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Chapter 1 : 5th Edition SRD

Includes a full set of fifth edition D&D character sheets, plus three additional styles of double-sided character sheets.
Each character sheet provides plenty of room to keep track of everything that makes a character unique. Also included
is an introductory character sheet designed specifically to.

Your character is a combination of game statistics, roleplaying hooks, and your imagination. You choose a
race such as human or halfling and a class such as fighter or wizard. You also invent the personality,
appearance, and backstory of your character. Before you dive into step 1 below, think about the kind of
adventurer you want to play. You might be a courageous fighter, a skulking rogue, a fervent cleric, or a
flamboyant wizard. Or you might be more interested in an unconventional character, such as a brawny rogue
who likes hand-to-hand combat, or a sharpshooter who picks off enemies from afar. Do you like fantasy
fiction featuring dwarves or elves? Try building a character of one of those races. Do you want your character
to be the toughest adventurer at the table? Consider the fighter class. Once you have a character in mind,
follow these steps in order, making decisions that reflect the character you want. Your conception of your
character might evolve with each choice you make. The most common player character races are dwarves,
elves, halflings, and humans. Some races also have subraces, such as mountain dwarf or wood elf. These traits
sometimes dovetail with the capabilities of certain classes see step 2. For example, the racial traits of lightfoot
halflings make them exceptional rogues, and high elves tend to be powerful wizards. Sometimes playing
against type can be fun, too. Halfling paladins and mountain dwarf wizards, for example, can be unusual but
memorable characters. Your race also increases one or more of your ability scores, which you determine in
step 3. Note these increases and remember to apply them later. Record the traits granted by your race on your
character sheet. Be sure to note your starting languages and your base speed as well. He decides that a gruff
mountain dwarf fits the character he wants to play. He notes all the racial traits of dwarves on his character
sheet, including his speed of 25 feet and the languages he knows: Choose a Class Every adventurer is a
member of a class. Your character receives a number of benefits from your choice of class. You also gain a
number of proficiencies: Your proficiencies define many of the things your character can do particularly well,
from using certain weapons to telling a convincing lie. On your character sheet, record all the features that
your class gives you at 1st level. Level Typically, a character starts at 1st level and advances in level by
adventuring and gaining experience points XP. A 1st-level character is inexperienced in the adventuring
world, although he or she might have been a soldier or a pirate and done dangerous things before. Record your
level on your character sheet. Also record your experience points. A 1st-level character has 0 XP. At 1st level,
your character has 1 Hit Die, and the die type is determined by your class. You start with hit points equal to
the highest roll of that die, as indicated in your class description. This is also your hit point maximum. Also
record the type of Hit Die your character uses and the number of Hit Dice you have. Skills are described in "
Using Ability Scores ", tools in " Equipment. Be sure to note all of these proficiencies, as well as your
proficiency bonus, on your character sheet. Occasionally, your proficiency bonus might be modified doubled
or halved, for example before you apply it. If a circumstance suggests that your proficiency bonus applies
more than once to the same roll or that it should be multiplied more than once, you nevertheless add it only
once, multiply it only once, and halve it only once. Determine Ability Scores Much of what your character
does in the game depends on his or her six abilities: Each ability has a score, which is a number you record on
your character sheet. The Ability Score Summary table provides a quick reference for what qualities are
measured by each ability, what races increases which abilities, and what classes consider each ability
particularly important. Roll four 6-sided dice and record the total of the highest three dice on a piece of scratch
paper. Do this five more times, so that you have six numbers. Afterward, make any changes to your ability
scores as a result of your race choice. After assigning your ability scores, determine your ability modifiers
using the Ability Scores and Modifiers table. To determine an ability modifier without consulting the table,
subtract 10 from the ability score and then divide the result by 2 round down. Write the modifier next to each
of your scores. His next-highest, 14, goes in Constitution. Bruenor might be a brash fighter, but Bob decides
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he wants the dwarf to be older, wiser, and a good leader, so he puts decent scores in Wisdom and Charisma.
The method described here allows you to build a character with a set of ability scores you choose individually.
You have 27 points to spend on your ability scores. The cost of each score is shown on the Ability Score Point
Cost table. For example, a score of 14 costs 7 points. Using this method, 15 is the highest ability score you can
end up with, before applying racial increases. This method of determining ability scores enables you to create
a set of three high numbers and three low ones 15, 15, 15, 8, 8, 8 , a set of numbers that are above average and
nearly equal 13, 13, 13, 12, 12, 12 , or any set of numbers between those extremes. Ability Score Point Cost.
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Chapter 2 : D&D Official Homepage | Dungeons & Dragons

It's the D&D 5E Starter Set Wizard character sheet! Plus author Ethan Gilsdorf has received the starter set a week
before WPN stores, and 3 weeks before regular stores!

At 1st level, you have a Spellbook containing six 1st-level Wizard Spells of your choice. Your Spellbook is
the repository of the Wizard Spells you know, except your Cantrips , which are fixed in your mind. You regain
all expended Spell Slots when you finish a Long Rest. You prepare the list of Wizard Spells that are available
for you to cast. The Spells must be of a level for which you have Spell Slots. With an Intelligence of 16, your
list of prepared Spells can include six Spells of 1st or 2nd level, in any combination, chosen from your
Spellbook. If you prepare the 1st-level spell Magic Missile , you can cast it using a 1st-level or a 2nd-level
slot. You can change your list of prepared Spells when you finish a Long Rest. Preparing a new list of Wizard
Spells requires time spent studying your Spellbook and memorizing the incantations and gestures you must
make to cast the spell: Spellcasting Ability Intelligence is your Spellcasting ability for your Wizard Spells ,
since you learn your Spells through dedicated study and memorization. You use your Intelligence whenever a
spell refers to your Spellcasting ability. In addition, you use your Intelligence modifier when Setting the
saving throw DC for a Wizard spell you cast and when Making an Attack roll with one. You can use an arcane
focus as a Spellcasting focus for your Wizard Spells. Each of these Spells must be of a level for which you
have Spell Slots , as shown on the Wizard table. Arcane Recovery You have learned to regain some of your
magical energy by studying your Spellbook. Once per day when you finish a Short Rest , you can choose
expended Spell Slots to recover. The Spell Slots can have a combined level that is equal to or less than half
your Wizard level rounded up , and none of the slots can be 6th level or higher. You can recover either a
2nd-level spell slot or two 1st-level Spell Slots. Arcane Tradition When you reach 2nd level, you choose an
arcane tradition, shaping your practice of magic through one of eight schools, such as Evocation. Your choice
grants you features at 2nd level and again at 6th, 10th, and 14th level. Ability Score Improvement When you
reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score of your choice
by 2, or you can increase two Ability Scores of your choice by 1. Spell Mastery At 18th level, you have
achieved such mastery over certain Spells that you can cast them at will. Choose a 1st-level Wizard spell and a
2nd-level Wizard spell that are in your Spellbook. You can cast those Spells at their lowest level without
expending a spell slot when you have them prepared. If you want to cast either spell at a higher level, you
must expend a spell slot as normal. By spending 8 hours in study, you can exchange one or both of the Spells
you chose for different Spells of the same levels. Signature Spells When you reach 20th level, you gain
mastery over two powerful Spells and can cast them with little effort. Choose two 3rd-level Wizard Spells in
your Spellbook as your signature Spells. Arcane Traditions The study of Wizardry is ancient, stretching back
to the earliest mortal discoveries of magic. It is firmly established in fantasy gaming worlds, with various
traditions dedicated to its complex study. The most Common arcane traditions in the multiverse revolve
around The Schools of Magic. Wizards through the ages have cataloged thousands of Spells , grouping them
into eight categories called schools. In some places, these traditions are literally schools. In other institutions,
the schools are more like academic departments, with rival faculties competing for students and funding. Even
wizards who train apprentices in the solitude of their own towers use the division of magic into schools as a
learning device, since the Spells of each school require mastery of different techniques. School of Evocation
You focus your study on magic that creates powerful elemental effects such as bitter cold, searing flame,
rolling thunder, crackling lightning, and burning acid. Some evokers find employment in military forces,
serving as artillery to blast enemy armies from afar. Others use their spectacular power to protect the weak,
while some seek their own gain as bandits, adventurers, or aspiring tyrants.
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Chapter 3 : Fillable D And D 5e Quick Play Character Sheets Elf Rogue printable pdf download

The Digital DM's created 5e character sheets. Complete Wizard Choose Archetypes between Bladesinger, the Schools
of Abjuration, Conjuration, and Divination, Enchantment, Evocation, Illusion, Necromancy, Transmutation.

August 19, at 8: Like I said above, you might prefer to use the 3. Either that or house rules that lower the
strength of small characters. You could also impose a maximum strength for them. And you could also have
small, lighter weight, versions of all armor and weapons. You would have to consider if you also want house
rules that say what happens when a small character uses a weapon designed for a medium person. Also, do
you want the smaller weapons to have a shorter range and will small reach weapons still extend the reach to 10
feet? And do they do less damage? All of this can be handled with a set of well thought out house rules. Also
special rules for riding mounts designed for medium size characters. The fifth edition designers decided to
ignore all of these very reasonable objections to avoid all of those complications, and to keep the game simple
and easier to play. Of course, you as the DM could simply cross your fingers and hope none of your players
want to play a small character. Or you could not allow them in your game. The way I handle it at the gaming
table is to use the rules as written and provide armor and weapons sized for small characters. The small size
weapons and armor have the same listed weight and have the same stats as their larger counterparts. My
reasoning goes like this: The smaller characters strength scores indicate their strength relative to other small
characters. Their armor weight will be listed as the same as the larger characters armor, but in actuality it is
not that heavy, the weight is simply how heavy it would be if it were sized for a medium sized creature. As
long as I keep all of the stats the same, it all works out. In situations where their smaller stature and lower
relative strength would come into play, I will give them a disadvantage on their ability checks.
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Chapter 4 : Fast Character Maker | Instant Character Sheet for 5e SRD and Other Games

Pathfinder Character Sheet, Rpg Character Sheet, Pathfinder Rpg, Character Creation, Character Ideas, Dungeons And
Dragons Characters, Fantasy Characters, D D Characters, D&d Dungeons And Dragons Find this Pin and more on RPG
Character Sheet by Megan King.

Dungeon Delve Characters 1. Character sheet for the favored soul from Complete Divine. Character sheet for
the hexblade from Complete Warrior. Character sheet for the ninja from Complete Adventurer. Character
sheet for the samurai from Complete Warrior. Character sheet for the scout from Complete Adventurer.
Character sheet for the shugenja from Complete Divine. Character sheet for the spellthief from Complete
Adventurer. Character sheet for the spirit shaman from Complete Divine. Character sheet for the swashbuckler
from Complete Warrior. Character sheet for the warlock from Complete Arcane. Character sheet for the
warmage from Complete Arcane. Character sheet for the wu jen from Complete Arcane. Character sheet for
the kineticist from the Expanded Psionics Handbook. Character sheet for the nomad from the Expanded
Psionics Handbook. Character sheet for the psychic warrior from the Expanded Psionics Handbook. Character
sheet for the seer from the Expanded Psionics Handbook. Character sheet for the shaper from the Expanded
Psionics Handbook. Character sheet for the soulknife from the Expanded Psionics Handbook. Character sheet
for the telepath from the Expanded Psionics Handbook. Character sheet for the wilder from the Expanded
Psionics Handbook.
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Chapter 5 : Basic Rules for Dungeons and Dragons (D&D) Fifth Edition (5e) - D&D Beyond

5th Edition PDF Character Sheet So I have been recently working on a new character sheet for the fifth edition, which
you can download above. This version takes the basic templates off the D&D website and adds some improvements.

These sheets are fantastic! When you play a roleplaying game with friends, you each play a character. How
are these different from the ones I already have? These sheets are different for every character. On top of the
core pages each class gets a page of its own, as well as extra support pages for inventory, spells, animal
companions etc. The result is a comprehensive set of sheets tailored to your character. You even get to pick a
colour. How do I use this? Where a page has two A5 halves, you should be able to print the same page on both
sides of A4 then cut it in half. Do I still need to buy the books? Both Paizo and Wizards of the Coast have
created great stuff, and I wholeheartedly encourage you to go out and buy it. The same goes for any third party
material you play with. Do I need a computer to play? No, these are made to be printed out and written on in
pencil. Is there a version I can fill in with a computer then print out? No, because doing that for the entire set
of hundreds of pages and making sure all the calculations are correct would be too much work. Other people
are free to take a copy of my sheets and add features like that, and several have made a start on it. Have a look
around various forums to find them. Are these available in other languages? What do they cost? These
character sheets are free, and will always remain so. That means anybody can change them to suit their needs.
Head over to the Open Source tab for more information. Can I donate something anyway? You can send me a
little something if you like: I rarely say no to a pint of real ale. Will you do a sheet for my favourite class?
Quite possibly, but my time is limited. Will you do sheets for alternate rules? You made a mistake! This
project has been much improved by the suggestions of hundreds of people. Leave me a message with this
button:

Chapter 6 : D&D Character Sheets: Wizards RPG Team: calendrierdelascience.com: Books

Dungeons & Dragons 5th Edition Character builder/generator OrcPub is a free, online Dungeons and Dragons 5th
Edition (D&D 5e) character builder/generator and other tools to keep the game flowing smoothly.

Chapter 7 : D&D 5E â€“ Quick Play Character Sheets | Dungeon Master Assistance

Choose a 1st-level wizard spell and a 2nd-level wizard spell that are in your Spellbook. You can cast those Spells at
their lowest level without expending a spell slot when you have them prepared. If you want to cast either spell at a higher
level, you must expend a spell slot as normal.

Chapter 8 : D&D Beyond - An official digital toolset for Dungeons & Dragons (D&D) Fifth Edition (5e)

Ready-To-Play First Level Character Sheets If you want a ready-to-play first level character for fifth edition dungeons
and dragons, simply select your character sheet below. Pick the race and class you want, download the filled-in
character sheet, give him a name and he will be ready to play.

Chapter 9 : Character Advancement | D&D 5th Edition on Roll20 Compendium

Reddit gives you the best of the internet in one place. pages unless they're specifically related to D&D or spell sheet
included in the 5e character sheet.
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