F Name:mas;mﬂmwi@;i Player: ’ 3 ~ xp s N & Show extra features
Class: Mystic 2, Evoker 5| I o ) —

Experience: 25,993 Next level:_34,000

Background: Criminal Spy _ _PUNGEONS &;DRAGONS
Race: Rock Gnome Size:Small Height: 3'3" Weight: 39 =
Gender: Male  Hair: Nope Eyes:.Jet Black Skin: Stone Grey
Age: Young Enougn Alignment: Lawful Neutral Faith: Mystra
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g Racial Tr;dlts

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

10 gp of material components, that functions for 24 hours. | can have up to 3 active.

-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

to light things -Music Box: plays single song at a moderate volume

7§ Class Features

The Mystic

Proficiency Talents Disciplines Psi Psi
Level | Bonus | Features | Known | Known | Points | Limit
1st +2 Psionics, Mystic Order 1 2 4 2
2nd +2 Mystical Recovery 1 3 6 2

Evoker, level 5:

« Spellcasting (Wizard 1, PHB 114) [4 cantrips known]

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

| can use an arcane focus as a spellcasting focus

| can cast all wizard spells in my spellbook as rituals if they have the ritual tag

+ Arcane Recovery (Wizard 1, PHB 115) [3 levels of spell slots, 1x per long rest]

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

+ Evocation Savant (School of Evocation 2, PHB 117)

I halve the gp and time needed to copy evocation spells into my spellbook

« Sculpt Spells (School of Evocation 2, PHB 117)

If I cast an evocation spell affecting others | can see, | can protect 1 + the spell's level

The chosen automatically succeed on their saving throws vs. the spell

They also take no damage if the spell would normally deal half damage on a save

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.

After a long Rest On a roll of 18 or higher Mata regains control of the body. if the Mental

Snap reaches 84% the voll 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.

79 Backcroun® Feature

Criminal Contact

[ have a reliable and trustworthy contact who acts as my liaison to a network of other

criminals. | know how to get messages to and from my contact, even over great distances;

specifically, | know the local messengers, corrupt caravan masters, and seedy sailors who

can deliver my messages.

Armor: [X) Light VMEDIUM [_JHeavy [)SHieios DOTHER:
WEAPONS: SIMP;E ‘l/\ARTIAL L )OtHer:

7§ Languages P Tools & Otchers
—_—— e
Common Draconic Tinker's tools
Gnomish Thieves' tools

PERSONALITY TRAITS

The first thing | do in a new place is note the locations of everything valuable — or where

such things could be hidden.

IDEAL

Honor: | don't steal from others in the trade. (Lawful)

Bonp

View Feats

Fraw

If there's a plan, 'l forget it. If | don't forget it, I'll ignore it.

P Fear Alert

(PHB, page 165)

| can't be surprised while I'm conscious. | have a +5 bonus on initiative rolls. Other

creatures don't gain advantage on attack rolls against me as a result of being hidden from

me.

’ﬁ Frar:  Bond view the Dragon Hoard book

A white Dragon desfroged everything | hold dear. They Killed my entire Clan and

m}

destroyed our ancient home. Now with nothing but what i could carry on me + a horrid

scar from my near fatal wounds | seek revenge.

”ﬁ‘ Feat:

"‘ﬁ FEaT:

Add Equipment

ADVENTURING GEAR # | LBs _ADVENTURING GEAR # | LBs
O Backpack, with: s Dark, common clothes with hood |
O - Hammer Crowbar sO
O - Bag of 1000 ball bearings 2 Belt pouch (with coins) 10
O - pitons 10|025 Breastplate 200
O - Tinderbox Crystal arcane focus 10
O - Rations, days of 10 m}
O - waterskin m}
O - Hempen rope, feet of so| o2 m}
O - String, feet of 10 [m]
O - Bell O
O - candles 5 m}
O - oil, Flasks of 2 [m|
O - Grappling Hook m}
O - Tvavelers clothes 4 m}
O - ink, 1 ounce bottle of 14 m]
O - ink pen 14 O
O - Parchment, sheets of scroll  |11g m]
O - Thieves' Tools 1 m]
O - spellbook 2 3 m}
O - Ritualbook 3 ATTUNED MAGICAL ITEMS (MaX 3)
[m] m]
m} m}
m] m}

SUBTOTAL | 68.5 SUBTOTAL | 30

ENCUMBERED HeAviLy ENCUMBERED Pusn/Drac/Lir TorAL WEIGHT

56 - STR % 5 111 - STR % 10 166 - STR % 15 - 30

150 1 |07 | (165 16|20 e

> GEAR & COINs
“0) Siver COPPER _LIFESTYLE:
=10cp

| DALy pRICE: ,—

[ [ Pratnum Gorp ELEcTRUM
j - 10ar =10sp =5

16 || 20 | L so || =

Diamond dust-50 g
4 pearls -100g each

(GEMS AND OTHER VALUABLES:
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Cuaracter: Protas - Lithuanian (Mind)

Status

7§ Exhaustion

DUNGEONS & DRAGONS®
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6 D Death g z
’ﬁ Maaic Item: [ JAmunep O 2
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79 ConOrtions g
3
[ ]Blinded || Petrified z
Fail checks involving sight; attacks have Become incapacitated; become paralyzed; gain f §
disadvantage; enemy attacks have advantage. resistance to all damage; stop aging; immune ’5 Maaic Item: DATTUNED o:
to poison or disease; weight increase by a E
D Charmed factor of 10. z
Cannot harm the charmer; charmer has . £
advantage on any social interaction. Poisoned =
Ability checks have disadvantage; attacks have i
D Deafened disadvantage. pu =
Fail checks involving hearing. = . . z
9 9 ] Prone ¥ Macic Item: [ JAruxeo O g
1 nly move crawling or stand up; attacks Z
_|Frightened Only move by crawling d up; attack
Check and attacks have disadvantage when have disadvantage; enemy attacks have
source of fear is in sight; cannot willingly move advantage if within 5 ft or have disadvantage
closer to the source of fear. otherwise.
[ |Grappled __|Restrained
Speed drops to O; attacks have disadvantage; % . .
Speed drops to 0. enemy attacks have advantage; Dex saving 7 Magic Irem: D ATIUNED
Incapacitated throws have disadvantage. -
Cannot take actions or reactions. Stunned
- Become incapacitated; fail Str and Dex saving
D Invisible throws; enemy attacks have advantage;
gg\]:::tta be seen (normally); attacks have cannot move; can only speak falteringly.
ge; enemy attacks have disadvantage. 1
"] Unconscious gﬁ Maaic Item: ) ] Arrunen

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

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

attacks within 5 ft are a critical hits.

Choose Visible Sections

©DESIGN BY JAVIER

speak, move or take physical actions.

J Extra EﬂuIBment

GEAR # | LBs _GEAR # | LBs

Dash

gain your Speed as extra movement this turn.

Your movement doesn’t provoke Opportunity Attacks for the

rest of the turn.

Dod advantage on Attack Rolls against you. You have Advantage
OCas DEX Saving Throws.

STR (Athletics) or DEX (Acrobatics) check vs. opponent’s STR

(Athletics) check to be free of the grappled condition.

give an ally Advantage on the next Ability Check or Attack

it makes vs. an opponent within 5 ft of you.

DEX (Stealth) check vs. opponent’s WIS (Perception) check.

opposing STR (Athletics) check to move through opponent’s

e once this turn. Advantage if you are larger than opponent

disadvantage if you are smaller than opponent.

Action

Action

Help

Action

Overrun

You choose an action you will take in response to a trigger, using
your Reaction. Readying a spell requires concentration.

Action

Search search for something.

Actionor  Win opposing DEX (Acrobatics) check to move through
Bonus Action opponent’s space once this turn.
interact with an object.
can interact with an object once per turn for free.
Weapon attack roll vs. opponent’s STR (Athletics) or DEX
(Acrobatics) check to knock one item from its grasp. You have
disadvantage if opponent is holding item with two or more
hands. Opponents larger than you have advantage. Opponents
smaller than you have disadvantage.
STR (Athletics) check vs. opponent’s STR (Athletics) or DEX
obatics) check. Can only start grapple with opponents that
up to one size category larger than yourself.
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.
opposing STR (Athletics) check to move opponent 5 ft back.
advantage 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.

OO000O0O0OO0OOO0O0O0OOOO0O0O0OOOO00

Use Object

Attack
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79 Other Holdincs

Grapple

Melee
Attack

Shove

Move




79 Character History

~ Character Portraic 2

 Reset Portrai
7§ Appearance

7§ Enemies
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¥ Albes & Orcanizations

"~ Orcanization Symbol =&

| Reset Symbol |
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Wild Shape Options

|| |

Size: HD: CR:

PrOFICIENCY (\ THPe-
Bonus / h

%T Skills l:] Passive Perception "diT Combat

|:| 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
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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
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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
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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: 18 February 2016

Table of contents

1 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 off?

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?
2.4 How do [ 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 i 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 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
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 APL
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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 (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.





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 +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. 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



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



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 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)

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.

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

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), 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.

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.

Same as the combination of the two above (i.e. Including atfacks &
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 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.





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.





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 mel

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

Background Variant What I was Doing Armour ProtectMe

Background Feature Exceptional Quality Weapon LeAttack

Feat Extra Ability 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



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!

Enjoy the sheet and please contact me i you have any questions!
- MorePurpleMoreBetter —
Click here to Go to the forum




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



		1 Technical Issues

		1.1 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 I 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 off?



		2 Sheet Content

		2.1 How do I select a variant of a race (human, dragonborn)?

		2.2 How do I print a blank sheet?

		2.3 How do I make a multiclass character?

		2.4 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 How do the modifiers in the Blue Text fields influence Wild Shape?





		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







	Character Level: 7
	Str: 11
	Dex: 14
	Con: 14
	Wis: 12
	Cha: 12
	Str ST Adv: Off
	Str ST Dis: Off
	Dex ST Adv: Off
	Dex ST Dis: Off
	Con ST Adv: Off
	Con ST Dis: Off
	Int ST Adv: Off
	Int ST Dis: Off
	Wis ST Adv: Off
	Wis ST Dis: Off
	Cha ST Adv: Off
	Cha ST Dis: Off
	Str ST Prof: Off
	Dex ST Prof: Off
	Con ST Prof: Off
	Int ST Prof: True
	Wis ST Prof: True
	Cha ST Prof: Off
	Str ST Bonus: 0
	Dex ST Bonus: 0
	Con ST Bonus: 0
	Int ST Bonus: 0
	Wis ST Bonus: 0
	Cha ST Bonus: 0
	Save Modifiers Title: Save Modifiers
(won't print)
	Acr Adv: Off
	Acr Dis: Off
	Acr: 2
	Acr Bonus: 0
	Acr Prof: Off
	Acr Exp: Off
	Ani Adv: Off
	Ani Dis: Off
	Ani: 1
	Ani Bonus: 0
	Ani Prof: Off
	Ani Exp: Off
	Arc Adv: Off
	Arc Dis: Off
	Arc: 9
	Arc Bonus: 0
	Arc Prof: True
	Arc Exp: True
	Ath Adv: Off
	Ath Dis: Off
	Ath: 0
	Ath Bonus: 0
	Ath Prof: Off
	Ath Exp: Off
	Dec Adv: Off
	Dec Dis: Off
	Dec: 4
	Dec Bonus: 0
	Dec Prof: True
	Dec Exp: Off
	His Adv: Off
	His Dis: Off
	His: 3
	His Bonus: 0
	His Prof: Off
	His Exp: Off
	Ins Adv: Off
	Ins Dis: Off
	Ins: 4
	Ins Bonus: 0
	Ins Prof: True
	Ins Exp: Off
	Inti Adv: Off
	Inti Dis: Off
	Inti: 1
	Inti Bonus: 0
	Inti Prof: Off
	Inti Exp: Off
	Inv Adv: Off
	Inv Dis: Off
	Inv: 3
	Inv Bonus: 0
	Inv Prof: Off
	Inv Exp: Off
	Med Adv: Off
	Med Dis: Off
	Med: 1
	Med Bonus: 0
	Med Prof: Off
	Med Exp: Off
	Nat Adv: Off
	Nat Dis: Off
	Nat: 6
	Nat Bonus: 0
	Nat Prof: True
	Nat Exp: Off
	Perc Adv: Off
	Perc Dis: Off
	Perc: 4
	Perc Bonus: 0
	Perc Prof: True
	Perc Exp: Off
	Perf Adv: Off
	Perf Dis: Off
	Perf: 1
	Perf Bonus: 0
	Perf Prof: Off
	Perf Exp: Off
	Pers Adv: Off
	Pers Dis: Off
	Pers: 1
	Pers Bonus: 0
	Pers Prof: Off
	Pers Exp: Off
	Rel Adv: Off
	Rel Dis: Off
	Rel: 3
	Rel Bonus: 0
	Rel Prof: Off
	Rel Exp: Off
	Sle Adv: Off
	Sle Dis: Off
	Sle: 2
	Sle Bonus: 0
	Sle Prof: Off
	Sle Exp: Off
	Ste Adv: Off
	Ste Dis: Off
	Ste: 5
	Ste Bonus: 0
	Ste Prof: True
	Ste Exp: Off
	Jack of All Trades: Off
	Remarkable Athlete: Off
	Initiative bonus: 7
	Init Dex Mod: 2
	Speed: 25 ft
	Speed encumbered: 15 ft
	AC: 16
	AC Armor Bonus: 14
	AC Armor Description: [Breastplate]
	AC Stealth Disadvantage: Off
	AC Shield Bonus: 
	AC Dexterity Modifier: 2
	Medium Armor: True
	Heavy Armor: Off
	AC Magic: 
	AC Magic Description: 
	AC Misc Mod 1: 
	AC Misc Mod 1 Description: 
	AC Misc Mod 2: 
	AC Misc Mod 2 Description: 
	Resistance Damage Type 1: [ ]
	Resistance Damage Type 2: [ ]
	Resistance Damage Type 3: [ ]
	Resistance Damage Type 4: [ ]
	Resistance Damage Type 5: [ ]
	Resistance Damage Type 6: [ ]
	Heal: 
	HP Max: 47
	HP Current: 
	HD1 Level: 5
	HD1 Die: 6
	HD1 Con Mod: 2
	HD1 Used: 
	HD2 Level: 2
	HD2 Die: 8
	HD2 Con Mod: 2
	HD2 Used: 
	HD3 Level: 
	HD3 Die: 
	HD3 Con Mod: 
	HD3 Used: 
	Death Save Fail1: Off
	Death Save Fail2: Off
	Death Save Fail3: Off
	Death Save Success1: Off
	Death Save Success2: Off
	Death Save Success3: Off
	Attacks per Action: 1
	Racial Traits: 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 10 gp of material components, that functions for 24 hours. I can have up to 3 active. -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 to light things -Music Box: plays single song at a moderate volume
	Class Features: The Mystic
        Proficiency                                  Talents   Disciplines       Psi      Psi
Level |  Bonus   | Features                    |  Known |  Known     | Points | Limit
1st       +2       Psionics, Mystic Order          1              2          4       2
2nd      +2       Mystical Recovery               1              3          6       2

Evoker, level 5:
◆ Spellcasting (Wizard 1, PHB 114) [4 cantrips known]
   I can cast prepared wizard cantrips/spells, using Intelligence as my spellcasting ability
   I can use an arcane focus as a spellcasting focus
   I can cast all wizard spells in my spellbook as rituals if they have the ritual tag
◆ Arcane Recovery (Wizard 1, PHB 115) [3 levels of spell slots, 1× per long rest]
   Once per day after a short rest, I can recover a number of 5th-level or lower spell slots
◆ Evocation Savant (School of Evocation 2, PHB 117)
   I halve the gp and time needed to copy evocation spells into my spellbook
◆ Sculpt Spells (School of Evocation 2, PHB 117)
   If I cast an evocation spell affecting others I can see, I can protect 1 + the spell's level
   The chosen automatically succeed on their saving throws vs. the spell
   They also take no damage if the spell would normally deal half damage on a save

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 9 month older Mata Plausibility of A total Mental Snap is at 79%, Only reducable with a greater restoration.
After a long Rest On a roll 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.
	Background Feature Description: I have a reliable and trustworthy contact who acts as my liaison to a network of other criminals. I know how to get messages to and from my contact, even over great distances; specifically, I know the local messengers, corrupt caravan masters, and seedy sailors who can deliver my messages.
	Personality Trait: The first thing I do in a new place is note the locations of everything valuable ― or where such things could be hidden.
	Ideal: Honor: I don't steal from others in the trade. (Lawful)
	Bond: View Feats
	Flaw: If there's a plan, I'll forget it. If I don't forget it, I'll ignore it.
	Feat Note 1:  (PHB, page 165)
	Feat Description 1: I can't be surprised while I'm conscious. I have a +5 bonus on initiative rolls. Other creatures don't gain advantage on attack rolls against me as a result of being hidden from me.
	Feat Note 2: view the Dragon Hoard book
	Feat Description 2: A white Dragon destroyed everything I hold dear. They Killed my entire Clan and destroyed our ancient home. Now with nothing but what i could carry on me + a horrid scar from my near fatal wounds I seek revenge.
	Feat Note 3: 
	Feat Description 3: 
	Feat Note 4: 
	Feat Description 4: 
	Adventuring Gear Row 1: Backpack, with:
	Adventuring Gear Amount 1: 
	Adventuring Gear Weight 1: 5
	Adventuring Gear Row 2: - Hammer
	Adventuring Gear Amount 2: 
	Adventuring Gear Weight 2: 3
	Adventuring Gear Row 3: - Bag 0f 1000 ball bearings
	Adventuring Gear Amount 3: 
	Adventuring Gear Weight 3: 2
	Adventuring Gear Row 4: - Pitons
	Adventuring Gear Amount 4: 10
	Adventuring Gear Weight 4: 0.25
	Adventuring Gear Row 5: - Tinderbox
	Adventuring Gear Amount 5: 
	Adventuring Gear Weight 5: 1
	Adventuring Gear Row 6: - Rations, days of
	Adventuring Gear Amount 6: 10
	Adventuring Gear Weight 6: 2
	Adventuring Gear Row 7: - Waterskin
	Adventuring Gear Amount 7: 
	Adventuring Gear Weight 7: 5
	Adventuring Gear Row 8: - Hempen rope, feet of
	Adventuring Gear Amount 8: 50
	Adventuring Gear Weight 8: 0.2
	Adventuring Gear Row 9: - String, feet of
	Adventuring Gear Amount 9: 10
	Adventuring Gear Weight 9: 
	Adventuring Gear Row 10: - Bell
	Adventuring Gear Amount 10: 
	Adventuring Gear Weight 10: 
	Adventuring Gear Row 11: - Candles
	Adventuring Gear Amount 11: 5
	Adventuring Gear Weight 11: 
	Adventuring Gear Row 12: - Oil, Flasks of
	Adventuring Gear Amount 12: 2
	Adventuring Gear Weight 12: 1
	Adventuring Gear Row 13: - Grappling Hook
	Adventuring Gear Amount 13: 
	Adventuring Gear Weight 13: 4
	Adventuring Gear Row 14: - Travelers clothes
	Adventuring Gear Amount 14: 
	Adventuring Gear Weight 14: 4
	Adventuring Gear Row 15: - Ink, 1 ounce bottle of
	Adventuring Gear Amount 15: 14
	Adventuring Gear Weight 15: 
	Adventuring Gear Row 16: - Ink pen
	Adventuring Gear Amount 16: 14
	Adventuring Gear Weight 16: 
	Adventuring Gear Row 17: - Parchment, sheets of scroll
	Adventuring Gear Amount 17: 110
	Adventuring Gear Weight 17: 
	Adventuring Gear Row 18: - Thieves' Tools
	Adventuring Gear Amount 18: 
	Adventuring Gear Weight 18: 1
	Adventuring Gear Row 19: - Spellbook
	Adventuring Gear Amount 19: 2
	Adventuring Gear Weight 19: 3
	Adventuring Gear Row 20: - Ritualbook
	Adventuring Gear Amount 20: 
	Adventuring Gear Weight 20: 3
	Adventuring Gear Row 21: 
	Adventuring Gear Amount 21: 
	Adventuring Gear Weight 21: 
	Portrait_Blank: 
	Background_History: 
	Portrait: 
	Clear_Portrait: 
	Background_Appearance: 
	Background_Enemies: 
	Symbol: 
	Clear_Symbol: 
	Notes: 
	Left: 
	Right: 

	Link to downloadpage: 
	Show Buttons: 
	Background_Faction: 
	Title: Faction:
	Text: 

	Background_FactionRank: 
	Title: Faction Rank:
	Text: 

	Background_Renown: 
	Title: Renown:
	Text: 

	Background_Organisation: 
	Opening Remember: Yes
	League Remember: Off
	Equipment: 
	menu: 

	Background Menu: 
	Init Adv: Off
	Init Dis: Off
	Init Bonus: 5
	Medium Armor Max Mod: 2
	Feat Name 1: [Alert]
	Feat Name 2: [Bond]
	Feat Name 3: []
	Feat Name 4: []
	Class Features Menu: 
	Class Features Remember: 
	Attack To Hit Bonus Global: 0
	Attack Damage Bonus Global: 0
	Print Remember: true!#TheListSeparator#!0,1,2
	Extra: 
	Exhaustion Level 1: Off
	Exhaustion Level 2: Off
	Exhaustion Level 3: Off
	Exhaustion Level 4: Off
	Exhaustion Level 5: Off
	Exhaustion Level 6: Off
	Condition 1: Off
	Condition 2: Off
	Condition 3: Off
	Condition 4: Off
	Condition 5: Off
	Condition 6: Off
	Condition 7: Off
	Condition 8: Off
	Condition 9: Off
	Condition 10: Off
	Condition 11: Off
	Condition 12: Off
	Condition 13: Off
	Condition 14: Off
	Notes: 
	Notes Whiteout: 
	Other Holdings Whiteout: 
	Magic Item 1: 
	Magic Item Attuned 1: Off
	Magic Item Description 1: 
	Magic Item 2: 
	Magic Item Attuned 2: Off
	Magic Item Description 2: 
	Magic Item 3: 
	Magic Item Attuned 3: Off
	Magic Item Description 3: 
	Magic Item 4: 
	Magic Item Attuned 4: Off
	Magic Item Description 4: 
	Magic Item 5: 
	Magic Item Attuned 5: Off
	Magic Item Description 5: 
	Magic Item 6: 
	Magic Item Attuned 6: Off
	Magic Item Description 6: 
	Magic Item 7: 
	Magic Item Attuned 7: Off
	Magic Item Description 7: 
	Layers Remember: rules,equipment
	Gear Amount 1: 
	Gear Weight 1: 
	Gear Row 2: 
	Gear Amount 2: 
	Gear Weight 2: 
	Gear Row 3: 
	Gear Amount 3: 
	Gear Weight 3: 
	Gear Row 4: 
	Gear Amount 4: 
	Gear Weight 4: 
	Gear Row 5: 
	Gear Amount 5: 
	Gear Weight 5: 
	Gear Row 6: 
	Gear Amount 6: 
	Gear Weight 6: 
	Gear Row 7: 
	Gear Amount 7: 
	Gear Weight 7: 
	Gear Row 8: 
	Gear Amount 8: 
	Gear Weight 8: 
	Gear Row 9: 
	Gear Amount 9: 
	Gear Weight 9: 
	Gear Row 10: 
	Gear Amount 10: 
	Gear Weight 10: 
	Gear Row 11: 
	Gear Amount 11: 
	Gear Weight 11: 
	Gear Row 12: 
	Gear Amount 12: 
	Gear Weight 12: 
	Gear Row 13: 
	Gear Amount 13: 
	Gear Weight 13: 
	Gear Row 14: 
	Gear Amount 14: 
	Gear Weight 14: 
	Gear Row 15: 
	Gear Amount 15: 
	Gear Weight 15: 
	Gear Row 16: 
	Gear Amount 16: 
	Gear Weight 16: 
	Gear Row 17: 
	Gear Amount 17: 
	Gear Weight 17: 
	Gear Row 18: 
	Gear Amount 18: 
	Gear Weight 18: 
	Gear Row 19: 
	Gear Amount 19: 
	Gear Weight 19: 
	Gear Row 20: 
	Gear Amount 20: 
	Gear Weight 20: 
	Gear Row 21: 
	Gear Amount 21: 
	Gear Weight 21: 
	Gear Row 22: 
	Gear Amount 22: 
	Gear Weight 22: 
	Gear Row 23: 
	Gear Amount 23: 
	Gear Weight 23: 
	Gear Row 24: 
	Gear Amount 24: 
	Gear Weight 24: 
	Gear Row 25: 
	Gear Amount 25: 
	Gear Weight 25: 
	Gear Row 26: 
	Gear Amount 26: 
	Gear Weight 26: 
	Gear Row 27: 
	Gear Amount 27: 
	Gear Weight 27: 
	Gear Row 28: 
	Gear Amount 28: 
	Gear Weight 28: 
	Gear Row 29: 
	Gear Amount 29: 
	Gear Weight 29: 
	Gear Row 30: 
	Gear Amount 30: 
	Gear Weight 30: 
	Gear Row 31: 
	Gear Amount 31: 
	Gear Weight 31: 
	Gear Row 32: 
	Gear Amount 32: 
	Gear Weight 32: 
	Gear Row 33: 
	Gear Amount 33: 
	Gear Weight 33: 
	Gear Row 34: 
	Gear Amount 34: 
	Gear Weight 34: 
	Gear Row 35: 
	Gear Amount 35: 
	Gear Weight 35: 
	Gear Row 36: 
	Gear Amount 36: 
	Gear Weight 36: 
	Gear Row 37: 
	Gear Amount 37: 
	Gear Weight 37: 
	Gear Row 38: 
	Gear Amount 38: 
	Gear Weight 38: 
	Gear Row 39: 
	Gear Amount 39: 
	Gear Weight 39: 
	Gear Row 40: 
	Gear Amount 40: 
	Gear Weight 40: 
	Gear Row 41: 
	Gear Amount 41: 
	Gear Weight 41: 
	Gear Row 42: 
	Gear Amount 42: 
	Gear Weight 42: 
	Gear Weight Subtotal Left: 
	Gear Weight Subtotal Right: 
	Layers Button: 
	Gear Button 1: 
	Gear Button 2: 
	Gear Button 3: 
	Gear Button 4: 
	Gear Button 5: 
	Gear Button 6: 
	Gear Button 7: 
	Gear Button 8: 
	Gear Button 9: 
	Gear Button 10: 
	Gear Button 11: 
	Gear Button 12: 
	Gear Button 13: 
	Gear Button 14: 
	Gear Button 15: 
	Gear Button 16: 
	Gear Button 17: 
	Gear Button 18: 
	Gear Button 19: 
	Gear Button 20: 
	Gear Button 21: 
	Gear Button 22: 
	Gear Button 23: 
	Gear Button 24: 
	Gear Button 25: 
	Gear Button 26: 
	Gear Button 27: 
	Gear Button 28: 
	Gear Button 29: 
	Gear Button 30: 
	Gear Button 31: 
	Gear Button 32: 
	Gear Button 33: 
	Gear Button 34: 
	Gear Button 35: 
	Gear Button 36: 
	Gear Button 37: 
	Gear Button 38: 
	Gear Button 39: 
	Gear Button 40: 
	Gear Button 41: 
	Gear Button 42: 
	Magic Item Button 1: 
	Magic Item Button 2: 
	Magic Item Button 3: 
	Magic Item Button 4: 
	Magic Item Button 5: 
	Magic Item Button 6: 
	Magic Item Button 7: 
	Asterisk Left: *
	Asterisk Left Description: * This action is an optional rule introduced in the Dungeon Master Guide and therefore not eligible in Adventurer's League play
	Asterisk Right: *
	Asterisk Right Description: * This action is an optional rule introduced in the Dungeon Master Guide and therefore not eligible in Adventurer's League play
	Gear Row 1: 
	Other Holdings: 
	Magic Item Weight Title 1: Below item's weight (won't print):
	Magic Item Weight 1: 0
	Magic Item Weight Title 2: Below item's weight (won't print):
	Magic Item Weight 2: 0
	Magic Item Weight Title 3: Below item's weight (won't print):
	Magic Item Weight 3: 0
	Magic Item Weight Title 4: Below item's weight (won't print):
	Magic Item Weight 4: 0
	Magic Item Weight Title 5: Below item's weight (won't print):
	Magic Item Weight 5: 0
	Magic Item Weight Title 6: Below item's weight (won't print):
	Magic Item Weight 6: 0
	Magic Item Weight Title 7: Below item's weight (won't print):
	Magic Item Weight 7: 0
	Gear Location: 
	Line: 
	Title: LOC
	Row 22: 
	Row 23: 
	Row 24: 
	Row 1: 
	Row 2: 
	Row 3: 
	Row 25: 
	Row 26: 
	Row 27: 
	Row 28: 
	Row 29: 
	Row 30: 
	Row 31: 
	Row 32: 
	Row 36: 
	Row 38: 
	Row 39: 
	Row 40: 
	Row 42: 
	Row 34: 
	Row 35: 
	Row 37: 
	Row 33: 
	Row 4: 
	Row 5: 
	Row 6: 
	Row 7: 
	Row 8: 
	Row 9: 
	Row 10: 
	Row 11: 
	Row 12: 
	Row 13: 
	Row 14: 
	Row 15: 
	Row 16: 
	Row 17: 
	Row 18: 
	Row 19: 
	Row 20: 
	Row 21: 
	Row 41: 
	Subtotal 6: 
	SubtotalName 6: 
	Subtotal 5: 
	SubtotalName 5: 
	Subtotal 4: 
	SubtotalName 4: 
	Subtotal 3: 
	SubtotalName 3: 
	Subtotal 2: 
	SubtotalName 2: 
	Subtotal 1: 
	SubtotalName 1: 


	AC Shield Bonus Description: 
	AC during Rest: 
	All ST Bonus: 0
	All Skills Bonus: 0
	SheetInformation: MorePurpleMoreBetter's D&D 5th edition Character Sheet/Generator v10.42 (Letter)
	Manual Attack Remember: Yes
	Manual Class Remember: No
	Manual Race Remember: No
	Manual Background Remember: No
	Manual Feat Remember: No
	PC Name: Protas - Lithuanian (Mind)
	Player Name: 
	Class and Levels: Mystic 2, Evoker 5
	DCI: 
	Title: DCI:
	Text: 

	Background: [Criminal]
	Background Extra: [Spy]
	Race: [Rock Gnome]
	Sex: Male
	Age: Young Enough
	Size Category: [1]
	Hair colour: Nope
	Eyes colour: Jet Black
	Skin colour: Stone Grey
	Alignment: [LN]
	Faith/Deity: Mystra
	Add Experience Button: 
	Total Experience: 25993
	Add Experience: 
	Height: 3'3"
	Weight: 39
	Next level: 34000
	Proficiency Bonus Modifiers Title: Modifier 
	Proficiency Bonus Modifier: 0
	Proficiency Bonus Dice: Off
	Vision: Darkvision 60 ft
	Passive Perception: 14
	Passive Perception Bonus: 0
	Inspiration: Off
	SR: 
	LR: 
	Limited Feature 1: Arcane Recovery (3 levels of spell slots)
	Limited Feature Max Usages 1: 1
	Limited Feature Recovery 1: [long rest]
	Limited Feature Used 1: 
	Limited Feature 2: Psy points
	Limited Feature Max Usages 2: 6
	Limited Feature Recovery 2: [long rest]
	Limited Feature Used 2: 
	Limited Feature 3: 
	Limited Feature Max Usages 3: 
	Limited Feature Recovery 3: []
	Limited Feature Used 3: 
	Limited Feature 4: 
	Limited Feature Max Usages 4: 
	Limited Feature Recovery 4: []
	Limited Feature Used 4: 
	Limited Feature 5: 
	Limited Feature Max Usages 5: 
	Limited Feature Recovery 5: []
	Limited Feature Used 5: 
	Limited Feature 6: 
	Limited Feature Max Usages 6: 
	Limited Feature Recovery 6: []
	Limited Feature Used 6: 
	Limited Feature 7: 
	Limited Feature Used 7: 
	Limited Feature Max Usages 7: 
	Limited Feature Recovery 7: []
	Limited Feature 8: 
	Limited Feature Max Usages 8: 
	Limited Feature Recovery 8: []
	Limited Feature Used 8: 
	Saving Throw advantages / disadvantages: Adv. on Int/Wis/Cha saves vs. magic
	Skill Modifiers Title: Skill Modifiers
(won't print)
	Remarkable Athlete Title: Remarkable Athlete
	Jack of All Trades Title: Jack of All Trades
	Bonus Action 1: Discipline focus
	Bonus Action 2: 
	Bonus Action 3: 
	Bonus Action 4: 
	Bonus Action 5: 
	Reaction 1: Opportunity Attack
	Reaction 2: 
	Reaction 3: 
	Reaction 4: 
	Reaction 5: 
	Action 1: Attack / Cast a Spell
	Action 2: Dash / Disengage / Dodge
	Action 3: Escape Grapple / Help / Hide
	Action 4: Ready / Search / Use Object
	Action 5: Overrun / Tumble (or as bonus action)
	Action 6: As 1 attack: Disarm / Grapple / Shove
	Action 7: 
	Action 8: 
	Action 10: 
	Action 9: 
	Sur Adv: Off
	Sur Dis: Off
	Sur: 1
	Sur Bonus: 0
	Sur Prof: Off
	Sur Exp: Off
	Too Adv: Off
	Too Dis: Off
	Too Bonus: 0
	Too Prof: True
	Too Exp: Off
	Too: 5
	Too Text: Thieves' Tools (DEX)
	Str Remember: 11,0,0,0,0
	Dex Remember: 14,0,0,0,0
	Con Remember: 13,1,0,0,0
	Int Remember: 14,2,0,0,0
	Wis Remember: 12,0,0,0,0
	Cha Remember: 12,0,0,0,0
	HP Temp: 
	Adventuring Gear Button 1: 
	Adventuring Gear Button 2: 
	Adventuring Gear Button 3: 
	Adventuring Gear Button 4: 
	Adventuring Gear Button 5: 
	Adventuring Gear Button 6: 
	Adventuring Gear Button 7: 
	Adventuring Gear Button 8: 
	Adventuring Gear Button 9: 
	Adventuring Gear Button 10: 
	Adventuring Gear Button 11: 
	Adventuring Gear Button 12: 
	Adventuring Gear Button 13: 
	Adventuring Gear Button 14: 
	Adventuring Gear Button 15: 
	Adventuring Gear Button 16: 
	Adventuring Gear Button 17: 
	Adventuring Gear Button 18: 
	Adventuring Gear Button 19: 
	Adventuring Gear Button 20: 
	Adventuring Gear Button 21: 
	Background Remember: No
	MakeMobileReady Remember: 
	Att Adv: Off
	Att Dis: Off
	Language 1: Common
	Language 2: Gnomish
	Language 3: 
	Language 4: Draconic
	Language 5: 
	Language 6: 
	Tool 1: Tinker's tools
	Tool 2: Thieves' tools
	Tool 3: 
	Tool 4: 
	Tool 5: 
	Tool 6: 
	Adventuring Gear Weight Subtotal Left: 68.5
	Adventuring Gear Weight Subtotal Right: 30
	Weight Encumbered: 56 - 
110 lb
	Weight Heavily Encumbered: 111 - 
165 lb
	Weight Push/Drag/Lift: 166 - 
330 lb
	Weight Carried: 100.8
	Weight Encumbered Text: 5
	Weight Heavily Encumbered Text: 10
	Weight Push/Drag/Lift Text: 15 - 30
	Carrying Capacity Multiplier Title: Carrying Capacity Multiplier
(won't print):
	Carrying Capacity Multiplier: 1
	Platinum Pieces: 16
	Gold Pieces: 20
	Electrum Pieces: 
	Silver Pieces: 80
	Copper Pieces: 1
	Lifestyle: []
	Lifestyle daily cost: 
	Valuables1: 
	Valuables2: 
	Valuables3: 
	Valuables4: Diamond dust-50 g
4 pearls -100g each
	Adventuring Gear Row 24: Dark, common clothes with hood
	Adventuring Gear Amount 24: 
	Adventuring Gear Weight 24: 3
	Adventuring Gear Row 25: Crowbar
	Adventuring Gear Amount 25: 
	Adventuring Gear Weight 25: 5
	Adventuring Gear Row 26: Belt pouch (with coins)
	Adventuring Gear Amount 26: 
	Adventuring Gear Weight 26: 1
	Adventuring Gear Row 27: Breastplate
	Adventuring Gear Amount 27: 
	Adventuring Gear Weight 27: 20
	Adventuring Gear Row 28: Crystal arcane focus
	Adventuring Gear Amount 28: 
	Adventuring Gear Weight 28: 1
	Adventuring Gear Row 29: 
	Adventuring Gear Amount 29: 
	Adventuring Gear Weight 29: 
	Adventuring Gear Row 30: 
	Adventuring Gear Amount 30: 
	Adventuring Gear Weight 30: 
	Adventuring Gear Row 31: 
	Adventuring Gear Amount 31: 
	Adventuring Gear Weight 31: 
	Adventuring Gear Row 32: 
	Adventuring Gear Amount 32: 
	Adventuring Gear Weight 32: 
	Adventuring Gear Row 33: 
	Adventuring Gear Amount 33: 
	Adventuring Gear Weight 33: 
	Adventuring Gear Row 34: 
	Adventuring Gear Amount 34: 
	Adventuring Gear Weight 34: 
	Adventuring Gear Row 35: 
	Adventuring Gear Amount 35: 
	Adventuring Gear Weight 35: 
	Adventuring Gear Row 36: 
	Adventuring Gear Amount 36: 
	Adventuring Gear Weight 36: 
	Adventuring Gear Row 37: 
	Adventuring Gear Amount 37: 
	Adventuring Gear Weight 37: 
	Adventuring Gear Row 38: 
	Adventuring Gear Amount 38: 
	Adventuring Gear Weight 38: 
	Adventuring Gear Row 39: 
	Adventuring Gear Amount 39: 
	Adventuring Gear Weight 39: 
	Adventuring Gear Row 40: 
	Adventuring Gear Amount 40: 
	Adventuring Gear Weight 40: 
	Adventuring Gear Row 41: 
	Adventuring Gear Amount 41: 
	Adventuring Gear Weight 41: 
	Adventuring Gear Row 42: 
	Adventuring Gear Amount 42: 
	Adventuring Gear Weight 42: 
	Adventuring Gear Button 24: 
	Adventuring Gear Button 25: 
	Adventuring Gear Button 26: 
	Adventuring Gear Button 27: 
	Adventuring Gear Button 28: 
	Adventuring Gear Button 29: 
	Adventuring Gear Button 30: 
	Adventuring Gear Button 31: 
	Adventuring Gear Button 32: 
	Adventuring Gear Button 33: 
	Adventuring Gear Button 34: 
	Adventuring Gear Button 35: 
	Adventuring Gear Button 36: 
	Adventuring Gear Button 37: 
	Adventuring Gear Button 38: 
	Adventuring Gear Button 39: 
	Adventuring Gear Button 40: 
	Adventuring Gear Button 41: 
	Adventuring Gear Button 42: 
	Adventuring Gear Row 22: 
	Adventuring Gear Amount 22: 
	Adventuring Gear Weight 22: 
	Adventuring Gear Row 23: 
	Adventuring Gear Amount 23: 
	Adventuring Gear Weight 23: 
	Adventuring Gear Button 22: 
	Adventuring Gear Button 23: 
	Speed Remember: 
	SubClass Remember: 
	Extra Class Feature Remember: 
	Dawn: 
	Proficiencies Remember: lighton mediumon simpleon
	Other Weapon Proficiencies Remember: 
	AC Armor Weight Title: Armor's weight (won't print):
	AC Armor Weight: 20
	AC Shield Weight Title: Shield's weight (won't print):
	AC Shield Weight: 0
	Weight Remember Armor: No
	Weight Remember Shield: No
	Weight Remember Weapons: No
	Weight Remember Page2 Left: Yes
	Weight Remember Page2 Right: Yes
	Weight Remember Coins: Yes
	Weight Remember Page3 Left: No
	Weight Remember Page3 Right: No
	Weight Remember Ammo Left: No
	Weight Remember Ammo Right: No
	Action 11: 
	Action 12: 
	Action 13: 
	Action 14: 
	AmmoLeftDisplay: 
	Name: []
	Amount: 
	WeightText: Weight per ammo:
	Weight: 0
	MaxAmount: 20
	SaveAmount: 
	CurrentAmount: 
	Reset: 

	AmmoLeft: 
	Icon: 
	Axes: 
	Spears: 
	Daggers: 
	Hammers: 
	Arrows: 
	Bullets: 
	Vials: 
	Flasks: 

	Top: 
	1: Off
	Axe: 
	2: Off
	4: Off
	6: Off
	8: Off

	3: Off
	5: Off
	7: Off
	9: Off
	10: Off

	Base: 
	11: Off
	12: Off
	Axe: 
	13: Off
	15: Off
	17: Off
	19: Off

	14: Off
	16: Off
	18: Off
	20: Off

	Bullet: 
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off
	6: Off
	7: Off
	8: Off
	9: Off
	10: Off
	11: Off
	12: Off
	13: Off
	14: Off
	15: Off
	16: Off
	17: Off
	18: Off
	19: Off
	20: Off
	21: Off
	22: Off
	23: Off
	24: Off
	25: Off
	26: Off
	27: Off
	28: Off
	29: Off
	30: Off
	31: Off
	32: Off
	33: Off
	34: Off
	35: Off
	36: Off
	37: Off
	38: Off
	39: Off
	40: Off
	41: Off
	42: Off
	43: Off
	44: Off
	45: Off
	46: Off
	47: Off
	48: Off
	49: Off
	50: Off


	AmmoRightDisplay: 
	Name: []
	Amount: 
	WeightText: Weight per ammo:
	Weight: 0
	MaxAmount: 20
	SaveAmount: 
	CurrentAmount: 
	Reset: 

	AmmoRight: 
	Icon: 
	Axes: 
	Spears: 
	Daggers: 
	Hammers: 
	Arrows: 
	Bullets: 
	Vials: 
	Flasks: 

	Top: 
	1: Off
	Axe: 
	2: Off
	4: Off
	6: Off
	8: Off

	3: Off
	5: Off
	7: Off
	9: Off
	10: Off

	Base: 
	11: Off
	12: Off
	Axe: 
	13: Off
	15: Off
	17: Off
	19: Off

	14: Off
	16: Off
	18: Off
	20: Off

	Bullet: 
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off
	6: Off
	7: Off
	8: Off
	9: Off
	10: Off
	11: Off
	12: Off
	13: Off
	14: Off
	15: Off
	16: Off
	17: Off
	18: Off
	19: Off
	20: Off
	21: Off
	22: Off
	23: Off
	24: Off
	25: Off
	26: Off
	27: Off
	28: Off
	29: Off
	30: Off
	31: Off
	32: Off
	33: Off
	34: Off
	35: Off
	36: Off
	37: Off
	38: Off
	39: Off
	40: Off
	41: Off
	42: Off
	43: Off
	44: Off
	45: Off
	46: Off
	47: Off
	48: Off
	49: Off
	50: Off


	Reaction Used This Round: Off
	HP Max Current: 
	ShowHide 2nd DC: 
	Image: 
	Header: 
	Left: 
	RightRules: 
	Right: 

	Divider: 
	DividerExtraGear: 
	Level: 
	Title: 
	Dragonheadshadow: 
	Dragonhead: 
	DragonheadshadowRightRules: 
	DragonheadRightRules: 
	DragonheadExtraGear: 
	Equip: 
	Right: 

	Rules: 
	Left: 
	Right: 

	SpellSlots: 
	LimitedFeatures: 
	Checkboxes: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	List: 

	LimitedFeatures: 
	Full: 

	Attack: 
	5: 
	4: 
	3: 
	1: 
	2: 

	Stats: 
	AttackCircle: 
	IntArrow: 
	HPdragonhead: 
	Prof: 
	Arrow: 
	Comp: 
	Use: 
	Attack: 
	1: 
	2: 
	3: 



	SaveDC: 
	1: 
	2: 

	SaveDCarrow: 
	1: 
	2: 


	Text: 
	Header: 
	Notes: 
	Left: Notes

	Rules: 
	Right: Rules
	Left: Combat Rules

	Possessions: Possessions
	Status: Status
	Feats: Feats
	Equipment: Equipment
	Proficiencies: Proficiencies
	Abilities: Abilities
	Combat: Combat
	Equip: 
	Right: Extra Equipment

	SpellSlots: Spell Slots
	Notes2: Notes
	WildShapes: Wild Shapes
	Background2: Background
	Background: Background
	Features: Features

	Level: LEVEL
	Stats: 
	HPdragonhead: 
	Comp: 
	Use: 
	Skills: 
	Acr: 
	Name: 
	Prof: [nothing]

	Ani: 
	Name: 
	Prof: [nothing]

	Arc: 
	Name: 
	Prof: [nothing]

	Ath: 
	Name: 
	Prof: [nothing]

	Dec: 
	Name: 
	Prof: [nothing]

	His: 
	Name: 
	Prof: [nothing]

	Ins: 
	Name: 
	Prof: [nothing]

	Inti: 
	Name: 
	Prof: [nothing]

	Inv: 
	Name: 
	Prof: [nothing]

	Med: 
	Name: 
	Prof: [nothing]

	Nat: 
	Name: 
	Prof: [nothing]

	Perc: 
	Name: 
	Prof: [nothing]

	Perf: 
	Name: 
	Prof: [nothing]

	Pers: 
	Name: 
	Prof: [nothing]

	Rel: 
	Name: 
	Prof: [nothing]

	Sle: 
	Name: 
	Prof: [nothing]

	Ste: 
	Name: 
	Prof: [nothing]

	Sur: 
	Name: 
	Prof: [nothing]




	Wildshape: 
	1: 
	Skills: 
	Acr: 
	Prof: [nothing]
	Name: 

	Ani: 
	Prof: [nothing]
	Name: 

	Arc: 
	Prof: [nothing]
	Name: 

	Ath: 
	Prof: [nothing]
	Name: 

	Dec: 
	Prof: [nothing]
	Name: 

	His: 
	Prof: [nothing]
	Name: 

	Ins: 
	Prof: [nothing]
	Name: 

	Inti: 
	Prof: [nothing]
	Name: 

	Inv: 
	Prof: [nothing]
	Name: 

	Med: 
	Prof: [nothing]
	Name: 

	Nat: 
	Prof: [nothing]
	Name: 

	Perc: 
	Prof: [nothing]
	Name: 

	Perf: 
	Prof: [nothing]
	Name: 

	Pers: 
	Prof: [nothing]
	Name: 

	Rel: 
	Prof: [nothing]
	Name: 

	Sle: 
	Prof: [nothing]
	Name: 

	Ste: 
	Prof: [nothing]
	Name: 

	Sur: 
	Prof: [nothing]
	Name: 



	2: 
	Skills: 
	Acr: 
	Prof: [nothing]
	Name: 

	Ani: 
	Prof: [nothing]
	Name: 

	Arc: 
	Prof: [nothing]
	Name: 

	Ath: 
	Prof: [nothing]
	Name: 

	Dec: 
	Prof: [nothing]
	Name: 

	His: 
	Prof: [nothing]
	Name: 

	Ins: 
	Prof: [nothing]
	Name: 

	Inti: 
	Prof: [nothing]
	Name: 

	Inv: 
	Prof: [nothing]
	Name: 

	Med: 
	Prof: [nothing]
	Name: 

	Nat: 
	Prof: [nothing]
	Name: 

	Perc: 
	Prof: [nothing]
	Name: 

	Perf: 
	Prof: [nothing]
	Name: 

	Pers: 
	Prof: [nothing]
	Name: 

	Rel: 
	Prof: [nothing]
	Name: 

	Sle: 
	Prof: [nothing]
	Name: 

	Ste: 
	Prof: [nothing]
	Name: 

	Sur: 
	Prof: [nothing]
	Name: 



	3: 
	Skills: 
	Acr: 
	Prof: [nothing]
	Name: 

	Ani: 
	Prof: [nothing]
	Name: 

	Arc: 
	Prof: [nothing]
	Name: 

	Ath: 
	Prof: [nothing]
	Name: 

	Dec: 
	Prof: [nothing]
	Name: 

	His: 
	Prof: [nothing]
	Name: 

	Ins: 
	Prof: [nothing]
	Name: 

	Inti: 
	Prof: [nothing]
	Name: 

	Inv: 
	Prof: [nothing]
	Name: 

	Med: 
	Prof: [nothing]
	Name: 

	Nat: 
	Prof: [nothing]
	Name: 

	Perc: 
	Prof: [nothing]
	Name: 

	Perf: 
	Prof: [nothing]
	Name: 

	Pers: 
	Prof: [nothing]
	Name: 

	Rel: 
	Prof: [nothing]
	Name: 

	Sle: 
	Prof: [nothing]
	Name: 

	Ste: 
	Prof: [nothing]
	Name: 

	Sur: 
	Prof: [nothing]
	Name: 



	4: 
	Skills: 
	Acr: 
	Prof: [nothing]
	Name: 

	Ani: 
	Prof: [nothing]
	Name: 

	Arc: 
	Prof: [nothing]
	Name: 

	Ath: 
	Prof: [nothing]
	Name: 

	Dec: 
	Prof: [nothing]
	Name: 

	His: 
	Prof: [nothing]
	Name: 

	Ins: 
	Prof: [nothing]
	Name: 

	Inti: 
	Prof: [nothing]
	Name: 

	Inv: 
	Prof: [nothing]
	Name: 

	Med: 
	Prof: [nothing]
	Name: 

	Nat: 
	Prof: [nothing]
	Name: 

	Perc: 
	Prof: [nothing]
	Name: 

	Perf: 
	Prof: [nothing]
	Name: 

	Pers: 
	Prof: [nothing]
	Name: 

	Rel: 
	Prof: [nothing]
	Name: 

	Sle: 
	Prof: [nothing]
	Name: 

	Ste: 
	Prof: [nothing]
	Name: 

	Sur: 
	Prof: [nothing]
	Name: 




	Armor Proficiencies: ARMOR:
	Weapon Proficiencies: WEAPONS:
	SaveDC: 
	2: 
	1: 


	Weight Carried Button: 
	Ability Scores Button: 
	Modifiers Button: 
	Colors Button: 
	Background Feature: [Criminal Contact]
	Race Features Menu: 
	Race Remember: rock gnome-
	Weight Remember Weapons Total: 0
	Weight Remember Coins Total: 117
	Display: 
	Speed: 
	Enc: 10 FT SPEED
	EncH: 20 FT SPEED
	Push: 5 FT

	Weighttxt: 
	LbKg: LBS
	LbKgPage3: LBS


	FontSize Remember: 5.74
	Feat Button 1: 
	Feat Button 2: 
	Feat Button 3: 
	Feat Button 4: 
	Adventuring Gear Row 43: 
	Adventuring Gear Amount 43: 
	Adventuring Gear Weight 43: 
	Adventuring Gear Row 44: 
	Adventuring Gear Amount 44: 
	Adventuring Gear Weight 44: 
	Adventuring Gear Row 45: 
	Adventuring Gear Amount 45: 
	Adventuring Gear Weight 45: 
	Adventuring Gear Button 43: 
	Adventuring Gear Button 44: 
	Adventuring Gear Button 45: 
	Adventuring Gear Row 46: 
	Adventuring Gear Amount 46: 
	Adventuring Gear Weight 46: 
	Adventuring Gear Button 46: 
	Line: 
	fixed: 
	adventuringGear: 
	SpellSlots: 

	Attuned Magic Items Title: ATTUNED MAGICAL ITEMS (MAX 3)
	Attuned Magic Items Whiteout: 
	Adventuring Gear Remember: false
	Weight Remember Magic Items: No
	Weight Remember Magic Items Total: 0
	SaveIMG: 
	Level: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Title: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Prof: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Stats: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Header: 
	Left: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Right: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 


	Divider: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Arrow: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Attack: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 
	black: 

	IntArrow: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	Dragonhead: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	HPdragonhead: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 

	SpellSlots: 
	4: 
	3: 
	2: 
	1: 

	SaveDC: 
	aqua: 
	blue: 
	brown: 
	green: 
	orange: 
	purple: 
	red: 
	teal: 
	yellow: 
	pink: 
	gray: 


	Unit System: imperial
	Highlighting: true
	Spell Slots Remember: On
	SpellSlots: 
	Checkboxes: 
	lvl1: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl2: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl3: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl4: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl5: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl6: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl7: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl8: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off

	lvl9: 
	top2: 
	1: Off
	2: Off

	bottom2: 
	1: Off
	2: Off

	top1: Off
	bottom1: Off
	mid: Off


	CheckboxesSet: 
	lvl1: 4
	lvl2: 3
	lvl3: 2
	lvl4: 0
	lvl5: 0
	lvl6: 0
	lvl7: 0
	lvl8: 0
	lvl9: 0

	Extra: 
	lvl1: 
	lvl2: 
	lvl3: 
	lvl4: 
	lvl5: 
	lvl6: 
	lvl7: 
	lvl8: 
	lvl9: 


	Gear Location Remember: false,false
	Adventuring Gear Location: 
	Row 1: 
	Row 2: 
	Row 3: 
	Row 4: 
	Row 6: 
	Row 7: 
	Row 5: 
	Line: 
	Title: LOC
	Row 24: 
	Row 25: 
	Row 26: 
	Row 27: 
	Row 28: 
	Row 29: 
	Row 30: 
	Row 46: 
	Row 45: 
	Row 44: 
	Row 43: 
	Row 42: 
	Row 41: 
	Row 40: 
	Row 39: 
	Row 37: 
	Row 35: 
	Row 34: 
	Row 32: 
	Row 31: 
	Row 33: 
	Row 36: 
	Row 38: 
	Row 8: 
	Row 9: 
	Row 10: 
	Row 11: 
	Row 12: 
	Row 13: 
	Row 14: 
	Row 15: 
	Row 17: 
	Row 18: 
	Row 19: 
	Row 20: 
	Row 21: 
	Row 23: 
	Row 16: 
	Row 22: 
	Subtotal 3: 
	SubtotalName 3: 
	Subtotal 2: 
	SubtotalName 2: 
	Subtotal 1: 
	SubtotalName 1: 
	SubtotalName 4: 
	Subtotal 4: 
	SubtotalName 5: 
	Subtotal 5: 
	SubtotalName 6: 
	Subtotal 6: 

	Decimal Separator: dot
	User Script: 
	WhiteoutRemember: false
	Whiteout: 
	Standard: 
	Notes: 
	Lefts: 
	Right: 

	Cnote: 
	Lefts: 
	Right: 


	WhiteoutButton: 
	Show: 
	Notes: 
	Lefts: 
	Right: 

	Cnote: 
	Lefts: 
	Right: 


	Hide: 
	Notes: 
	Lefts: 
	Right: 

	Cnote: 
	Lefts: 
	Right: 



	BlueTextRemember: No
	Str ST Mod: 0
	Dex ST Mod: 2
	Con ST Mod: 2
	Int ST Mod: 6
	Wis ST Mod: 4
	Cha ST Mod: 1
	Wis Mod: 1
	Cha Mod: 1
	Int: 16
	Str Mod: 0
	Dex Mod: 2
	Con Mod: 2
	Int Mod: 3
	Color: 
	Theme: green
	DragonHeads: teal
	HPDragon: red
	DC: purple,teal

	Attack: 
	Button: 
	1: 
	2: 
	3: 
	4: 
	5: 

	1: 
	Weapon: Thought 5pear
	Weapon Selection: [Thought 5pear]
	Proficiency: Off
	Mod: [empty]
	Range: 120
	To Hit: Int Save
	To Hit Calculated: 
	Damage: 2d8
	Damage Calculated: 
	Damage Type: [Psychic]
	Description: 

	2: 
	Weapon: Fire Bolt
	Weapon Selection: [Fire Bolt]
	Proficiency: True
	Mod: [Int Mod]
	Range: 120 ft
	To Hit: +6
	To Hit Calculated: 
	Damage: 2d6
	Damage Calculated: 
	Damage Type: [Fire]
	Description: Unattended flammable objects ignite (PHB 241)

	3: 
	Weapon: Ray of Frost
	Weapon Selection: [Ray of Frost]
	Proficiency: True
	Mod: [Int Mod]
	Range: 60 ft
	To Hit: +6
	To Hit Calculated: 
	Damage: 2d10
	Damage Calculated: 
	Damage Type: [Cold]
	Description: Target -10 ft speed until start of my next turn (PHB 271)

	4: 
	Weapon: Shocking Grasp
	Weapon Selection: [Shocking Grasp]
	Proficiency: True
	Mod: [Int Mod]
	Range: Melee
	To Hit: +6
	To Hit Calculated: 
	Damage: 2d8
	Damage Calculated: 
	Damage Type: [Lightning]
	Description: Advantage if target is wearing metal armor, target cannot take reactions until its next turn (PHB 275)

	5: 
	Weapon: 
	Weapon Selection: []
	Proficiency: Off
	Mod: [empty]
	Range: 
	To Hit: 
	To Hit Calculated: 
	Damage: 
	Damage Calculated: 
	Damage Type: [ ]
	Description: 

	Titles: PROF   ABILITY

	BlueText: 
	Attack: 
	1: 
	Weight Title: black
	Weight: 0
	To Hit Bonus: 0
	Damage Bonus: 0
	Damage Die: 

	2: 
	To Hit Bonus: 0
	Damage Bonus: 0
	Damage Die: d10
	Weight Title: black
	Weight: 0

	3: 
	To Hit Bonus: 0
	Damage Bonus: 0
	Damage Die: d8
	Weight Title: black
	Weight: 0

	4: 
	To Hit Bonus: 0
	Damage Bonus: 0
	Damage Die: d8
	Weight Title: black
	Weight: 0

	5: 
	To Hit Bonus: 0
	Damage Bonus: 0
	Damage Die: 
	Weight Title: same as headers
	Weight: 0

	Modifiers Title: Attack Modifiers
(won't print)
To Hit    Damage
Damage Die

	Comp: 
	Use: 
	Ability: 
	Str: 
	ST: 
	Bonus: 0


	Dex: 
	ST: 
	Bonus: 0


	Con: 
	ST: 
	Bonus: 0


	Int: 
	ST: 
	Bonus: 0


	Wis: 
	ST: 
	Bonus: 0


	Cha: 
	ST: 
	Bonus: 0


	All: 
	ST: 
	Bonus: 0



	Skills: 
	All: 
	Bonus: 0

	Acr: 
	Bonus: 0

	Ani: 
	Bonus: 0

	Arc: 
	Bonus: 0

	Ath: 
	Bonus: 0

	Dec: 
	Bonus: 0

	His: 
	Bonus: 0

	Ins: 
	Bonus: 0

	Inti: 
	Bonus: 0

	Inv: 
	Bonus: 0

	Med: 
	Bonus: 0

	Nat: 
	Bonus: 0

	Perc: 
	Bonus: 0
	Pass: 
	Bonus: 0


	Perf: 
	Bonus: 0

	Pers: 
	Bonus: 0

	Rel: 
	Bonus: 0

	Sle: 
	Bonus: 0

	Ste: 
	Bonus: 0

	Sur: 
	Bonus: 0


	Attack: 
	1: 
	To Hit Bonus: 0
	Damage Bonus: 0
	Damage Die: 
	Weight Title: black
	Weight: 

	2: 
	To Hit Bonus: 0
	Damage Bonus: 0
	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: 


