DOV,
T
I:l Maaic |
T
Misc
Mop 1
T
Misc
Mop 2 | | Havr DAMAGE
fﬁ A ArrACKs Os
ttaCkS PER ACTION j— [
‘WEAPON / DESCRIPTION PROF _ABILITY RANGE To Hir DAMAGE Damack Type

O) Thought Spear 120 || int|]| 2d8 ||Psychic

3RD LEVEL ‘4’1'11 LEVEL | 5TH LEVEL

OTH LEVEL

TTH LEVEL | 8TH L}JVEL‘ OTH LEVEL

3[+2] Survival wis)

\ ‘ - Thieves' Tools

UL
X

SPEED

Dex Misc. SPEED ENCUMBERED
+

> 25 ft| |15 ft

‘WOUNDs

Temporary HP

RECOVER HALF OF YOUR MAXIMUM
Hir Dice ArTER A LONG REST.

¥ Actions

Maximum oF 1 ActioN, 1 BONUS ACTION, AND 1 REACTION PER TURN.

|Attack / Cast a Spell

|Dash / Disengage / Dodge |

OfMind Trust T’i 5

H_lw[:‘ I—Zdé UPsch’Z

|Escape Grapple / Help / Hide|

Push target 10 ft.

ofFive Bolt " 1] 120 ft || +6 || 2d10][Fire |
Unattended flammable objects ignite (PHB 241) -

O Ray of Frost || eoft ||+6|]| 2ds |[Cold
Target -10 ft speed until start of my next turn (PHB 271)

|| Melee || +6 || 2d; \ ’ng{/;t;\;\;

Advantage if target is wearing metal armor, target cannot take reactions until its next turn (PHB 275) |

= I = [
W L R

0} Shocking Grasp

|0vewun / Tumble (or as bonus action) |

|As 1 attack: Disarm / Grapple / Shove|

| |

BoNus ACTIONS

|
|
|
|Ready / Search / Use Object | |
|
|
|

REACTIONS
| Opportunity Attack

D Uskp THIS RoUND
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Get the latest version of this sheet on enworld.org Add Features

PERSONALITY TRAITS

g Rac’al TROUCS The best way to get me to do something is to tell me | can't do it.
Rock Gnome (+1 Constitution, +2 Intelligence) Artificer's Lore: Add twice my proficiency
bonus to Intelligence (History) checks with magic, alchemical, and technological items.
Tinker: Construct a Tiny clockwork device (AC 5, 1 HP) using tinker's tools, 1 hour, and TDEAL -
10 gp of material components, that functions for 24 hours. | can have up to 3 active. Freedom: Chains are meant to be broken, as are those who would forge them. (Chaotic)
~Clockwork Toy: animal, monster, or person that can move 5 ft per turn in a random
direction, making appropriate noises -Fire Starter: 1 action to produce miniature flame BonD
to light things -Music Box: plays single song at a moderate volume View Feats
¥ Class Features
Faw ] 7
Armor: Ll'qht Mediuw\ DHeavy DSh('e{ds If there's a plan, 'l forget it. If | don't forget it, I'll ignore it.
weapons: XIsimple [ IMartial [X|Other: Theives Tools
The Mystic
Proficiency Talents Disciplines Psi Psi
Level | Bonus | Features | Known | Known | Points | Limit
1st +2 Psionics, Mystic Order 1 2 4 2 4
2nd +2 Mystical Recovery 1 3 6 2 ? Fear:  Alert (PHB, page 165) |
srd _ +2 Mystic Order feature 2 3 14 3 | can't be surprised while I'm conscious. | have a +5 bonus on initiative rolls. Other
4th  +2  Ability Score Improvement, 2 3 17 & creatures don't gain advantage on attack rolls against me as a result of being hidden from
Strength of Mind me.
sth +3 2 27 5
6th  +3 Mystic Order feature 2 4 32 s "oﬁ Frar:  Bond i |
A white Dragon dest;royed everything | hold dear. They Killed my entire Clan and
Wizard, level 1: destroyed our ancient home. Now with nothing but what i could carry on me + a horrid
+ Spellcasting (Wizard 1, PHB 114) [3 cantrips known] scar from my near fatal wounds | seek revenge.

| can cast prepared wizard cantrips/spells, using Intelligence as my spellcasting ability

| can use an arcane focus as a spellcasting focus ;«ﬂ Fear: _ _ |

| can cast all wizard spells in my spellbook as rituals if they have the ritual tag
« Arcane Recovery (Wizard 1, PHB 115) [1 level of spell slots, 1x per long rest]

Once per day after a short rest, | can recover a number of Sth-level or lower spell slots

Indefinite Madness - Amnesia | Only curable with a greater restoration. ’ﬁ FeaT: O

Mind Splintered between the insane mind of Young Protas, driven insane from the trip

between the realms, and the slightly older slightly saner mind of 4 month older Mata
Plausibility of A total Mental Snap is at 79%, Only reducable with a greater restoration.

X X . Add Equipment
After a long Rest On a voll of 18 or higher Mata regains control of the body. if the Mental
Snap reaches 89% the roll lowers to 15. If the Mental Snap ever reaches 100% the

change is daily. The only thing that can prevent the change at this point is not sleeping.

ADVENTURING GEAR # | LBs _ADVENTURING GEAR | # | LBs

GeAr & CoIns
Pr ATINUM Gorp Etecrrum SIIVFR COPPER _LIFESTYLE:
=10¢r =10sp =5sp =10cp

y \
’g Lant,'ua(;es ’g TOOLS & OtheRS 1@ || 80 || 1 | DAILY PRICE: ,—
Common Draconic Tinker's tools GEMS AND OTHER VALUABLES: Diamond dust-50 g
Grnomish Thieves' tools 4 pearls -100g each

O Backpack, with: 5 Dark, common clothes with hood 50

O - Hammer 3 Crowbar sO

O - Bag of 1000 ball bearings 2 Belt pouch (with coins) fAm]

O - Pitons 10|025 Breastplate 201

O - Tinderbox 1 Crystal arcane focus 10

O - Rations, days of 10 O

O - waterskin O

O - Hempen rope, feet of so| o2 O

O - String, feet of 10 (m|

O - Bell O

O - candles s ]

O - oil, flasks of 2 1 Golden Eagle quill O

O - Grappling hook 4 Hummingbird quill O

O - Traveler's clothes 4 Angel Quill O

O - Ink, 2 ounce bottle of 14 O
O - nk pen 14 Scroll of Non-detection [
O - Paper, sheets of scroll 114 O £
’g BaCkCROUHb Feature O - Thieves' tools 1 oz
i O - spellbook 2| = O :
Criminal COV\taCt O - Ritualbook 3 ATTUNED MAGICAL ITEMS (MAX 3) g
I have a reliable and trustworthy contact who acts as my liaison to a network of other ] Scrying ring O %i
criminals. | know how to get messages to and from my contact, even over great distances; O Amulet of Planes o 2
specifically, | know the local messengers, corrupt caravan masters, and seedy sailors who (m] Wand of fiveballs/lightning bolts (m} %
can deliver my messages. SUBTOTAL | 68.5 SUBTOTAL | 30 g
o ENCUMBERED HEAVILY ENCUMBERED Pus/Drac/Lirr ToraL WEGHT 8
56 - StR*5 111 - |Smx10 166 - |Smx15-30 3
110 {b ~10 r SpeED 165 {b E)Zlgi)]\ sg};iqu Cox SPEED = 5 FT §
3
2
5
g
=
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CHARACTER: Mata

7§ Exhaustion

EFFECT (CUMULATIVE)

Disadvantage on Ability Checks

Speed halved

Disadvantage on Attack Rolls and Saving Throws

Hit Point maximum halved

SINRA ANV dOOd IWOS

Speed reduced to O

‘[ A9 TIATT NOLLSOVHXT FHL

Death

7§ ConOitions

A4LSIONI OSTV NOA LVHL AdAIAOdd
SAIONATA LSTY ONOT V ONIHSINIY

[_|Blinded ] Petrified
Fail checks involving sight; attacks have Become incapacitated; become paralyzed; gain .
disadvantage; enemy attacks have advantage. resistance to all damage; stop aging; immune pﬁ Maaic Item: Quills D Arrunep [
to poison or disease; weight increase by a ) T
D Charmed factor of 10. Angel Quill- Divine Scrolls

Cannot harm the charmer; charmer has

advantage on any social interaction. Poisoned ,
Ability checks have disadvantage; attacks have Golden Eagle quill
Deafened disadvantage.
Fail checks involving hearing. "] Prone 7F Macic Itev: Wand of fiveballs/lightning bolts [ JAruxeo O
D Frightened Only move by crawling or stand up; attacks Very rare | View Ability Sheet For information
Check and attacks have disadvantage when have disadvantage; enemy attacks have E
source of fear is in sight; cannot willingly move advantage if within 5 ft or have disadvantage z
closer to the source of fear. otherwise. £
Restrained £
DSI;:EE}:(: 00 D Speed drops to O; attacks have disadvantage; qMA e A o E
P P : enemy attacks have advantage; Dex saving GIC ITEM! D TTUNED g
. throws have disadvantage. - s
Incapacitated E
Cannot take actions or reactions. D Stunned )
Invisibl Become incapacitated; fail Str and Dex saving
D nvisiole throws; enemy attacks have advantage;
Cannot be seen (normally); attacks have cannot move; can only speak falteringly.
advantage; enemy attacks have disadvantage.
Unconscious F Mucic [ JAmonen O

[_]Paralyzed
Become incapacitated; fail Str and Dex saving
throws; enemy attacks have advantage; enemy
attacks within 5 ft are critical hits; cannot

DUNGEONS & DRAGONS®

5 MGEIC Items

’ﬁMAGIc ITEM: Amulet of Planes

Wondrous item, very rave | View Ability Sheet For information

[0] Arrunep

‘qMAGIC IteM: Scrying ring

[0] Arrunep

"ﬁ MaaicItem: Scroll of Non-detection ] Arrunen

Scroll, rare| Range:Touch | Duration: 8 hours | I hide a target that | touch from div magic.

The target is a willing creature or a place or object smaller than 10 ft. in any dim. The

Become incapacitated; fall prone and drop
what is holding; fail Str and Dex saving
throws; enemy attacks have advantage; enemy

target can’t be targeted by any div magic or perceived through magical scrying sensors.

Hummingbird quill

BY JOOST WINEN - FLAPKAN@GMAIL.COM. THE D&D LoGo AND DRAGONS ARE ©WIZARDS

attacks within 5 ft are a critical hits.

Choose Visible Sections

(©DESIGN BY JAVIER AUMENTE - JAAUVE

speak, move or take physical actions.

¥ Extra Equipment

Combat ..R{Jles

i GEAR # | LBs _GraAR # | LBs
Acti Your movement doesn’t provoke Opportunity Attacks for the | |
e rest of the turn. O O
Dodge age on Attack Rolls against you. You have Advantage (] (]
g9 ving Throws. O o
AT STR (Athletics) or DEX (Acrobatics) check vs. opponent’s STR
(Athletics) check to be free of the grappled condition. ] ]
n ally Advantage on the next Ability Check or Attack m} O
Hel
P es vs. an opponent within 5 ft of you. ] ]
Action DEX (Stealth) check vs. opponent’s WIS (Perception) check. O O
ing STR (Athletics) check to move through opponent’s O O
Overrun e this turn. Advantage if you are larger than opponent
antage if you are smaller than opponent. O |
Action You choose an action you will take in response to a trigger, using ] O
: your Reaction. Readying a spell requires concentration. (] (]
[Search o o
Actionor  Win opposing DEX (Acrobatics) check to move through O (]
Bonus Action opponent’s space once this turn. O O
Use Obiect ct with an object.
J teract with an object once per turn for free. O O
Weapon attack roll vs. opponent’s STR (Athletics) or DEX a O
(Acrobatics) check to knock one item from its grasp. You have ] ]
Attack disadvantage if opponent is holding item with two or more
hands. Opponents larger than you have advantage. Opponents O o
smaller than you have disadvantage. a O
Athletics) check vs. opponent’s STR (Athletics) or DEX ToraL WEIGHT ToraL WEIGHT

s) check. Can only start grapple with opponents that
one size category larger than yourself.

Grapple

Together with a melee attack you can mark the target of that
attack. Until the end of your next turn, make one opportunity
attack against the marked target with advantage without
expanding your reaction.

ing STR (Athletics) check to move opponent 5 ft back.
age if trying to move the opponent to a side.

Bring grappled opponent along with you as part of your move
action, but can only move half speed unless the opponent is
two or more size categories smaller than you.

79 Other Holdmngs

Melee
Attack

Shove
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¥ Character History

~ Character Portraic 2

 Reset Portrait |
“§ Appearance

7§ Enemies

¥ Albes & Orcanizations

"~ Orcanization Symbol 3

| Reset Symbol |
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Companion Options

MODI}ILR SavING TrHrow é’}{or. %?T Sklu,s

ONUS
STR f ; @Acrobatics @ Medicine
STRENGTH ., E ﬁ’;‘;‘(}lﬁlng Nature

DEX = Arcana @ Perception

Athletics Performance
Deception Persuasion
History - Religion

@ Insight @ Slelght of

Intimidation @ Stealth
Investigation @ Survival

4] DeEense |

“J Senses P (1.0
7§ Features

Progicency
Bonus

Name: Gender: Age:

Race: Mule Size: Medium Type: Beast

Height: _Weight:_______ Alignment: Unaligned

¥ Attacks o e @;
ATTACK / DESCRIPTION Rancr To Hir DAMAGE Damace Type
Hooves | [ Melee (5 )| | +2 | ] 4 [[udgeoning

|

|

T

|

T m

|

40 ft

SPEED

TemporARY HP

‘WouNDs

N
AW

Dearn SAviING THrROWS

J Trarcs

D

ds [ 2 B |

Con Usep

« Beast of Burden: The mule is considered to be a Large animal for the purpose of

determining its carvying capacity.

« Sure-Footed: The mule has advantage on Strength and Dexterity saving throws made

against effects

that would knock it prone.

Hide lines left column Hide lines right column
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Wild Shape Options

¥ Make a Selection Frongmicy Q Type: Size: HD: CR:
Ay Mo SavinG Tirow n%\ fﬁSki“S [ Passive Perception ;ﬁ Combat <‘l im | SPEED

|:| Acrobatics |:| Insight |:| Performance

|:| Animal Handling |:| Intimidation |:| Persuasion
I:l Arcana I:l Investigation I:l Religion

[ | Athletics [ ] Medicine [ |Sleight of Hand
|:| Deception |:| Nature |:| Stealth

D History D Perception D Survival

7§ Traits & Features

Con

CONSTITUTION

5

0 Eﬁ-

Wis

ATTACK / DESCRIFTION
p—————

Wounbs

TempORARY HP

To Hir

RANGE
e

DAMAGE Damace Tyre
s =

A

]

WISDOM

CHA

CHARISMA

I .

=

PROFICIENCY

“# Make a Selection Type:

Size: HD: CR:

Bonus

C-

’ﬁ Skills I:] Passive Perception

Pmn
ONUS

SaviNG Trrow

MobiriEr

7§ Combat

I:l Acrobatics I:l Insight I:l Performance
|:| Animal Handling |:| Intimidation |:| Persuasion
|:| Arcana |:| Investigation |:| Religion

l:’ Athletics l:’ Medicine l:’ Sleight of Hand
D Deception D Nature D Stealth

l:l History l:l Perception l:l Survival

P Traits & Features

Con

CONSTITUTION

- 3
¢ ;
- INTELLIGENCE . E

ArTACK / DESCRIPTION
S

Wounbs

TEMPORARY HP

RANGE To Hir DAMAGE Damace TYPE

Wis

T T T

WISDOM

CHA

CHARISMA

I .

=

”f Make a Selectlon Prongincy Q Type: Size: HD: CR:
G THRO\\ Fror. ?ﬁ Skills [ ] Passive Perception ’ﬁ Combat m | SPEED I:I

I:l Acrobatics I:l Insight I:l Performance
|:| Animal Handling |:| Intimidation I:I Persuasion
I:l Arcana I:l Investigation I:l Religion

D Athletics D Medicine D Sleight of Hand
l:l Deception l:l Nature l:l Stealth

|:| History |:| Perception |:| Survival

7§ Traits & Features

Con

CONSTITUTION

ATTACK / DESCRIPTION
= =

‘WOoUuNDs

TemporaRY HP

DAMAGE Damact Type,

WISDOM

CHA

CHARISMA

PROFICIENCY

Type:

“# Make a Selection

MODIFIER

Bonus

C

’ﬁ Skills D Passive Perception

SavinG THrow  PROF.
Boni

7§ Combat

|:| Acrobatics |:| Insight |:| Performance
[ ]Animal Handling [ |Intimidation [ | Persuasion
|:| Arcana |:| Investigation |:| Religion

D Athletics D Medicine D Sleight of Hand
[ | Deception [ |Nature [ |Stealth

|:| History |:| Perception |:| Survival

“§ Traits & Features

Con

CONSTITUTION

-
w

=Te Eﬁ-

ATTACK / DESCRIPTION
—

‘Wounps

TemporARY HP

To lIn DAMAGE Damact Tyre,

Wis

1L

WISDOM

CHA

CHARISMA

1

| IL,QH
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Frequently Asked Questions
D&D 5th edition Character Sheet/Generator

As the Character Sheet/Generator has reached a higher level of complexity, not everything will be as
intuitive to every user. Here you find the answer to some questions that keep popping up on the
forums.

Note that a lot of questions can be answered by reading the tooltips (mouseover texts) of the fields.
Simply hoover your cursor over the field and you will get an explanatory text about how to enter data
in the field and what that will do with the sheet.

FAQ version: 11 February 2016

Table of contents

I TECHNICAL ISSUES

L1 Something is not working!

1.2 I'm using a tablet and things don’t seem to work properly!
1.3 How do I export data from the sheet?

1.4 Why can [ only set a PDF file as portrait/symbol?

1.5 Why are images not exporting?

1.6 Why is the text in the dialogs being cut oft?

2  SHEET CONTENT

2.1 How do I select a variant of a race (human, dragonborn)?
2.2 How do [ print a blank sheet?
2.3 How do [ make a multiclass character?

24  How do I add some custom modifiers (from magic items and the sort)?
2.5  What rules does this sheet use?
2.6 Will you add Unearthed Arcana content (or homebrew)?
2.7 But why then are the Unearthed Arcana races present?
2.8  Why are not all the Cantrips present as a weapon option?
2.9 I'm doing Adventurer’s League play; can I use this sheet?
2.10  Is this sheet available in another language than English?
2.11  How does the Wild Shape calculation work?
2.11.1 How are the Wild Shape ability scores chosen?
2.11.2 What happens with the modifiers in the Blue Text fields?

3  ADDING AUTOMATED (HOMEBREW) STUFF TO THE SHEET

3.1 How do I add my own material to the sheet’s automation?
3.2 What is the Syntax for adding the different materials?
3.2.1 Note on Racial Variant
3.2.2 Notes on Creatures

Enjoy the sheet and please contact me 1 you have any questions!
- MorePurpleMoreBetter -
Click here to o to the forum
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I TECHNICAL ISSUES

1.1 Something is not working!
When something is not working, it can be due to many things, but most of the times it is an issue with
the version of software you are using.

Note that the sheet only works with Adobe Acrobat (version XI or DC) on a PC that runs Windows or
Mac OS. Adobe Acrobat for mobile devices such as Android of iOS is not supported, unfortunately,
because Adobe refuses to make it run JavaScript document level functions.

Also, make sure you are not using the sheet within a browser window, as that limits Adobe Acrobat in
using the functions and the form fields correctly.

1.2 I'm using a tablet and things don’t seem to work properly!
If your tablet uses Adobe Acrobat for mobile devices, you will experience a limited usability. See
question 1.1 above.

The “Flatten” button is here specially for tablet users. The idea is that you set up your sheet on a proper
PC and press “Flatten” before bringing the sheet over to your tablet. Now you can only edit the fields
needed during play and all functions that won’t work on your tablet are hidden. After you are done
with play, open the sheet on you PC and press “Flatten” again. Now you have a sheet that can be edited
fully again.

1.3 How do I export data from the sheet?
In order to export data from the sheet, you need Adobe Acrobat Professional or Foxit Reader.
Unfortunately, this feature is not supported by Adobe Acrobat Reader.

Note that you cannot use Foxit Reader for all the functions of the sheet. It is recommended that you
only use Foxit Reader to export data (and to set portrait/symbol, see below).

1.4 Why can [ only set a PDF file as portrait/symbol?

To set an image from another source than a PDF file, you need Adobe Acrobat Professional or Foxit
Reader. Unfortunately, this feature is not supported by Adobe Acrobat Reader.

Note that you cannot use Foxit Reader for all the functions of the sheet. It is recommended that you
only use Foxit Reader to set an image (and to export data, see above).

1.5 Why are images not exporting?

The export that is generated only includes the text in the fields, none of the images. This is part of the
function and there is no way to export the images without data loss. You will have to add the images
manually again.

1.6 Why is the text in the dialogs being cut oft?

If you run Windows with display scaling other than 100%, you will unfortunately have misbehaving
dialogs. Running at higher than 100% can result in text being cut off, rows not aligning, or whole
segments of the dialog being invisible. If possible, please try to use the dialogs on a machine that has
display scaling set to 100%.

If you don’t know what display scaling is and whether or not is turned on on your machine, just google
the term “Windows display scaling” with your Windows version number/name.





2 SHEET CONTENT

2.1 How do I select a variant of a race (human, dragonborn)?
You can select the variant of a race in two ways:

1. Enter the variant race name in the race box (e.g. “Human (variant)” or “Black Dragonborn”).
2. Use the “Racial Options” button on the second page.

If the “Racial Options” button is not visible on the second page, there is no racial variant available.

2.2 How do I print a blank sheet?

It is possible to print a sheet that has none of the auto-filled content. Simply click the “Print” button
(found in the “JavaScript-window” and in the bookmarks) and check “Hide all fields as to print a truly
empty sheet to fill out by hand” before continuing to the print dialog.

2.3 How do I make a multiclass character?

You can make a multiclass character by writing several class names, followed by the class level, in the
“Class” field on the first page. It is very important that you write the level of the class directly behind
the class name, because that is how the sheet relates the level to the class. The first class you enter will
be seen as the class you took your 1t level in. The rest of the classes will be seen as having been added
later.

If you want to make a level 2 Fighter that later on also added 3 levels of Barbarian, you will have to
write it like “Fighter 2, Barbarian 3”. In this case, the Fighter is seen as the primary class, thus you get
proficiencies, starting equipment, and max HP from the Fighter class, not from the Barbarian class.

2.4 How do I add some custom modifiers (from magic items and
the sort)?

There are two ways you can add custom modifiers:

1. For magical armour, shields, and weapons, you can add the magic bonus (even if it is negative) to
the name of your item on the first page. That will add (or subtract) the number from the correct
fields. In order for this to work you will have to write a “+” or “~” directly in front of the number.
For example: Longsword +Z2.

2. For other bonuses and changes to the normal features, there is the “Modifiers” button found in
the “JavaScript-window” and in the bookmarks. With this button you get a load of fields with a
blue font. Changing the number in those fields affects the calculated numbers in the sheet.

2.5 What rules does this sheet use?

The sheet uses the 5th edition Dungeon & Dragon® rules released in official, playtested material from
The Wizards of the Coast. Untested or homebrew material is not featured (see question 2.6). Every
feature automatically added by the sheet will have a reference to a resource, with page number. This
reference will appear in the text or in the mouseover/tooltip text (or both). The used abbreviations
are as follows:

Abbreviation Name

DMG Dungeon Master's Guide

EEPC Elemental Evil Player's Companion

PHB Player’s Handbook

SCAG Sword Coast Adventure Guide

UAE Eberron Unearthed Arcana

UA:WA Unearthed Arcana: Waterborne Adventures




http://media.wizards.com/2015/downloads/dnd/EE_PlayersCompanion.pdf

http://media.wizards.com/2015/downloads/dnd/UA_Eberron_v1.pdf

https://media.wizards.com/2015/downloads/dnd/UA_Waterborne_v3.pdf



Official errata and clarifications are also implemented in the sheet. However, some minor things are
interpretations by the author of the sheet, but this was only done if there were no official rulings
available. Note that rule clarifications via Twitter are not considered to be official, but those mentioned
in Sage Advice are.

The official errata’s and Sage Advice articles can be found on the website of The Wizards of the Coast.

2.6 Will you add Unearthed Arcana content (or homebrew)?

It is a lot of work to add content to the sheet’s automation because every text has to be rewritten to fit
into the fields and fit the style. As a result of this, I don’t find it worth the effort to transcribe unofficial
or untested materials. However, if you want to add custom content and are willing to do the legwork,
see part 3: Adding Automated (Homebrew) Stuff to the Sheet. If you are unable to get it to work and
want help, don’t be afraid to contact me.

You can always manually add or change things in the sheet. That way you can still use your homebrew
or Unearthed Arcana content. The Unearthed Arcana articles can be found on the website of The
Wizards of the Coast.

2.7 But why then are the Unearthed Arcana races present?
Adding the races is a lot less of a hassle than adding the (sub)classes. Also, they present less of a
challenge to design because races follow some simple design rules. Therefore, it is highly likely that
the playtest races follow a better balance than the playtest classes.

The races taken from the Unearthed Arcana articles for Waterborne Adventures (Minotaur) and
Eberron (Changeling, Shifters, Warforged) should be considered untested playtest material as well.

2.8 Why are not all the Cantrips present as a weapon option?
This is intentional. Only the cantrips that require an attack roll or that do damage after a save are
available as an option. Cantrips that require a save on another condition, that are not instantaneous,
or that are not specifically meant to use as an attack are omitted.

2.9 I'm doing Adventurer’s League play; can I use this sheet?
The sheet is specially tuned for Adventurer’s League play with several features. Simply press the “Adv.
League” button and you will have some things added to the sheet to make your live easier.

However, you should note that not all options offered by the sheet are legal. Not all class and race
options found in this sheet are allowed in the League. Also, some of the actions described on the third
page are taken from the DMG and are therefore, by the strict definition of the rules, not officially part
of the Adventurer’s League repertoire. These actions are noted with an asterisk.

For more details on what is and isn’t allowed, check out the Adventurer’s League resources. You can
access the Adventurer’s League Downloads Center by asking your organizer for the password if you
are one of the designated DMs.

2.10 Is this sheet available in another language than English?

Currently there are no translated versions of this sheet and English is the only version.

I’'m open to making translated versions, but not for doing the actual translations, because they take up
a lot of time and there is little to no interest in a Dutch version of D&D. A translated version would
ideally have everything translated, from the basic text on the sheet (i.e. “Height”, “Abilities”,
“Equipment”), all the auto-fill content (i.e. what is filled when you select a race, background, class,
etc.), down to all the text in the pop-up dialogs. All together this constitutes about 6000 lines of code
(only counting the textual code). With a rough estimate, this is comparable to a 200-~page book.

If, after reading the above, you are interested in making a translated version for your native tongue,
please contact me.



https://dnd.wizards.com/articles/features/ph_errata

https://dnd.wizards.com/articles/features/sage-advice-june2015

http://dnd.wizards.com/articles

https://dnd.wizards.com/articles/events/adventurers-league-resources



2.11 How does the Wild Shape calculation work?

The rules in the Player’s Handbook state the following when it comes to the modifiers (i.e. proficiency
bonus or not, and which proficiency bonus) to use for attacks, skills, and saving throws:

“Your game statistics are replaced by the statistics of the beast, but you retain your
alignment, personality, and Intelligence, Wisdom, and Charisma scores. You also
retain all of your skill and saving throw proficiencies, in addition fo gaining those of
the creature. If the creature has the same proficiency as you and the bonus in its stat
block is higher than yours, use the creature’s bonus instead of yours. If the creature
has any legendary or lair actions, you can’f use them.” (Player’s Handbook, page 67)

As this text is rather vague and open to interpretation. There has been no official clarification on this
and (online) opinions are greatly divided. For example, it is unclear whether “the bonus” refers to the
proficiency bonus or the flat bonus in the stat block in the Monster Manual, and it is also unclear if
“stat block” would also encompass the proficiency bonus of the creature. As a result, your DM might
have a different view of how you should calculate your saving throw, skill, and attack bonuses.

To accommodate everybody, the sheet offers 7 ways to have the Wild Shape calculated. You can

change the way they are calculated with the “Wild Shape Options” button on the 7th page.

Option

What happens

Use druid's prof. bonus
if druid is prof.

Use druid's prof. bonus
for all prof. — Excluding
attacks and experfise

Use druid's prof. bonus
for all prof. — Including
attacks

Use druid's prof. bonus
for all prof. — Including
expertise

Use druid's prof. bonus
for all prof. — Including
attacks and expertise

Use creature's prof.
bonus for all prof.

Only compare based on
total number

The sheet will use the proficiency bonus of the character for whatever
skill or save the character is proficient in, and the creature’s proficiency
bonus for whatever skill or save the creature is proficient in. If both are
proficient, it will use the highest of the two.

The sheet will use the creature’s proficiency bonus for the attacks.

The sheet will use the proficiency bonus of the character for whatever
skill or save the character or the creature is proficient in. This will double
the proficiency bonus of the character for something the character has
expertise in, but will not do this for something the creature seemingly
has expertise in.

The sheet will use the creature’s proficiency bonus for the attacks.

Same as above (i.e. Excluding attacks and expertise), but now the sheet
will also use the proficiency bonus of the character to calculate the to hit
value of the attacks.

Same as above (i.e. Excluding attacks and expertise), but now the sheet
will also double the proficiency bonus of the character if the creature
seemingly has expertise in a skill.

Same as the combination of the two above (i.e. Including attacks &
Including expertise) for calculating the attack to hit and skills the
creature is proficient with.

The sheet will use the proficiency bonus of the creature for whatever
skill or save the character or the creature is proficient in.
The sheet will use the creature’s proficiency bonus for the attacks.

The sheet will compare the creature’s stat block with the bonus on the
first page, and use the highest one.
The sheet will use the creature’s proficiency bonus for the attacks.

2.11.1 How are the Wild Shape ability scores chosen?

The sheet will use the Intelligence, Wisdom, and Charisma scores as they are displayed on the sheet.
If the character has a magic item that magically alters the score, but won’t be active during Wild
Shape, you will have to manually change the ability score after the Wild Shape has been added.





2.11.2 What happens with the modifiers in the Blue Text fields?

The sheet will use any modifiers in the Blue Text field and add them to the applicable skill, save,
initiative, or passive perception. This is also true for the Blue Text fields that modify all the skills, all
the saves, add Jack of All Trades, and add Remarkable Athlete.





3 ADDING AUTOMATED (HOMEBREW) STUFF TO THE SHEET

With the introduction of MPMB’s Character Sheet/Generator v9.9.9 it is possible to add your own
custom script to the sheet. This script will be run whenever you open the sheet, allowing you to add
your homebrew to the databases the automation takes its information from. Note that this feature can
potentially break the working of the sheet, so be careful. If you don’t know if what you are doing is
correct, don’t worry, I can help you if you contact me!

3.1 How do I add my own material to the sheet’s automation?
In the bookmarks of the sheet you can find the button “Add User Script”. There you can add JavaScript
of your own liking. Adobe has an extensive API for Acrobat JavaScript that you can find here. If you
don’t want to add JavaScript to the sheet, but instead want to add homebrew elements, see the syntax
below. You can combine any set of elements using the syntax below, you are not limited to only adding
one of them. Although you can use functions in your script, you can’t add document level functions.

Please write your JavaScript in a JavaScript editor and save it somewhere in your files. Don’t write it
in the “Add User Script”-~dialog, because you might not be able to retrieve your input. By having your
script separate, you can easily add it to future versions of this sheet. An editor I can recommend is
Notepad++, it is easy to use and its colour-coding of text helps with reading JavaScript. Avoid using
text-editors like Microsoft Word because they screw up quotation marks and ruin your scripts.

You can only add homebrew material that has a unique name. If you try to add material with the same
name, or parts of the same name as existing material, it will result in errors (i.e. trying to add a class
called “Wild Barbarian”, or a subclass called “Raging Necromancer”).

3.2 What is the Syntax for adding the different materials?
Dropbox link to MPMB JavaScript syntax [open with JavaScript editor]

In the link above you can find different JavaScript files that contain the syntax for all the different
things. It also includes the complete codes for all the PHB materials as used in the sheet. Use these
example to make the JavaScript for your homebrew material. Note that this is code and you should
pay great attention to the use of punctuation marks. Anything after two forward slashes // is ignored
in JavaScript and is there to explain to you what that line does. Other important things to understand
about JavaScript is the way a String is made, and how an Array works.

Be aware that none of the things you define will be added to any of the drop~-down menus. You will
have to type your custom material in the appropriate boxes using the syntax you entered.

The homebrew syntax examples use names given in the table below. Take note when the text is
completely written in lower case, as this is very important for the functionality. You can have names
with spaces in them.

Type Name in example Type Name in example
Class MyClass Race Something Catlike
SubClass SpecialMe Racial Variant Something Great Catlike
Background Where I am From Creature Big Cat

Background Variant What I was Doing Armour ProtectMe

Background Feature Exceptional Quality Weapon LeAttack

Feat Extra Ability Ammunition DistantSting

3.2.1 Note on Racial Variant

First of all, racial variants are not subraces. If you want to add a subrace, see how to add a race.
Subraces vary so much that it was easier to add them as a separate race. A racial option is a choice the
race offers you. An example of a racial option is the dragon type of a dragonborn or the variant option
for humans.



http://wwwimages.adobe.com/content/dam/Adobe/en/devnet/acrobat/pdfs/AcrobatDC_js_api_reference.pdf

https://notepad-plus-plus.org/download/

http://bit.ly/MPMBsyntaxJS

http://www.w3schools.com/jsref/jsref_obj_string.asp

http://www.w3schools.com/js/js_arrays.asp



3.2.2 Notes on Creatures

In the downloadable zip, you will also find a file called “ListsCreatures (based on droiddruid's JSON,
not amended).js”. This file contains all the SRD creatures in a JavaScript format. You can use these as
a basis for adding more SRD creatures to the file.

If you intend to convert any of the SRD creatures for use with this character sheet, please also send
the code to me. That way I can incorporate them in the sheet. I would love to convert all of them for
use, but there are simply too many, so I did a selection of the most useful. This, however, doesn’t mean
that I wouldn’t want to add all of them!
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