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a Table-Top RPGs as Social Glue

‘ ®Cycling folks 1n and out and 1n and out

®Maintains a scheduled interaction

®De facto support group
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Tools We Used
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,. ®D&D Beyond
& Virtual table-tops (VI'T)
®Rol120
s Foundry
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‘ B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B... )
Level 10
STRENGTH ] DEXTERITY CONSTITUTION \ INTELLIGENCE /JlJ} wisboM /J} cHARisMA /JEJ PROFICIENCY | WALKING HEAL CURRENT MAX TEMP

| 10 @ 4 301+t —_— 40 /60 --

x@ /  sonus MM seeep ) INSPITIO & HIT POINTS
- Rl

DEFENSES CONDITIONS
Cold, Fire, Poison Add Active Conditions

(10 @16 ¥ 12 W 13 W 15 ||
S——— (.0 3 +1 ,,;/—" \@/‘) ‘@/

\ ﬂROF MOD  SKILL BONU:
STR +0 INT +5 \

DEX Acrobatics +6
DEX £, wis +2

ARMOR

18

CLASS
WIS  Animal Handling +2

CON +1 CHA +0

INT  Arcana +5 (ACTIONS SPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS

¥ against being poisoned .
Athletics ALL  ATTACK = ACTION = BONUS ACTION | REACTION = OTHER = LIMITED USE

SAVING THROWS %¥ Deception

History

ATTACK RANGE HIT/DC  DAMAGE NOTES

PASSIVE WIS (PERCEPTION)

i < Dagger . Simple, Finesse, Light, Thrown, Range
InSIght 7\( MeiegegWeapon 20 +7 1d4+3 § (20/60)
18 PASSIVE INT (INVESTIGATION)
Intimidation
# Laser Pistol* Firearms, Ammunition (Firearms), Range,
12 PASSIVE WIS (INSIGHT) ?:: Ranged Weapon + Customized 40 +9 3d6+3 4 Reload, Range (40/120), 27 shots

Investigation

Attacks per Action: 2 .

_& Laser Rifle* 9 d - Firlearlrjns, Ammundmé)n (Firearms), Range,
: 100 + 3d8+3 Reload, Two-Handed, Range (100/300), 9
AT R rounds (60 round clip), plus empty rifle

Darkvision 150 ft. Medicine

SENSES &} Nature

* Longbow, +1 4, | Martial, Ammunition, Heavy, Range, Two-
. Y e 150 +10 | | 1d8+4 % iarded, Range (150/600)
Perception
ARMOR
Light Armor, Medium Armor, Shields Performance N ﬁgepeimapm Rseaﬂd‘ +7 1d8+3 % Martial, Finesse

WEAPONS
Laser Rifle, Martial Weapons, Simple Weapons

e Shortsword of Warning

X A Rsegt&h +7/ 1d6+3 &= Martial, Finesse, Light

Melee Weapon

Religion

TOOLS

Thieves' Tools Sleight of Hand % ldgeaer 2335{ Strike Rseaﬂch +4 1%
St Actions in Combat

LANGUAGES
Abyssal, Common, Deep Speech, Dwarvish,
Infernal, Thieves’ Cant

Attack, Cast a Spell, Dash, Disengage, Dodge, Grapple, Help, Hide, Improvise, Ready, Search, Shove,
Use an Object

Survival

Additional Skills Primeval Awareness

As an action, you can expend one ranger spell slot (1 minute per level of spell slot) to sense whether any

aberrations, celestials, dragons, elementals, fey, fiends, or undead are present within 1 mile of you (or

PROFICIENCIES & LANGUAGES %* SKILLS ¢

y
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B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B... (]

STRENGTH [ WALKING HEAL CURRENT MAX TEMP
€

10 30+ 40 /60 --
DAMAGE
/T 0 +3 |NSP|T|0N ¢ HIT POINTS
DEFENSES CONDITIONS
STR +0 INY | @ Cold, Fire, Poison Add Active Conditions
l DEX +7 wis +2 ’
CON +1 CHA +0

| ACTIONS SPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS
) against being poisoned
ALL  ATTACK = ACTION BONUS ACTION | REACTION = OTHER | LIMITED USE

SAVING THROWS %¥ Deception

Attacks per Action: 2
History

ATTACK RANGE HIT/DC  DAMAGE NOTES

PASSIVE WIS (PERCEPTION)

Insight + Dagager 60 uo  Simple, Finesse, Light, Thrown, Range

g )\< MeiegegWeapon 20 (¢ +7 1d4+3 (20/60)

PASSIVE INT (INVESTIGATION)

Intimidatio

7 Laser Pistol* o0 Firearms, Ammunition (Firearms), Range,

e Ranged Weapon's Customized 40 (120 +9 3d6+3 Reload, Range (40/120), 27 shots

Laser Rifle* 9 4 + Firlear&ns, Ammuréitign (Firea[ms)l Range,
100 (300 + 3d8+3 Reload, Two-Handed, Range (100/300), 9
Ranged Weapon:= Customized rounds (60 round clip), plus empty rifle

Longbow, +1 (600 4, | Martial, Ammunition, Heavy, Range, Two-
B e 150 60 +10 | 1d8+4 % orded Range (150/600)

Rapier St P v
Melge Weapon Reach +7 1d8+3 #= Martial, Finesse

WEAPONS Persuasiorn

: o : Shortsword of Warning
Laser Rifle, Martial Weapons, Simple Weapons X A R5f'-h +/ 1d6+3 &= Martial, Finesse, Light
ReIigion Melee Weapon R
ks i ™ U d Strik 5
Thieves' Tools Sleight of tand % Mggﬂrmck rike Re?c.h +4 1%,
LANGUAGES S Actions in Combat

Abyssal, Common, Deep Speech, Dwarvish,

WIS  Survival +6 Attack, Cast a Spell, Dash, Disengage, Dodge, Grapple, Help, Hide, Improvise, Ready, Search, Shove,
Infernal, Thieves’ Cant Use an Object
l Additional Skills Primeval Awareness
) \ As an action, you can expend one ranger spell slot (1 minute per level of spell slot) to sense whether any

\

aberrations, celestials, dragons, elementals, fey, fiends, or undead are present within 1 mile of you (or
PROFICIENCIES & LANGUAGES ¥ \_

SKILLS £

y
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Level 10
STRENGTH 1( i DEXTERITY
(o +3 +1
STR +0 INT
‘ DEX +7 wis +2
CON +1 CHA +0

) against being poisoned

SAVING THROWS £

PASSIVE WIS (PERCEPTION)
PASSIVE INT (INVESTIGATION)
PASSIVE WIS (INSIGHT)

Darkvision 150 ft.

SENSES £

ARMOR
Light Armor, Medium Armor, Shields

WEAPONS
Laser Rifle, Martial Weapons, Simple Weapons

TOOLS
Thieves' Tools

LANGUAGES
Abyssal, Common, Deep Speech, Dwarvish,
Infernal, Thieves’ Cant

PROFICIENCIES & LANGUAGES %*

| . L Y W) %) aardrian
Tools Marketplace Media Forums New Player Guide Subscribe
: : NS
SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B.. = G2
WALKING HEAL CURRENT MAX TEMP
30+t 40 /60 --
INSPIRATION et HIT POINTS
\ - EERW
DEFENSES CONDITIONS
@ Cold, Fire, Poison Add Active Conditions

STR

CHA

INT

wis

CHA

INT

wis

INT

wis

CHA

CHA

INT

DEX

DEX

wis

Acrobatics
Animal Handling
Arcana
Athletics
Deception
History
Insight
Intimidation
Inve

Me(

Persuasion
Religion
Sleight of Hand
Stealth

Survival

Additional Skills

SKILLS £

~ulIONS SPELLS

INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS

+2
MODIFIER

+6 &
SPELLATTACK SAVEDC

Y | MANAGESPELLS

cast  Cure Wounds
Ranger

cast Disguise Self
Gloom Stalker Magic

st | Hail of Thorns ©

Ranger

cast Hunter's Mark ©

Ranger

1A Touch

1A Self

1BA Self

1BA 90+t

DEX

14

1dg+2 ¥

Shapechanging

1d10 &=

1d6 ¥a, *

[ ][ |stors

V/S
D: 1h,V/S

D:1m,V

Ext. D: (See Description), D: 1h, V

[ ] sLots

y
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NS A SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B.. | G2
Level 10
STRENGTH [N  DEXTERITY NYOFICIENCY 4 WALKING HEAL CURRENT MAX TEMP T
| \ 40 / 60 ‘
DAMAGE
(0 +3 +1 )23 ; INSPITION HIT POINTS
SKILL DEFENSES CONDITIONS
STR +0 INT 5 @ Cold, Fire, Poison Add Active Conditions
DEX Acrobatics
l DEX +7 WIS +2
WIS  Animal Handling
CON +1 CHA +0
Arcana oPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS
) against being poisoned Athletics
WEIGHT CARRIED: 143.08 b,
UNENCUMBERED 83 . 33 l 6 A 7

CAVINA TUDNWIC L

Q

YW MANAGE INVENTORY

ALL EQUIPMENT | BACKPACK @ CHEST | EFFICIENT QUIVER = POUCH = ATTUNEMENT

OTHER POSSESSIONS

ACTIVE NAME WEIGHT QTY COST (GP) NOTES
Darkvision 150 ft. Medicine EQUIPMENT (14) 53 1b.
SENSES Animated Shield A . "
bl Nature Shield - Shield 61 +2AC
Perception Cape of the Mountebank = - = 1 Charge, Teleportation, Exploration
ARMOR Wondrous item Outerwear

Light Armor, Medium Armor, Shields Performance

Elven Chain 201b

Medium Armor + Chain Shirt AC14

WEAPONS
Laser Rifle, Martial Weapons, Simple Weapons

Persuasion

Boots of the Winterlands A
Wondrous item

- - Buff, Utility, Warding, Footwear
Religion

TOOLS Do Sl o e 2 53’3,&2&31//’7"7079 3. - - Movement, Utility, Exploration
Thieves' Tools eight of Han
Shortsword of Warning A o e ;
DEX Stealth +1 0 Shortsword 2. Martial, Finesse, Light

LANGUAGES
Abyssal, Common, Deep Speech, Dwarvish,

WIS Survival +6 S o= Comion 3. 1 0.5 Social, Outerwear
Infernal, Thieves’ Cant

Gear + Adventuring Gear

T e Utility, Exploration, Outerwear

_ Clothing, cold weather 5k, 1 10
Additional Skills \

Dagger Simple, Finesse, Light, Thrown, Range
Dagett Iz = (20/60)

PROFICIENCIES & LANGUAGES %* SKILLS ¢
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Barthos Kagin  wwe a~
: . . B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B.. = @
Level 10
\ STRENGTH [} DEXTERITY CONSTITUTION | INTELLIGENCE /| \ /B CHARISMA /NEN{ PROFICIENCY | WALKING HEAL CURRENT MAX TEMP
\ !
10 16 12 13 10 30+ -— 40 /60 --
L (o = i Yoy Vi speeD  JBMINSPIRATIONMI | " HIT POINTS
; = - \
DEFENSES CONDITIONS
ARMOR o - : : i
1 8 @ Cold, Fire, Poison Add Active Conditions
‘ CLASS
/ACTIONS SPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS
“““““““ Athletic
UWNEEL%IJIBERAE%RIED. 143.08 Ib. 33933H6A70
SAVING THROWS & Decept
History ‘ Q YW MANAGE INVENTORY

PASSIVE WIS (PERCEPTION)

Insight

PASSIVE INT (INVESTIGATION)
Intimidation

A ) Investigation

Darkvision 150 ft. \ WIS Medicine +2

SENSES £ INT Nature +1

WIS  Perception +
ARMOR ¥ 10
Light Armor, Medium Armor, Shields CHA Performance +0
WEAPONS CHA Persuasion 0]
Laser Rifle, Martial Weapons, Simple Weapons

INT  Religion )
TOOLS .
Thieves' Tools DEX  Sleight of Hand +2

DEX Stealth +10
LANGUAGES
Abyssal, Common, Deep Speech, Dwarvish, WIS Survival +6
Infernal, Thieves’ Cant

Additional Skills \
PROFICIENCIES & LANGUAGES ¥ SKILLS £¢

ALL EQUIPMENT = BACKPACK | CHEST

OTHER POSSESSIONS

ACTIVE NAME

EQUIPMENT (14)

Ani
Shield - Shield

>ape of 1

Ca ne Mc
Wondrous item

Elven Cha

Medium Armor + Chain Shirt

Boots of the Winterlands A
Wondrous item

Rope of Climbing
Wondrous item

Shortsword of Warning A
Shortsword

Clothes, Common
Gear + Adventuring Gear

Clothing, cold weather
Gear » Adventuring Gear

Dagger
Dagger

EFFICIENT QUIVER = POUCH = ATTUNEMENT

WEIGHT

53 b

61b

3ib

21b.

3b.

Sib.

1

Qry

COST (GP) NOTES

- +2 AC

1 Charge, Teleportation, Exploration
Outerwear

- AC14

- Buff, Utility, Warding, Footwear
- Movement, Utility, Exploration
- Martial, Finesse, Light

0.5 Social, Outerwear

10 Utility, Exploration, Outerwear

2 Simple, Finesse, Light, Thrown, Range
(20/60)

«
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, . . B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B... (]

Level 10

| STRENGTH |} DEXTERITY CONSTITUTION "W} INTELLIGENCE /J\ WisDoM BN\ CHARISMA /JEN{ PROFICIENCY | WALKING HEAL CURRENT MAX TEMP
|

10 16 12 4 13 @ 15 @ 10 @ 4 30+ = 40 /60 -
| 7 ) ) AT DAMAGE

0 23 1 g \@ )R @ & / sped SRR HIT POINTS

\ MOD  SKILL eouuh DEFENSES CONDITIONS
STR +0 INT +5 | ARMOR @ Cold, Fire, Poison Add Active Conditions
Acrobatics +6 1 8
, CLASS

1al Handling +2

/ACTIONS SPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS

WEIGHT CARRIED: 143.08 Ib.
UNENCUMBERED 83033 H6A70

‘ (o} W | MANAGE INVENTORY

TASDIVE WID (FERULT 11UIY)

Insight

ALL  EQUIPMENT = BACKPACK | CHEST = EFFICIENT QUIVER = POUCH = ATTUNEMENT

PASSIVE INT (INVESTIGATION)

Intimidation OTHER POSSESSIONS

PASSIVE WIS (INSIGHT)

Investigation ACTIVE NAME WEIGHT QTY COST (GP) NOTES
Darkvision 150 ft. WIS Medicine 2 EQUIPMENT (14) 53Ib.
SENSES & INT  Nature +1 Shield - Shield 6l = H2AC
WIS Perception +1 O Cape of the Mountebank - - = 1 Charge, Teleportation, Exploration
ARMOR Wondrous item Outerwear
Light Armor, Medium Armor, Shields CHA Performance +0 g o
Medium Armor - Chain Shirt 201b. - i AC14
WEAPONS CHA Persuasion 0] ) ,
" : . oots of Ninterlands - ;
Laser Rifle, Martial Weapons, Simple Weapons FEGE G RIS - - - Buff, Utility, Warding, Footwear
INT  Religion +5
TOOLS . v/fg:‘/;’iug:;eﬁr;///77bmg 3 - - Movement, Utility, Exploration
Thieves' Tools DEX  Sleight of Hand +2
Shortsword of Warning A ; ;
DEX Stealth +10 Shortaword J 2 bb. - - Martial, Finesse, Light
LANGUAGES
Abyssal, Co.mmo’n, Deep Speech, Dwarvish, WIS Survival +6 . f‘):elac:t_hﬁ?é n(&]c[)ﬂ@gggn 3b. 1 0.5 Social, Outerwear
Infernal, Thieves’ Cant
- ggt.h}jgga‘ﬁﬂgggt?ather 5. 1 10 Utility, Exploration, Outerwear
Additional Skills \
Dagger 1 o 2 Simple, Finesse, Light, Thrown, Range

Dagger (20/60)

PROFICIENCIES & LANGUAGES %* SKILLS ¢

«
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: . . B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B... (&) 1‘

Level 10

| PROFICIENCY | WALKING CURRENT MAX TEMP

301+t - 40 /60 --

SPEED INSPIRZ

| STRENGTH ;‘Y DEXTERITY CONSTITUTION "\ INTELLIGENCE \  wisboMm | \ CHARISMA |
| 10 16 12 4 13 @ 15 @ 10 |
hCo 3 P 0¥ OF 1O

STR +0 INT +5 \‘

‘ DEX 7 wis +2

SKILL

Acrobatics

WIS  Animal Handling +2

CON +1 CHA +0

INT  Arcana +5 4 ACTIONS SPELLS INVENTORY FEATY

) against being poisoned

STR Athletics 0 -1

WEIGHT CARRIED: 143.08 Ib.
UNENCUMBERED

83033 H6A70

SAVING THROWS £} ) Deception +0

YW MANAGE INVENTORY

History ‘ Q

20  PASSIVE WIS (PERCEPTION)

Insight ALL  EQUIPMENT = BACKPACK | CHEST = EFFICIENT QUIVER = POUCH = ATTUNEMENT

PASSIVE INT (INVESTIGATION)

Intimidation OTHER POSSESSIONS

PASSIVE WIS (INSIGHT)

Investigation ACTIVE NAME WEIGHT QTY COST (GP) NOTES

EQUIPMENT (14) 53 b

Darkvision 150 ft. Medicine

SENSES & Nature 61l - - +2AC

Ani
Shield - Shield

>ape of 1 lount

Ca the Moun ank 1 Charge, Teleportation, Exploration
Wondrous item Outerwear

Perception

ARMOR
Light Armor, Medium Armor, Shields

Performance

Elven

Medium Armor - Chain Shirt 201b. - i AC14
WEAPONS Persuasion . o o
Laser Rifle, Martial Weapons, Simple Weapons FEGE G RIS - - - Buff, Utility, Warding, Footwear
Religion
TOOLS Sl of taed 53‘/;,‘(:'“‘;:;5;]/’/770/”5’ 3 - - Movement, Utility, Exploration
Thieves' Tools ARl
Shortsword of Warning A ; ;
Stealth Shortaword J 2 bb. - - Martial, Finesse, Light
LANGUAGES
Abyssal, Co_mmon' Deep Speech, Dwarvish, Survival o GCJgt_hﬁﬁén(‘.‘ﬁr‘?lgggn 3. 1 0.5 Social, Outerwear
Infernal, Thieves’ Cant
- ggt.hggga‘ﬁﬂgggt?ather 5. 1 10 Utility, Exploration, Outerwear
Additional Skills
Dagger 1 o 2 Simple, Finesse, Light, Thrown, Range

Dagger (20/60)

PROFICIENCIES & LANGUAGES %* SKILLS ¢
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Barthos Kagin  wwe G~ %

B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B.. = @
Level 10
| STRENGTH [J DEXTERITY CONSTITUTION \ INTELLIGENCE /JJB\ wisboM QN CHARISMA /JEN{ PROFICIENCY § WALKING HEAL CURRENT MAX TEMP
\ !
10 16 12 @ 13 @ 15 | 30+ = 40 /60 -
| o ) AT DAMAGE
Co = 1 ) x@ '/‘) \ @ speeD JRNSERLONI HIT POINTS

DEFENSES CONDITIONS
@ Cold, Fire, Poison Add Active Conditions

SKILL

STR +0 INT +5 \

‘ DEX 7 wis +2

DEX Acrobatics

WIS  Animal Handling +2

CON +1 CHA +0

INT  Arcana +5 4 ACTIONS SPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS

) against being poisoned STR Athletics A _1

WEIGHT CARRIED: 143.08 Ib.
UNENCUMBERED 83033 M6A70
SAVING THROWS &¥ e
History ‘ Q Y | MANAGE INVENTORY

20  PASSIVE WIS (PERCEPTION)

Insight

ALL  EQUIPMENT = BACKPACK | CHEST = EFFICIENT QUIVER = POUCH = ATTUNEMENT

PASSIVE INT (INVESTIGATION)

Intimidation OTHER POSSESSIONS

PASSIVE WIS (INSIGHT)

Investigation ACTIVE NAME QTY  COST (GP) NOTES

EQUIPMENT (14)

Darkvision 150 ft. Medicine

SENSES £

Nature Shiclds

Cape or i

Perception h
Wondrous item

ARMOR
Light Armor, Medium Armor, Shields

Performance

Elven Chain
Medium Armor + Chay

WEAPONS
Laser Rifle, Martial Weapons, Simple Weapons

Persuasion . ;
Boots of the Winten?
Wondrous item

Religion

Rope of Climbing
Wondrous item

TOOLS
Thieves' Tools

IVIUVCHITHL, ULy, EAPIVIGUUL

Sleight of Hand

Shortsword of Warning A | .
Shortsword = Martial, Finesse, Light

Stealth

LANGUAGES
Abyssal, Common, Deep Speech, Dwarvish,
Infernal, Thieves’ Cant

Clothes, Common 3.

Gear + Adventuring Gear Social, Outerwear

Survival

Clothing, cold weather 5k, 1 10

T e Utility, Exploration, Outerwear

Additional Skills

Dagger e Simple, Finesse, Light, Thrown, Range
Dager U z (20/60)

PROFICIENCIES & LANGUAGES %* SKILLS ¢
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: . ™ B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B... (&)
Level 10
\ STRENGTH [} DEXTERITY HEAL CURRENT MAX TEMP
: !
10 16 _ 40 /60 -
L (0 +3 INSPIRATION S HIT POINTS
! - ERR
DEFENSES CONDITIONS
STR +0 @ Cold, Fire, Poison Add Active Conditions
‘ DEX 7 wis
Animal Handling
CON +1 CHA +0 /
\ INT  Arcana +5 ACTIONS SPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS
) against being poisoned Athletics
\ WEIGHT CARRIED: 143.08 Ib.
UNENCUMBERED 83033M6A70
SAVING THROWS %3¢ Deception
\ INT History +1 ‘ Q W | MANAGE INVENTORY
PASSIVE WIS (PERCEPTION) | \
wis Insight +2 ALL  EQUIPMENT = BACKPACK = CHEST | EFFICIENT QUIVER = POUCH = ATTUNEMENT
18  PASSIVEINT (INVESTIGATION) ,
CHA Intimidation +0 OTHER POSSESSIONS
12 PASSIVE WIS (INSIGHT) INT Investigation +8 ACTIVE NAME WEIGHT QTY  COST (GP) NOTES
Darkvision 150 ft. \ WIS Medicine ) EQUIPMENT (14) 53 Ib.
\
SENSES & INT Nature 1 St L
WIS Perception +10 Cape of the Mol . PP 1 Charge, Teleportation, Exploration
ARMOR Wondrous item Outerwear
Light Armor, Medium Armor, Shields CHA Performance +0 oy .y
Medium Armor - Chain Shirt 201b. - i AC 14
WEAPONS CHA Persuasion +0 . v :
Laser Rifle, Martial Weapons, Simple Weapons PSS A - - Buff, Utility, Warding, Footwear
INT Religion +5
TOOLS . v/fgg’iuﬁe(;‘n/unbmg 3 - - Movement, Utility, Exploration
Thieves' Tools DEX  Sleight of Hand +2
Shortsword of Warning A ; ;
DEX Stealth 10 L 9 21b. - - Martial, Finesse, Light
LANGUAGES
Abyssal, Co.mmo’n, Deep Speech, Dwarvish, WIS Survival +6 . &gt_hﬁé n(&]c[)ﬂr‘{]\ggn 3b. 1 0.5 Social, Outerwear
Infernal, Thieves’ Cant
- ggt_hgg%a‘ﬁﬂgsgt?ather 5. 1 10 Utility, Exploration, Outerwear
Additional Skills \
Dagger e Simple, Finesse, Light, Thrown, Range
By 1 2 (20/60)
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Barthos Kagin  wwe a~
, . . B BEYOND 20 SHARE SHORT REST LONG REST CAMPAIGN: Rime of the Frostmaiden (B... (] 1‘

Level 10

STRENGTH [} DEXTERITY CONSTITUTION "W} INTELLIGENCE /J\ WisDoM BN\ CHARISMA /JEN{ PROFICIENCY | WALKING HEAL CURRENT MAX TEMP

{ 10 16 12 &4 13 @ 15 @ 10 W 4 30+t = 40 /60 --
L (0 3 1 ) \@ ). A ;@ ) \ )\ sonvs B - seeep ) INSPIFION - s HIT POINTS

N SKILL s AT DEFENSES CONDITIONS
STR +0 INT +5 ARMOR @ Cold, Fire, Poison Add Active Conditions
Acrobatics 1 8
DEX +7 WIS +2 CLASS
‘ WIS Animal Handling +2

CON +1 CHA +0

INT  Arcana +5 /ACTIONS SPELLS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS

[} against being poisoned

STR Athletics 3 -1
> WEIGHT CARRIED: 143.08 Ib.
UNENCUMBERED 83033 H6A70

SAVING THROWS %¥ Deception

L2

History YW MANAGE INVENTORY

20  PASSIVE WIS (PERCEPTION)

Insight

ALL EQUIPMENT = BACKPACK

CHEST | EFFICIE) R | POUCH @ ATTUNEMENT

PASSIVE INT (INVESTIGATION)

Intimidation OTHER POSSESSIONS

PASSIVE WIS (INSIGHT)

Investigation ACTIVE NAME

EQUIPMENT (14)

Darkvision 150 ft. Medicine

SENSES &} Nature

Cape of t

~apE the Mount
Wondrous item

Perception

ARMOR
Light Armor, Medium Armor, Shields

Performance Elven OF

Medium Armor + Chain Shirt

WEAPONS
Laser Rifle, Martial Weapons, Simple Weapons

Persuasion . ;
Boots of the Winterlands A
Wondrous item

Buff, Utility, Warding, Footwear
Religion

Rope of Climbing
Wondrous item 3

TOOLS
Thieves' Tools

- Movement, Utility, Exploration

Sleight of Hand

Shortsword of Warning A - .
Stealth Shortsword = 2. = = Martial, Finesse, Light
LANGUAGES
Abyssal, Common, Deep Speech, Dwarvish, Sarvival . Clothes, Common 3. 1 05 Sociall 0 ternenr

= s Gear + Adventuring Gear
Infernal, Thieves’ Cant

Clothing, cold weather 5k, 1 10

Gears Afiniiving Eest Utility, Exploration, Outerwear

Additional Skills
Dagger e Simple, Finesse, Light, Thrown, Range
Dagett i Z (20/60]

PROFICIENCIES & LANGUAGES %* SKILLS ¢
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Level 10

| PROFICIENCY | WALKING CURRENT MAX TEMP

301+t - 40 /60 --

SPEED INSPIRZ

| STRENGTH ;‘Y DEXTERITY CONSTITUTION "\ INTELLIGENCE \  wisboMm | \ CHARISMA |
| 10 16 12 4 13 @ 15 @ 10 |
hCo 3 P 0¥ OF 1O

STR +0 INT +5 \‘

‘ DEX 7 wis +2

SKILL

Acrobatics

WIS  Animal Handling +2

CON +1 CHA +0

INT  Arcana +5 4 ACTIONS SPELLS INVENTORY FEATY

) against being poisoned

STR Athletics 0 -1

WEIGHT CARRIED: 143.08 Ib.
UNENCUMBERED

83033 H6A70

SAVING THROWS £} ) Deception +0

YW MANAGE INVENTORY

History ‘ Q

20  PASSIVE WIS (PERCEPTION)

Insight ALL  EQUIPMENT = BACKPACK | CHEST = EFFICIENT QUIVER = POUCH = ATTUNEMENT

PASSIVE INT (INVESTIGATION)

Intimidation OTHER POSSESSIONS

PASSIVE WIS (INSIGHT)

Investigation ACTIVE NAME WEIGHT QTY COST (GP) NOTES

EQUIPMENT (14) 53 b

Darkvision 150 ft. Medicine

SENSES & Nature 61l - - +2AC

Ani
Shield - Shield

>ape of 1 lount

Ca the Moun ank 1 Charge, Teleportation, Exploration
Wondrous item Outerwear

Perception

ARMOR
Light Armor, Medium Armor, Shields

Performance

Elven

Medium Armor - Chain Shirt 201b. - i AC14
WEAPONS Persuasion . o o
Laser Rifle, Martial Weapons, Simple Weapons FEGE G RIS - - - Buff, Utility, Warding, Footwear
Religion
TOOLS Sl of taed 53‘/;,‘(:'“‘;:;5;]/’/770/”5’ 3 - - Movement, Utility, Exploration
Thieves' Tools ARl
Shortsword of Warning A ; ;
Stealth Shortaword J 2 bb. - - Martial, Finesse, Light
LANGUAGES
Abyssal, Co_mmon' Deep Speech, Dwarvish, Survival o GCJgt_hﬁﬁén(‘.‘ﬁr‘?lgggn 3. 1 0.5 Social, Outerwear
Infernal, Thieves’ Cant
- ggt.hggga‘ﬁﬂgggt?ather 5. 1 10 Utility, Exploration, Outerwear
Additional Skills
Dagger 1 o 2 Simple, Finesse, Light, Thrown, Range

Dagger (20/60)

PROFICIENCIES & LANGUAGES %* SKILLS ¢
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D&D 5E CHARACTER SHEET: MANTIS DJANGO HERACLITUS EVERESKA

Character Information

Chaotic Good
5'6" / 168cm

Character Name: Mantis Django Heraclitus Evereska
Age: 28

Half-Elf
Male

Background:
Weight:

Attributes Saving Throws

Strength:
10 —

Attribute  Bonus Proficient
Strength +2

Dexterity

18

Armor Class

120

Hit Points

+4
Initiative
+11
Dexterity:
16 +3

Constitution:

12 +1

Speed: 30
Proficiency Bonus:  +6

Hit Dice:
Temporary Hit
Ponts:

D8+1 Constitution +3

Intelligence +5
Wisdom +3

Charisma +13

Intelligence:

16 +3 Death Saves

‘Weapons

C O & s

[ Bookmarklets [ Mine

B ¢ Q search

‘cdpn.io,

[ Tests (3 validation [ Time Sinks Webmail = Inbox

Background Picture

‘Wisdom:

12 +1

‘Weapon
Sword of Gal T'Renyth

Attack Damage Type

Slashing

Range

+12 1D8+6

Dagger of Venom +10 1D4+4 Piercing 20'/60'

20'/60'

Charisma:

20 +5

Dagger +9 1D4+3 Piercing

Unarmed +6 1 Bludgeoning
Smokepowder pistol (13) +7
« poisoned bullets (4) (DC12)

Piercing  30'/90'

Poison

Magic Items

Ttem Attuned Notes Locd

Pocky

Insid|
shirt

Paper bird x4 ‘Write up to 50 words, speak a name, and parchment flies to the name you uttered.

Harpers pin Immunity to Detect Thoughts & Discern Lies, know alignment, telepathy; will know if another pin is genuine;
1action toggle pin invisibility.

Wand of Magic Missile
ooooo
Sword of Gal TRenyth Fencing sabre; cold iron; immunue to Heat or Chill Metal; inscribed map; Banished From Memory: DC 16 Wis
a save to notice or recall (does not affect me); +3 hit/damage; advantage on Stealth 1/day; cold-forged.

1 action to expend charge(s) to cast Magic Missile at 1st-level (1D4+1). Increase level per additional charge.7  Belt

charges, regains 1D6+1 at dawn.
Belt

Dagger of Venom +1 hit/damage; once per day use action to cause poison coat for 1 minute or until attack hits, DC 15 Consave  Belt

or 2d10 poison damage, become poisoned for 1 minute.

Ring of Protection +1 AC and Saves. Han

Glamoured Studded Leather AC 12, +1 AC; bonus action to cause armor to change appearance until removed or changed (black linen suit,
no shirt).
Bag of Holding Holds 500%#, 64ft3, weighs 15%.

Ring of Water Walking

Mantis Django Heraclitus Evereska was born and raised in the Dock Ward of Waterdeep. While young
he made money doing manual labor (unloading cargo boats, cleaning up in a paper mill, inking at a
local press). He learned to read and write from working with the printing press, joined the scriveners
guild and started working as a press hand.

Over time repairing the press, setting type, and putting out broadsheets, he realized that the press
made it easier than ever to have a voice, but that the voice came from the lords and their compatriots.
As he understood that most of what he printed was serving the city's lords or the nobles, he began to
crave The Truth, hoping he could set up his own press to print it for everyone to read.

Since he could not trust others to seek it out, he decided he would start to look on his own. To better
record what he encountered, he used his skills as a craftsman to build a portable press, with the ability
to choose each letter in the moment, transeribing it to paper one at a time. This finger letterpress,
which looks like a large ball with a series of flat-topped metal pins, is always with him. He constantly
fiddles with it, and occasionally swaps narrow but thick scrolls in its guts.

To make money on the side he sometimes moonlights as a note-taker for events, public meetings, and
the guild. The council of lords is wary of letting him into their sessions, partly because he is already
sometimes outside them trying to record and report what he can hear.

Gonzo Journalism Selling a Story

Stand, move on any liquid as if solid ground.

Resources: DC Result
This activity requires one work-week of effort. The character must have a topic of mass interest to

write about.

10 Quick write-up. Trying to earn money
with this drivel is essentially begging.

Resolution: You earn 1D10 cp.

The character must make a series of checks with a DC based on the quality of the broadsheet to
which the character sells the story. A big part of the nature of journalism is that you never quite
know what the masses want.

Checks:

The character makes three checks: Investigation (Intelligence), Perception (Wisdom), and

Enjoyable puff piece. You earn 1D10 sp.

Great article. In a prosperous city, you
earn 3D10 sp. In time, you may develop
a small reputation.
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Barthos Kagin MANAGE HTFONTS Barthos Kag":{ < 9 ) HIT POINTS
' Male Feral Tiefling Rogue 5/ Ranger 5 40/60 Male Feral Tiefling | 4 % 40/60
Level 10 it Level 10 D \

v
PROFICIENCY WALKING . ARMOR —— PROFICIENCY wa ‘\\ = ARMOR ——
+4 30 +5 18 +4 30 <~ 18
BONUS SPEED INITIATIVE CLASS CONDIHIONS BONUS SPEED INITIATIVE CLASS CONDIHONS
7N A A ACTIONS
STRENGTH DEXTERITY | CONSTITUTION |
1 0 1 6 ‘ 1 2 t ATTACK ACTION BONUSACTION REACTION OTHER
( ) ( LIMITED USE
YO YOY 4
. 3 ACTIONS - Attacks per Action: 2 MANAGE CUSTOM
INTELLIGENCE wisDoM | CHARISMA ATTACK RANGE  HIT/DC  DAMAGE
< Dagger P
1 3 1 5 E ‘ 1 0 ’\ MelgegWeapon 20 (0) +7 ‘ 1d4+3 b
f@é £ :‘;ﬁ{ ﬁ.ﬂ L4 Laser Pistol* 401200  +9 3d6+3 #
) Ranged Weapon + Customized
o q \ - '
2 7 Laser Rifle*
SaiHe THIOWS o |r a Ranged Weapon * Customized 100 (00) +9 ‘ 3d8+3 & .. .
sl (+0) & Wr [ +5 | S
— — Longbow, +1 e
e Pa— ?% Ranggj Weapon 150 (600) ‘ +1 0 ‘ 1d8+4 &
@ DEX | +7 o WIS ( +2 ’
\ Rapier 5t 7/ 1d8+3 4=
CON ( +1 ) & CHA +0 Melee Weapon Reach g
0 against being poisoned SR OF RO o
Melee Weapon LONGBOW, +#1: TO HIT
@ UnarmedkStrikt @ 1 9+1 0 29
Melee Att
SENSES £ e
Actions in Combat
20  PASSIVE WIS (PERCEPTION)
Attack, Cast a Spell, Dash, Diseng dge cLEAR ALL X

Improvise, Ready, Search, Shove, Lo Objec.
18  PASSIVE INT (INVESTIGATION)

Awareness
12  PASSIVE WIS (INSIGHT) ‘
ion, you can expend one ranger spell slot (1 min

. spell slot) to sense whether any aberrations, celestials, draaons,

v‘
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Larntnos hagin | 40/60 9 40/60
ale Feral Tiefling Rogue 5/ Ranger 5 Male Feral Tiefling %
Level 10 INSPIRATION Level 10 ™ \ INSPIRATION
@ N [
PROFICIENCY WALKING ARMOR e PROFICIENCY wa Q ARMOR o
-
+4 30f. +5 18 +4 30 - 18
BONUS SPEED INITIATIVE CLASS CONDIHIONS BONUS SPEED INITIATIVE CLASS CONDIHONS
ACTIONS
STRENGTH ) DEXTERITY CONSTITUTION

ALL  ATTACK ACTION BONUSACTION REACTION OTHER

10 16 17
. +0 +3 +1

LIMITED USE
Attacks per Action: 2

INTELLIGENCE WISDOM CHARISMA ATTACK RANGE HIT/DC  DAMAGE

13 15 10

+1

X Dagger 20 (50) +7 1d4+3 &=

Melee Weapon

+2 +0

Laser Pistol* 400200 | +9 3d6+3 ¥

Ranged Weapon + Customized

Laser Rifle* 100 (300 +Q 3d8+3 ¥

Ranged Weapon * Customized

Longbow, +1 =
305t Wesaen 1500 | +10 | | 1dg+4 &

Rapier 5t "y 1d8+3 4=

Melee Weapon Reach

W

) against being poisoned

Shortsword of

Melee Weapon LONGBOW, #1: TO HIT

Unarmed Strike @ 1 9+1 0 2 9
Melee Attack

SENSES £

Actions in Combat

20  PASSIVE WIS (PERCEPTION)
Attack, Cast a Spell, Dash, Diseng dge cLEAR ALL X

Improvise, Ready, Search, Shove, LN Objec.

18  PASSIVE INT (INVESTIGATION)

r Awareness
@ 12 PASSIVE WIS (INSIGHT) EEE « @ EEE «
F

‘tion, you can expend one ranger spell slot (1 minu eve
SIS spell slot) to sense whether any aberrations, celestials, draaons,
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Level 10 \% INSPIRATION
el
PROFICIENCY WALKINC g Q ARMOR DEFENSES
-
+4 30 30 - 18
BONUS SPEED SPEED INITIATIVE CLASS CONDIHONS
ACTIONS
STRENGTH DEXTERITY CONSTITUTION
1 0 1 6 1 2 ATTACK ACTION BONUS ACTION REACTION OTHER
LIMITED USE
+0 +3 +1
Attacks per Action: 2
INTELLIGENCE WISDOM CHARISMA ATTACK RANGE  HIT/DC  DAMAGE
1 3 1 5 1 0 h[ll)ggegv?erapon 20 (60) +7 1d4+3 &= ‘
+1 +2 +0
Laser Pistol*
Ranged Weapon * Customized 40 (120) +9 3d6+3 ﬁ
Laser Rifle*
SAVIIG FHEURS o ‘{q Ranged Weapon * Customized 100 (00) +9 3d8+3 ﬁ ‘
STR +0 INT +5
Longbow, +1 e
Y fonWeroon 150 600) | +70 | | 1d8+4 &
DEX +7 WIS +2 -
St P
+1 CHA | +0 Rt +7 || 1d8+3 &

) against being poisc
LONGBOW, +1: TO HIT

22 19410 29

20
. Cast a Spell, Dash, Diseng dge cLEARALL X

wrovise, Ready, Search, Shove, LN Objec.
18  PASSIVE INT (INVESTIGATION)

s ) us [ @ Awareness T
PASSIVE WIS (INSIGHT « | ) «
il A 'lion, you can expend one ranger spell slot (1 minu. ®*® ‘cve

spell slot) to sense whether any aberrations, celestials, draaons,
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HTML 8 v

D&D Beyond Character Sheet for Tall Monitors

<h1>D&amp;D Beyond Character Sheet for Tall Monitors</hl>

<div> Before: After:
<div>

> My third monitor is 1,080 x 1,920. When | — i . S— B

My third monitor is 1,080 &times; 1,920. When I was was rolling with my home-grown T T e :z:voND

character sheet it used all that height. The

D&D Beyond character sheet not so much. i : : [ et
| made a bookmarklet to address the two j ‘

parts of the page that have the annoying

scroll:

rolling with my home-grown character sheet it used all that
height. The D&amp;D Beyond character sheet not so much. I
made a bookmarklet to address the two parts of the page
that have the annoying scroll:
</p>
| D&D Beyond Character Sheet for Tall

sns

Monitors

D&D Beyond recently added a dark mode.
The original bookmarklet had to set a
background color to work, but that
conflicts with the dark theme. The
following bookmarklet accounts for that
and also makes the overall page
background darker.

ly: "Segoe UI", -apple
BlinkMacSystemFont, Roboto,

Oxygen-Sans, Ubuntu, Cantarell, "Helvetica Neue", sans-

serif;

4 1-

ht: 1.4;

line-heigt

D&D Beyond Dark Theme Character
Sheet for Tall Monitors

Drag that link to your bookmarks bar for

real awesome fun. | have no idea if it

- nenthorhildl9Y 2 nenthochildlAN o f works on my sample character sheet when ()
JS B O not logged in.

Console  Assets Comments  Shortcuts Last saved 11 MONTHS AGO 2 Delete AddtoCollection ™ Fork Embed Export Share
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. Barthos Kagin
Male Feral Tiefing Rogue 4
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STRENGTH

,]0,‘

Ty e g—
(16 |12 |13
D

PROF MOD  SKLL Bows LT DEFENSES CONDITIONS

[ CURRENT ~ MAX  TEMP

27 /27 -

HIT POINTS

— 5 @ Cold, Fire, Poison AAdd Active Conditions
©  DEX Acrobatics [+5] 14
— D auass
~ Wis  Animal Handling [+2] L
con ) o ) —
: TS Aroma [ +1 | 1 ACTIONS SPELLS INVENTORY FEATURESTRAITS DESCRIPTION NOTES EXTRAS
Q) againetbeing poisoned STR  Athletics [+0) [AI] ATTACK ACTION BONUSACTION REACTION OTHER LIMITEDUSE
SAVING THROWS & . ar
CHA. Deception [#0 ] | serions - tacks per cton: 1 wAGE ST
T pistory ) e MW WT/DC DAMAE  hoTes
WIS Insight [+2] §| w Degmer 206 | +5 | | 10043 &= Sinie,nesse, it Teown, Ronge (050)
CHA_ Intimidation [+0] : — —— »
|| & Leserpistor 4002 | +3 | | 3des3 4 Freams, Aneruniton Freams) Range,
o INTInvestigation (43 S J ‘ JReload, Range (40/120),
N = Laser Rifle |Firearms, Ammunition (Firearms), Range,
. (22 || LRl 100 <5 ‘gfoaf \hmtjmmm‘iﬂwﬂnamn),sn
INT  Nature [+1) i ol ‘4 3
== B eon et + 10843 &= Martial, Finesse:
) wis Perception [+6 ] ‘
ca. Performance .0 ||t Shorbow soen | +5 | | 1desa s i pmton tre T,
CHA Persuasion -0 o ok — —
2 = W A o s |5 ‘ 1643 = ‘m-t.r-u-;ugm
Rapier,Shorisword, Simple Weapons ® W Religon 3] NikeWespin
TooLs DEX  Sleight of Hand iy Unammed Strike st 2 ‘;5,‘
Thieves' Tools e
(© DEX Stealth T Actions in Combat
Lo ; e seha 2 Attack, Cast  Spel, Dash, Disengage, Dodge, Gropple, Help, Hide, Improvise, Ready, Seerch, Shove,
Abyssal, Common, Infernal, Thieves’ Cant. Use an Object
Addtional Skl
SKILLS £

BONUS ACTIONS

Actons in Combat
| TwoWeapon Fighting

Cunaing Action

REACTIONS

Actons in Combat
| opportuniy Atack

Spells
| elish Rebuke (1<)

OTHER

ATTACK RANGE  WIT/DC  DAMAGE NoTES.

¥ WalsfomteGave 1. - ‘st&‘ Tuse (22)

3 Sneak Attack

it

Actions in Combat
Interact with an Object

‘Sneak Attack (Special)
Once per tum, B

‘enemy of i st incapaci z the
attack roll.

Wails from the Grave (Specia)

ofthe L 1d6 B i [17th] You
‘also deal this necrotic damage 10 the first creature.

[JC]/ tong Rest
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16 )i (14) (16 YOYRYCD (9 YA BONUS SPEED || INSPIRATION HIT POINTS ‘
5 1 PROF MOD  SKILL BONUS . Ilil'l’lﬂ!E / RoR DEFENSES CONDITIONS
STR ® wr : / 1 @ Poison Add Active Conditions
) DEX Acrobatics +4 +2 18 O Disease
DEX | +2 ws | +0 ! s,
WIS  Animal Handling +0 7/
CON +5 CHA -1 :
INT - ot 1 | ACTIONS INVENTORY FEATURES & TRAITS DESCRIPTION NOTES EXTRAS
) against being paralyzed or poisoned.
SR AthIE&s * 5 ALL  ATTACK ACTION BONUS ACTION REACTION OTHER  LIMITED USE
SAVING THROWS &} CHA Deception | :
) Attacks per Action: 1
INT History -1 ATTACK RANGE  HIT/DC  DAMAGE NOTES
10  PASSIVE WIS (PERCEPTION)
WIS Insight +0 » ﬂ::! Voo r?s:-n +5 1d8+3 ¥ Martial
9 PASSIVE INT (INVESTIGATION)
CHA Intimidation -1
10 ) Prssrve s fsacein) . 4 H::‘edvgion 20 (50) +5 1d6+3 <. |Simple, Light, Thrown, Range (20/60)
INT Investigation -1
Additional Sense Types ‘ wis Medicine +0 » Eggq’?eﬁm 20 (60) +5 1d6+3 < [Simple, Light, Thrown, Range (20/60)
SENSES & INT  Nature 1
) M gﬁ!f{,'ﬂmn 30020 +5§ 1d6+3 &= Simple, Thrown, Range (30/120)
WIS Perception +0
ARMOR
Light Armor, Medium Armor, Shields 1d8+3 %
¢ CHA Performance +1 » x’:’hamme’ Sit +5 Martial, Versatile
teles Weapon Reach 1d1043
WEAPONS CHA Persuasion |
Martial Weapons, Simple Weapons . .
INT Religion 1 W TS R [+5 ] 4%
TOOLS . .
Disquise Kit, Smith's Tools, Tinker's Tools, DEX  Sleight of Hand +2 Actions in Combat
Wargon i i i
gong DEX Stealth +2 Attack, Cgma Spell, Dash, Disengage, Dodge, Grapple, Help, Hide, Improvise, Ready, Search, Shove,
Use an Object
LANGUAGES % wis  Survival +2
Common, Gnomish Unarmed Strike
You can punch, kick, head-butt, or use a similar forceful blow and deal bludgeoning damage equalto 1 +
Additional Skills STR modifier
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To GM):

INITIATIVE
Barbed Devil

Initiative: 9

lathrim:

19
) Stealth (+7) \
¢ lathrim "The Charm"

(To GM):

CLaw
Barbed Devil
Attack : 24 | 11

To GM):

CLAaw
Barbed Devil
Attack : 13 | 17

TooM):
TAIL ;

Barbed Devil

Attack : 26 | 18

To GM):

CLAW
Barbed Devil
Attack :19'| 8

To GM):

CLaw

Barbed Devil

Attack : 26 | 16

To GM):

TALL
Barbed Devil
Attack : 20 | 26
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Braille Dice

®Dice are inherently tactile and visual
' &Braille dice are definitely tactile. .
®DOTS RPG has made .STL files
®Download and print
‘ ®Or buy and ship
- odotsrpg.org




SrpQg.com info@dotsrpg.com
w [l ©® @dolsrpg DOTSrpg.com info@dc 9

Braille Dice
and Rulebooks
¢
Inclusive Gaming Aids
IR ‘

Accessibility for
All Players

) op ) or the vis s impaired!
Kicking open the doors of roleplaying games for the visually impal
cking of : : 2

Our dice use the letters A-J to represent numbers 1-10,
and letters K-T to represent 11-20
The 4 and 6 sided dice have a # sign before the letter
A.II B./2 (.:/.3 [2/‘4 E/5 F/I6 G/I7 H/I8 1/9 JNO

K/11 /12 M3 N/14 ON15 P16 QN7 R/8 S/N9 T/2

¢ 2 UVWXYZ
# .' Unused letters = s s s 4o v o
L J
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Visit dotsrpg.com to learn more!
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Representative Avatars
- P

- A~
®Players want their tokens to represent their characters
|

® Whether minis, avatars, sketches, or whatever .
®Pre-drawn art 1s limiting
®Hiring an artist can be costly

. ®Pre-made minis are even more limiting

"'.’

@Modehng and prmtmg a mini can be even more costly.
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Representative Rules

®House rules

& Third-party rules

®See pinned tweet at twitter.com/mustangsart

\\
N




",,,? A Dislocating DM @ Combat Wheelchair pinned!
\j @mustangsart

THE COMBAT WHEELCHAIR v3.0.1 is here! Errata has
been made to clarify and streamline rules both core
and for the 14 subclasses (including a whole new class
with 4 subclasses & @matthewmercer's blood hunter).
Everything else remains & still 100% FREE #dnd

drive.google.com/drive/folders/...

& Ske-lio-tin &0 ‘4

9:13 AM - Sep 24, 2021 - Twitter Web App




Using the brakes 1s a bonus action and slows the chair
down by 15ft per round.

ACTIONS

The Combat Wheelchair can make melee weapon
attacks. At lower levels. one of these attacks can be used
instead of your standard weapon attack. At higher levels,
1t can be used as your Extra Attack instead. You are
proficient in using your wheelchair as a weapon.

In combat, the chair can be moved onehanded
using the beacon stone (or telepathy if using the Self-
Propulsion Variant). A hand holding a one-handed or
versatile weapon can still move the chair using the push
11ms or stone.

The chair can make 3 attacks whilst you are in it.

CRuUsH

You roll your chair over a target creature that is
already prone. The creature must be Tiny. Small. or
Medium in size.

Melee Weapon Attack: Your Strength/Dexterity
modifier + proficiency (with advantage) to hit. reach 5ft..
one target. Hit: (1d8 + your Strength/Dexterity modifier)
bludgeoning damage.

Ram
You move 10ft in a straight line. bodily slamming into a
target creature.

Melee Weapon Attack: Your Strength/Dexterity
modifier + proficiency to hit. reach 10fi.. one target.

Hit: (1d6 + your Strength/Dexterity modifier)
bludgeoning damage.

If the target creature 1s Tiny. Small. or Medium in size,
they must succeed on a Strength saving throw (the DC
being 8 + your Strength/Dextenty modifier + proficiency)
or be pushed 5ft away from you.

TYRE STRIKE

You pivot on one wheel and tum into your momentum.

striking a target creature with one of the rear wheels.
Melee Weapon Attack: Your Strength/Dexterity

modifier + proficiency to hit. reach 5ft., one target.

Hit: (1d6 + your Strength/Dexterity modifier)

bludgeoning damage.
Varvine Bopy Types

The world of Dungeons & Dragons is full of different
ancestries and sentients and the Combat Wheelchair can
absolutely account for that. For example, you can play a
Warforged character with wheels on their lower half and
still attach upgrades to them. You could play a mermaid-
like character with appendages like a sea creature - i.e..
an octopus - and use the Combat Wheelchair as a sort of
portable water tank.

Additionally. if you are playing a centaur character.
they can also make use of the Combat Wheelchair the same
way a druid using their Wildshape form can as described
in section An Extension of the Self. You gain all the chair's
abilities and features whilst also choosing how the chair
presents itself - perhaps it is a hamess system that supports
the front or the rear legs of your centaur. You choose what
feels right for your character.

The possibilities are endless and the only limit is
your own imagination!

~ >

CoMBAT UPGRADES

HERE ARE A VARIETY OF UPGRADES
available to you on your journey and they
can typically be bought and affixed to your
wheelchair at any blacksmith’s, artificer’s,
or forge. In this catalogue. you will find
numerous combat-oriented upgrades. their
costs, and how much weight they add to your chair.

MUNDANE ITEMS

Mundane items like lamps. bedrolls. packs, and even
small chests can be affixed to the chair’s frame at no
additional cost other than the price you paid to buy the
item(s) originally.

Small magical items such as the Bag of Holding can
also be affixed to your chair for additional storage space.

UPGRADES LisT

The Combat Wheelchair can only have 3 upgrades

on it at any given time (unless otherwise specified in a
subclass, such as the Artificer Mechani). You can't stack
the same upgrades on top of one another. but you can
replace them with new ones.

Some upgrades can’t be used together due to either
there not being enough room on the chair. or its effects
negating others. These have been detailed when relevant.

You can't attach non-upgrade items such as general
weapons to your wheelchair due to their lack of design
and adjustability to the chair’s frame and shape.
Upgrades have been designed to specifically fit to the
wheelchair’s layout. However. some subclasses. such as
the Paladin Oath of the Virtues. does permut for this.

Most upgrades add weight to your chair. Your DM may
ask you to keep track of how much additional weight has

ROGUISH ARCHETYPE

THE DAREDEVIL

"The city is up in flames, a roaring inferno of crimson
and choking ash that soils the air. A Tiefiing slips down
one burning street, rolling swifily down the incline as he
propels his wheelchair on with the push rims. His arms
ache, muscles straining with the effort, throat raw from
inhaling smoke. Suspension and slanted wheels guide
him over scattered debris, crushing splintered beams and
blown-out windows.

He cries out, voice catching, words swallowed by the roar
of all-consuming fire. The Drow he's reaching for is frozen
to the spot, grasped by fear as the beast - a hulking dragon
- looms over; teeth bared, jaw descending. Brilliant light
illuminates the back of its mouth; hellfire incarnate.

The Tiefiing screams and lunges, displacing weight to throw
the chair forwards. His arms grab the Drow tight and they
fall, rolling and tumbling to the ground as a torrent of fire
obliterates the cobblestones where they were moments
before. Over and over; striking stone and shattered bricks,
but nothing compared to the furnace of dragon fire. He
holds his lover close, bodies pressed together.

"I've got you," He says, "I've got you."

From the "historical’ fiction account of a dragon attack, by Bard
Yeronia Serret. It is rumoured to be a description of one Jarlaxle
Baenre and Iiis associate, Talin Uran - two thieves of renown.

Daredevil rogues have honed their skills of agility to
the extreme. leaming the arts of nimble acrobatics.
misdirection. and deceit to perform tricks. Not only are
they impressive performers. but are also wickedly fast
and agile allies to have on the battlefield. using how
well they know their abilities to an advantage at every
available opportunity.

THE DAREDEVIL FEATURES
Rogue Level Features

3rd Misdirection, Trickster

9th Momentum Mastery

13th Rough & Tumble

17th Like The Wind
MISDIRECTION

‘When you choose this archetype at 3rd level. you can
use your bonus action to perform a small series of
intricate. showy tricks with your wheelchair. forcing one
target creature within 15ft of you to make a Charisma
saving throw (DC equal to 8 + your proficiency + your
Charisma modifier).

On a failure. the creature 1s focused on you enough that
they become somewhat oblivious to their surroundings.
Any Stealth or Sleight of Hand checks made against
them by either you or your allies have advantage. and
the target creature has disadvantage on any attacks
they make against you until the beginning of their next
tum. As they are disoniented by your confusing. fast
movements. you have advantage on your next attack roll
against the enamoured creature.

You can use this feature once per short or long
rest. Additionally. you now have proficiency in the
Performance and Deception skills if you didn’t already.
Starting at 9th level. you can target up to two creatures
using this feature.

TRICKSTER

Starting at 3rd level. you have made small modifications
to your wheelchair (or personal gear if you do not use

a Combat Wheelchair). kitting it out with two effective
Iittle trap upgrades. You deploy and use them to your
advantage whenever the situation calls for it.

GRrEASE TRAP

A small compartment has been affixed to the bottom of
your seat pan and can be activated using a small lever
on the armrest of your chair. Using your bonus action,
you pull the lever to release a mechanism that opens
the compartment and causes a 15ft square of slippery
grease to expel out behind you. tuming the area into
difficult terrain.

Every creature that starts or ends their turn in this 15ft
square must make a Dexterity saving throw (DC equal
to 8 + your proficiency + your Dexterity modifier) or
be knocked prone. You can use this trick once per short
or long rest during which time the compartment can
be refilled.
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Other Resources

®Meeple Like Us

| meeplelikeus.co.uk '
Board game accessibility reviews

& Accessible RPG

accessible-rpg.com
Accommodations and resources

" »Kanights of The Braille

ol

~ . knightsofthebraille.com
Accessible character sheets and rules references
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Accessibility in Gaming Resource Guide

TS

g

& Pinned Tweet

. . Jennifer Kretchmer
-—{.%’ @dreamwisp

Here it is, friends. A massive compilation of resources,
documents, tools, and more addressing accessibility in
tabletop gaming, streaming, and life. I'm incredibly L.
proud to share my Accessibility in Gaming Resource.
docs.google.com/document/d/1ZF... (1/)

' docs.google.com
Accessibility in Gaming Resources

Accessibility in Gaming Resource Guide By Jennifer
Kretchmer Please note: Disability consulting is both time-...

12:15 AM - Aug 22, 2020 - Twitter Web App
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