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Enjoy the sheet and please contact me if you have any questions!  
-  MorePurpleMoreBetter – 


Click here to go to the forum 


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: 18 February 2016 
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1 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 intended specifically as a solution 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? 
If you are using Character Sheet version 10.2 or later, you can export a xfdf file using the “Im/Export” 


button (found in the “JavaScript-window” and in the bookmarks). This will work on both Acrobat Pro 


and Acrobat Reader. It is recommended to only export the non-calculated fields if you haven’t changed 


any of the auto-filled fields (like class features). 


If the Character Sheet you want to export from is older than version 10.2, you will need to add a 


JavaScript file I made to your Adobe Acrobat installation in order to be able to export a xfdf file. In 


order to do this, do the following: 


1. Download this file to your hard disk 


2. Copy it to the "\Javascripts" folder of your Acrobat installation (see examples a. and b.) 


a. For Acrobat Reader DC on a Windows machine the path is: 


"C:\Program Files (x86)\Adobe\Acrobat Reader DC\Reader\Javascripts" 


b. For Acrobat Pro DC on a Windows machine the path is: 


"C:\Program Files (x86)\Adobe\Acrobat DC\Acrobat\Javascripts" 


3. Restart Acrobat and open the Character Sheet you want to export data from 


4. In the menu bar, click on Edit >> Export form fields as XFDF 


Note that all versions moving forward from version 10.2 will only accept xfdf files, and no longer 


accept fdf files. This has to do with the fact that the xfdf file format allows for more options, and that 


it is possible to make a xfdf file with Acrobat Reader with a workaround I made. 


The file mentioned above also adds a menu item with which you can open the JavaScript console 


(otherwise not possible in Acrobat Reader). From there, you can run any JavaScript code you want as 


well as view errors in the code. If you are going to be running code in the console, take a look at the 


Adobe Acrobat JavaScript API. 


  



http://bit.ly/MPMBacrobatMenuItem

http://bit.ly/MPMBacrobatMenuItem

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

http://wwwimages.adobe.com/content/dam/Adobe/en/devnet/acrobat/pdfs/AcrobatDC_js_api_reference.pdf
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1.4 Why can I 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 (see question 1.1 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 defined by Adobe 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 off? 
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 or not on your machine, 


just google the term “Windows display scaling” with your Windows version number/name. 
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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 1st 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 +2. 


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. Please 


read the mouseover texts for those fields, as they yield clues to the possible things you can enter. 


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 


UA:E 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
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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 after the automation has done its thing. 


That way you can still use any homebrew, Unearthed Arcana content, or custom rules your group 


uses. 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.  


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 saving throw 


are available as an option. Cantrips are omitted if they require a saving throw to cause another 


condition, that are not instantaneous, or that are not specifically meant to use as an attack. 


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. 



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


please contact me. 


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 to 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’t use them.” (Player’s Handbook, page 67) 


Unfortunately, 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. It is 


even unclear if “stat block” encompasses the proficiency bonus of the creature or not. As a result, your 


DM might have a different view on 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. 


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. 


Use druid's prof. bonus 


for all prof. – Excluding 
attacks and expertise 


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. 


Use druid's prof. bonus 


for all prof. – Including 
attacks 


Same as above (i.e. Excluding attacks and expertise), with the exception 


that now the sheet will also use the proficiency bonus of the character 


to calculate the to hit value of the attacks. 


Use druid's prof. bonus 


for all prof. – Including 
expertise 


Same as above (i.e. Excluding attacks and expertise), with the exception 


that now the sheet will also double the proficiency bonus of the 


character if the creature seemingly has expertise in a skill. 


Use druid's prof. bonus 


for all prof. – Including 
attacks and expertise 


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. 


Use creature's prof. 


bonus for all prof. 


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. 


Only compare based on 


total number 


The sheet will compare the creature’s stat block with the bonus for skills 


or saves on the first page, and use the highest one it finds. 


The sheet will use the creature’s proficiency bonus for the attacks. 
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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’s stats have been added. 


2.11.2 How do the modifiers in the Blue Text fields influence Wild Shape? 
The sheet will use any modifiers in the Blue Text fields on the first page 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. 
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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 JavaScript functionality in Acrobat. 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. Even though you are can define functions in your script, you can’t add document level 


functions. 


Please write your JavaScript in a JavaScript editor and save it somewhere on your hard disk. 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 that 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 as long as it 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” will not end well). 


3.2 What is the Syntax for adding the different materials? 


Dropbox link to MPMB JavaScript syntax [open with JavaScript editor] 


With the link above you can find different JavaScript files that contain the syntax for adding the 


different parts of the character sheet. It also includes the complete codes for all the materials as used 


in the sheet. Please use the syntax and look at these examples 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 the example-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. It is no problem 


if you use names with spaces in them.


Type Name in example 
Class MyClass 


SubClass SpecialMe 


Background Where I am From 


Background Variant What I was Doing 


Background Feature Exceptional Quality 


Feat Extra Ability 


Type Name in example 
Race Something Catlike 


Racial Variant Something Great Catlike 


Creature Big Cat 


Armour ProtectMe 


Weapon LeAttack 


Ammunition DistantSting 



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





Enjoy the sheet and please contact me if you have any questions!  
-  MorePurpleMoreBetter – 


Click here to go to the forum 


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. 


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, but not compatible 


with the JavaScript needed for this sheet. You can use these creatures as a basis for adding more SRD 


creatures to the sheet, but make sure to look where you need to change the code to be compatible. The 


most notable thing is that the creatures don’t have any ‘attacks’ entries. 


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 any you created! 


 



http://www.enworld.org/forum/showthread.php?400044-D-amp-D-5e-Character-Sheet-%28form-fillable-calculated%29-and-Spell-Sheet-generator-%28incl-all-spells-classes%29&goto=newpost
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	Damage Die: 
	Weight Title: black
	Weight: 

	3: 
	To Hit Bonus: 0
	Damage Bonus: 0
	Damage Die: 
	Weight Title: black
	Weight: 


	Proficiency Bonus Dice: Off



	Proficiency Bonus: 3
	Comp: 
	Type: [Companion]
	Desc: 
	Name: 
	Sex: 
	Age: 
	Size: []
	MonsterType: []
	Height: 
	Weight: 
	Alignment: []

	Race: []
	Use: 
	Ability: 
	Str: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Dex: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Con: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Int: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Wis: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Cha: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off



	Skills: 
	Acr: 
	Mod: 

	Ani: 
	Mod: 

	Arc: 
	Mod: 

	Ath: 
	Mod: 

	Dec: 
	Mod: 

	His: 
	Mod: 

	Ins: 
	Mod: 

	Inti: 
	Mod: 

	Inv: 
	Mod: 

	Med: 
	Mod: 

	Nat: 
	Mod: 

	Perc: 
	Mod: 
	Pass: 
	Mod: 


	Perf: 
	Mod: 

	Pers: 
	Mod: 

	Rel: 
	Mod: 

	Sle: 
	Mod: 

	Ste: 
	Mod: 

	Sur: 
	Mod: 


	Attack: 
	perAction: 
	1: 
	Weapon: 
	Weapon Selection: []
	Proficiency: Off
	Mod: [empty]
	Range: 
	To Hit: 
	To Hit Calculated: 
	Damage: 
	Damage Calculated: 
	Damage Type: [ ]
	Description: 

	2: 
	Weapon: 
	Weapon Selection: []
	Proficiency: Off
	Mod: [empty]
	Range: 
	To Hit: 
	To Hit Calculated: 
	Damage: 
	Damage Calculated: 
	Damage Type: [ ]
	Description: 

	3: 
	Weapon: 
	Weapon Selection: []
	Proficiency: Off
	Mod: [empty]
	Range: 
	To Hit: 
	To Hit Calculated: 
	Damage: 
	Damage Calculated: 
	Damage Type: [ ]
	Description: 

	Button: 
	1: 
	2: 
	3: 


	Initiative: 
	Adv: Off
	Dis: Off

	Combat: 
	Init: 
	Mod: 
	Dex: 
	Bonus: 


	Speed: 
	AC: 
	HP: 
	Max: 
	MaxCurrent: 
	Temp: 
	Current: 

	HD: 
	Level: 
	Die: 
	Con: 
	Used: 

	DeathSave: 
	Fail: 
	1: Off
	2: Off
	3: Off

	Success: 
	1: Off
	2: Off
	3: Off


	Senses: 
	Features: 
	Proficiency Bonus: 
	Proficiency Die: d4
	Traits: 

	Heal: 

	Circle: Off
	Save Modifiers All Text: to all Saves:
	Skill Modifiers All Text: to all Skills
	Proficiency Bonus Dice Title: Use Dice 
	Cnote: 
	Left: 
	Right: 

	Wildshape: 
	Race: 
	1: [Make a Selection]
	2: [Make a Selection]
	3: [Make a Selection]
	4: [Make a Selection]

	1: 
	Proficiency Bonus: 
	MonsterType: []
	Size: []
	HD: 
	CR: 
	Ability: 
	Str: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Dex: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Con: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Int: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Wis: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Cha: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off



	Skills: 
	PassPerc: 
	Acr: 
	Ani: 
	Arc: 
	Ath: 
	Dec: 
	His: 
	Ins: 
	Inti: 
	Inv: 
	Med: 
	Nat: 
	Perc: 
	Perf: 
	Pers: 
	Rel: 
	Sle: 
	Ste: 
	Sur: 

	Traits: 
	Initiative Bonus: 
	Speed: 
	AC: 
	HP Max: 
	HP Max Current: 
	HP Temp: 
	HP Current: 
	Attack: 
	1: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 

	2: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 



	2: 
	Proficiency Bonus: 
	MonsterType: []
	Size: []
	HD: 
	CR: 
	Ability: 
	Str: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Dex: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Con: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Int: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Wis: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Cha: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off



	Skills: 
	PassPerc: 
	Acr: 
	Ani: 
	Arc: 
	Ath: 
	Dec: 
	His: 
	Ins: 
	Inti: 
	Inv: 
	Med: 
	Nat: 
	Perc: 
	Perf: 
	Pers: 
	Rel: 
	Sle: 
	Ste: 
	Sur: 

	Traits: 
	Initiative Bonus: 
	Speed: 
	AC: 
	HP Max: 
	HP Max Current: 
	HP Temp: 
	HP Current: 
	Attack: 
	1: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 

	2: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 



	3: 
	Proficiency Bonus: 
	MonsterType: []
	Size: []
	HD: 
	CR: 
	Ability: 
	Str: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Dex: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Con: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Int: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Wis: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Cha: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off



	Skills: 
	PassPerc: 
	Acr: 
	Ani: 
	Arc: 
	Ath: 
	Dec: 
	His: 
	Ins: 
	Inti: 
	Inv: 
	Med: 
	Nat: 
	Perc: 
	Perf: 
	Pers: 
	Rel: 
	Sle: 
	Ste: 
	Sur: 

	Traits: 
	Initiative Bonus: 
	Speed: 
	AC: 
	HP Max: 
	HP Max Current: 
	HP Temp: 
	HP Current: 
	Attack: 
	1: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 

	2: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 



	4: 
	Proficiency Bonus: 
	MonsterType: []
	Size: []
	HD: 
	CR: 
	Ability: 
	Str: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Dex: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Con: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Int: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Wis: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off


	Cha: 
	Score: 
	Mod: 
	ST: 
	Mod: 
	Prof: Off



	Skills: 
	PassPerc: 
	Acr: 
	Ani: 
	Arc: 
	Ath: 
	Dec: 
	His: 
	Ins: 
	Inti: 
	Inv: 
	Med: 
	Nat: 
	Perc: 
	Perf: 
	Pers: 
	Rel: 
	Sle: 
	Ste: 
	Sur: 

	Traits: 
	Initiative Bonus: 
	Speed: 
	AC: 
	HP Max: 
	HP Max Current: 
	HP Temp: 
	HP Current: 
	Attack: 
	1: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 

	2: 
	Weapon: 
	Range: 
	To Hit: 
	Damage: 
	Damage Type: [ ]
	Description: 




	Wildshapes: 
	Remember: default!#TheListSeparator#!nothing
	Settings: 
	Info: 
	Uses: 
	Duration: 
	Limitations: 


	Companion: 
	Options: 
	Remember: 

	Proficiency Armor Light: True
	Proficiency Armor Medium: True
	Proficiency Armor Heavy: Off
	Proficiency Shields: Off
	Proficiency Armor Other: Off
	Proficiency Armor Other Description: 
	Proficiency Weapon Simple: True
	Proficiency Weapon Martial: Off
	Proficiency Weapon Other: Off
	Proficiency Weapon Other Description: 
	Spell save DC 1: 14
	Spell DC 1 Mod: [Int Mod]
	Spell DC 1 Bonus: 0
	Spell save DC 2: 
	Spell DC 2 Bonus: 0
	Spell DC 2 Mod: [ ]
	Button: 
	Limited Feature 1: 
	Limited Feature 2: 
	Limited Feature 3: 
	Limited Feature 4: 
	Limited Feature 5: 
	Limited Feature 6: 
	Limited Feature 7: 
	Limited Feature 8: 
	Action 1: 
	Action 2: 
	Action 3: 
	Action 4: 
	Action 5: 
	Action 6: 
	Action 7: 
	Action 8: 
	Action 9: 
	Action 10: 
	Action 11: 
	Action 12: 
	Action 13: 
	Action 14: 
	Bonus Action 1: 
	Bonus Action 2: 
	Bonus Action 3: 
	Bonus Action 4: 
	Bonus Action 5: 
	Reaction 1: 
	Reaction 2: 
	Reaction 3: 
	Reaction 4: 
	Reaction 5: 

	Link to donation: 


