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Acrobatics (Dex) 
 
Animal Handling (Wis) 
 
Arcana (Int) 
 
Athletics (Str) 
 
Deception (Cha) 
 
History (Int) 
 
Insight (Wis) 
 
Intimidation (Cha) 
 
Investigation (Int) 
 
Medicine (Wis) 
 
Nature (Int) 
 
Perception (Wis) 
 
Performance (Cha) 
 
Persuasion (Cha) 
 
Religion (Int) 
 
Sleight of Hand (Dex) 
 
Stealth (Dex) 
 
Survival (Wis) 
 

+3
+3
0
-1

●● +4
0

● +5
0
0

● +5
● +2
● +5

0
0
0

● +5
●● +7

+3
● +5 Tinker's tools (Dex)

15

Darkvision 60 ft

+215

2 d8+1

14

+3

25 ft

35 ft

11

3

Wool Matchcoat

      WISDOM13

Fog of War 1    LR
Non Sequitur 1    LR
Elusive 1    LR

●

● ●

 Carbines, Longsword, Rapier, Shortsword

 English 
 Gullah 
 Massachuseuk 
 Thieves' Cant 
  
  

 Tinker's tools 
 Drum 
 Thieves' tools 
  
  
  

  
  
  
  
  
  

 Cunning Action 
  
  
  
  
  

 Elusive (when reduced to 0 hit points) 

  
  
  
  
  

PROF ABILITY

Pennsylvania Rifle Dex 120/480 ft +3 3d8+3 Piercing
Heavy, two-handed, reload 1, misfire 3; Sneak attack 1d6

Long Knife ✔ Dex Melee +5 1d4+3 Slashing
Finesse, versatile (1d6); Sneak attack 1d6
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PERSONALITY TRAITS

IDEALS

BONDS

FLAWS

Feature Name: 

BACKGROUND FEATURE

CLASS FEATURES RACIAL TRAITS

ADVENTURING GEAR # ADVENTURING GEAR # ADVENTURING GEAR #
CP

SP

EP

GP

PP

WEIGHT CARRIED

ENCUMBERED

HEAVILY ENCUMBERED

PUSH/DRAG/LIFT

SUBTOTAL SUBTOTAL SUBTOTAL

EQUIPMENT

Rogue, level 2: 
◆ Expertise (Rogue 1, SRD 39) [with 2 skills] 
   I gain expertise with two skills/thieves' tools I am proficient with; two more at 6th level 
◆ Sneak Attack (Rogue 1, SRD 39) [1d6] 
   Once per turn, I can add damage to finesse/ranged attack if I have adv. 
   I don't need adv. if a conscious ally is within 5 ft of the target and I don't have disadv. 
◆ Thieves' Cant (Rogue 1, SRD 39) 
   I know the secret rogue language that I can use to convey messages inconspicuously 
◆ Cunning Action (Rogue 2, SRD 40) 
   I can use a bonus action to take the Dash, Disengage, or Hide action

I am resourceful, seeing opportunities where others see 
obstacles. In a new place or among new faces, I am careful who 
you allow to notice you.

Action. Freedom is not given, it must be taken by whatever 
means necessary. (Chaotic)

I want to help win this country, so that when the war is over it 
will feel like mine.

I must know everything about someone before they can know 
the first thing about you.

Emancipated

I can invoke the name of someone of influence whom you have an 
acquaintance-ship with. By invoking their name, I can curry favor 
with those that respect or fear my acquaintance. However, this may 
backfire when this name is invoked to someone who sees my 
acquaintance as an enemy.

Elusive: When I would be reduced to 0 hit points, I can instead cause 
that attack or effect to deal no damage. I can't use this feature again 
until after I finish a long rest. 
 
Tricks of the Trade: I can cast the Fog of War and Non Sequitur 
gambits each once per long rest. Wisdom is my ability for these 
gambits. 
 
Fast Talker: I have proficiency in the Deception skill. 
 
Renegade (+2 Dexterity, +1 Wisdom) 
 
Renegade Training: I have proficiency with the cavalry carbine and 
fowler carbine.

Tinker's tools 10
A signed letter guaranteeing my freedom

lead ink (1 ounce bottle)

Backpack, with: 5
- Bag of 1000 ball bearings 1 2
- String, feet of 10
- Bell
- Candles 5
- Crowbar 5
- Hammer 3
- Pitons 10 0.25
- Hooded lantern 2
- Oil, flasks of 2 1
- Rations, days of 5 2
- Tinderbox 1
- Waterskin 5
- Hempen rope, feet of 50 0.2

57.5

HEAD:

SHOULDERS: 

CHEST: 

WAIST:

FEET: Boot sheath 3
I can equip 1 additional long
knife or pistol.

3

Fine clothes 6

6

41 - 80 lb

89.5 lb

121 - 240 lb

LB LB LB

ATTUNED MAGICAL ITEMS

CARRYING CAPACITY

120 lb
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Frequently Asked Questions 
MorePurpleMoreBetter’s D&D 5th edition Character Record Sheet 


Follow and support the sheets’ progress on patreon.com/morepurplemorebetter 
Please contact me if you have any questions! 


ENworld Forum @BetterOfPurple /u/morepurplemorebetter 
 


As the Character Record Sheet has reached a high level of complexity, not everything will be as 


intuitive for everyone. Although this FAQ is made for MPMB’s Character Record Sheet, most of it 


applies to MPMB’s Spell Sheets per Class and MPMB’s Adventure Logsheet as well. 


FAQ version: 15 June 2018 
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1 GENERAL / TECHNICAL ISSUES 


1.1 Where are all the options? Why can’t I find everything from the Player’s Handbook? 
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4.3 What rules does this sheet use? 
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5.1 How to get started 
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5.4 Note on Racial Variants (RaceSubList) 
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1 GENERAL / TECHNICAL ISSUES 


1.1 Where are all the options? Why can’t I find everything from 


the Player’s Handbook? 
The sheets only contain the materials that are in the System Reference Document (SRD). This is because 


MPMB’s Character Record Sheets are not licensed by Wizards of the Coast to contain any of their 


copyrighted materials. Thus, the sheets can only legally encompass the materials that Wizards of the 


Coast has freely made available for others, using the Open Game License. 


Note that getting these PDFs licensed is not a viable option, because then they would no longer be 


available for free. 


However, you can expand the content of the sheets yourself with the help of the script import function, 


as is explained in the How-To Guide on MPMB’s website. 


1.2 The PDF is not working, what could it be? 
When something is not working, it can be due to many things, but most often it is an issue with the 


software you are using to view the PDF or that you are not using the latest version of MPMB’s 


Character Record Sheet. Use the “Get the Latest Version” bookmark to see if there is an update. 


Adobe Acrobat only! 
MPMB’s Character Sheets only work with Adobe Acrobat DC (Reader, Standard, or Pro) on a PC that 


runs Windows or Mac OS X. Adobe Acrobat for mobile devices such as Android, iOS, or Windows 


Phone is not supported, nor is Adobe Acrobat installed through the Windows Store or Adobe Acrobat 


run in a browser. 


The reason for the sheet only working in Adobe Acrobat on Windows or Mac OS X is that it is the only 


software that fully supports the full JavaScript API that the sheets require to run their automations. 


You can get Adobe Acrobat Reader DC for free using this link.  


Make sure JavaScript is enabled in Adobe Acrobat 
If you are already running Adobe Acrobat DC, then make sure that JavaScript is enabled. You can do 


this by going to: Edit >> Preferences (Ctrl + K) >> JavaScript. 


Re-install Adobe Acrobat 
It won't hurt to try a fresh install of Adobe Acrobat. Follow these steps: 


1. Uninstall your Adobe Acrobat installation; 


2. Run the Adobe Reader and Acrobat Cleaner Tool; 


3. Restart your machine; 


4. Install Adobe Acrobat Reader DC again. 


Mac OS users 
Important notice for Mac users: never, ever use Preview on Mac to open one of MPMB’s sheets. 


Preview has the unfortunate security precaution of removing all JavaScript from the PDF and then 


immediately auto-saving it. As a result, if you open the sheet with Preview even once, it will be broken 


beyond recovery. You will then have to start again with a fresh sheet. 


Report a bug 
If updating your software does not resolve your issue, there might well be something wrong with the 


sheet. Please look through this FAQ document and the online FAQ to see if you can find a solution. If 


not, you can always report a bug through the website. You can go there directly using the “Report a 


Bug” bookmark (listed under “Contact MPMB”). 



http://dnd.wizards.com/articles/features/systems-reference-document-srd

https://flapkan.com/ogl

https://flapkan.com/how-to/import-scripts#Importing-a-script

https://get.adobe.com/reader/

https://labs.adobe.com/downloads/acrobatcleaner.html

https://get.adobe.com/reader/

https://flapkan.com/faq
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When reporting a bug, please include the JavaScript error code that the sheet produces (if any). If you 


don’t see an error code, make sure that showing JavaScript errors is enabled in Adobe Acrobat. You 


can do this by going to: Edit >> Preferences (Ctrl + K) >> JavaScript; and putting a checkmark in the 


box labelled “Show console on errors and messages”. 


1.3 Can I use the sheets on a mobile device (Android, iOS)? 
The full features of MPMB’s Character Record Sheet are only available when using Adobe Acrobat DC 


on Windows or Mac OS X and not in Adobe Acrobat for mobile devices, see 1.2. 


The “Flatten” button/bookmark is intended 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 (or other 


mobile device). Now you can only edit the fields needed during play and all functions that can’t work 


on your tablet are hidden. After you are done with play, transfer your sheet back to your PC, open it 


with Adobe Acrobat, and press “Flatten”. Now you have a sheet that can be edited fully again. 


1.4 How can I report a bug? 
Please only report a bug if you are certain that you found something wrong with the latest version of 


the sheet and that subject isn't covered in this FAQ and it is not the result of using the wrong software 


(see 1.2). 


You can report a bug here on MPMB’s website. 


1.5 Why does generating a Spell Sheet or adding new pages take 


so long? 
Unfortunately the automatic generation of a spell sheet or new pages can take a very long time because 


it requires Adobe Acrobat to generate one or more pages from the hidden built-in templates. The 


amount of time required for generating these pages depends on the amount of form fields on them. 


Thus, the spell sheet pages takes much longer than other pages with less form fields on them, like the 


Notes pages. System performance does not seem to affect this by the much (i.e. older systems and 


newer systems will run it just about as fast). Thus, it can easily take several minutes to generate a spell 


sheet that contains all the cleric spells, for example. 


If you are concerned that your Adobe Acrobat is frozen, simply take a look and see if the process is 


still using CPU (with Task Manager for example). If the program stays at 0% or close to 0% CPU usage, 


than it is probably frozen. If it is still using CPU, than you will have to wait a bit longer for it to finish. 


1.6 Why are some bookmarks greyed out? 
Bookmarks are greyed out when the relevant page is not visible. When you make the page visible, 


while using Adobe Acrobat Standard or Pro, the bookmark becomes its normal black colour again. 


Similarly, when you make a page hidden while using Adobe Acrobat Standard or Pro, the bookmark 


becomes greyed out. 


Unfortunately, Adobe has restricted the editing of bookmarks in Adobe Acrobat Reader. As a result, 


you will not see any bookmarks change colour while using Adobe Acrobat Reader. 


1.7 Why can I only set a PDF file as portrait/symbol? 
To set an image from another source than a PDF file, you need either Adobe Acrobat Pro, or the January 


2017 update (or later) of Adobe Acrobat Reader DC. Unfortunately, Adobe had this feature restricted 


on earlier version of Adobe Acrobat Reader. 



https://flapkan.com/contact/bug_report

https://get.adobe.com/reader/
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1.8 Why is the text in the dialogs being cut off? 
If you run your computer with display scaling (sometimes called DPI scaling) other than 100%, you 


will unfortunately have misbehaving dialogs. Display scaling is often used on laptops and other 


devices with a screen that has a high resolution, but is physically small. 


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%. Note that a change in DPI scaling will not affect Adobe Acrobat until you restart 


your machine. 


Some dialogs might be too tall for your screen resolution, causing the bottom part to be inaccessible. 


Note that you can often use ENTER to press “OK” and ESC to press “Cancel” in a dialog. 


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 “How to change DPI scaling on Windows 10” (with your Windows version 


number/name). 


1.9 Is this sheet available in another language than English? 
Currently there are no translated versions of this sheet and English is the only version. 


However, adding multi-language support is on the to-do list. It was the $2000 goal for 


MorePurpleMoreBetter’s Patreon, which has long been passed. Adding support for multiple languages 


is currently taking a back seat to the development of other, more pressing, features, but it is being 


worked on. There is a lot of work to be done before translated versions can be made, because it requires 


a lot of the JavaScript code to be re-written. 


But even when the multi-language support is there, it won’t mean that the sheet is available in another 


language all of a sudden. For that, I need your help! 


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 (and I’m not capable of doing 


D&D in any other language than English or Dutch). 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 8000 lines of code (only counting the 


textual code). With a rough estimate, this is comparable to a 150-page book. 


If you are interested in helping with the translated version for your native language, please contact 


me. Note that it will probably be some time before I respond, but your name will be added to the list 


of people who want to help translating even if you don’t get a response. 


 


 


 


 



https://flapkan.com/contact

https://flapkan.com/contact
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2 DIFFERENT VERSIONS & UPDATING 


2.1 What different MPMB products are there? 
MPMB's Character Record Sheet 
This is the character builder, the main product. It tries to house all parts of your character's 


administration in one handy PDF. You can get it via the Downloads page of MPMB’s website. 


MPMB's Complete Spell Sheets per Class 
The complete spell sheets are a set of PDFs that contain pre-generated spell sheets for each class. These 


are generated using the Character Record Sheet's function to 'create full class spell list'. You can 


generate the same lists inside the character record sheet. These files are only available to those who 


join MPMB's Patreon. 


MPMB's Adventure Logsheets 
These documents are nothing more than the extracted adventure logsheet pages from the Character 


Record Sheet. These files are only available on DMs Guild, because they enforce exclusivity. 


MPMB's Spell Sheet Generator 
The spell sheet generator is a precursor to the character record sheet and is no longer actively 


supported. It is a macro-enabled Excel workbook that allows you to generate spell sheets. You can find 


it here on ENworld. 


This Excel is offered as legacy support, but it is highly recommended to use the Character Record Sheet 


to produce spell sheets, as they are more user-friendly, support higher quality graphics, are form-


fillable, and are editable on the fly. 


2.2 What is the difference between the Colourful and Printer 


Friendly (Redesign) versions? 
All of MPMB's PDF product come in four variants, all of which are identical in functionality. The only 


thing that differs is their appearance. 


Colourful - A4    &    Colourful - Letter Printer Friendly – Redesign Printer Friendly 


 


  



https://flapkan.com/downloads

https://www.patreon.com/morepurplemorebetter

https://www.dmsguild.com/browse.php?author=morepurplemorebetter

http://www.enworld.org/forum/rpgdownloads.php?do=download&downloadid=1180

https://flapkan.com/colourful_character_sheet

https://flapkan.com/printer_friendly_character_sheet

https://flapkan.com/printer_friendly_character_sheet
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Colourful 
The Colourful versions follow the design of Javier Aumente's D&D 5e hojas de personaje. 


The Colourful versions are made to fit a paper size exactly. Use the A4 version if you print to A4 paper 


and the Letter version if you normally print to Letter format paper. 


Unlike the Printer Friendly sheets, the Colourful versions have a lot more information on each page, 


including general combat rules references. 


Go to MPMB’s website to learn more about the Colourful version. 


Printer Friendly (Redesign) 
The Printer Friendly versions were made to emulate the look and feel of the official character sheet by 


Wizards of the Coast. 


The Printer Friendly - Redesign version is identical in lay-out to the Printer Friendly version, but uses 


graphical elements designed by MPMB instead of those taken from the official character sheet by 


Wizards of the Coast. The dragon heads used for the Redesign version are taken from 5th Ed. Complete 


Character Sheet by Bruno Mendonça (front page) and the character sheet by /tg's /5eg (player 


reference page). 


Contrary to the Colourful versions, the Printer Friendly versions have an extra page for rules reference.  


Go to MPMB’s website to learn more about the Printer Friendly version. 


2.3 How can I update to the latest version? 
Because MPMB's Character Record Sheet is just a document and not a full program, you can't initiate 


an update from within. Instead, you will have to download the latest version (which you can find 


here) and import the content of your old character sheet into this newer version. 


This is done using the 'Import' button (or 'Import/Export' bookmark) and then selecting 'Import a 


character directly from another MPMB's Character Sheet PDF'. 


For a step-by-step explanation, see the How-To Guide: Updating to a New Version on MPMB’s website. 


2.4 Why didn’t everything come along when updating to the 


latest version? 
See question 2.3 above. 


What can be imported depends on the version of the sheet you are importing from. The sheet goes 


through all the fields and looks if the older version has the same fields and imports them. Older 


versions of the sheet might have different names for fields. As a result, these differently named fields 


will not import. 


2.5 Why are (some) images not importing to a new PDF? 
Images that you put in the icon/image fields by selecting something from the built-in menus can 


always be imported in a new sheet. These aren’t actually imported, just matched to what the old sheet 


had set them to. 


However, images that you added yourself can only be imported if you are using Adobe Acrobat 


Standard or Adobe Acrobat Pro. The function required to do this is restricted in Adobe Acrobat Reader. 


If you want to have this functionality, I advise contacting Adobe. 


2.6 Are there MPMB products for older editions of D&D? 
Morepurplemorebetter has only made things for the 5th edition of D&D, not for any other editions or 


for other tabletop roleplaying games. 



http://partidaderol.hol.es/index.php/hojas-de-personaje

https://flapkan.com/colourful_character_sheet

https://www.dmsguild.com/product/175853

https://www.dmsguild.com/product/175853

https://flapkan.com/printer_friendly_character_sheet

https://flapkan.com/downloads

https://flapkan.com/downloads

https://flapkan.com/how-to/update-sheet
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3 USING THE SHEETS 
Note that a lot of questions can be answered by reading the tooltips (mouseover texts) of the fields. 


Simply hover your cursor over the field and you will see an explanatory text appear. 


3.1 I’m doing Adventurers 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 see a menu of options to make your Adventure League live easier. 


On top of that there is an option to add an infinite amount of Adventurer’s Logsheets. Click on the 


“Layout” button for the visibility of pages and for adding/removing additional pages.  


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 in the rules 


section are taken from the DMG and are therefore, by the strict definition of the rules, not officially 


part of the Adventurer’s League repertoire. 


For more details on what is and isn’t allowed, check out the Adventurers 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. 


Using the Source Selection Dialog, you can set the sources available for the sheet. There is even a 


special source called “All official WotC backgrounds” that you can leave enabled so that you have 


access to all backgrounds even when you set a source to be excluded to use the ‘PHB + 1’ rule. 


3.2 Why are not all pages visible? 
Not all the pages or parts of pages are visible by default. Some pages and parts of pages are optional. 


You can show them by doing one of the following: 


1. Clicking on a (greyed out) bookmark of a page; 


2. Using the "Layout" button in the 'JavaScript Window'-toolbar; 


3. Using the "Navigation" or "Set Pages Layout" bookmarks. 


For pages of which you can have multiple copies (companion, notes, wild shape, adventurers logsheet, 


and spell sheets), you can add and remove them using the button/bookmarks mentioned above. You 


will also find buttons on the pages themselves to add/remove them. 


Note that you need Adobe Acrobat (Reader, Standard of Pro) to make use of these features (see 1.2 The 


PDF is not working, what could it be?). 


3.3 How do I print a blank sheet, without the form fields? 
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’-toolbar and in the bookmarks) and check the box labelled “Hide 


all fields as to print a truly empty sheet to fill out by hand” before continuing to the print dialog. Note 


that before you print, you can add (any number of) companion pages, adventure logsheets, wild shape 


pages, as well as spell sheet pages with nothing but empty lines on it. 


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, etc. from the Fighter class, not from the Barbarian class. 



https://dnd.wizards.com/articles/events/adventurers-league-resources
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3.4 How do I change the calculated values and modifiers (e.g. 


from magic items)? 
You can add modifiers to any of the calculated values of the sheet, effectively changing the result. You 


can do this with the so-called ‘Modifier’ fields. These Modifier fields are hidden by default and you 


can toggle their visibility with the "Mods" button in the 'JavaScript Window'-toolbar and with the 


"Modifiers" bookmark. 


Once these fields are visible, you will find them next to a calculated field. You can add numbers to 


them and also use ability score modifiers as dynamic variables. You can even make a short formula 


like “Str+2” to add the Strength modifier and +2 to the calculated value. If you hold down the Ctrl, 


Shift, or Cmd key on your keyboard while you click in the field, a pop-up dialog will open that explains 


this better. 


Besides these modifier fields, for weapons, armour and shields you can also add a modifier by writing 


it as "+1" or "-5" into the name field for either. This will be added to both weapon damage and to hit 


for attacks, or to AC for armour/shields. 


3.5 How do I add the firearms from the DMG? 
Because many people load a script containing the Dungeon Master’s Guide, while not using the 


firearms from it, the sheet automatically sets those weapons to be ‘excluded’ when importing a script 


for it so that they aren’t listed by default. 


To include the firearms from the Dungeon Master’s Guide, open the Source Selection Dialog (using 


the “Source” button in the ‘JavaScript Window’-toolbar or the “Source Material” bookmark). In that 


dialog, make sure that the source “Dungeon Master’s Guide (DMG)” is included in the right. 


Subsequently, click on “Weapons/Attack” and make sure that the firearms are also included on the 


right. Then close each dialog by clicking ‘Apply’. 


3.6 How do I add the Honour or Sanity ability? 
You can add either Honour or Sanity as an ability by using the “Ability Scores” dialog. Open this dialog 


using the “Scores” button in the 'JavaScript Window'-bookmark or the “Ability Scores” bookmark. In 


this dialog you will have to set the drop-down box near the bottom to show the desired ability. The 


sheet sometimes used the three-letter abbreviation “HoS” to refer to this ability. 


3.7 What does the abbreviation “HoS” stand for? 
This abbreviation is used by the sheet to refer to the 7th ability score, which can be either “Honour” 


or “Sanity”. See also 3.6 How do I add the Honour or Sanity ability?. 


3.8 What is the source “All official WotC backgrounds” and how 


does it work? 
This source is specifically added for Adventurers League play (AL). In AL, you can only use the PHB 


and one other official WotC published source book (the PHB+1 rule). However, you can use 


backgrounds from any official WotC resource. To accommodate this, all backgrounds are listed as 


being included in the “All official WotC backgrounds” source. 


Thus, when you excluded a source, but still include the “All WotC backgrounds” source, you will still 


have all AL-legal backgrounds listed as options. 


As a result of this, you should be aware that if you excluded the “All WotC backgrounds” source but 


not anything else, all backgrounds are also still listed as they are all part of one source or another. 
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3.9 Class features are greyed-out, how do I make them work? 
The sheet will test to see if a class feature is available based on its prerequisites. If the character doesn’t 


meet the prerequisites, you won’t be able to select the feature using the “Choose Features” button. 


If you want the sheet to ignore these prerequisites and simply make all features accessible, add the 


following code to the sheet using one of the “Add Extra Materials” dialogs (which you can open with 


the “Add Extra Materials” bookmark): 


ignorePrereqs = true; 


3.10 Why isn’t my prestige class recognized? 
D&D 5e doesn’t have many prestige classes, only one that has been released by WotC in the Unearthed 


Arcana: Prestige Classes and Rune Magic article, although there are undoubtedly many homebrew out 


there. 


If you want to use a prestige class, you first have to make sure that its source is included, using the 


“Sources” button in the ‘JavaScript Window’-toolbar or “Source Material” bookmark. 


If you have done the above and the prestige class’ name is still not recognized, it might be that your 


character doesn’t meet its prerequisites. You can circumvent this by doing the same as the answer 


above, adding the following line of code to one of the “Add Extra Material” dialogs: 


ignorePrereqs = true; 


3.11 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, are not instantaneous, or if they are not specifically meant to use as an attack. 


3.12 How does the Wild Shape calculation work? 
The rules in the Player’s Handbook state the following when it comes to the modifiers (i.e. proficiency 


bonus or not, and which proficiency bonus) to use for attacks, skills, and saving throws: 


“Your game statistics are replaced by the statistics of the beast, but you retain your 
alignment, personality, and Intelligence, Wisdom, and Charisma scores. You also 
retain all of your skill and saving throw proficiencies, in addition to gaining those of 
the creature. If the creature has the same proficiency as you and the bonus in its stat 
block is higher than yours, use the creature’s bonus instead of yours. If the creature 
has any legendary or lair actions, you can’t use them.” (Player’s Handbook, page 67) 


Unfortunately, this text is rather vague and open to interpretation. There has been no official 


clarification on this and (online) opinions are greatly divided. The closest thing to an official 


explanation is found in this podcast from 5 April 2017 (at 7:00). 


As with everything, your DM might have a different view on how you should calculate saving throws, 


skills, and attack bonuses for wild shapes than what this sheet uses by default. 


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 Wild Shape page. 


  



http://dnd.wizards.com/articles/features/chris-avellone-and-philip-daigle-planescape-torment-enhanced-edition
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Option What happens 
Use druid's prof. bonus 


if druid is prof. 


[default] 


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 higher of the two. 


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


Use druid's prof. bonus 


for all prof. – Excluding 
attacks and expertise 


The sheet will use the proficiency bonus of the character for whatever 


skill or save the character or the creature is proficient in. This will be 


doubled for something the character has expertise in, but will not be 


doubled for something only the creature seemingly has expertise in. 


Instead it will treat those as an inherent bonus the creature possesses. 


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


Use druid's prof. bonus 


for all prof. – Including 
attacks 


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


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


to calculate the to hit value of the attacks. 


Use druid's prof. bonus 


for all prof. – Including 
expertise 


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


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


character if only the creature seemingly has expertise in a skill. 


Use druid's prof. bonus 


for all prof. – Including 
attacks and expertise 


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


Including expertise) for calculating the attack to hit and skills the 


creature is proficient with. 


Use creature's prof. 


bonus for all prof. 


The sheet will use the proficiency bonus of the creature for whatever 


skill or save the character or the creature is proficient in. 


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


Only compare based on 


total number 


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


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


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


3.12.1 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. 


3.12.2 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. 


3.13 How do I select a racial variant (e.g. variant human or 


colour of dragonborn)? 
You can select the variant of a race in one of three ways: 


1. Use the pop-up dialog that appears when you select the race from the drop-down box; 


2. Enter the variant race name in the race field (e.g. “Human (variant)” or “Black Dragonborn”); 


3. Use the “Racial Options” button on the second page. 


If the “Racial Options” button is not visible on the second page and not pop-up window appeared 


when first selecting the race, then there are no racial variants available. This might be because you 


don’t have the sources loaded that include the racial variant you are looking for. Open the Source 


Selection Dialog to find out, using the “Source” button in the ‘JavaScript Window’-toolbar or the 


“Source Material” bookmark. After making the racial variants available, you will have to clear the 


race field and apply the race again for you to be able to make a selection. 
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3.14 How do I make a multiclass character? 
You can make a multiclass character in one of two ways: 


1. Using the Class Selection Dialog. This is the easiest way by far. You can open this dialog with 


the “Class” button in the ‘JavaScript Window’-toolbar and with the “Class Selection” 


bookmark; 


2. Entering the different class names followed by their 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. 


 







12 


 


4 ADDING (CUSTOM) OPTIONS TO THE SHEETS 


4.1 How can I add a class/race/feat/spell/background to the 


sheet? 
You can add extra content to the sheet by importing materials written in the right JavaScript Syntax. 


Content written in this syntax is referred to as a ‘script’. Importing a script is done using the “Add 


Extra Materials” bookmark in the PDF. 


There are two kinds of materials you can import: 


1. Content created by somebody else, for which there is a How-To Guide on MPMB’s website. 


2. Content you create yourself, for which you have to refer to 5: Creating Additional Content for 


the Sheet 


4.2 Will you add this content I found (or made)? 
It is a lot of work to add content to the sheet’s automation because everything has to be rewritten to 


the right JavaScript syntax. As a result of this, I offer the service of transcribing materials only to those 


who pledge at the Sorcerer-tier or higher level at MPMB’s Patreon. 


Don’t forget that 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, DMs Guild content, or custom rules your 


group uses. 


If you want to add custom content and are willing to do the legwork, see part 5: Creating Additional 


Content for the Sheet. If you are unable to get it working, don’t be afraid to contact me. 


If you are asking in regards to official materials by Wizards of the Coast, see 4.3 What rules does this 


sheet use?. 


4.3 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 4.2 Will you add this 


content I found (or made)?). 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). You can look up the used abbreviations in the Source Selection Dialog, which you can open 


with the “Sources” button in the ‘JavaScript Window’ or with the “Source Materials” bookmarks. 


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


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 official, but those in Sage Advice are. 


4.4 When will the newest Wizards of the Coast material be 


added? 
Only the material present in the System Reference Document (SRD) is available within the sheet. For 


an explanation why, see 1.1 Where are all the options? Why can’t I find everything from the Player’s 


Handbook? 


It is possible to get additional content into the sheet, and MorePurpleMoreBetter has some third-party 


content ready for importing over on his GitHub. This does not include any content by WotC, as that 


would be infringing on their copyright. 


You can also find a lot of content made by fans of the sheet over on the /r/MPMB subreddit. 



https://flapkan.com/how-to/import-scripts#Importing-a-script

https://www.patreon.com/morepurplemorebetter

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

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

http://dnd.wizards.com/articles/features/systems-reference-document-srd

https://github.com/morepurplemorebetter/MPMBs-Character-Record-Sheet/tree/master/additional%20content

https://www.reddit.com/r/mpmb/
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5 CREATING ADDITIONAL CONTENT FOR THE SHEET 
By default, MPMB's Character Record Sheets only contains the content that Wizards of the Coast has 


made available for others to use freely, the System Reference Document (SRD). If you want to know 


why these character builders now only contain this limited content, see 


It is possible to add custom content to the sheet, using the right JavaScript syntax. Content written in 


such a syntax is referred to as a ‘script’. You can add scripts to the sheet using the “Add Extra 


Materials” bookmark. Thing added this way will be run whenever you open the sheet, allowing you 


to add your homebrew to the databases used in the automations. 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, there are a lot of people over at MPMB subreddit who can help you if you run into any issues. 


5.1 How to get started 
To create a script, use the JavaScript syntax. The syntax files contain a lot of comments to help you 


along the way of what you can and can’t do. There is already a lot of content made for the sheet, which 


you can use as examples for adding your own. 


Link to the JavaScript Syntax for custom scripts: GitHub 


Link to the code as used in the sheet, to be used as examples: GitHub  


Links to fan-made additions & third-party material, to be used as examples: GitHub, MPMB subreddit 


Note that the above things are 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 and an 


Array look like. 


Please write your JavaScript in a code editor and save it somewhere on your hard disk. Don’t write it 


in the “Add Custom 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. 


Whatever you do avoid using text-editors like MS 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). 


The JavaScript Syntax files use example-names which you will have to change. 


In the examples and JavaScript Syntax files, 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 or 


punctuation marks in them. 


5.2 Please post your creations! 
Whatever you end up making, there are certainly more people interested in it than just you and your 


group. If you don’t mind other people using the addition you made for MPMB’s Character Record 


Sheets, please post your creation over at MPMB subreddit. 


5.3 My script is getting an error, but it doesn’t say where? 
When you add your script to the sheet, you will get a warning if your script produces an error, but 


the sheet can’t tell you what part of the script is generating that error. However, when you run your 


script from the “JavaScript Debugger Console” (a built-in Acrobat feature), it will tell you the exact 


line that the error appears on. 



http://dnd.wizards.com/articles/features/systems-reference-document-srd

https://www.reddit.com/r/mpmb/

GitHub

https://github.com/morepurplemorebetter/MPMBs-Character-Record-Sheet/tree/master/additional%20content%20syntax

https://github.com/morepurplemorebetter/MPMBs-Character-Record-Sheet/tree/master/_variables

https://github.com/morepurplemorebetter/MPMBs-Character-Record-Sheet/tree/master/additional%20content%20syntax

https://www.reddit.com/r/mpmb/

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

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

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

https://www.reddit.com/r/mpmb/
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You can open this console from within the script import dialogs using the “JS Console” buttons or by 


pressing Ctrl+J if you run Adobe Acrobat Pro or Standard. The description of the error will show a 


line number when the code is run from inside the console. 


If your code is not producing an error when you add it, but when using the thing you added it hangs 


(i.e. the progress dialog at the bottom right gets stuck), you can also see the error code in the console 


if you turn on the feature ‘Show console on errors and messages’ in Acrobat. To do that, go to Edit >> 


Preferences… Ctrl+K >> JavaScript. 


5.4 Note on Racial Variants (RaceSubList) 
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 entry in the RaceList. A racial 


option, as present in the RaceSubList, is a (minor) choice the race offers you. An example of a racial 


option is the dragon type of a dragonborn or the variant option for humans. 


5.5 How do I add my own automation to the sheet? 
Adobe has an extensive API for JavaScript functionality in Acrobat. You can use it to define new 


functions and add new features to the sheets. Write the JavaScript and add it like you would add any 


other content. Even though you can define functions in your script, you can’t add document-level 


functions, but you can add document-level variables by omitting the ‘var’. So if you want to add a 


function, simply write it as newFunction = function(){}. 


If you don’t want to add JavaScript to the sheet, but instead want to add homebrew elements, see the 


syntax linked to above. You can combine any set of elements using the syntax below, you are not 


limited to only adding one of them. 


 



http://wwwimages.adobe.com/content/dam/Adobe/en/devnet/acrobat/pdfs/AcrobatDC_js_api_reference.pdf
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/*
----------MorePurpleMoreBetter's Import Functions----------
This file enables MPMB's Character Record sheet "Direct Import" functionality to Import Icons.
Please add this file in the "Javascripts" folder of your Adobe Acrobat installation.
This is required because of the security rules enforced by Adobe Acrobat.

Where the "Javascripts" folder is located depends on where you installed Adobe Acrobat, the version of Adobe Acrobat, and the operating system.
*/

var MPMBImportFunctions_isInstalled = true;

//open a file and set it as the global.docFrom variable
var MPMBOpenFile = app.trustedFunction(function(docObj, aPath, relative){
	app.beginPriv();
	global.docFrom = relative ? app.openDoc({cPath: aPath, oDoc: this}) : app.openDoc(aPath);
	global.docTo = docObj;
	global.docTo.bringToFront();
	app.endPriv();
});

//saves the file to the designated path
var MPMBSaveFile = app.trustedFunction(function(docObj, newPath){
	app.beginPriv();
	try {
		docObj.saveAs({
			cPath: newPath,
			bCopy: false,
			bPromptToOverwrite: false
		});
		var theRe = true;
	} catch (e) {
		var theRe = false;
	};
	app.endPriv();
	return theRe;
});

//insert a page from another file as the last page
var MPMBImportPage = app.trustedFunction(function(docObj, fromPath, fromPage){
	app.beginPriv();
	try {
		docObj.insertPages({
			nPage: docObj.numPages - 1,
			cPath: fromPath,
			nStart: fromPage,
		});
		var theRe = true;
	} catch (e) {
		var theRe = false;
	};
	app.endPriv();
	return theRe;
});
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	Stringified: ({'2019/10/16 - Fighter - Gunslinger v1.3 [Matthew Mercer\'s work, transcribed by many].js':"/*\t-WHAT IS THIS?-\n\tThis file adds optional material to \"MPMB's Character Record Sheet\" found at https://flapkan.com/mpmb/charsheets\n\tImport this file using the \"Add Extra Materials\" bookmark.\n\n\t-KEEP IN MIND-\n\tIt is recommended to enter the code in a fresh sheet before adding any other information (i.e. before making your character with it).\n*/\n\n/*\t-INFORMATION-\n\tSubject:\tSubclass\n\tEffect:\t\tThis script adds a subclass for the Fighter, called \"Gunslinger\" v1.3\n\t\t\t\tThis script also adds the weapons and ammo associated with that subclass\n\t\t\t\tThis is taken from the DMs Guild website (https://www.dmsguild.com/product/170778/)\n\t\t\t\tThis subclass is made by Matthew Mercer\n\tCode by:\tSoilentBrad & MorePurpleMoreBetter (update to v1.3 inspired by /u/PbFarmer)\n\tDate:\t\t2017-11-29 (sheet v12.999)\n\t\n\tPlease support the creator of this content (Matthew Mercer) and download his material from the DMs Guild website: https://www.dmsguild.com/browse.php?x=0&y=0&author=Matthew%20Mercer\n\n\tNote that you can't include both the v1.2 and v1.3 of the Gunslinger, because then the sheet will always use the latest version!\n\n\tThe weights for the bullets are added by MorePurpleMoreBetter, as none are given in the original document\n*/\n\nvar iFileName = \"Fighter - Gunslinger v1.3 [Matthew Mercer's work, transcribed by many].js\";\nRequiredSheetVersion(12.999);\n\nSourceList[\"MM:GMA\"] = {\n\tname : \"Matthew Mercer: Gunslinger Martial Archetype v1.3\",\n\tabbreviation : \"MM:GMA\",\n\tgroup : \"Dungeon Masters Guild\",\n\turl : \"https://www.dmsguild.com/product/170778/\",\n\tdate : \"2018/04/18\"\n};\n\nAddSubClass(\"fighter\", \"gunslinger-v1.3\", {\n\tregExpSearch : /gunslinger/i,\n\tsubname : \"Gunslinger\",\n\tsource : [\"MM:GMA\", 1],\n\tfullname : \"Gunslinger\",\n\tabilitySave : 2,\n\tfeatures : {\n\t\t\"subclassfeature3\" : {\n\t\t\tname : \"Firearm Proficiency\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 3,\n\t\t\tdescription : \"\\n   \" + \"I gain proficiency with firearms\",\n\t\t\tweapons : [false, false, [\"firearms\"]]\n\t\t},\n\t\t\"subclassfeature3.1\" : {\n\t\t\tname : \"Gunsmith\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 3,\n\t\t\tdescription : desc([\n\t\t\t\t\"I gain proficiency with tinker's tools\",\n\t\t\t\t\"I can use my tinker's tool to craft ammunition and repair damaged firearms\",\n\t\t\t\t\"I can even use them to draw up and create new ones (DM's discretion)\",\n\t\t\t\t\"Some intricate and experimental firearms can only be accessed through crafting\"\n\t\t\t]),\n\t\t\ttoolProfs : [[\"Tinker's tools\", \"Dex\"]],\n\t\t\teval : \"AddAction('action', 'Repair Misfire (DC 8 + misfire score)', 'Gunslinger (Gunsmith)');\",\n\t\t\tremoveeval : \"RemoveAction('action', 'Repair Misfire (DC 8 + misfire score)');\"\n\t\t},\n\t\t\"subclassfeature3.2\" : {\n\t\t\tname : \"Grit\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 3,\n\t\t\tdescription : desc([\n\t\t\t\t\"I gain grit points which I can spend to perform various Trick Shots with my firearms\",\n\t\t\t\t\"I regain 1 spent grit point when I roll a 20 on a firearm attack or score a killing blow\"\n\t\t\t]),\n\t\t\trecovery : \"short rest\",\n\t\t\tusages : \"Wisdom modifier per \",\n\t\t\tusagescalc : \"event.value = Math.max(1, What('Wis Mod'));\"\n\t\t},\n\t\t\"subclassfeature3.3\" : {\n\t\t\tname : \"Trick Shots\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 3,\n\t\t\tdescription : desc([\n\t\t\t\t\"Use the \\\"Choose Feature\\\" button above to add a Trick Shot to the third page\",\n\t\t\t\t\"A trick shot must be declared before the roll; Only one grit shot can be used per attack\",\n\t\t\t\t\"The save DC for trick shots, if any, is 8 + my Proficiency Bonus + my Dexterity modifier\",\n\t\t\t\t\"Each time I learn a new trick shot, I can also replace one I know with a new one\"\n\t\t\t]),\n\t\t\tadditional : levels.map(function(n) {\n\t\t\t\tif (n < 3) return \"\";\n\t\t\t\treturn (n < 7 ? 2 : n < 10 ? 3 : n < 15 ? 4 : n < 18 ? 5 : 6) + \" known\";\n\t\t\t}),\n\t\t\textraname : \"Trick Shot\",\n\t\t\textrachoices : [\"Bullying Shot\", \"Dazing Shot\", \"Deadeye Shot\", \"Disarming Shot\", \"Forceful Shot\", \"Piercing Shot\", \"Violent Shot\", \"Winging Shot\"],\n\t\t\t\"bullying shot\" : {\n\t\t\t\tname : \"Bullying Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\t\tadditional : \"1 grit point\",\n\t\t\t\tdescription : \"\\n   \" + \"When making a Cha (intimidation) check, I can spend 1 grit point to gain advantage on it\"\n\t\t\t},\n\t\t\t\"dazing shot\" : {\n\t\t\t\tname : \"Dazing Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\t\tadditional : \"1 grit point\",\n\t\t\t\tdescription : desc([\n\t\t\t\t\t\"Use with firearm attack; The target takes damage and must make a Constitution save\",\n\t\t\t\t\t\"If failed, the target also has disadvantage on its attack rolls until the end of its next turn\"\n\t\t\t\t])\n\t\t\t},\n\t\t\t\"deadeye shot\" : {\n\t\t\t\tname : \"Deadeye Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\t\tadditional : \"1 grit point\",\n\t\t\t\tdescription : \"\\n   \" + \"I gain advantage on one attack roll with my firearm\"\n\t\t\t},\n\t\t\t\"disarming shot\" : {\n\t\t\t\tname : \"Disarming Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\t\tadditional : \"1 grit point\",\n\t\t\t\tdescription : desc([\n\t\t\t\t\t\"Use with firearm attack; The target takes damage and must make a Strength save\",\n\t\t\t\t\t\"If failed, the target also drops a held object of my choice, which is pushed 10 ft away\"\n\t\t\t\t])\n\t\t\t},\n\t\t\t\"forceful shot\" : {\n\t\t\t\tname : \"Forceful Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\t\tadditional : \"1 grit point\",\n\t\t\t\tdescription : desc([\n\t\t\t\t\t\"Use with firearm attack; The target takes damage and must make a Strength save\",\n\t\t\t\t\t\"If failed, the target is also pushed 15 ft away from me\"\n\t\t\t\t])\n\t\t\t},\n\t\t\t\"piercing shot\" : {\n\t\t\t\tname : \"Piercing Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\t\tadditional : \"1 grit point\",\n\t\t\t\tdescription : desc([\n\t\t\t\t\t\"Use with firearm attack; After I hit a creature, I can attack every creature in line behind it\",\n\t\t\t\t\t\"I make an attack roll with disadvantage for everyone in a line directly behind the target\",\n\t\t\t\t\t\"This continues out to a range equal to the weapon's first range increment\",\n\t\t\t\t\t\"Only the initial attack roll can misfire, but has a +1 to the firearm's misfire score\"\n\t\t\t\t])\n\t\t\t},\n\t\t\t\"violent shot\" : {\n\t\t\t\tname : \"Violent Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 3],\n\t\t\t\tadditional : \"1 or more grit points\",\n\t\t\t\tdescription : desc([\n\t\t\t\t\t\"Use with firearm attack; I roll one additional weapon damage die for each grit point I use\",\n\t\t\t\t\t\"In addition, each grit point used increases the firearm's misfire score by +2 for this attack\"\n\t\t\t\t])\n\t\t\t},\n\t\t\t\"winging shot\" : {\n\t\t\t\tname : \"Winging Shot\",\n\t\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\t\tadditional : \"1 grit point\",\n\t\t\t\tdescription : desc([\n\t\t\t\t\t\"Use with firearm attack; The target takes damage and must make a Strength save\",\n\t\t\t\t\t\"If failed, the target is also knocked prone\"\n\t\t\t\t])\n\t\t\t}\n\t\t},\n\t\t\"subclassfeature7\" : {\n\t\t\tname : \"Quickdraw\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 7,\n\t\t\tdescription : desc([\n\t\t\t\t\"I add my proficiency bonus to my initiative\",\n\t\t\t\t\"I can stow a firearm and draw another as a single object interaction on my turn\"\n\t\t\t]),\n\t\t\taddMod : { type : \"skill\", field : \"Init\", mod : \"Prof\", text : \"I add my proficiency bonus to my initiative rolls.\" }\n\t\t},\n\t\t\"subclassfeature10\" : {\n\t\t\tname : \"Rapid Repair\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 10,\n\t\t\tdescription : \"\\n   \" + \"As a bonus action, I can repair a misfired (not broken) firearm by spending 1 grit point\",\n\t\t\tadditional : \"1 grit point\",\n\t\t\taction : [\"bonus action\", \" (1 grit point)\"]\n\t\t},\n\t\t\"subclassfeature15\" : {\n\t\t\tname : \"Lightning Reload\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 15,\n\t\t\tdescription : \"\\n   \" + \"I can reload any firearm as a bonus action\",\n\t\t\taction : [\"bonus action\", \"\"]\n\t\t},\n\t\t\"subclassfeature18\" : {\n\t\t\tname : \"Vicious Intent\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 18,\n\t\t\tdescription : \"\\n   \" + \"My firearm attacks score a critical hit on a roll of both 19 and 20\",\n\t\t\tcalcChanges : {\n\t\t\t\tatkAdd : [\"if (!isSpell && theWea && (/firearm/).test(theWea.type + theWea.list) && !CritChance) {var CritChance = 19; fields.Description += (fields.Description ? '; ' : '') + 'Crit on 19-20'; }; \", \"My attacks with firearms score a critical on a to hit roll of both 19 and 20.\"]\n\t\t\t}\n\t\t},\n\t\t\"subclassfeature18.1\" : {\n\t\t\tname : \"Hemorrhaging Critical\",\n\t\t\tsource : [\"MM:GMA\", 2],\n\t\t\tminlevel : 18,\n\t\t\tdescription : \"\\n   \" + \"When I score a critical hit with a firearm, the target takes additional damage\" + \"\\n   \" + \"At the end of its next turn, it again suffers half of the damage from the attack\"\n\t\t}\n\t}\n});\n\nWeaponsList[\"palm pistol\"] = {\n\tregExpSearch : /^(?=.*palm)(?=.*pistol).*$/i,\n\tname : \"Palm pistol\",\n\tsource : [\"MM:GMA\", 3],\n\tlist : \"firearm\",\n\tability : 2,\n\ttype: \"Firearms\",\n\tdamage : [1, 8, \"piercing\"],\n\trange : \"40/160 ft\",\n\tweight : 1,\n\tdescription : \"Light, reload 1, misfire 1\",\n\tabilitytodamage : true,\n\tammo : \"pistol bullets\"\n};\nAmmoList[\"palm pistol bullets\"] = {\n\tname : \"Palm Pistol Bullets\",\n\tsource : [\"MM:GMA\", 3],\n\tweight : 0.015,\n\ticon : \"Bullets\",\n\tchecks : [\".Bullet\"],\n\tdisplay : 50,\n\tinvName : \"Bullets, palm pistol\"\n};\nGearList[\"ammunition: bullets palm pistol (20)\"] = {\n\tinfoname : \"   Palm pistol bullets (20) [2 gp]\",\n\tsource : [\"MM:GMA\", 3],\n\tname : \"Bullets, palm pistol\",\n\tamount : 20,\n\tweight : 0.015\n};\n\nWeaponsList[\"pistol-mm\"] = {\n\tregExpSearch : /^(?=.*pistol)(?!.*automatic).*$/i,\n\tname : \"Pistol\",\n\tsource : [\"MM:GMA\", 3],\n\tlist : \"firearm\",\n\tability : 2,\n\ttype: \"Firearms\",\n\tdamage : [1, 10, \"piercing\"],\n\trange : \"60/240 ft\",\n\tweight : 3,\n\tdescription : \"Reload 4, misfire 1\",\n\tabilitytodamage : true,\n\tammo : \"pistol bullets\"\n};\nAmmoList[\"pistol bullets\"] = {\n\tname : \"Pistol Bullets\",\n\tsource : [\"MM:GMA\", 3],\n\tweight : 0.015,\n\ticon : \"Bullets\",\n\tchecks : [\".Bullet\"],\n\tdisplay : 50,\n\tinvName : \"Bullets, pistol\"\n};\nGearList[\"ammunition: bullets pistol (20)\"] = {\n\tinfoname : \"   Pistol bullets (20) [4 gp]\",\n\tsource : [\"MM:GMA\", 3],\n\tname : \"Bullets, pistol\",\n\tamount : 20,\n\tweight : 0.015\n};\n\nWeaponsList[\"musket-mm\"] = {\n\tregExpSearch : /musket/i,\n\tname : \"Musket\",\n\tsource : [\"MM:GMA\", 3],\n\tlist : \"firearm\",\n\tability : 2,\n\ttype: \"Firearms\",\n\tdamage : [1, 12, \"piercing\"],\n\trange : \"140/480 ft\",\n\tweight : 10,\n\tdescription : \"Two-handed, reload 1, misfire 2\",\n\tabilitytodamage : true,\n\tammo : \"musket bullets\"\n};\nAmmoList[\"musket bullets\"] = {\n\tname : \"Musket Bullets\",\n\tsource : [\"MM:GMA\", 3],\n\tweight : 0.025,\n\ticon : \"Bullets\",\n\tchecks : [\".Bullet\"],\n\tdisplay : 50,\n\tinvName : \"Bullets, musket\"\n};\nGearList[\"ammunition: bullets musket (20)\"] = {\n\tinfoname : \"   Musket bullets (20) [5 gp]\",\n\tsource : [\"MM:GMA\", 3],\n\tname : \"Bullets, musket\",\n\tamount : 20,\n\tweight : 0.025\n};\n\nWeaponsList[\"pepperbox\"] = {\n\tregExpSearch : /pepperbox/i,\n\tname : \"Pepperbox\",\n\tsource : [\"MM:GMA\", 3],\n\tlist : \"firearm\",\n\tability : 2,\n\ttype: \"Firearms\",\n\tdamage : [1, 10, \"piercing\"],\n\trange : \"80/320 ft\",\n\tweight : 5,\n\tdescription : \"Reload 6, misfire 2\",\n\tabilitytodamage : true,\n\tammo : \"pepperbox bullets\"\n};\nAmmoList[\"pepperbox bullets\"] = {\n\tname : \"Pepperbox Bullets\",\n\tsource : [\"MM:GMA\", 3],\n\tweight : 0.015,\n\ticon : \"Bullets\",\n\tchecks : [\".Bullet\"],\n\tdisplay : 50,\n\tinvName : \"Bullets, pepperbox\"\n};\nGearList[\"ammunition: bullets pepperbox (20)\"] = {\n\tinfoname : \"   Pepperbox bullets (20) [4 gp]\",\n\tsource : [\"MM:GMA\", 3],\n\tname : \"Bullets, pepperbox\",\n\tamount : 20,\n\tweight : 0.015\n};\n\nWeaponsList[\"blunderbuss\"] = {\n\tregExpSearch : /blunderbuss/i,\n\tname : \"Blunderbuss\",\n\tsource : [\"MM:GMA\", 3],\n\tlist : \"firearm\",\n\tability : 2,\n\ttype: \"Firearms\",\n\tdamage : [2, 8, \"piercing\"],\n\trange : \"15/60 ft\",\n\tweight : 10,\n\tdescription : \"Reload 1, misfire 2\",\n\tabilitytodamage : true,\n\tammo : \"blunderbuss shells\"\n};\nAmmoList[\"blunderbuss shells\"] = {\n\tname : \"Blunderbuss Shells\",\n\tsource : [\"MM:GMA\", 3],\n\tweight : 0.2,\n\ticon : \"Bullets\",\n\tchecks : [\".Bullet\"],\n\tdisplay : 50,\n\tinvName : \"Blunderbuss shells\"\n};\nGearList[\"ammunition: blunderbuss shells (5)\"] = {\n\tinfoname : \"   Blunderbuss shells (5) [5 gp]\",\n\tsource : [\"MM:GMA\", 3],\n\tname : \"Blunderbuss shells\",\n\tamount : 5,\n\tweight : 0.2\n};\n\nWeaponsList[\"bad news\"] = {\n\tregExpSearch : /bad news/i,\n\tname : \"Bad News\",\n\tsource : [\"MM:GMA\", 3],\n\tlist : \"firearm\",\n\tability : 2,\n\ttype: \"Firearms\",\n\tdamage : [2, 12, \"piercing\"],\n\trange : \"200/800 ft\",\n\tweight : 25,\n\tdescription : \"Two-handed, reload 1, misfire 3\",\n\tabilitytodamage : true,\n\tammo : \"bad news bullets\"\n};\nAmmoList[\"bad news bullets\"] = {\n\tname : \"Bad News Bullets\",\n\tsource : [\"MM:GMA\", 3],\n\tweight : 0.05,\n\ticon : \"Bullets\",\n\tchecks : [\".Bullet\"],\n\tdisplay : 50,\n\tinvName : \"Bullets, bad news\"\n};\nGearList[\"ammunition: bullets bad news (5)\"] = {\n\tinfoname : \"   Bad news bullets (5) [10 gp]\",\n\tsource : [\"MM:GMA\", 3],\n\tname : \"Bullets, bad news\",\n\tamount : 5,\n\tweight : 0.05\n};\n\nWeaponsList[\"hand mortar\"] = {\n\tregExpSearch : /hand mortar/i,\n\tname : \"Hand Mortar\",\n\tsource : [\"MM:GMA\", 3],\n\tlist : \"firearm\",\n\tability : 2,\n\ttype: \"Firearms\",\n\tdamage : [2, 8, \"fire\"],\n\trange : \"30/60 ft\",\n\tweight : 10,\n\tdescription : \"Reload 1, misfire 3, explosive (5 ft around target Dex save or 1d8 fire damage)\",\n\tabilitytodamage : true,\n\tammo : \"hand mortar grenades\"\n};\nAmmoList[\"hand mortar grenades\"] = {\n\tname : \"Hand Mortar Grenades\",\n\tsource : [\"MM:GMA\", 3],\n\tweight : 0.65,\n\ticon : \"Bullets\",\n\tchecks : [\".Bullet\"],\n\tdisplay : 50,\n\tinvName : \"Hand mortar grenades\"\n};\nGearList[\"ammunition: hand mortar grenade\"] = {\n\tinfoname : \"   Hand mortar grenade [1 gp]\",\n\tsource : [\"MM:GMA\", 3],\n\tname : \"Hand mortar grenade\",\n\tamount : \"\",\n\tweight : 0.65\n};\n", '2019/12/04 - nations_and_cannons.js':"/* SYNTAX\r\n\r\n/*\t-WHAT IS THIS?-\r\n\tThis file adds optional material to \"MPMB's Character Record Sheet\" found at https://flapkan.com/mpmb/charsheets\r\n\tImport this file using the \"Add Extra Materials\" bookmark.\r\n\t\r\n\t-KEEP IN MIND-\r\n\tIt is recommended to enter the code in a fresh sheet before adding any other information (i.e. before making your character with it).\r\n*/\r\n\r\n/*\t-INFORMATION-\r\n\tSubject:\tNations & Cannons Campaign Setting\r\n\tEffect:\t\tThis script adds new roles (races), archetypes, backgrounds, items, \t\t\t\tand weapons, as well as the Firebrand class and mundane magic \r\n\t\t\t\toptions (gambits) for 5e roleplaying in the Revolutionary War.\r\n\r\n\t\t\t\tSee www.nationsandcannons.com to download characters and more!\r\n\t\r\n\t\t\t\tThis doc  has been made by /u/Moonstrous on the subbreddit /dnd\r\n\t\t\t\tThis code is based on v0.3 of Nations and Cannons (2019-12-03)\r\n\t\t\t\t\t\r\n\tCode by:\tPat Luke Mooney\r\n\tDate:\t\t2019-12-03 (sheet v12.998)\r\n\r\n*/\r\n\r\nvar iFileName = \"nations_and_cannons.js\";\r\nRequiredSheetVersion(12.999);\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//ROLES\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nRaceList[\"Officer\"] = {\r\n\t\tregExpSearch : /officer/i,\r\n\t\tname : \"Officer\",\r\n\t\tsource : [\"NnC\", 1],\r\n\t\tplural : \"Officers\",\r\n\t\tsize : 3,\r\n\t\tspeed : {\r\n\t\t\twalk : { spd : 30, enc : 20 }\r\n\t\t},\r\n\t\tlanguageProfs : [1],\r\n\t\tsavetxt : { adv_vs : [\"frightened\"] },\r\n\t\tage : \" reach adulthood in their late teens and live less than 100 years\",\r\n\t\theight : \" range from barely 5 to well over 6 feet tall (4'8\\\" + 2d10\\\")\",\r\n\t\tweight : \" weigh around 165 lb (110 + 2d10 \\xD7 2d4 lb)\",\r\n\t\theightMetric : \" range from barely 1,5 to well over 1,8 metres tall (145 + 5d10 cm)\",\r\n\t\tweightMetric : \" weigh around 75 kg (50 + 5d10 \\xD7 4d4 / 10 kg)\",\r\n\t\timprovements : \"Officer: +2 to one ability score of my choice;\",\r\n\t\tscores : [0, 0, 0, 0, 0, 0],\r\n\t\ttrait : \"Commissioned:  My salary is twice that of an enlisted soldier, and I am entitled to a double share for completing missions.\" + (typePF ? \"\\n\" : \"\") + \"\\nCode of Conduct: While I maintain a good standing, I have advantage on Charisma-based checks when dealing with the army.\" + (typePF ? \"\\n\" : \"\") + \"\\nTactician: As a bonus action I can grant inspiration to one ally within 30 feet. I can\u2019t use this feature again until after I finish a short rest.\" + (typePF ? \"\\n\" : \"\") + \"\\nBrave: I have advantage on saving throws against being frightened.\" + (typePF ? \"\\n\" : \"\") + \"\\nOfficer +2 (to one ability score of my choice)\" + (typePF ? \"\\n\" : \"\") + \"\\nSkill Versatility: I gain one skill of my choice.\" ,\r\n\t\tfeatures: {\r\n\t\t\"tactician\" : {\r\n\t\t\tminlevel: 1,\r\n\t\t\tusages : 1,\r\n\t\t\trecovery : \"short rest\",\r\n\t\t\tname : \"Tactician\",\r\n\t\t\taction : [\"bonus action\", \"Tactician\"], \r\n\t\t\tdescription : \"DESCRIBED IN RACIAL SIDEBAR\"\r\n\t\t\t}\r\n\t\t}\r\n\t};\r\n\t\r\nRaceList[\"Pioneer\"] = {\r\n\t\tregExpSearch : /pioneer/i,\r\n\t\tname : \"Pioneer\",\r\n\t\tsource : [\"NnC\", 1],\r\n\t\tplural : \"Pioneers\",\r\n\t\tsize : 3,\r\n\t\tspeed : {\r\n\t\t\twalk : { spd : 30, enc : 20 }\r\n\t\t},\r\n\t\tlanguageProfs : [\"English\", 1],\r\n\t\tsavetxt : { adv_vs : [\"disease\", \"poison\"] },\r\n\t\tdmgres : [\"Poison\"],\r\n\t\tage : \" reach adulthood in their late teens and live less than 100 years\",\r\n\t\theight : \" range from barely 5 to well over 6 feet tall (4'8\\\" + 2d10\\\")\",\r\n\t\tweight : \" weigh around 165 lb (110 + 2d10 \\xD7 2d4 lb)\",\r\n\t\theightMetric : \" range from barely 1,5 to well over 1,8 metres tall (145 + 5d10 cm)\",\r\n\t\tweightMetric : \" weigh around 75 kg (50 + 5d10 \\xD7 4d4 / 10 kg)\",\r\n\t\timprovements : \"Pioneer: +2 Strength, +1 Dexterity;\",\r\n\t\tscores : [2, 1, 0, 0, 0, 0],\r\n\t\ttrait : \"Burst of Strength: I can tap into a reservoir of raw strength to make a Strength check, adding double my proficiency bonus, to lift an object and move up to half my speed. I can't use this feature again until I finish a long rest.\" + (typePF ? \"\\n\" : \"\") + \"\\nDrover's Resilience: I have advantage on saving throws against disease and poison, and I have resistance against poison damage. I can forced march additional hours equal to my Strength modifier.\" + (typePF ? \"\\n\" : \"\") + \"\\nToughness: My hit point maximum increases by 1 every level I have.\" + (typePF ? \"\\n\" : \"\") + \"\\nPioneer (+2 Strength, +1 Dexterity)\",\r\n\t\tfeatures : {\r\n\t\t\t\"toughness\" : {\r\n\t\t\t\tname : \"Toughness\",\r\n\t\t\t\tminlevel : 1,\r\n\t\t\t\tcalcChanges : {\r\n\t\t\t\t\thp : function (totalHD) { return [totalHD, \"from Toughness\"]; }\r\n\t\t\t\t}\r\n\t\t\t},\r\n\t\t\t\"burst of strength\" : {\r\n\t\t\t\tminlevel: 1,\r\n\t\t\t\tusages : 1,\r\n\t\t\t\trecovery : \"long rest\",\r\n\t\t\t\tname : \"Burst of Strength\",\r\n\t\t\t\taction : [\"action\", \"Burst of Strength\"], \r\n\t\t\t\tdescription : \"DESCRIBED IN RACIAL SIDEBAR.\"\r\n\t\t\t}\r\n\t\t}\r\n\t\t\r\n\t};\r\n\r\n//note: Burst of Strength requires revisions\r\n\t\r\nRaceList[\"Renegade\"] = {\r\n\t\tregExpSearch : /renegade/i,\r\n\t\tname : \"Renegade\",\r\n\t\tsource : [\"NnC\", 1],\r\n\t\tplural : \"Renegades\",\r\n\t\tsize : 3,\r\n\t\tspeed : {\r\n\t\t\twalk : { spd : 35, enc : 25 }\r\n\t\t},\r\n\t\tlanguageProfs : [2],\r\n\t\tskills : [\"Deception\"],\r\n\t\tweaponprofs : [false, false, [\"cavalry carbine\", \"fowler carbine\"]],\r\n\t\tvision : [\"Darkvision\", 60],\r\n\t\tage : \" reach adulthood in their late teens and live less than 100 years\",\r\n\t\theight : \" range from barely 5 to well over 6 feet tall (4'8\\\" + 2d10\\\")\",\r\n\t\tweight : \" weigh around 165 lb (110 + 2d10 \\xD7 2d4 lb)\",\r\n\t\theightMetric : \" range from barely 1,5 to well over 1,8 metres tall (145 + 5d10 cm)\",\r\n\t\tweightMetric : \" weigh around 75 kg (50 + 5d10 \\xD7 4d4 / 10 kg)\",\r\n\t\timprovements : \"Renegade: +2 Dexterity, +1 Wisdom;\",\r\n\t\tscores : [0, 2, 0, 0, 1, 0],\r\n\t\ttrait : \"Elusive: When I would be reduced to 0 hit points, I can instead cause that attack or effect to deal no damage. I can't use this feature again until after I finish a long rest.\" + (typePF ? \"\\n\" : \"\") + \"\\nFleet of Foot: My base walking speed is increased by 5 feet.\" + (typePF ? \"\\n\" : \"\") + \"\\nTricks of the Trade: I can cast the Fog of War and Non Sequitur gambits each once per long rest. Wisdom is my ability for these gambits.\" + (typePF ? \"\\n\" : \"\") + \"\\nFast Talker: I have proficiency in the Deception skill.\" +  (typePF ? \"\\n\" : \"\") + \"\\nRenegade (+2 Dexterity, +1 Wisdom)\" + (typePF ? \"\\n\" : \"\") + \"\\nRenegade Training: I have proficiency with the cavalry carbine and fowler carbine.\",\r\n\t\tspellcastingAbility: 5,\r\n\t\tfeatures : {\r\n\t\t\"fog of war\" : {\r\n\t\t\tname : \"Fog of War\",\r\n\t\t\tminlevel : 1,\r\n\t\t\tusages : 1,\r\n\t\t\trecovery : \"long rest\",\r\n\t\t\ttooltip : \" (Tricks of the Trade)\",\r\n\t\t\tspellcastingBonus : {\r\n\t\t\t\tname : \"Tricks of the Trade\",\r\n\t\t\t\tspells : [\"fog of war\"],\r\n\t\t\t\tselection : [\"fog of war\"],\r\n\t\t\t\toncelr : true\r\n\t\t\t\t}\r\n\t\t},\r\n\t\t\"non sequitur\" : {\r\n\t\t\tname : \"Non Sequitur\",\r\n\t\t\tminlevel : 1,\r\n\t\t\tusages : 1,\r\n\t\t\trecovery : \"long rest\",\r\n\t\t\ttooltip : \" (Tricks of the Trade)\",\r\n\t\t\tspellcastingBonus : {\r\n\t\t\t\tname : \"Tricks of the Trade\",\r\n\t\t\t\tspells : [\"non sequitur\"],\r\n\t\t\t\tselection : [\"non sequitur\"],\r\n\t\t\t\toncelr : true\r\n\t\t\t\t}\r\n\t\t\t},\r\n\t\t\"elusive\" : {\r\n\t\t\tminlevel: 1,\r\n\t\t\tusages : 1,\r\n\t\t\trecovery : \"long rest\",\r\n\t\t\tname : \"Elusive\",\r\n\t\t\taction : [\"reaction\", \"Elusive (when reduced to 0 hit points)\"],\r\n\t\t\tdescription : \"DESCRIBED IN RACIAL SIDEBAR\"\r\n\t\t\t}\r\n\t\t}\r\n\t};\r\n\t\r\nRaceList[\"Scholar\"] = {\r\n\t\tregExpSearch : /scholar/i,\r\n\t\tname : \"Scholar\",\r\n\t\tsource : [\"NnC\", 1],\r\n\t\tplural : \"Scholars\",\r\n\t\tsize : 3,\r\n\t\tspeed : {\r\n\t\t\twalk : { spd : 30, enc : 20 }\r\n\t\t},\r\n\t\tlanguageProfs : [3],\r\n\t\tsavetxt : { adv_vs : [\"charmed\"] },\r\n\t\tage : \" reach adulthood in their late teens and live less than 100 years\",\r\n\t\theight : \" range from barely 5 to well over 6 feet tall (4'8\\\" + 2d10\\\")\",\r\n\t\tweight : \" weigh around 165 lb (110 + 2d10 \\xD7 2d4 lb)\",\r\n\t\theightMetric : \" range from barely 1,5 to well over 1,8 metres tall (145 + 5d10 cm)\",\r\n\t\tweightMetric : \" weigh around 75 kg (50 + 5d10 \\xD7 4d4 / 10 kg)\",\r\n\t\timprovements : \"Scholar: +2 Charisma, +2 Intelligence;\",\r\n\t\tscores : [0, 0, 0, 2, 0, 2],\r\n\t\ttrait : \"Tool Curiosity: I have proficiency with any tool of my choice. After seven days of practice and research, I can choose a different tool.\" + (typePF ? \"\\n\" : \"\") + \"\\nCareful Study:  As a bonus action, I can gain double proficiency bonus to an ability check I am proficient in once per short rest. If I use the Help action, I can grant this benefit to the creature I aid.\" + (typePF ? \"\\n\" : \"\") + \"\\nBest Laid Plans: If not surprised when I roll initiative, I can take Ready action and write the details in secret (Help, Search, or Use an Object action, or gambit cast on self). I maintain my plan for the encounter and act when the conditions are met. I can't use this feature again until I finish a long rest.\" + (typePF ? \"\\n\" : \"\") + \"\\nCantrip: I know one cantrip of my choice from the firebrand gambit list. Charisma is my spellcasting ability for it.\" + (typePF ? \"\\n\" : \"\") + \"\\nRational Skepticism: I have advantage on saving throws against being charmed.\" + (typePF ? \"\\n\" : \"\") + \"\\nScholar (+2 Charisma, +2 Intelligence)\",\r\n\t\tspellcastingAbility: 6,\r\n\t\tspellcastingBonus : {\r\n\t\t\tname : \"Scholar Cantrip\",\r\n\t\t\t\"class\" : \"firebrand\",\r\n\t\t\tlevel : [0, 0],\r\n\t\t\tfirstCol : 'atwill'\r\n\t\t},\r\n\t\tfeatures: {\r\n\t\t\"careful study\" : {\r\n\t\t\tminlevel: 1,\r\n\t\t\tusages : 1,\r\n\t\t\trecovery : \"short rest\",\r\n\t\t\tname : \"Careful Study\",\r\n\t\t\taction : [\"bonus action\", \"Careful Study\"], \r\n\t\t\tdescription : \"DESCRIBED IN RACIAL SIDEBAR\"\r\n\t\t\t},\r\n\t\t\"best laid plans\" : {\r\n\t\t\tminlevel: 1,\r\n\t\t\tusages : 1,\r\n\t\t\trecovery : \"long rest\",\r\n\t\t\tname : \"Best Laid Plans\",\r\n\t\t\taction : [\"bonus action\", \"Best Laid Plans\"], \r\n\t\t\tdescription : \"DESCRIBED IN RACIAL SIDEBAR\"\r\n\t\t\t}\r\n\t\t}\r\n\r\n\t};\r\n\t\r\n\r\n\r\nRaceList[\"Scout\"] = {\r\n\t\tregExpSearch : /scout/i,\r\n\t\tname : \"Scout\",\r\n\t\tsource : [\"NnC\", 1],\r\n\t\tplural : \"Scouts\",\r\n\t\tsize : 3,\r\n\t\tspeed : {\r\n\t\t\twalk : { spd : 30, enc : 20 }\r\n\t\t},\r\n\t\tlanguageProfs : [\"English\", 1],\r\n\t\tskills : [\"Stealth\"],\r\n\t\tvision : [\"Darkvision\", 60],\r\n\t\tage : \" reach adulthood in their late teens and live less than 100 years\",\r\n\t\theight : \" range from barely 5 to well over 6 feet tall (4'8\\\" + 2d10\\\")\",\r\n\t\tweight : \" weigh around 165 lb (110 + 2d10 \\xD7 2d4 lb)\",\r\n\t\theightMetric : \" range from barely 1,5 to well over 1,8 metres tall (145 + 5d10 cm)\",\r\n\t\tweightMetric : \" weigh around 75 kg (50 + 5d10 \\xD7 4d4 / 10 kg)\",\r\n\t\timprovements : \"Scout: +2 Constitution, +2 Wisdom;\",\r\n\t\tscores : [0, 0, 0, 0, 2, 0],\r\n\t\ttrait : \"Traditional Weapons: I increase the damage I deal with the shortbow, longbow, and simple melee weapons by one die step. When I score a critical hit with these weapons, I can roll one additional damage dice and add it to the extra damage.\" + (typePF ? \"\\n\" : \"\") + \"\\nWampumpeag: Every wampum belt I possess has a specific meaning When facing a circumstance described by my wampum, I can invoke it as a reaction once per short rest to gain inspiration.\" + (typePF ? \"\\n\" : \"\") + \"\\nSwiftness: I have +2 bonus to initiative rolls. I can never be surprised by enemies.\" + (typePF ? \"\\n\" : \"\") + \"\\nHit and Fade: I have proficiency in the Stealth skill.\" + (typePF ? \"\\n\" : \"\") + \"\\nScout (+2 Wisdom, +1 to two ability scores of my choice)\",\r\n\t\tfeatures: {\r\n\t\t\"swiftness\" : {\r\n\t\t\tminlevel : 1,\r\n\t\t\tname : \"Swiftness\",\r\n\t\t\tdescription : \"DESCRIBED IN RACIAL SIDEBAR\",\r\n\t\t\taddMod : { type : \"skill\", field : \"Init\", mod : \"2\", text : \"I have a +2 bonus to initiative rolls.\" }\r\n\t\t\t},\r\n\t\t\"wampumpeag\" : {\r\n\t\t\tminlevel: 1,\r\n\t\t\tusages : 1,\r\n\t\t\trecovery : \"short rest\",\r\n\t\t\tname : \"Wampumpeag\",\r\n\t\t\taction : [\"reaction\", \"Wampumpeag\"], \r\n\t\t\tdescription : \"DESCRIBED IN RACIAL SIDEBAR\"\r\n\t\t\t}\r\n\t\t}\r\n\t};\r\n\r\n//note: need to figure out how to implement traditional weapons\r\n\r\n\r\nRaceList[\"Veteran\"] = {\r\n\t\tregExpSearch : /veteran/i,\r\n\t\tname : \"Veteran\",\r\n\t\tsource : [\"NnC\", 1],\r\n\t\tplural : \"Veterans\",\r\n\t\tsize : 3,\r\n\t\tspeed : {\r\n\t\t\twalk : { spd : 30, enc : 20 }\r\n\t\t},\r\n\t\ttoolProfs : [\"Munitions kit\", \"Int\"],\r\n\t\tlanguageProfs : [2],\r\n\t\tage : \" reach adulthood in their late teens and live less than 100 years\",\r\n\t\tweaponprofs : [false, false, [\"charleville musket\", \"charleville (bayonet)\", \"li\xE8ge musket\", \"li\xE8ge (bayonet)\"]],\r\n\t\theight : \" range from barely 5 to well over 6 feet tall (4'8\\\" + 2d10\\\")\",\r\n\t\tweight : \" weigh around 165 lb (110 + 2d10 \\xD7 2d4 lb)\",\r\n\t\theightMetric : \" range from barely 1,5 to well over 1,8 metres tall (145 + 5d10 cm)\",\r\n\t\tweightMetric : \" weigh around 75 kg (50 + 5d10 \\xD7 4d4 / 10 kg)\",\r\n\t\timprovements : \"Veteran: +2 Dexterity;\",\r\n\t\tscores : [0, 2, 0, 0, 0, 0],\r\n\t\ttrait : \"Tour of Duty: I have served in a previous conflict. Whenever I make an Intelligence (History) check related to this conflict, I am considered proficient in the History skill and add double my proficiency bonus to the check. In addition, I know one faction involved in the conflict as a Favored Enemy.\" + (typePF ? \"\\n\" : \"\") + \"\\nCampaigner. I have proficiency with the munitions kit. At the site of a battle I can spend 1 hour scavenging enough discarded shot to make 10 cartridge rounds. Once a battlefield has been scavenged, it will not yield any further ammunition.\" + (typePF ? \"\\n\" : \"\") + \"\\nVeteran (+2 Dexterity)\" + (typePF ? \"\\n\" : \"\") + \"\\nVeteran Training: I have proficiency with the charleville musket and li\xE8ge musket.\",\r\n\t\tfeatures: {\r\n\r\n/*\r\n\t\t\t\"favored enemy\" : {\r\n\t\t\t\tname : \"Favored Enemy\",\r\n\t\t\t\tminlevel : 1,\r\n\t\t\t\tsource : [[\"SRD\", 35], [\"P\", 91]],\r\n\t\t\t\tdescription : \"\\n   \" + \"Use the \\\"Choose Feature\\\" button above to add a favored enemy to the third page\" + \"\\n   \" + \"When selecting a favored enemy, I also learn one of the languages it speaks\" + \"\\n   \" + \"I have adv. on Wis (Survival) checks to track and Int checks to recall info about them\",\r\n\t\t\t\textraname : \"Favored Enemy\",\r\n\t\t\t\textrachoices : [\"Chickamauga\", \"Fran\xE7ais\", \"Hessians\", \"Iroquois\", \"Militia\", \"Muskogee\", \"Patriots\", \"Redcoats\", \"Spaniards\", \"Tories\"],\r\n\t\t\t\t\"chickamauga\" : {\r\n\t\t\t\t\tname : \"Chickamauga\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"Catawban\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"fran\xE7ais\" : {\r\n\t\t\t\t\tname : \"Fran\xE7ais\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"French\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"hessians\" : {\r\n\t\t\t\t\tname : \"Hessians\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"German\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"iroquois\" : {\r\n\t\t\t\t\tname : \"Iroquois\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"Iroquoian\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"militia\" : {\r\n\t\t\t\t\tname : \"Militia\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"English\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"muskogee\" : {\r\n\t\t\t\t\tname : \"Muskogee\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"Muskogean\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"patriots\" : {\r\n\t\t\t\t\tname : \"Patriots\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"English\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"redcoats\" : {\r\n\t\t\t\t\tname : \"Redcoats\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"English\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"spaniards\" : {\r\n\t\t\t\t\tname : \"Spaniards\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"Spanish\"]\r\n\t\t\t\t},\r\n\t\t\t\t\"tories\" : {\r\n\t\t\t\t\tname : \"Tories\",\r\n\t\t\t\t\tdescription : \"\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tlanguageProfs : [\"English\"]\r\n\t\t\t\t\t}\r\n\t\t\t\t}\r\n\r\n//this is test content, need to figure out how to implement favored enemy as a racial.\r\n\r\n*/\r\n\t\t},\r\n\t\teval : \"AddString('Feat Note 1', 'Veteran bonus feat', '; ');\",\r\n\t\tremoveeval : \"RemoveString('Feat Note 1', 'Veteran bonus feat');\"\r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//BACKGROUNDS\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"career soldier\"] = { \r\n\tregExpSearch : /\\bcareer\\b.*\\bsoldier\\b/i,\r\n\tname : \"Career Soldier\", \r\n\tsource : [\"NnC\", 1], \r\n\tskills : [\"Athletics\", \"Perception\"],\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"Mess kit\", \"\", 1],\r\n\t\t[\"A set of dice or cards\", \"\", \"\"],\r\n\t], \r\n\tequipright : [\r\n\t\t[\"An old uniform (traveler's clothes)\", \"\", 4],\r\n\t\t[\"Vent pick\", 3, 1],\r\n\t],\r\n\r\n\r\n\tfeature : \"A Soldier's Stomach\", \r\n\r\n\ttrait : [\r\n\t\t\"I carry at least one good luck charm with me whenever I go into battle.\",\r\n\t\t\"I speak as though I am addressing other military personnel at all times.\",\r\n\t\t\"I relish comfort when I can find it.\",\r\n\t\t\"I am anxious when I don\u2019t have a weapon.\",\r\n\t\t\"I live each day as though it is my last, because I know that it might be.\",\r\n\t\t\"I am haunted by the memories of horrors I have seen on the battlefield.\",\r\n\t\t\"I have many stories from my service, and I delight in telling them.\",\r\n\t\t\"I am meticulously neat.\"\r\n\t], \r\n\r\n\r\n\tideal : [\r\n\t\t[\"Patriotic\",\r\n\t\t\t\"Patriotic. I fight for the good of my country. No price is too high to pay. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Protective\",\r\n\t\t\t\"Protective. The military\u2019s most important duty is to protect innocent civilians. (Good)\"\r\n\t\t],\r\n\t\t[\"Independent\",\r\n\t\t\t\"Independent. I know it is better to ignore bad orders than follow them to the grave. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"Weary\",\r\n\t\t\t\"Weary. I no longer believe in the necessity of war, and I long for the day when it is ended. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Hardened\",\r\n\t\t\t\"Hardened. I want to survive, no matter the cost. (Any)\"\r\n\t\t],\r\n\t\t[\"Vicious\",\r\n\t\t\t\"Vicious. Might makes right. (Evil)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"I have a family at home that I fight to return to someday.\",\r\n\t\t\"I will not lose my life to this war. I am promised a pension, and I intend to grow old on it.\",\r\n\t\t\"I have seen atrocities committed by those we are fighting. I will stand up to them.\",\r\n\t\t\"I am here to escape my past. The army is my best option.\",\r\n\t\t\"The army is my home, and my companions are my kin. I\u2019ll protect them at all costs.\",\r\n\t\t\"I will achieve renown and honor on the battlefield.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I wait for orders instead of acting.\",\r\n\t\t\"I plan attack strategies for every place I visit. Even if that place is my mother\u2019s house.\",\r\n\t\t\"I hold grudges against allies who may have been enemies in a past conflict.\",\r\n\t\t\"Those accustomed to civilian life are weak, and the weak get left behind.\",\r\n\t\t\"I have no qualms about stealing from the dead. They aren\u2019t using it anymore.\",\r\n\t\t\"I use violence as a first resort.\"\r\n\t],  \r\n\r\n\ttoolProfs : [[\"A gaming set or a musical instrument\", 1], [\"Tinker's tools\", \"Dex\"]],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"a soldier's stomach\"] = {  \r\n\tdescription : \"Years of living on army rations or worse have made my body accustomed to the harsh reality of hunger. I can stomach food that civilians will not touch, and long seasons of marching on an empty stomach have hardened me. I can consume tainted or contaminated food and water without adverse effects, and treat half rations as a full day\u2019s rations\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\nAddBackgroundVariant(\"career soldier\", \"vivandiere\", {\r\n\tregExpSearch : /\\bvivandiere\\b/i,\r\n\tname : \"Vivandi\xE8re\",\r\n\tsource : [\"NnC\", 1],\r\n\tequipright : [\r\n\t\t[\"An old uniform (traveler's clothes)\", \"\", 4],\r\n\t\t[\"Disguise kit\", \"\", 3]\r\n\t],\r\n\ttoolProfs : [[\"A gaming set or a musical instrument\", 1], [\"Disguise kit\"]]\r\n});\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"convict\"] = { \r\n\tregExpSearch : /\\bconvict\\b/i,\r\n\tname : \"Convict\", \r\n\tsource : [\"NnC\", 1], \r\n\tskills : [\"Athletics\", \"Sleight of Hand\"],\r\n\tgold : 0,\r\n\tequipleft : [ \r\n\t\t[\"Thieves' tools or forgery kit (my choice)\", \"\", \"\"],\r\n\t],\r\n\tequipright : [\r\n\t\t[\"Common clothes\", \"\", 3],\r\n\t\t[\"Wasp venom\", 1, \"\"],\r\n\t\t[\"Counterfeit Continental Dollars\", 5, \"\"],\r\n\t], \r\n\r\n\r\n\r\n\tfeature : \"Street Lore\", \r\n\r\n\ttrait : [\r\n\t\t\"I tend to assume the worst of people, especially government people.\",\r\n\t\t\"I lie instinctively about my past, even innocuous details.\",\r\n\t\t\"I question laws as a matter of course, even when they don\u2019t affect me.\",\r\n\t\t\"I see an arrest record as a badge of honor.\",\r\n\t\t\"I am constantly counting exits and windows in case I need to run.\",\r\n\t\t\"I exaggerate details about my past to make my exploits more daring.\",\r\n\t\t\"I try to avoid giving out my name.\",\r\n\t\t\"I always carry extra coin for a quick bribe.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Wary\",\r\n\t\t\t\"Wary. Trust is the most valuable thing I can offer someone. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Generous\",\r\n\t\t\t\"Generous. I steal from those who won\u2019t miss a little wealth, and give freely to those who need it. (Good)\"\r\n\t\t],\r\n\t\t[\"Bitter\",\r\n\t\t\t\"Bitter. The law wronged me, and I will work the rest of my life to spite it. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"Remorseful\",\r\n\t\t\t\"Remorseful. I regret my past, and want to put it behind me. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Cunning\",\r\n\t\t\t\"Cunning. Every new situation is an opportunity in disguise. (Any)\"\r\n\t\t],\r\n\t\t[\"Greedy\",\r\n\t\t\t\"Greedy. Life is short, and I want to gain as much as I can while I can. (Evil)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"I need to look out for myself first and foremost.\",\r\n\t\t\"I want my family to have enough for a comfortable life.\",\r\n\t\t\"Those who attain their wealth immorally deserve to lose it.\",\r\n\t\t\"I have close friends embroiled in less-than legal pursuits, whose trust I will never betray.\",\r\n\t\t\"I have a duty to break unethical laws, even if it means the hangman\u2019s noose if I\u2019m caught.\",\r\n\t\t\"I am afraid of being locked up again. I will do whatever it takes to ensure that won\u2019t happen.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I see ownership as more of a temporary state, unless the owner is me.\",\r\n\t\t\"I make up a new name and backstory to tell every person I meet.\",\r\n\t\t\"I\u2019m much less worried about right and wrong than I am about getting caught.\",\r\n\t\t\"I can\u2019t pass up an opportunity to make a lawman\u2019s day more difficult.\",\r\n\t\t\"I think loyalty is overrated. I will sell anyone out to keep myself afloat.\",\r\n\t\t\"I can\u2019t trust anyone but myself. To earn my trust is next to impossible.\"\r\n\t],  \r\n\r\n\textra : [\r\n\t\t\"Arson\",\r\n\t\t\"Desertion\",\r\n\t\t\"Forgery / Personating\",\r\n\t\t\"Horse or Sheep Theft\",\r\n\t\t\"Robbery\",\r\n\t\t\"Sedition / Sacrelige\",\r\n\t\t\"Tax Avoidance\",\r\n\t\t\"Trespass / Housebreaking\"\r\n\t],\r\n\r\n\ttoolProfs : [[\"One type of gaming set\", 1], [\"My choice of forgery kit or thieves' tools\", 1]],  \r\n\tlanguageProfs : [1],\r\n};\r\n\r\n\r\nBackgroundFeatureList[\"street lore\"] = {  \r\n\tdescription : \"I have friends in low places. In most major settlements I know someone who can give me information or resources through not-entirely legal means. Depending on the city and the situation, the DM might rule that there is a cost to access this network.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"folk healer\"] = { \r\n\tregExpSearch : /\\bfolk\\b.*\\bhealer\\b/i,\r\n\tname : \"Folk Healer\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from Medicine, Persuasion, or Religion\",\r\n\tgold : 2,\r\n\tequipleft : [ \r\n\t\t[\"Herbalism kit\", \"\", 3],\r\n\t\t[\"Pouch full of herbs or patent medicine\", \"\", \"\"],\r\n\t\t[\"Piece of chalk\", 3, \"\"],\r\n\t], \r\n\r\n\tequipright : [\r\n\t\t[\"Common clothes\", \"\", 3],\r\n\t\t[\"Hartshorn\", 3, \"\"],\r\n\t],\r\n\r\n\r\n\r\n\r\n\tfeature : \"Healing Hands\", \r\n\r\n\ttrait : [\r\n\t\t\"Hygiene is important to me. I keep myself and my possessions meticulously clean.\",\r\n\t\t\"I carry my tools with me always, no matter the situation.\",\r\n\t\t\"I talk about leeches much more than anyone wants to hear about leeches.\",\r\n\t\t\"I stop to pick useful herbs in all but absolute life-or death situations.\",\r\n\t\t\"Mistakes cost lives. I double and triple-check everything I do.\",\r\n\t\t\"I can\u2019t stand to watch anyone suffer while I can do something to ease it.\",\r\n\t\t\"I rely on drink to steady my nerves.\",\r\n\t\t\"I believe in tiny creatures that live in our bloodstream that are harbingers of disease. Most people think this is odd.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Compassionate\",\r\n\t\t\t\"Compassionate. I have the ability to help, and so I will. (Good)\"\r\n\t\t],\r\n\t\t[\"Practical\",\r\n\t\t\t\"Practical. Sometimes people die. We need to focus on the living. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Prestige\",\r\n\t\t\t\"Prestige. I will earn society\u2019s respect by making myself indispensable. (Any)\"\r\n\t\t],\r\n\t\t[\"Knowledge\",\r\n\t\t\t\"Knowledge. I have a drive to learn as much as I can. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"Pious\",\r\n\t\t\t\"Pious. As much as I may learn, there is always a higher power to whom I must defer. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Respected\",\r\n\t\t\t\"Respected. I deserve the admiration of those I have helped. After all, they owe me their lives. (Neutral)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"I trust in my faith to guide my hand.\",\r\n\t\t\"It is my duty to ease suffering in whatever way I can.\",\r\n\t\t\"I want to improve the practice of medicine beyond our current meager knowledge.\",\r\n\t\t\"I owe everything to the person who taught me, and I work to make them proud.\",\r\n\t\t\"One day I will achieve greatness in my craft.\",\r\n\t\t\"Someone I loved once died. I will not lose anyone again.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I see others as patients before people.\",\r\n\t\t\"Learning something new is worth any price.\",\r\n\t\t\"I always consider myself the most intelligent person in the room, and often say so.\",\r\n\t\t\"What I consider important anatomical research, others consider \\\"defiling the bodies of their loved ones.\\\"\",\r\n\t\t\"I see treating people as more important than respecting their boundaries.\",\r\n\t\t\"People trust healers, and I\u2019m ready to take advantage of that.\"\r\n\t],  \r\n\r\n\textra : [\r\n\t\t\"Apothecary\",\r\n\t\t\"Barber Surgeon\",\r\n\t\t\"Field Medic\",\r\n\t\t\"Herbalist\",\r\n\t\t\"Horse Doctor\",\r\n\t\t\"Midwife\",\r\n\t\t\"Nurse\",\r\n\t\t\"Pnuematist\"\r\n\t],\r\n\r\n\ttoolProfs : [\"Herbalism kit\",\"Poisoner's kit\"],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"healing hands\"] = {  \r\n\tdescription : \"Medicine is expensive, even more so medicine that actually works. A good healer knows how to use every last drop of their supplies. When you use hartshorn during a short rest you can apply a single dose of hartshorn to up to two individuals, and you gain an additional five uses from a healer's kit.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\nBackgroundList[\"fur trader\"] = { \r\n\tregExpSearch : /\\bfur\\b.*\\btrader\\b/i,\r\n\tname : \"Fur Trader\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Nature, Survival\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"leatherworker's tools or navigator's tools (my choice)\", \"\", \"\"],\r\n\t\t[\"Hunting trap\", \"\", 25],\r\n\t\t[\"Healer's kit\", \"\", 3],\r\n\t\t[\"Animal pelts worth \xA3 2\", \"\", \"\"],\r\n\t],\r\n\tequipright : [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Wampum belt\", \"\", \"\"],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"Where Animals Roam\", \r\n\r\n\ttrait : [\r\n\t\t\"I am always wearing something made from an animal.\",\r\n\t\t\"I find myself looking for tracks or trails even in urban areas.\",\r\n\t\t\"I always have an eye on the latest fashion trends.\",\r\n\t\t\"Most of my conversation topics are boats, rivers, or boats and rivers.\",\r\n\t\t\"I am more comfortable sitting in a bush for hours than I am sitting in a drawing room for five minutes.\",\r\n\t\t\"I frown upon wastefulness in day to day society.\",\r\n\t\t\"Most of my conversations are about the amazing things I\u2019ve seen on my travels.\",\r\n\t\t\"I am always looking to make a sale.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Money\",\r\n\t\t\t\"Money. I am here to make good coin. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Adventure\",\r\n\t\t\t\"Adventure. Every new stretch of wilderness brings new excitement. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"Security\",\r\n\t\t\t\"Security. I\u2019m not just trading for money, I\u2019m trading for my home. (Good)\"\r\n\t\t],\r\n\t\t[\"Enjoyment\",\r\n\t\t\t\"Enjoyment. I\u2019m good at killing animals. It\u2019s all the reason I need. (Evil)\"\r\n\t\t],\r\n\t\t[\"Future\",\r\n\t\t\t\"Future. I am establishing a business that will carry my family to greater heights. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Knowledge\",\r\n\t\t\t\"Knowledge. I take great pride in learning the lay of the land and the movements of animals. (Any)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"I value the freedom of movement that trading offers.\",\r\n\t\t\"This is my ancestral land, and I know it better than anyone.\",\r\n\t\t\"The status I gain as the fur trade grows will keep my family secure.\",\r\n\t\t\"The wilderness is my home in a way that settlements never will be.\",\r\n\t\t\"I love coming home with new tales to tell.\",\r\n\t\t\"The people I\u2019ve met on my travels are now my lifelong friends.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"Not everyone is as excited about animal carcasses as I am. I forget that sometimes.\",\r\n\t\t\"I\u2019m unscrupulous about undercutting other traders.\",\r\n\t\t\"While I\u2019m great at tracking animals, I\u2019m not always great at knowing where I am.\",\r\n\t\t\"I share my opinions on the latest fashion trends a little too freely.\",\r\n\t\t\"I have different opinions on bathing than other people.\",\r\n\t\t\"I always exaggerate the tales of my adventures.\"\r\n\t],  \r\n\r\n\textra : [\r\n\t\t\"Bear\",\r\n\t\t\"Beaver\",\r\n\t\t\"Deer\",\r\n\t\t\"Fox\",\r\n\t\t\"Lynx\",\r\n\t\t\"Moose\",\r\n\t\t\"Otter\",\r\n\t\t\"Wolf\"\r\n\t],\r\n\r\n\ttoolProfs : [[\"Vehicles (water)\"], [\"Leatherworker's tools or navigator's tools\", 1]],  \r\n\tlanguageProfs : [1], \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"where animals roam\"] = {  \r\n\tdescription : \"Long expeditions hunting game have taught me to rely on yourself. When I forage for food and water, I can always find food for myself and up to five other people each day, provided that the land offers game, fowl, or fish. Any unused portions can be made into to a half day's rations for later use. When I encounter signs of wild animals, I can automatically tell the likely species and number.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"homesteader\"] = { \r\n\tregExpSearch : /\\bhomesteader\\b/i,\r\n\tname : \"Homesteader\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from Animal Handling, Medicine, or Survival\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"Carpenter's tools\", \"\", 6],\r\n\t\t[\"Fishing tackle\", \"\", 4],\r\n\t\t[\"Healer's kit\", \"\", 3],\r\n\t\t[\"A mule cart\", \"\", \"\"],\r\n\t],\r\n\tequipright : [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Hooded lantern\", \"\", 2],\r\n\t\t[\"Tallow\", 3, 3],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"Self-Sufficient\", \r\n\r\n\ttrait : [\r\n\t\t\"I am always making something, even if just a small trinket.\",\r\n\t\t\"I will always try to salvage supplies that I find, even when impractical.\",\r\n\t\t\"I make a point of learning my way around every new area.\",\r\n\t\t\"I constantly make notes in the margins of my map about terrain and wildlife.\",\r\n\t\t\"I speak to animals as though they understand me.\",\r\n\t\t\"I have unconventional ideas about how frequently one should bathe.\",\r\n\t\t\"I take great offense when those around me are wasteful.\",\r\n\t\t\"I get territorial about my land, possessions, and draft animals.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Independence\",\r\n\t\t\t\"Independence. I need to prove myself to the people around me. (Any)\"\r\n\t\t],\r\n\t\t[\"Just Dues\",\r\n\t\t\t\"Just Dues. I have earned all my triumphs. Those who take what they do not earn are the worst sort of person. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Generosity\",\r\n\t\t\t\"Generosity. I have been lucky in life, and fortune should be shared. (Good)\"\r\n\t\t],\r\n\t\t[\"Security\",\r\n\t\t\t\"Security. I just want to keep my community safe and secure. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Pride\",\r\n\t\t\t\"Pride. I will build a home that will last against the wilderness. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Ownership\",\r\n\t\t\t\"Ownership. I won\u2019t let anyone take what is mine. (Evil)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"My home is everything. I would die to protect it.\",\r\n\t\t\"I carry a token from my hometown with me, to remind me where I came from.\",\r\n\t\t\"My family is counting on me to carve out a better life for them.\",\r\n\t\t\"The explorers that came before me are my greatest inspiration.\",\r\n\t\t\"My life depends on my ability to adapt. I will do what it takes to survive.\",\r\n\t\t\"I love the independence of my self-sufficient lifestyle.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I am used to hard living, and forget my manners among polite company.\",\r\n\t\t\"I look down on those who are not willing to get their hands dirty.\",\r\n\t\t\"When I do reenter civilization, I over-indulge in comforts that are not typically available to me.\",\r\n\t\t\"I tend to say what I\u2019m thinking, without considering the consequences.\",\r\n\t\t\"I don\u2019t consider laws restricting where I can or cannot go to be valid, or worth following.\",\r\n\t\t\"I find colonial society distasteful. I prefer isolation, and peace and quiet.\"\r\n\t],  \r\n\r\n\ttoolProfs : [[\"Vehicles (land)\"], [\"One type of artisan's tools\", 1]],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"self-sufficient\"] = {  \r\n\tdescription : \"I can repair damage to a structure or vehicle composed primarily of wood provided I have carpenter\u2019s tools and wood available. I can restore a number of hit points to the structure or vehicle equal to 5 \xD7 my proficiency bonus. A structure or vehicle repaired in this way cannot be repaired by this ability again until it has been fully repaired. I can also use my skills to maintain a modest lifestyle.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"immigrant\"] = { \r\n\tregExpSearch : /\\bimmigrant\\b/i,\r\n\tname : \"Immigrant\", \r\n\tsource : [\"NnC\", 1], \r\n\tskills : [\"Insight\", \"Persuasion\"],\r\n\tgold : 0,\r\n\tequipleft : [ \r\n\t\t[\"Cook's utensils\", \"\", 8],\r\n\t\t[\"A set of artisan's tools (my choice)\", \"\", \"\"],\r\n\t\t[\"A book from my home country\", \"\", \"\"],\r\n\t\t[\"Heirloom (worth \xA32 to the right buyer)\", \"\", \"\"],\r\n\t], \r\n\r\n\tequipright : [\r\n\t\t[\"Common clothes\", \"\", 3],\r\n\t],\r\n\r\n\r\n\tfeature : \"Of Two Worlds\", \r\n\r\n\ttrait : [\r\n\t\t\"I am delighted by the new sights and experiences around me.\",\r\n\t\t\"I am shy and reserved outside of my community.\",\r\n\t\t\"I am homesick, and often reminisce of my former country.\",\r\n\t\t\"I keep to traditional rituals which are not the norm in colonial society.\",\r\n\t\t\"I am fascinated by the customs of this country, and pepper people with questions.\",\r\n\t\t\"I love stories about early colonial heroes. I am less impressed by the real thing.\",\r\n\t\t\"I will not quit once I\u2019ve committed to something, even when it\u2019s in my best interests.\",\r\n\t\t\"I am struggling with English, and sometimes pretend to be deaf to avoid conversations I half understand.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Wealth\",\r\n\t\t\t\"Wealth. It is easier to make money here than at home. (Any)\"\r\n\t\t],\r\n\t\t[\"Change\",\r\n\t\t\t\"Change. I came to this continent for adventure. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"Home\",\r\n\t\t\t\"Home. I love my country, and I love my community in these new United States. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Freedom\",\r\n\t\t\t\"Freedom. I came here to find my own way, and I will build a life on my own terms. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"Caution\",\r\n\t\t\t\"Caution. This is a strange place, and I am not comfortable enough yet to let my guard down. (Any)\"\r\n\t\t],\r\n\t\t[\"Open\",\r\n\t\t\t\"Open. More than anything, this is an opportunity for me to learn and grow. (Good)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"I came here to meet family members who came before me.\",\r\n\t\t\"I am free to practice my religion. As long as I have my faith, I can weather any storm.\",\r\n\t\t\"I brought a book in my native language from my homeland, which I keep close to me.\",\r\n\t\t\"I want to show the family and friends that I left behind that I can make something of myself.\",\r\n\t\t\"I arrived here with nothing. I intend to leave with everything.\",\r\n\t\t\"This place is only temporary. When the time is right, I will return to my real home.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I assume no one in colonial society understands my native language. This is not always the case.\",\r\n\t\t\"I am deeply mistrustful of the food and drink here.\",\r\n\t\t\"I make assumptions about everyday colonial life which frequently prove to be false.\",\r\n\t\t\"I hate leaving my community, and say so.\",\r\n\t\t\"I am compelled to teach others about my culture, regardless of the circumstances.\",\r\n\t\t\"The currency here is very different from my original home, and I find it confusing.\"\r\n\t],  \r\n\r\n\ttoolProfs : [[\"One type of artisan's tools\", 1], [\"Cook's utensils\"]],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"of two worlds\"] = {  \r\n\tdescription : \"When in a non-colonial community that speaks my heritage language, I can blend in with ease. I can also request passage via cart or boat, no further than a day\u2019s travel, for up to 5 companions. This community will also exchange basic information such as directions, names of local government officials, and other small but useful pieces of information.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"Parishioner\"] = { \r\n\tregExpSearch : /\\bparishioner\\b/i,\r\n\tname : \"Parishioner\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from Insight, Intimidation, Performance, or Religion\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"Holy symbol\", \"\", \"\"],\r\n\t\t[\"A religious tool or piece of writing\", \"\", \"\"],\r\n\t], \r\n\r\n\tequipright: [\r\n\t\t[\"Clerical clothing or regalia\", \"\", 6],\r\n\t\t[\"Stick of incense\", 5, \"\"],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"True Faith\", \r\n\r\n\ttrait : [\r\n\t\t\"I regularly offer wisdom from my faith to everyone I meet.\",\r\n\t\t\"I think of myself as a spirit leader first and foremost \\u2015 the rest of my life is secondary.\",\r\n\t\t\"I spend long nights in study or meditation, and get very little sleep.\",\r\n\t\t\"I like to learn as much as I can about faiths different from my own.\",\r\n\t\t\"I frequently reference the wisdom of my ancestors.\",\r\n\t\t\"I have spent my life studying, and as such do not have much worldly experience.\",\r\n\t\t\"I try to follow where my faith takes me.\",\r\n\t\t\"I always look for the empathetic solution to conflicts.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Ambition\",\r\n\t\t\t\"Ambition. I will raise my community to greatness. (Any)\"\r\n\t\t],\r\n\t\t[\"Enlightenment\",\r\n\t\t\t\"Enlightenment. I am always working to broaden my knowledge and understanding. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Kindness\",\r\n\t\t\t\"Kindness. I endeavor to help those less fortunate than me. (Good)\"\r\n\t\t],\r\n\t\t[\"Power\",\r\n\t\t\t\"Power. I use my social standing to manipulate the people around me. (Evil)\"\r\n\t\t],\r\n\t\t[\"Tradition\",\r\n\t\t\t\"Tradition. More than anything I seek to follow the tenants of my faith to the letter. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Freedom\",\r\n\t\t\t\"Freedom. I will practice my faith on my own terms. (Chaotic)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"My mentor taught me everything. I will make them proud.\",\r\n\t\t\"The British are threatening my community. It is my duty to defend them.\",\r\n\t\t\"I want to prove myself a leader on the battlefield as well as in the church.\",\r\n\t\t\"The worship hall is stifling. I secretly long for adventure.\",\r\n\t\t\"I must practice what I preach. If we truly want independence, we must all fight for it.\",\r\n\t\t\"I will be poised to fall naturally into a powerful position when the war ends. I want to be ready.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I wouldn\u2019t call myself a zealot, but my behavior leads others to do so.\",\r\n\t\t\"I can be dangerously naive.\",\r\n\t\t\"I am mistrustful of people who do not share my traditions.\",\r\n\t\t\"I am privy to the personal matters of my community. Sometimes I forget which matters are private.\",\r\n\t\t\"I maintain the tenets of my faith which are considered antiquated, or even heretical.\",\r\n\t\t\"I am not accustomed to danger, and panic in the face of it.\"\r\n\t],  \r\n\r\n\ttoolProfs : [[\"One type of musical instrument\", 1]],\r\n\tlanguageProfs : [2],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"true faith\"] = {  \r\n\tdescription : \"In times of despair, my traditions give you hope. I encourage those around me with sermons and rituals, encouraging them to persevere against adversity. Whether soldiers considering desertion, sailors hearing talk of mutiny, farmers with blighted land, or merchants ruined by tax laws, all find comfort in my words and actions even if they don\u2019t share my faith.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\nAddBackgroundVariant(\"parishioner\", \"spirit leader\", {\r\n\tregExpSearch : /\\bspirit\\b.*\\bleader\\b/i,\r\n\tname : \"Spirit Leader\",\r\n\tsource : [\"NnC\", 1],\r\n});\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"provincial smuggler\"] = { \r\n\tregExpSearch : /\\bprovincial\\b.*\\bsmuggler\\b/i,\r\n\tname : \"Provincial Smuggler\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from Acrobatics, Sleight of Hand, or Stealth\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"Coastal map of a small region\", \"\", \"\"],\r\n\t\t[\"Disguise kit or forgery kit (my choice)\", \"\", \"\"],\r\n\t\t[\"3 containers with unknown contents\", \"\", \"\"],\r\n\t\t[\"Steel mirror\", \"\", 1.5],\r\n\t], \r\n\r\n\tequipright : [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t],\r\n\r\n\tfeature : \"Money Talks\", \r\n\r\n\ttrait : [\r\n\t\t\"I like to learn and remember peoples\u2019 names. It pays to be a friendly face.\",\r\n\t\t\"I have a firm, honest handshake and a trustworthy smile.\",\r\n\t\t\"I use nautical language even on land.\",\r\n\t\t\"I read every document carefully, and only sign things when I absolutely have to.\",\r\n\t\t\"I always carry several different types of currency.\",\r\n\t\t\"I like to tell stories about things I\u2019ve seen at sea, with a healthy dose of creativity.\",\r\n\t\t\"I have picked up mannerisms from various cultures I have visited.\",\r\n\t\t\"I get antsy when forced to stay in one place for a long time.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Responsibility\",\r\n\t\t\t\"Responsibility. The war cannot be won by laws alone. It needs me and my services. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Security\",\r\n\t\t\t\"Security. I want to be successful enough to settle down someday. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Thrill\",\r\n\t\t\t\"Thrill. I love to live life on the edge. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"Fortune\",\r\n\t\t\t\"Fortune. I\u2019m always looking for the next big opportunity. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Justice\",\r\n\t\t\t\"Justice. The men making laws are not sufficiently bound by them. (Good)\"\r\n\t\t],\r\n\t\t[\"Adventure\",\r\n\t\t\t\"Adventure. I want to see as much of the world as I can. (Any)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"I love my work. I would do anything to keep this life.\",\r\n\t\t\"I have seen too many liars and cheats running port towns to abide by their rules.\",\r\n\t\t\"Trade is a matter of personal freedom. The exact nature of the goods is beside the point.\",\r\n\t\t\"My work benefits my country, even though it is technically against the law.\",\r\n\t\t\"I escaped a life of poverty and I will not go back.\",\r\n\t\t\"My reputation is everything to me. I will gladl. fight to preserve my honor.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I avoid answering personal questions.\",\r\n\t\t\"I assume that everyone around me understands complex nautical terms.\",\r\n\t\t\"I over-indulge in the simple comforts of land when I am given the chance.\",\r\n\t\t\"I have expensive tastes, and regularly live outside my means.\",\r\n\t\t\"Even when getting a fair price, I will always try to make a deal. No matter the situation.\",\r\n\t\t\"I never learned the art of silence.\"\r\n\t],  \r\n\r\n\ttoolProfs : [[\"My choice of disguise kit or forgery kit\", 1], [\"My choice of vehicles (land) or vehicles (water)\", 1]],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"money talks\"] = {  \r\n\tdescription : \"I have a skill for business in more ways than one. While the Continental Dollar is deemed untrustworthy by most, I have a knack for finding people willing to deal in Continental currency and can always find a merchant willing to accept it in any colonial town. My skill for reading people also lets you quickly track down those officials most inclined to accept a small donation in return for their discretion.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"son of liberty\"] = { \r\n\tregExpSearch : /\\bson\\b.*\\bof\\b.*\\bliberty\\b/i,\r\n\tname : \"Son of Liberty\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from Deception, Intimidation, or Stealth\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"Munitions kit or thieves' tools (my choice)\", \"\", \"\"],\r\n\t\t[\"Insignia of the Sons of Liberty\", \"\", \"\"],\r\n\t], \r\n\r\n\tequipright: [\r\n\t\t[\"Common clothes\", \"\", 3],\r\n\t\t[\"Broadsheets encouraging revolution\", \"\", \"\"],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"Fan the Flames\", \r\n\r\n\ttrait : [\r\n\t\t\"I talk of rebellion constantly.\",\r\n\t\t\"I can\u2019t let a Redcoat walk past without comment.\",\r\n\t\t\"I relish opportunities to risk my life for the cause. The more dangerous the better.\",\r\n\t\t\"I have an endless supply of stories about the growing revolution.\",\r\n\t\t\"I am always on the lookout for potential British agents.\",\r\n\t\t\"I value action over planning.\",\r\n\t\t\"I read every pamphlet that is offered me, even those I know I will disagree with.\",\r\n\t\t\"I can\u2019t resist a good argument.\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Camaraderie\",\r\n\t\t\t\"Camaraderie. My compatriots and I share a bond forged in flames. (Any)\"\r\n\t\t],\r\n\t\t[\"Justice\",\r\n\t\t\t\"Justice. There is no greater cause than freedom. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Homeland\",\r\n\t\t\t\"Homeland. I will see the British removed from my country at any cost. (Neutral)\"\r\n\t\t],\r\n\t\t[\"Empathy\",\r\n\t\t\t\"Empathy. We must win this war quickly so that more lives are not lost. (Good)\"\r\n\t\t],\r\n\t\t[\"Determination\",\r\n\t\t\t\"Determination. This is one step on a much longer path to freedom for everyone. (Lawful)\"\r\n\t\t],\r\n\t\t[\"Wealth\",\r\n\t\t\t\"Wealth. When we\u2019ve won the war I\u2019ll have the life I always dreamed of. (Any)\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"My friends drew me into this fight, and I will lay down my life for them.\",\r\n\t\t\"The British have hurt me personally. I want them to pay.\",\r\n\t\t\"I believe we can build a better world.\",\r\n\t\t\"I admire the heroes of the revolution, and I want to be one of them.\",\r\n\t\t\"Only when we are free of British rule can I and my family can truly thrive.\",\r\n\t\t\"I see taxes as a direct and personal assault on my freedom.\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"I see morality as black and white.\",\r\n\t\t\"Collateral damage is an acceptable consequence of a fight for freedom.\",\r\n\t\t\"I assume the worst of everyone I meet. Enemies are everywhere.\",\r\n\t\t\"Subtlety is difficult for me.\",\r\n\t\t\"If someone isn\u2019t with us, they must be against us. There can be no compromises.\",\r\n\t\t\"I am fixated on the British, even if there is another cause that needs my attention.\"\r\n\t],  \r\n\r\n\ttoolProfs : [[\"My choice of munitions kit, thieves' tools, or one type of vehicle\", 1]],  \r\n\tlanguageProfs : [1],\r\n};\r\n\r\n\r\nBackgroundFeatureList[\"fan the flames\"] = {  \r\n\tdescription : \"I am able to rally others around my cause through my passionate speech and actions. In patriot settlements, I are able to sway the opinions of the masses to your will. When I use this feature, I can gain the support of the people by appealing to their revolutionary ideals\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"freedman\"] = { \r\n\tregExpSearch : /\\bfreedman\\b/i,\r\n\tname : \"Freedman\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from Animal Handling, Deception, Insight, or Perception\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"An instrument or set of artisan's tools (my choice)\", \"\", \"\"],\r\n\t\t[\"A signed letter guaranteeing my freedom\", \"\", \"\"],\r\n\t\t[\"lead ink (1 ounce bottle)\", \"\", \"\"],\r\n\t\t[\"Sheets of parchment\", 5, \"\"]\r\n\t], \r\n\r\n\tequipright: [\r\n\t\t[\"Fine clothes\", \"\", 6],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"Emancipated\", \r\n\r\n\ttrait : [\r\n\t\t\"In a new place or among new faces, you are careful who you allow to notice you.\",\r\n\t\t\"You are resourceful, seeing opportunities where others see obstacles.\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Action\",\r\n\t\t\t\"Action. Freedom is not given, it must be taken by whatever means necessary. (Chaotic)\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"I want to help win this country, so that when the war is over it will feel like mine.\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"You must know everything about someone before they can know the first thing about you.\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t],  \r\n\r\n//background features forthcoming\r\n\r\n\ttoolProfs : [[\"One type of artisan's tools\", 1], [\"One type of musical instrument\", 1]],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"emancipated\"] = {  \r\n\tdescription : \"I can invoke the name of someone of influence whom you have an acquaintance-ship with. By invoking their name, I can curry favor with those that respect or fear my acquaintance. However, this may backfire when this name is invoked to someone who sees my acquaintance as an enemy.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"colonial agent\"] = { \r\n\tregExpSearch : /\\bcolonial\\b.*\\bagent\\b/i,\r\n\tname : \"Colonial Agent\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from History, Insight, or Performance\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"A set of artisan's tools (my choice)\", \"\", \"\"],\r\n\t\t[\"lead ink (1 ounce bottle)\", \"\", \"\"],\r\n\t\t[\"A swan quill\", \"\", \"\"],\r\n\t\t[\"A signet ring bearing my stamp of office\", \"\", \"\"],\r\n\t], \r\n\r\n\tequipright: [\r\n\t\t[\"Fine clothes\", \"\", 6],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"Rake Over the Coals\", \r\n\r\n\ttrait : [\r\n\t\t\"You have a talent for finding legal loopholes.\",\r\n\t\t\"You have a knack for walking into places as though you know where you're going.\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"Service\",\r\n\t\t\t\"Service. As a civic leader, it is both your duty and privilege to strengthen your community. (Good)\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"You have responsibilities as a leader, and want to live up to them on the battlefield.\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"You tend to spend too long considering the rules and regulations before acting.\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t],  \r\n\r\n//background features forthcoming\r\n\r\n\ttoolProfs : [\"One type of artisan's tools\", 1],  \r\n\tlanguageProfs : [1],\r\n};\r\n\r\n\r\nBackgroundFeatureList[\"rake over the coals\"] = {  \r\n\tdescription : \"I posses verified evidence of a local official's wrongdoings. Whether adultery, tax evasion, or something much worse, this information could ruin them and they live in fear that you may expose them. I may be actively blackmailing them, or perhaps you were part of a conspiracy that covered up the wrongdoing. Work with the DM to determine the specifics of the wrongdoing and your relationship with the official. \", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\nAddBackgroundVariant(\"colonial agent\", \"freemason\", {\r\n\tregExpSearch : /\\bfreemason\\b/i,\r\n\tname : \"Freemason\",\r\n\tsource : [\"NnC\", 1],\r\n});\r\n\r\n//feature forthcoming\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"explorer\"] = { \r\n\tregExpSearch : /\\bexplorer\\b/i,\r\n\tname : \"Explorer\", \r\n\tsource : [\"NnC\", 1], \r\n\tskillstxt : \"Choose two from Investigation, Nature, or Perception\",\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"Herbalism kit or cartographer's supplies (my choice)\", \"\", \"\"],\r\n\t\t[\"Climber's kit\", \"\", 12],\r\n\t\t[\"Signal whistle\", \"\", \"\"],\r\n\t], \r\n\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Wampum belt\", \"\", \"\"],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"Lay of the Land\", \r\n\r\n\ttrait : [\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t],  \r\n\r\n//background features forthcoming\r\n\r\n\ttoolProfs : [[\"One type of artisan's tools\", 1], [\"Herbalism kit\"]],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"lay of the land\"] = {  \r\n\tdescription : \"Perhaps more at home in the wilderness you are adept at finding refuge where ever you are. You have advantage on checks to find / create shelter and to predict the weather.\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n\r\nAddBackgroundVariant(\"explorer\", \"surveyor\", {\r\n\tregExpSearch : /\\bsurveyor\\b/i,\r\n\tname : \"Surveyor\",\r\n\tsource : [\"NnC\", 1],\r\n\ttoolProfs : [[\"One type of vehicle\", 1], \"Cartographer's kit\"],  \r\n});\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nBackgroundList[\"draftsman\"] = { \r\n\tregExpSearch : /\\bcareer\\b/i,\r\n\tname : \"Draftsman\", \r\n\tsource : [\"NnC\", 1], \r\n\tskills : [\"History\", \"Investigation\"],\r\n\tgold : 1,\r\n\tequipleft : [ \r\n\t\t[\"Calligrapher's supplies or gunsmith's tools (my choice)\", \"\", \"\"],\r\n\t\t[\"Climber's kit\", \"\", 12],\r\n\t\t[\"Whetstone\", \"\", 1],\r\n\t\t[\"A cracked magnifying glass\", \"\", \"\"],\r\n\t\t[\"Several books on a subject of my choice\", \"\", \"\"],\r\n\t], \r\n\r\n\tequipright: [\r\n\t\t[\"Common's clothes\", \"\", 33],\r\n\t],\r\n\r\n\r\n\r\n\tfeature : \"Eidetic Memory\", \r\n\r\n\ttrait : [\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tideal : [\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t\t[\"\",\r\n\t\t\t\"\"\r\n\t\t],\r\n\t], \r\n\r\n\tbond : [\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t], \r\n\r\n\tflaw : [\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\",\r\n\t\t\"\"\r\n\t],  \r\n\r\n//background features forthcoming\r\n\r\n\ttoolProfs : [[\"One type of vehicle\", 1], [\"Calligrapher's supplies\"]],\r\n\tlanguageProfs : [1],  \r\n};\r\n\r\n\r\nBackgroundFeatureList[\"eidetic memory\"] = {  \r\n\tdescription : \"...\", \r\n\tsource : [\"NnC\", 1], \r\n};\r\n\r\n//feature forthcoming\r\n\r\nAddBackgroundVariant(\"draftsman\", \"quartermaster\", {\r\n\tregExpSearch : /\\bquartermaster\\b/i,\r\n\tname : \"Quartermaster\",\r\n\tsource : [\"NnC\", 1],\r\n\ttoolProfs : [[\"One type of vehicle\", 1], \"Gunsmith's tools\"],  \r\n});\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//ARCHETYPES\r\n\r\n\r\n\r\n\r\nAddSubClass(\"barbarian\", \"grenadier\", {\r\n\tregExpSearch : /\\bgrenadier\\b/i,\r\n\tsubname : \"Grenadier\",\r\n\tsource : [\"NnC\", 1],\r\n\tfeatures : {\r\n\t\t\"subclassfeature3\" : {\r\n\t\t\tname : \"Bonus Proficiencies\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : \"\\n   \" + \"I gain proficiency with the munitions kit.\",\r\n\t\t\ttoolProfs : [\"Munitions kit\"]\r\n\t\t\t\r\n\t\t},\r\n\t\t\"subclassfeature3.1\" : {\r\n\t\t\tname : \"Short Fuse\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : \"\\n   \" + \"I add my rage bonus to damage with thrown weapons, and I increase their range by 10 feet\",\r\n\t\t},\r\n\r\n\t\t\"subclassfeature3.2\" : {\r\n\t\t\tname : \"Reckless Shot\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : \"\\n   \" + \"I can use Reckless Assault to gain advantage on ranged attacks, if my target is within my weapon's normal range.\",\r\n\t\t},\r\n\r\n\t\t\"subclassfeature6\" : {\r\n\t\t\tname : \"Join the Fray\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 6,\r\n\t\t\tdescription : \"\\n   \" + \"When  hit with a ranged attack, I can use my reaction to move up to half my speed\",\r\n\t\t\taction : [\"reaction\", \" (when hit by ranged)\"]\r\n\t\t},\r\n\t}\r\n});\r\n\r\n\r\n//features above level 6 forthcoming\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nAddSubClass(\"rogue\", \"marksman\", {\r\n\tregExpSearch : /^(rogue|miscreant)/i,\r\n\tsubname : \"Marksman\",\r\n\tsource : [\"NnC\", 1],\r\n\tabilitySave : 4,\r\n\tspellcastingAbility: 4,\r\n\tfeatures : {\r\n\t\t\"subclassfeature3\" : {\r\n\t\t\tname : \"Bonus Proficiencies\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : desc([\r\n\t\t\t\t\"I gain proficiency with the j\xE4ger rifle, pennsylvania rifle, and artillery\",\r\n\t\t\t]),\r\n\t\t\tweaponprofs : [false, false, [\"pennsylvania rifle\", \"j\xE4ger rifle\", \"artillery\"]],\r\n\t\t\t\r\n\t\t},\r\n\t\t\"subclassfeature3.1\" : {\r\n\t\t\tname : \"Opportunist\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : desc([\"Use the \\\"Choose Feature\\\" button above to add Techniques to the third page. techniques\" + \"\\n   \" + \"When I hit a creature with a ranged attack that I could apply Sneak Attack to, I can forgo\" + \"\\n   \" + \"Sneak Attack damage this round to activate a technique. Save DC:  8 + Int mod + Proficiency\" + \"\\n   \" + \"Each time I learn a new Technique, I can also replace one I know with a new one.\"\r\n\t\t\t]),\r\n\t\t\tadditional : levels.map(function(n) {\r\n\t\t\t\tif (n < 3) return \"\";\r\n\t\t\t\treturn (n < 5 ? 2 : n < 7 ? 3 : n < 9 ? 4 : n < 12 ? 5 : n < 15 ? 6 : n < 18 ? 7 : 8) + \" known\";\r\n\t\t\t}),\r\n\t\t\textraname : \"Technique\",\r\n\t\t\textrachoices : [\"Journeyman\", \"Leading Shot\", \"Maquillage\", \"Pinning Shot\", \"Rifleman\", \"Unwelcome Surprise\"],\r\n\t\t\t\"journeyman\" : {\r\n\t\t\t\tname : \"Journeyman\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \"\\n   \" + \"I gain proficiency with two tools of my choice. I can replace one or more of the skills I selected\" + \"\\n   \" + \"for my Expertise with the chosen tools.\"\r\n\t\t\t},\r\n\t\t\t\"leading shot\" : {\r\n\t\t\tname : \"Leading Shot\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tadditional : \"forgo Sneak Attack\",\r\n\t\t\t\tdescription : \"\\n   \" + \"When I hit with a ranged attack, I can force a creature to to make a Wisdom saving throw.\" + \"\\n   \" + \"On a failure, it is deafened for 1 minute and must use its reaction to move half its speed\" + \"\\n   \" + \"in a direction of my choice, it travels in a straight line but won't move over obvious danger.\"\r\n\t\t\t},\r\n\t\t\t\"maquillage\" : {\r\n\t\t\tname : \"Maquillage\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \"\\n   \" + \"I can cast War Paint on myself at will as a 1st-level gambit.\",\r\n\t\t\t\tspellcastingBonus : [{\r\n\t\t\t\t\tname : \"Maquillage\",\r\n\t\t\t\t\tspells : [\"war paint\"],\r\n\t\t\t\t\tselection : [\"war paint\"],\r\n\t\t\t\t\tfirstCol : \"atwill\",\r\n\t\t\t\t}],\r\n\t\t\t},\r\n\t\t\t\"pinning shot\" : {\r\n\t\t\tname : \"Pinning Shot\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tadditional : \"forgo Sneak Attack\",\r\n\t\t\t\tdescription : \"\\n   \" + \"When I hit with an attack made with a bow, I can pin a creature to a wall, tree, or terrain.\" + \"\\n   \" + \"The creature is restrained until it or another creature uses its action to remove it by\" + \"\\n   \" + \"making a Strength (Athletics) check against my Technique save DC.\"\r\n\r\n\t\t\t},\r\n\t\t\t\"rifleman\" : {\r\n\t\t\tname : \"Rifleman\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \"\\n   \" + \"While prone, I can spend half my movement to aim at a creature I can see. My next ranged\" + \"\\n   \" + \"attack against that creature made using a rifle ignores disadvantage from being at long range.\"\r\n\t\t\t},\r\n\t\t\t\"unwelcome surprise\" : {\r\n\t\t\tname : \"Unwelcome Surprise\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \"\\n   \" + \"I can cast the Barbed Spike or Entrap gambit once per short rest.\",\r\n\t\t\t\tusages : 1,\r\n\t\t\t\trecovery : \"short rest\",\r\n\t\t\t\ttooltip : \" (Marksman)\",\r\n\t\t\t\tspellcastingBonus : [{\r\n\t\t\t\t\tname : \"Unwelcome Surprise\",\r\n\t\t\t\t\tspells : [\"barbed spike\"],\r\n\t\t\t\t\tselection : [\"barbed spike\"],\r\n\t\t\t\t\toncesr : true,\r\n\t\t\t\t}, {\r\n\t\t\t\t\tname : \"Unwelcome Surprise\",\r\n\t\t\t\t\tspells : [\"entrap\"],\r\n\t\t\t\t\tselection : [\"entrap\"],\r\n\t\t\t\t\tfirstCol : \"oncesr\",\r\n\t\t\t\t}],\r\n\t\t\t\t\r\n\t\t\t}\r\n\t\t}\r\n\t}\r\n});\r\n\r\n\r\n//features above lvl 3 forthcoming\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nAddSubClass(\"fighter\", \"turncoat\", {\r\n\tregExpSearch : /^\\bfighter\\b/i,\r\n\tsubname : \"Turncoat\",\r\n\tsource : [\"NnC 1\", 1],\r\n\tabilitySave : 4,\r\n\tspellcastingAbility: 4,\r\n\tfeatures : {\r\n\t\t\"subclassfeature3\" : {\r\n\t\t\tname : \"Bonus Proficiencies\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : \"\\n   \" + \"I gain proficiency in Athletics, Deception, Performance, Sleight of Hand, or Stealth. I also\" + \"\\n   \" + \"gain proficiency in my choice of the disguise kit, forgery kit, or poisoner's kit.\"\r\n\t\t},\r\n\t\t\"subclassfeature3.1\" : {\r\n\t\t\tname : \"Professional Chicanery\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : \"\\n   \" + \"Choose Cutthroat, Informant, or Mercenary using the \\\"Choose Feature\\\" button above\",\r\n\t\t\tchoices : [\"Cutthroat\", \"Informant\", \"Mercenary\"],\r\n\r\n\t\t\t\t\"cutthroat\" : {\r\n\t\t\t\t\tname : \"Cutthroat Chicanery\",\r\n\t\t\t\t\tdescription : \"\\n   \" +  \" I can cast Create Draught (any injury poisons I create can be applied to up to three daggers\" + \"\\n   \" + \"or handaxes); at 7th level I can cast Create Tincture. Both gambits can be used once per long\" + \"\\n   \" + \"rest. Intelligence is my casting ability for these.\",\r\n\t\t\t\t\t\tusages : 1,\r\n\t\t\t\t\t\trecovery : \"long rest\",\r\n\t\t\t\t\t\ttooltip : \" (Turncoat)\",\r\n\t\t\t\t\tspellcastingBonus : [{\r\n\t\t\t\t\t\tname : \"Cutthroat Chicanery (1)\",\r\n\t\t\t\t\t\tspells : [\"create draught\"],\r\n\t\t\t\t\t\tselection : [\"create draught\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t}, {\r\n\t\t\t\t\t\tname : \"Cutthroat Chicanery (3)\",\r\n\t\t\t\t\t\tspells : [\"create tincture\"],\r\n\t\t\t\t\t\tselection : [\"create tincture\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t\ttimes : levels.map(function (n) { return n < 7 ? 0 : 1; })\r\n\t\t\t\t\t}],\r\n\t\t\t\t},\r\n\r\n// LEVEL MAP FUNCTION NOT WORKING, UNSURE WHY\r\n\r\n\t\t\t\t\"informant\" : {\r\n\t\t\t\t\tname : \"Informant Chicanery\",\r\n\t\t\t\t\tdescription : \"\\n   \" + \"I can cast Illusory Script or Rhetoric once per long rest (I do not need to provide material\" + \"\\n   \" + \"components for these gambits); at 7th level I can cast Beyond Reproach once per long rest.\" + \"\\n   \" + \"Intelligence is my casting ability for these.\",\r\n\t\t\t\t\t\tusages : 1,\r\n\t\t\t\t\t\trecovery : \"long rest\",\r\n\t\t\t\t\t\ttooltip : \" (Turncoat)\",\r\n\t\t\t\t\tspellcastingBonus : [{\r\n\t\t\t\t\t\tname : \"Informant Chicanery (1)\",\r\n\t\t\t\t\t\tspells : [\"illusory script\"],\r\n\t\t\t\t\t\tselection : [\"illusory script\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t}, {\r\n\t\t\t\t\t\tname : \"Informant Chicanery (1)\",\r\n\t\t\t\t\t\tspells : [\"rhetoric\"],\r\n\t\t\t\t\t\tselection : [\"rhetoric\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t}, {\r\n\t\t\t\t\t\tname : \"Informant Chicanery (3)\",\r\n\t\t\t\t\t\tspells : [\"create tincture\"],\r\n\t\t\t\t\t\tselection : [\"create tincture\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t\ttimes : levels.map(function (n) { return n < 7 ? 0 : 1; })\r\n\t\t\t\t\t}],\r\n\t\t\t\t},\r\n\t\t\t\r\n\r\n// LEVEL MAP FUNCTION NOT WORKING, UNSURE WHY\r\n\r\n\t\t\t\t\"mercenary\" : {\r\n\t\t\t\t\tname : \"Mercenary Chicanery\",\r\n\t\t\t\t\tdescription : \"\\n   \" + \"I can cast Barbed Spike or Dead Drop once per long rest (when I cast Dead Drop, I always\" + \"\\n   \" + \"locate a cache and have advantage on checks to locate hidden messages); at 7th level I can\" + \"\\n   \" + \"cast Intelligence Network once per long rest. Intelligence is my casting ability for these.\",\r\n\t\t\t\t\t\tusages : 1,\r\n\t\t\t\t\t\trecovery : \"long rest\",\r\n\t\t\t\t\t\ttooltip : \" (Turncoat)\",\r\n\t\t\t\t\tspellcastingBonus : [{\r\n\t\t\t\t\t\tname : \"Mercenary Chicanery (1)\",\r\n\t\t\t\t\t\tspells : [\"barbed spike\"],\r\n\t\t\t\t\t\tselection : [\"barbed spike\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t}, {\r\n\t\t\t\t\t\tname : \"Mercenary Chicanery (1)\",\r\n\t\t\t\t\t\tspells : [\"dead drop\"],\r\n\t\t\t\t\t\tselection : [\"dead drop\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t}, {\r\n\t\t\t\t\t\tname : \"Mercenary Chicanery (3)\",\r\n\t\t\t\t\t\tspells : [\"intelligence network\"],\r\n\t\t\t\t\t\tselection : [\"intelligence network\"],\r\n\t\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\t\ttimes : levels.map(function (n) { return n < 7 ? 0 : 1; })\r\n\t\t\t\t\t}],\r\n\t\t\t\t},\r\n\r\n// LEVEL MAP FUNCTION NOT WORKING, UNSURE WHY\r\n\r\n\t\t},\r\n\r\n\t}\r\n});\r\n\r\n\r\n//features above level 3 forthcoming\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nAddSubClass(\"ranger\", \"trailblazer\", {\r\n\tregExpSearch : /^(?=.*ranger)(?=.*trailblazer).*$/i,\r\n\tsubname : \"Trailblazer\",\r\n\tsource : [\"NnC\", 1],\r\n});\r\n\r\n//trailblazer forthcoming, need to figure out tying gambits to favored terrain\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//FIREBRAND CLASS\r\n\r\n//first make the sheet know which spells are firebrand spells\r\n[//level 0 (cantrips)\r\n\t\"blade ward\", \"friends\", \"foxfire\", \"guidance\", \"mending\", \"resistance\", \"spare the dying\", \"shillelagh\", \"true strike\", \"vicious mockery\",\r\n\r\n\t//level 1\r\n\t\"bane\", \"barbed spike\", \"charm person\", \"compelled duel\", \"comprehend languages\", \"create draught\", \"cure wounds\", \"dead drop\", \"detect magic\", \"disguise self\", \"expeditious retreat\", \"healing word\", \"heroism\", \"identify\", \"illusory script\", \"purify food and drink\", \"non sequitur\", \"rhetoric\", \"sanctuary\", \"wrathful smite\", \r\n\r\n\t//level 2\r\n\t\"aid\", \"augury\", \"branding smite\", \"calm emotions\", \"castigate\", \"enthrall\", \"find traps\", \"knock\", \"leechcraft\", \"lesser restoration\", \"locate object\", \"prayer of healing\", \"protection from poison\", \"sally forth\", \"stock and barrel\", \"suggestion\",\r\n\r\n\t//level 3\r\n\t\"bestow curse\", \"beyond reproach\", \"create tincture\", \"fear\", \"harsh invective\", \"ignite fervor\", \"intelligence network\", \"mass healing word\", \"nondetection\", \"protection from energy\", \"remove curse\", \"revivify\",\r\n\r\n\t//level 4\r\n\t\"compulsion\", \"confusion\", \"death ward\", \"espirit de corps\", \"freedom of movement\", \"locate creature\", \"to the gallows\",\r\n\r\n\t//level 5\r\n\t\"geas\", \"greater restoration\", \"hold monster\", \"hold the line\", \"mass cure wounds\", \"modify memory\", \"ruse de guerre\", \"seeming\",\r\n\r\n\t//level 6\r\n\t\"eyebite\", \"heal\", \"mass suggestion\",\r\n\r\n\t//level 7\r\n\t\"divine word\", \"mirage arcane\", \"regenerate\"\r\n\r\n].forEach(function (firebrandSpells) {\r\n\tif (SpellsList[firebrandSpells]) SpellsList[firebrandSpells].classes.push(\"firebrand\");\r\n});\r\n\r\n\r\nClassList[\"firebrand\"] = {\r\n\tregExpSearch : /firebrand/i,\r\n\tname : \"Firebrand\",\r\n\tsource : [\"NnC\", 1],\r\n\tprimaryAbility : \"\\n \\u2022 firebrand: Charisma;\",\r\n\tabilitySave : 6,\r\n\tprereqs : \"\\n \\u2022 firebrand: Charisma 13;\",\r\n\timprovements : [0, 0, 0, 1, 1, 1, 1, 2, 2, 2, 2, 3, 3, 3, 3, 4, 4, 4, 5, 5],\r\n\tdie : 8,\r\n\tsaves : [\"Cha\", \"Wis\"],\r\n\tskillstxt : {\r\n\t\t\tprimary : \"Choose three from Deception, History, Insight, Intimidation, Investigation, Medicine, Performance, Persuasion, Religion, and Sleight of Hand.\",\r\n\t\t\tsecondary : \"Choose one from Deception, History, Insight, Intimidation, Investigation, Medicine, Performance, Persuasion, Religion, and Sleight of Hand.\",\r\n\t\t},\r\n\ttoolProfs : {\r\n\t\t\tprimary : [[\"One tool of your choice\", 1]],\r\n\t\t},\r\n\tarmorProfs : {\r\n\t\t\tprimary : [true, false, false, false],\r\n\t\t\tsecondary : [true, false, false, false]\r\n\t\t},\r\n\tweaponProfs : {\r\n\t\t\tprimary : [true, false, [\"dueling pistol\", \"highland pistol\", \"longsword\"]],\r\n\t\t\tsecondary: [true, false, [\"dueling pistol\", \"highland pistol\", \"longsword\"]]\r\n\t\t},\r\n\tequipment : \"firebrand starting equipment:\\n \\u2022 Broadcloth uniform and sachet case -or- leather buff coat and bayonet strap;\\n \\u2022 a highland pistol -or- a brown bess musket -or- two coat pistols;\\n \\u2022 light brogans -or- boot sheath and a coat pistol;\\n \\u2022 a scholar\u2019s pack and 5 cartridge rounds -or- a priest\u2019s pack, 3 tallow, and 15 cartridge rounds.\\n\\nAlternatively, choose \xA3 20 worth of starting equipment instead of both the class' and the background's starting equipment.\",\r\n\tsubclasses : [\"Vocation\", [\"firebrand-chaplain\", \"firebrand-demagogue\"]],\r\n\tattacks : [1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1],\r\n\tspellcastingFactor : 2,\r\n\tspellcastingTable : [\r\n\t\t[2, 0, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[2, 0, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[2, 0, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[3, 0, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[3, 0, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 2, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 2, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 0, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 2, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 2, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 0, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 1, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 1, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 2, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 2, 0, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 3, 1, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 3, 1, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 3, 2, 0, 0, 0, 0],\r\n\t\t[4, 3, 3, 3, 2, 0, 0, 0, 0]\r\n\t],\r\n\tspellcastingKnown : {\r\n\t\tcantrips : [2, 2, 2, 3, 3, 3, 3, 3, 3, 4, 4, 4, 4, 4, 4, 4, 4, 4, 4, 4],\r\n\t\tspells : \"list\",\r\n\t\tprepared : true\r\n\t},\r\n\tfeatures : {\r\n\t\t\"spellcasting\" : {\r\n\t\t\tname : \"Gambits\",\r\n\t\t\tsource : [[\"SRD\", 11], [\"P\", 52]],\r\n\t\t\tminlevel : 1,\r\n\t\t\tdescription : \"\\n   \" + \"I can cast prepared firebrand gambits, using Charisma as my ability\" + \"\\n   \" + \"I can cast my known gambits as rituals if they have the ritual tag\",\r\n\t\t\tadditional : [\"2 cantrips known\", \"2 cantrips known\", \"2 cantrips known\", \"3 cantrips known\", \"3 cantrips known\", \"3 cantrips known\", \"3 cantrips known\", \"3 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\", \"4 cantrips known\"]\r\n\t\t},\r\n\t\t\"subclassfeature1\" : {\r\n\t\t\t\tname : \"Vocation\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tminlevel : 1,\r\n\t\t\t\tdescription : \"\\n   \" + \"Choose a Vocation to commit to and put it in the \\\"Class\\\" field on page 1\" + \"\\n   \" + \"Choose either Advocate, Chaplain, or Demagogue\"\r\n\t\t\t},\r\n\t\t\"polyglot\" : {\r\n\t\t\tname : \"Polyglot\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 1,\r\n\t\t\tdescription : \"\\n   \" + \"I learn a number of additional languages equal to 1 + my Intelligence modifier\",\r\n\t\t\tlanguageProfs : [1],\r\n\t\t},\r\n\r\n// unsure how to get this working to scale off Int\r\n\r\n\t\t\"resolve\" : {\r\n\t\t\t\tname : \"Resolve\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tminlevel : 2,\r\n\t\t\t\tdescription : \"\\n   \" + \"I can spend resolve to fuel special actions (see third page)\",\r\n\t\t\t\tusages : [\"\", 2, 3, 4, 5, 6, 7, 8, 9, 10, 11, 12, 13, 14, 15, 16, 17, 18, 19, 20],\r\n\t\t\t\trecovery : \"long rest\",\r\n\t\t\t\textraname : \"Force of Will\",\r\n\t\t\t\t\"silver tongue\" : {\r\n\t\t\t\t\tname : \"Silver Tongue\",\r\n\t\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\t\tdescription : \" [1 resolve point]\" + \"\\n   \" + \"I can force a target within 60 ft to reroll a Charisma save, I decide to use high or low roll\",\r\n\t\t\t\t\taction : [\"reaction\", \"\"]\r\n\t\t\t\t},\r\n\t\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\t\textrachoice : \"silver tongue\"\r\n\t\t\t\t}]\t\t\t\t\r\n\t\t\t},\r\n\t\t\"fighting style\" : {\r\n\t\t\tname : \"Fighting Style\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 3,\r\n\t\t\tdescription : \"\\n   \" + \"Choose a Fighting Style for the firebrand using the \\\"Choose Feature\\\" button above\",\r\n\t\t\tchoices : [\"Defense\", \"Dueling\", \"Great Weapon Fighting\", \"Protection\", \"Two-Weapon Fighting\"],\r\n\t\t\t\"ranged\" : FightingStyles.archery,\r\n\t\t\t\"defense\" : FightingStyles.defense,\r\n\t\t\t\"dueling\" : FightingStyles.dueling,\r\n\t\t\t\"two-weapon fighting\" : FightingStyles.two_weapon,\r\n\t\t\t\"great weapon fighting\" : FightingStyles.great_weapon,\r\n\t\t\t\"protection\" : FightingStyles.protection,\r\n\t\t\textraname: \"Firebrand 3\",\r\n\t\t\t\"rhetorical flourish\" : {\r\n\t\t\t\tname : \"Rhetorical Flourish\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \" [-/3/5/7/9 resolve points]\" + \"\\n   \" + \"As an action, I can spend resolve to cast 2nd-level or higher gambit on my vocational gambit\" + \"\\n   \" + \"list. 2nd-level gambits cost 3 resolve; each additional level increases the cost by +2. I can\" + \"\\n   \" + \"cast any gambit I afford, even ones I do not have slots for. Gambits are cast at lowest level.\",\r\n\t\t\t\taction : [\"action\", \"\"]\r\n\t\t\t\t},\r\n\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\textrachoice : \"rhetorical flourish\",\r\n\t\t\t\tminlevel : 3\r\n\t\t\t}]\r\n\t\t},\r\n\t\t\"fighting words\" : {\r\n\t\t\tname : \"Fighting Words\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 5,\r\n\t\t\tdescription : \"\\n   \" + \"When I use my action to cast a cantrip, I can make a weapon attack as a bonus action\"\r\n\t\t},\r\n\t\t\"pamphleteer\" : {\r\n\t\t\tname : \"Pamphleteer\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 5,\r\n\t\t\tdescription : \"\\n   \" + \"...\"\r\n\t\t},\r\n\t\t\"reliable gambit\" : {\r\n\t\t\tname : \"Reliable Gambit\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 6,\r\n\t\t\tdescription : \"\\n   \" + \"...\"\r\n\t\t},\r\n\t\t\"decisive strike\" : {\r\n\t\t\t\tname : \"Decisive Strike\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tminlevel : 7,\r\n\t\t\t\tdescription : \"\\n   \" + \"Once per turn, when I hit a creature with a weapon attack, I can do extra damage\",\r\n\t\t\t\tadditional : levels.map(function (n) {\r\n\t\t\t\t\tif (n < 7) return \"\";\r\n\t\t\t\t\treturn \"+\" + (n < 14 ? 1 : 2) + \"d8 damage\";\r\n\t\t\t\t}),\r\n\t\t\t\tcalcChanges : {\r\n\t\t\t\t\tatkAdd : [\r\n\t\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\t\tif (classes.known.firebrand && classes.known.firebrand.level > 7 && !v.isSpell) {\r\n\t\t\t\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + 'Once per turn +' + (classes.known.firebrand.level < 14 ? 1 : 2) + 'd8  damage';\r\n\t\t\t\t\t\t\t}\r\n\t\t\t\t\t\t},\r\n\t\t\t\t\t\t\"Once per turn, I can have one of my weapon attacks that hit do extra  damage\"\r\n\t\t\t\t\t]\r\n\t\t\t\t}\r\n\t\t},\r\n\t\t\"for the cause\" : {\r\n\t\t\tname : \"For the Cause\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 10,\r\n\t\t\tdescription : \"\\n   \" + \"...\",\r\n\t\t\textraname: \"Firebrand 11\",\r\n\t\t\t\"unbreakable\" : {\r\n\t\t\t\tname : \"Unbreakable\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \" [1 resolve point]\" + \"\\n   \" + \"If damaged while concentrating, I can automatically succeed on my concentration check\",\r\n\t\t\t\taction : [\"reaction\", \"\"]\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\textrachoice : \"unbreakable\",\r\n\t\t\t\tminlevel : 11\r\n\t\t\t}]\r\n\t\t},\r\n\t\t\"mystic arguement\" : {\r\n\t\t\t\tname : \"Mystic Arguement\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tminlevel : 14,\r\n\t\t\t\tdescription : \"\\n   \" + \"I can choose one gambit from the firebrand gambit list of each level mentioned above\" + \"\\n   \" + \"I can cast these gambits each once per long rest without needing to use a gambit slot\",\r\n\t\t\t\tadditional : [\"\", \"\", \"\", \"\", \"\", \"\", \"\", \"\", \"\", \"\", \"\", \"\", \"\", \"6th level\", \"6th level\", \"6th level\", \"6th level\", \"6th level and 7th level\", \"6th level and 7th level\", \"6th level and 7th level\"],\r\n\t\t\t\tspellcastingBonus : [{\r\n\t\t\t\t\tname : \"Mystic Argument (6)\",\r\n\t\t\t\t\t\"class\" : \"firebrand\",\r\n\t\t\t\t\tlevel : [6, 6],\r\n\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t}, {\r\n\t\t\t\t\tname : \"Mystic Argument (7)\",\r\n\t\t\t\t\t\"class\" : \"firebrand\",\r\n\t\t\t\t\tlevel : [7, 7],\r\n\t\t\t\t\tfirstCol : \"oncelr\",\r\n\t\t\t\t\ttimes : levels.map(function (n) { return n < 18 ? 0 : 1; })\r\n\t\t\t\t}]\r\n\t\t\t},\r\n\t}\r\n};\r\n\t\r\nClassSubList[\"firebrand-demagogue\"] = {\r\n\tregExpSearch : /^(?=.*firebrand)(?=.*demagogue).*$/i,\r\n\tsubname : \"Demagogue\",\r\n\tsource : [\"NnC\", 1],\r\n\tspellcastingExtra : [\"dissonant whispers\", \"hex\", \"castigate\", \"hold person\", \"fear\", \"intelligence network\", \"locate creature\", \"to the gallows\", \"dominate person\", \"seeming\"],\r\n\tfeatures : {\r\n\t\t\"subclassfeature1\" : {\r\n\t\t\tname : \"Bonus Proficiencies\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 1,\r\n\t\t\tdescription : \"\\n   \" + \"I gain proficiency with medium armor and grenades.\",\r\n\t\t\tweaponprofs : [false, false, [\"grenades\"]],\r\n\t\t\tarmorProfs : [false, true, false, false],\r\n\t\t\textraname : \"Demagogue 2\",\r\n\t\t\t\"dread reprisal\" : {\r\n\t\t\t\tname : \"Dread Reprisal\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \" [1 resolve point]\" + \"\\n   \" + \"After I deal psychic damage I weaken the target, next attacker (not me) deals extra damage\",\r\n\t\t\t\tadditional : levels.map(function (n) {\r\n\t\t\t\t\t\tif (n < 2) return \"\";\r\n\t\t\t\t\t\treturn \"+\" + (n < 6 ? 2 : n < 10 ? 3 : n < 15 ? 4 : 5) + \"d4 damage\";\r\n\t\t\t\t\t}),\r\n\t\t\t\t\tcalcChanges : {\r\n\t\t\t\t\t\tatkAdd : [\r\n\t\t\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\t\t\tif (classes.known.firebrand && classes.known.firebrand.level > 2 && !v.isSpell) {\r\n\t\t\t\t\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + (classes.known.firebrand.level < 6 ? 2 : classes.known.firebrand.level < 10 ? 3 : classes.known.firebrand.level < 15 ? 4 : 5) + 'd4 damage';\r\n\t\t\t\t\t\t\t\t}\r\n\t\t\t\t\t\t\t},\r\n\t\t\t\t\t\t\t\"When I deal psychic damage to a creature, I can spend 1 resolve point to increase the next weapon attack against that creature.\"\r\n\t\t\t\t\t\t]\r\n\t\t\t\t\t}\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\textrachoice : \"dread reprisal\",\r\n\t\t\t\tminlevel : 2\r\n\t\t\t}]\r\n\t\t},\r\n\t\t\"subclassfeature1.1\" : {\r\n\t\t\tname : \"Miscreant's Secrets\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 1,\r\n\t\t\tdescription : \"\\n   \" + \"I can add one gambit from the ranger class to my gambits known; +1 at levels 6, 10, \\u0026 15\",\r\n\t\t\tadditional : [\"one gambit\", \"one gambit\", \"one gambit\", \"one gambit\", \"one gambit\", \"two gambits\", \"two gambits\", \"two gambits\", \"two gambits\", \"three gambits\", \"three gambits\", \"three gambits\", \"three gambits\", \"three gambits\", \"four gambits\", \"four gambits\", \"four gambits\", \"four gambits\", \"four gambits\", \"four gambits\"],\r\n\t\t\tspellcastingBonus : {\r\n\t\t\t\tname : \"Miscreant's Secret\",\r\n\t\t\t\t\"class\" : \"ranger\",\r\n\t\t\t\ttimes : [1, 1, 1, 1, 1, 2, 2, 2, 2, 3, 3, 3, 3, 3, 4, 4, 4, 4, 4, 4]\r\n\t\t\t},\r\n\t\t\textraname : \"Demagogue 10\",\r\n\t\t\t\"make an example\" : {\r\n\t\t\t\tname : \"Make an Example\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tminlevel : 10,\r\n\t\t\t\tdescription : \" [2 resolve points]\" + \"\\n \" + \"...\",\r\n\t\t\t},\r\n\r\n//description forthcoming\r\n\r\n\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\textrachoice : \"make an example\",\r\n\t\t\t\tminlevel : 10\r\n\t\t\t}]\r\n\t\t},\r\n\t\t\"subclassfeature6\" : {\r\n\t\t\tname : \"Excoriate\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 6,\r\n\t\t\tdescription : \"\\n   \" + \"I add my Charisma modifier to one damage roll of a gambit if it does psychic damage\",\r\n\t\t\t\tcalcChanges : {\r\n\t\t\t\t\tatkCalc : [\r\n\t\t\t\t\t\tfunction (fields, v, output) {\r\n\t\t\t\t\t\t\tif (classes.known.firebrand && classes.known.firebrand.level > 5 && v.isSpell && (/psychic/i).test(fields.Damage_Type)) {\r\n\t\t\t\t\t\t\t\t\toutput.extraDmg += What('Cha Mod');\r\n\t\t\t\t\t\t\t};\r\n\t\t\t\t\t\t},\r\n\t\t\t\t\t\t\"Cantrips and gambits that deal psychic damage get my Charisma modifier added to their damage.\"\r\n\t\t\t\t\t],\r\n\t\t\t\t\tspellAdd : [\r\n\t\t\t\t\t\tfunction (spellKey, spellObj, spName) {\r\n\t\t\t\t\t\t\tif (!spellObj.psionic) return genericSpellDmgEdit(spellKey, spellObj, \"psychic\", \"Cha\", true);\r\n\t\t\t\t\t\t},\r\n\t\t\t\t\t\t\"Cantrips and gambits that deal psychic damage get my Charisma modifier added to their damage.\"\r\n\t\t\t\t\t]\r\n\t\t\t\t}\r\n\t\t\t}\r\n\r\n\t}\r\n\t\t\r\n};\r\n\r\n\r\n\r\nClassSubList[\"firebrand-chaplain\"] = {\r\n\tregExpSearch : /^(?=.*firebrand)(?=.*chaplain).*$/i,\r\n\tsubname : \"Chaplain\",\r\n\tsource : [\"NnC\", 1],\r\n\tspellcastingExtra : [\"divine favor\", \"shield of faith\", \"prayer of healing\", \"sally forth\", \"crusader's mantle\", \"revivify\", \"divination\", \"espirit de corps\", \"greater restoration\", \"hold the line\"],\r\n\tfeatures : {\r\n\t\t\"subclassfeature1\" : {\r\n\t\t\tname : \"Inspirational Message\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 1,\r\n\t\t\tdescription : \"\\n   \" + \"You know the Message cantrip; when you cast it you can take Help action to aid your target\" + \"\\n   \" +  \"instead of the normal effects. You can aid their attack, but the creature must be within 30 ft.\",\r\n\t\t\tspellcastingBonus : [{\r\n\t\t\t\tname : \"Message cantrip\",\r\n\t\t\t\tspells : [\"message\"],\r\n\t\t\t\tselection : [\"message\"]\r\n\t\t\t}],\r\n\t\t\textraname : \"Chaplain 2\",\r\n\t\t\t\"benediction\" : {\r\n\t\t\t\tname : \"Benediction\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tdescription : \" [2 resolve points per gambit level, minimum 1]\" + \"\\n   \" + \"If gambit/cantrip has a target of one and not self, I can aim it at second target within range.\" + \"\\n   \" + \"It must must not involve making an attack, or offer the target a saving throw to resist effects.\",\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\textrachoice : \"benediction\",\r\n\t\t\t\tminlevel : 2\r\n\t\t\t}]\r\n\t\t},\r\n\t\t\"subclassfeature6\" : {\r\n\t\t\tname : \"Do No Harm\",\r\n\t\t\tsource : [\"NnC\", 1],\r\n\t\t\tminlevel : 6,\r\n\t\t\tdescription : \"\\n   \" + \"When I cast a gambit that restores HP or grants temporary HP, I heal or grant an additional 2 HP\" + \"\\n   \" + \"When I roll dice to restore HP or grant temporary HP, I can reroll die equal to my Charisma mod\",\r\n\t\t\textraname : \"Chaplain 10\",\r\n\t\t\t\"hearts and minds\" : {\r\n\t\t\t\tname : \"Hearts and Minds\",\r\n\t\t\t\tsource : [\"NnC\", 1],\r\n\t\t\t\tminlevel : 10,\r\n\t\t\t\tdescription : \" [2 resolve points]\" + \"\\n \" + \"...\",\r\n\t\t\t\taction : [\"reaction\", \"\"]\r\n\t\t\t},\r\n//description forthcoming\r\n\r\n\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\textrachoice : \"hearts and minds\",\r\n\t\t\t\tminlevel : 10\r\n\t\t\t}]\r\n\t\t}\r\n\t}\r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//FEATS\r\n\r\n\r\nFeatsList[\"bayonet charger\"] = {\r\n\tname : \"Bayonet Charger\",\r\n\tsource : [\"NnC\", 1],\r\n\tdescription : \"I improve bayonet damage by 1 die step. If I use my action to Dash at least 10 feet, I can charge an enemy, expanding my critical range to 19-20 and doubling my Strength modifier on the damage roll.\",\r\n\taction : [\"bonus action\", \" (after Dash action)\"]\r\n};\r\n\r\nFeatsList[\"pistol expert\"] = {\r\n\tname : \"Pistol Expert\",\r\n\tsource : [\"NnC\", 1],\r\n\tdescription : \"I can use two-weapon fighting with pistols that aren't light, or with a light melee weapon and a pistol. When I reload a pistol, I can reload an additional light pistol. Reloading both pistols costs my entire move speed. If I hit a creature with a melee attack, I have advantage on my next pistol attack against that creature.\",\r\n};\r\n\r\nFeatsList[\"rifle expert\"] = {\r\n\tname : \"Rifle Expert\",\r\n\tsource : [\"NnC\", 1],\r\n\tdescription : \"I gain proficiency with tinker's tools, or expertise if already proficient. My ranged weapon attacks ignore half cover and three-quarters cover. When I use a rifle, I reduce its misfire rate by 1.\",\r\n\ttoolProfs : [[\"Tinker's tools\", \"Dex\"]],\r\n\teval : \"if (CurrentProfs.tool[\\\"Tinker's tools\\\"] && (/tinker/i).test(What('Too Text'))) { Checkbox('Too Exp', true); }; \",\r\n\tremoveeval : \"if (CurrentProfs.tool[\\\"Tinker's tools\\\"] && (/tinker/i).test(What('Too Text'))) { Checkbox('Too Exp', false); }; \"\r\n\t\r\n};\r\n\t\r\nFeatsList[\"carbine expert\"] = {\r\n\tname : \"Carbine Expert\",\r\n\tsource : [\"NnC\", 1],\r\n\tdescription : \"Being within 5 feet of a hostile creature doesn't impose disadvantage on my ranged attack roll. When I damage a creature with a carbine, my movement doesn't provoke opportunity attacks from them for the rest of my turn. Once per long rest, I can reload a carbine as a bonus action.\",\r\n\tusages : 1,\r\n\trecovery : \"long rest\",\r\n\taction : [\"bonus action\", \"\"],\r\n};\r\n\r\n\r\n\r\n\r\nFeatsList[\"printer's apprentice\"] = {\r\n\tname : \"Printer's Apprentice\",\r\n\tsource : [\"NnC\", 1],\r\n\tdescription : \"I gain proficiency with calligrapher's supplies or forgery kit, or expertise if already proficient. I can craft broadsheets and counterfeit dollars in half the usual amount of time. I can sow rumors (DMG 131) without the normal costs, treating the settlement as one size smaller. [+1 Charisma or Intelligence]\",\r\n\timprovements : \"Printer's Apprentice (feat): +1 Charisma or Intelligence;\",\r\n\tskills : \"\\n\\n\" + toUni(\"Printer's Apprentice (feat)\") + \": Choose calligrapher's tools or forgery kit\",\r\n\teval : \"if (CurrentProfs.tool[\\\"Calligrapher's supplies\\\"] && (/calligrapher/i).test(What('Too Text'))) { Checkbox('Too Exp', true); }; \",\r\n\tremoveeval : \"if (CurrentProfs.tool[\\\"Calligrapher's supplies\\\"] && (/calligrapher/i).test(What('Too Text'))) { Checkbox('Too Exp', false); }; \",\r\n\teval : \"if (CurrentProfs.tool[\\\"Forgery kit\\\"] && (/forgery/i).test(What('Too Text'))) { Checkbox('Too Exp', true); }; \",\r\n\tremoveeval : \"if (CurrentProfs.tool[\\\"Forgery kit\\\"] && (/forgery/i).test(What('Too Text'))) { Checkbox('Too Exp', false); }; \"\r\n};\r\n\r\n\r\n\r\nFeatsList[\"skirmisher\"] = {\r\n\tname : \"Skirmisher\",\r\n\tsource : [\"NnC\", 1],\r\n\tdescription : \"If I move at least 30 feet, I gain a +1 bonus to AC. As an action I can hit an enemy with the butt end of my firearm for 1d4 + Strength bludgeoning, they must succeed on a Strength save or be stunned. When targeted by a ranged attack, I can use my reaction to drop prone and impose disadvantage on the attack roll.\",\r\n\taction : [\"action\", \"\"],\r\n};\r\n\r\n\r\nFeatsList[\"ruffian\"] = {\r\n\tname : \"Ruffian\",\r\n\tsource : [\"NnC\", 1],\r\n\tdescription : \"When I deal Sneak Attack damage with a melee weapon, I can deal an additional 1d6 of Sneak Attack damage to the creature I hit. I can never deal more Sneak Attack damage than a rogue of my character level.\",\r\n\tprerequisite : \"Sneak Attack feature, multiclass\",\r\n};\r\n\r\n\r\n//need to figure out how to set the prerequisite to check for a rogue level\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//EQUIPMENT\r\n\r\nToolsList[\"munitions kit\"] = {\r\n\t\tinfoname : \"Munitions kit [\xA32-10s]\",\r\n\t\tname : \"Munitions kit\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"10\"\r\n};\r\n\r\nToolsList[\"gunsmith's tools\"] = {\r\n\t\tinfoname : \"Gunsmith's tools [\xA35]\",\r\n\t\tname : \"Gunsmith's tools\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"9\"\r\n};\r\n\r\n\r\nGearList[\"baldric\"] = {\r\n\t\tinfoname : \"Baldric [\xA32]\",\r\n\t\tname : \"Baldric\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"1\"\r\n};\r\n\r\nGearList[\"cross belt\"] = {\r\n\t\tinfoname : \"Cross belt [\xA31]\",\r\n\t\tname : \"Cross belt\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\nGearList[\"war bandolier\"] = {\r\n\t\tinfoname : \"War bandolier [\xA33-10s]\",\r\n\t\tname : \"War bandolier\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"2\"\r\n};\r\n\r\n\r\nGearList[\"woodland cloak\"] = {\r\n\t\tinfoname : \"Woodland cloak [\xA34-10s]\",\r\n\t\tname : \"Woodland cloak\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"8\"\r\n};\r\n\r\n\r\nGearList[\"bayonet strap\"] = {\r\n\t\tinfoname : \"Bayonet strap [\xA31]\",\r\n\t\tname : \"Bayonet strap\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"0.5\"\r\n};\r\n\r\n\r\nGearList[\"bullet starter\"] = {\r\n\t\tinfoname : \"Bullet starter [\xA32-10s]\",\r\n\t\tname : \"Bullet starter\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"3\"\r\n};\r\n\r\n\r\nGearList[\"gorget\"] = {\r\n\t\tinfoname : \"Gorget [\xA310]\",\r\n\t\tname : \"Gorget\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"4\"\r\n};\r\n\r\n\r\nGearList[\"pistol brace\"] = {\r\n\t\tinfoname : \"Pistol brace [\xA37]\",\r\n\t\tname : \"Pistol brace\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"7\"\r\n};\r\n\r\n\r\nGearList[\"belt loops\"] = {\r\n\t\tinfoname : \"Belt loops [\xA32-10s]\",\r\n\t\tname : \"Belt loops\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"0.5\"\r\n};\r\n\r\n\r\nGearList[\"hunter's pouch\"] = {\r\n\t\tinfoname : \"Hunter's pouch [\xA37]\",\r\n\t\tname : \"Hunter's pouch\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"4\"\r\n};\r\n\r\n\r\nGearList[\"powder horn\"] = {\r\n\t\tinfoname : \"Powder horn [\xA34-10s]\",\r\n\t\tname : \"Powder horn\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"8\"\r\n};\r\n\r\n\r\nGearList[\"sachet case\"] = {\r\n\t\tinfoname : \"Sachet case [\xA38-10s]\",\r\n\t\tname : \"Sachet case\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"5\"\r\n};\r\n\r\n\r\nGearList[\"boot sheath\"] = {\r\n\t\tinfoname : \"Boot sheath [\xA31]\",\r\n\t\tname : \"Boot sheath\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"3\"\r\n};\r\n\r\n\r\nGearList[\"hobnail boots\"] = {\r\n\t\tinfoname : \"Hobnail boots [\xA35]\",\r\n\t\tname : \"Hobnail boots\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"7\"\r\n};\r\n\r\n\r\nGearList[\"light brogans\"] = {\r\n\t\tinfoname : \"Light brogans [\xA33-10s]\",\r\n\t\tname : \"Light brogans\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"2\"\r\n};\r\n\r\n\r\nGearList[\"moccasins\"] = {\r\n\t\tinfoname : \"Moccasins [\xA37]\",\r\n\t\tname : \"Moccasins\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"0.5\"\r\n};\r\n\r\n\r\nGearList[\"broadsheets\"] = {\r\n\t\tinfoname : \"Broadsheets [\xA35]\",\r\n\t\tname : \"Broadsheets\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"snowshoes\"] = {\r\n\t\tinfoname : \"Snowshoes [\xA32-10s]\",\r\n\t\tname : \"Snowshoes\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"5\"\r\n};\r\n\r\n\r\nGearList[\"hartshorn\"] = {\r\n\t\tinfoname : \"Hartshorn [10s]\",\r\n\t\tname : \"Hartshorn\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"tallow\"] = {\r\n\t\tinfoname : \"Tallow [3s]\",\r\n\t\tname : \"Tallow\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"1\"\r\n};\r\n\r\n\r\nGearList[\"continental dollar\"] = {\r\n\t\tinfoname : \"Continental dollar [10s]\",\r\n\t\tname : \"Continental dollar\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"poultice of healing\"] = {\r\n\t\tinfoname : \"Poultice of healing [\xA33]\",\r\n\t\tname : \"Poultice of healing\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"0.5\"\r\n};\r\n\r\n\r\nGearList[\"poultice of great healing\"] = {\r\n\t\tinfoname : \"Poultice of great healing [\xA37]\",\r\n\t\tname : \"Poultice of great healing\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"1\"\r\n};\r\n\r\n\r\nGearList[\"masterwork lock\"] = {\r\n\t\tinfoname : \"Masterwork lock [\xA318]\",\r\n\t\tname : \"Masterwork lock\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"whalebone brace\"] = {\r\n\t\tinfoname : \"Whalebone brace [\xA320-10s]\",\r\n\t\tname : \"Whalebone brace\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"cartridge rounds (10)\"] = {\r\n\t\tinfoname : \"Cartridge rounds (10) [10s]\",\r\n\t\tname : \"Cartridge rounds\",\r\n\t\tamount : \"10\",\r\n\t\tweight : \"1\"\r\n};\r\n\r\n\r\nGearList[\"hailshot rounds (5)\"] = {\r\n\t\tinfoname : \"Hailshot rounds (5) [\xA31]\",\r\n\t\tname : \"Hailshot rounds\",\r\n\t\tamount : \"5\",\r\n\t\tweight : \"1\"\r\n};\r\n\r\n\r\nGearList[\"patch rounds (5)\"] = {\r\n\t\tinfoname : \"Patch rounds (5) [\xA31]\",\r\n\t\tname : \"Patch rounds\",\r\n\t\tamount : \"5\",\r\n\t\tweight : \"1\"\r\n};\r\n\r\n\r\nGearList[\"bloodroot\"] = {\r\n\t\tinfoname : \"Bloodroot [\xA317]\",\r\n\t\tname : \"Bloodroot\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"deadly nightshade\"] = {\r\n\t\tinfoname : \"Deadly nightshade [\xA321-10s]\",\r\n\t\tname : \"Deadly nightshade\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"hellebore\"] = {\r\n\t\tinfoname : \"Hellebore [\xA38-10s]\",\r\n\t\tname : \"Hellebore\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"poison sumac\"] = {\r\n\t\tinfoname : \"Poison sumac [\xA37]\",\r\n\t\tname : \"Poison sumac\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"viper venom\"] = {\r\n\t\tinfoname : \"Viper venom [\xA310]\",\r\n\t\tname : \"Viper venom\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"wasp venom\"] = {\r\n\t\tinfoname : \"Wasp venom [\xA32]\",\r\n\t\tname : \"Wasp venom\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"water hemlock\"] = {\r\n\t\tinfoname : \"Water hemlock [\xA318-10s]\",\r\n\t\tname : \"Water hemlock\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"widow's bite\"] = {\r\n\t\tinfoname : \"Widow's bite [\xA35]\",\r\n\t\tname : \"Widow's bite\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"sawtooth edge\"] = {\r\n\t\tinfoname : \"Sawtooth edge [\xA312]\",\r\n\t\tname : \"Sawtooth edge\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"vent pick\"] = {\r\n\t\tinfoname : \"Vent pick [\xA31]\",\r\n\t\tname : \"Vent pick\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"hidden pocket\"] = {\r\n\t\tinfoname : \"Hidden pocket [\xA37]\",\r\n\t\tname : \"Hidden pocket\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\nGearList[\"wampum belt\"] = {\r\n\t\tinfoname : \"Wampum belt [\xA32]\",\r\n\t\tname : \"Wampum belt\",\r\n\t\tamount : \"\",\r\n\t\tweight : \"\"\r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nArmourList[\"wool matchcoat\"] = {\r\n\tregExpSearch : /^(?=.*wool)(?=.*matchcoat).*$/i,\r\n\tname : \"Wool matchcoat\",\r\n\tsource : [\"NnC\", 1],\r\n\ttype : \"light\",\r\n\tac : 11,\r\n\tstealthdis : false,\r\n\tweight : 8,\r\n\tstrReq : 0,\r\n\tinvName : \"Wool matchcoat\"\r\n};\r\n\r\nArmourList[\"broadcloth longcoat\"] = {\r\n\tregExpSearch : /^(?=.*broadcloth)(?=.*longcoat).*$/i,\r\n\tname : \"Broadcloth longcoat\",\r\n\tsource : [\"NnC\", 1],\r\n\ttype : \"light\",\r\n\tac : 12,\r\n\tstealthdis : false,\r\n\tweight : 12,\r\n\tstrReq : 0,\r\n\tinvName : \"Broadcloth longcoat\"\r\n};\r\n\r\nArmourList[\"wicker breastplate\"] = {\r\n\tregExpSearch : /^(?=.*wicker)(?=.*breastplate).*$/i,\r\n\tname : \"Wicker breastplate\",\r\n\tsource : [\"NnC\", 1],\r\n\ttype : \"medium\",\r\n\tac : 14,\r\n\tstealthdis : false,\r\n\tweight : 18,\r\n\tstrReq : 0,\r\n\tinvName : \"Wicker breastplate\"\r\n};\r\n\r\nArmourList[\"leather buff coat\"] = {\r\n\tregExpSearch : /^(?=.*buff)(?=.*coat).*$/i,\r\n\tname : \"Leather buff coat\",\r\n\tsource : [\"NnC\", 1],\r\n\ttype : \"medium\",\r\n\tac : 15,\r\n\tstealthdis : true,\r\n\tweight : 25,\r\n\tstrReq : 0,\r\n\tinvName : \"Leather buff coat\"\r\n};\r\n\r\n\r\nArmourList[\"cuirass and helm\"] = {\r\n\tregExpSearch : /^(?=.*cuirass)(?=.*helm).*$/i,\r\n\tname : \"Cuirass and helm\",\r\n\tsource : [\"NnC\", 1],\r\n\ttype : \"heavy\",\r\n\tac : 18,\r\n\tstealthdis : true,\r\n\tweight : 40,\r\n\tstrReq : 13,\r\n\tinvName : \"Cuirass and helm\"\r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\nWeaponsList[\"long knife\"] = {\r\n\tregExpSearch : /^(?=.*long)(?=.*knife).*$/i,\r\n\tname : \"Long knife\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Simple\",\r\n\tdamage : [1, 4, \"slashing\"],\r\n\trange : \"Melee\",\r\n\tweight : 3,\r\n\tdescription : \"Finesse, versatile (1d6)\",\r\n\tabilitytodamage : true\r\n};\r\n\r\n\r\n\r\nWeaponsList[\"gunstock club\"] = {\r\n\tregExpSearch : /^(?=.*gunstock)(?=.*club).*$/i,\r\n\tname : \"Gunstock club\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Simple\",\r\n\tdamage : [2, 4, \"slashing\"],\r\n\trange : \"Melee\",\r\n\tweight : 4,\r\n\tdescription : \"Heavy, two-handed\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"spontoon\"] = {\r\n\tregExpSearch : /^(?=.*spontoon).*$/i,\r\n\tname : \"Spontoon\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Simple\",\r\n\tdamage : [1, 8, \"piercing\"],\r\n\trange : \"Melee\",\r\n\tweight : 6,\r\n\tdescription : \"Two-handed, reach\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"war spear\"] = {\r\n\tregExpSearch : /^(?=.*war)(?=.*spear).*$/i,\r\n\tname : \"War spear\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Simple\",\r\n\tdamage : [1, 8, \"piercing\"],\r\n\trange : \"Melee, 30/90 ft\",\r\n\tweight : 3,\r\n\tdescription : \"Two-handed, thrown\",\r\n\tabilitytodamage : true\r\n};\r\n\r\n\r\nWeaponsList[\"coat pistol\"] = {\r\n\tregExpSearch : /^(?=.*coat)(?=.*pistol).*$/i,\r\n\tname : \"Coat pistol\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Simple\",\r\n\tdamage : [1, 12, \"piercing\"],\r\n\trange : \"20/80 ft\",\r\n\tweight : 2,\r\n\tdescription : \"Light, reload 1, misfire 2\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"dragon pistol\"] = {\r\n\tregExpSearch : /^(?=.*dragon)(?=.*pistol).*$/i,\r\n\tname : \"Dragon pistol\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Simple\",\r\n\tdamage : [2, 6, \"piercing\"],\r\n\trange : \"10/\u2014 ft\",\r\n\tweight : 4,\r\n\tdescription : \"Reload 1, misfire 3, scatter\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"turnover pistol\"] = {\r\n\tregExpSearch : /^(?=.*turnover)(?=.*pistol).*$/i,\r\n\tname : \"Turnover pistol\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Simple\",\r\n\tdamage : [2, 4, \"piercing\"],\r\n\trange : \"25/100 ft\",\r\n\tweight : 3,\r\n\tdescription : \"Versatile (2d6), Reload 2, misfire 2\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"bolas\"] = {\r\n\tregExpSearch : /^(?=.*bolas).*$/i,\r\n\tname : \"Bolas\",\r\n\tsource : [\"NnC\", 55],\r\n\tlist : \"ranged\",\r\n\tability : 1,\r\n\ttype : \"Simple\",\r\n\tdamage : [1, 4, \"piercing\"],\r\n\trange : \"15/45 ft\",\r\n\tweight : 10,\r\n\tdescription : \"Finesse, thrown, only 1 attack, up to large creature hit knocked prone (NnC 55)\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"fusil carbine\"] = {\r\n\tregExpSearch : /^(?=.*fusil)(?=.*carbine).*$/i,\r\n\tname : \"Fusil carbine\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Simple\",\r\n\tdamage : [2, 8, \"piercing\"],\r\n\trange : \"40/160 ft\",\r\n\tweight : 6,\r\n\tdescription : \"Two-handed, reload 1, misfire 1\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"blunderbuss carbine\"] = {\r\n\tregExpSearch : /^(?=.*blunderbuss)(?=.*carbine).*$/i,\r\n\tname : \"Blunderbuss carbine\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Simple\",\r\n\tdamage : [4, 4, \"piercing\"],\r\n\trange : \"35/\u2014 ft\",\r\n\tweight : 7,\r\n\tdescription : \"Two-handed, reload 1, misfire 3, point-blank\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"blunderbuss (bayonet)\"] = {\r\n\tregExpSearch : /^(?=.*blunderbuss)(?=.*bayonet).*$/i,\r\n\tname : \"Blunderbuss (bayonet)\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Simple\",\r\n\tdamage : [1, 8, \"piercing\"],\r\n\trange : \"melee\",\r\n\tweight : 0,\r\n\tdescription : \"Two-handed\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"double carbine\"] = {\r\n\tregExpSearch : /^(?=.*double)(?=.*carbine).*$/i,\r\n\tname : \"Double carbine\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Simple\",\r\n\tdamage : [4, 6, \"piercing\"],\r\n\trange : \"35/\u2014 ft\",\r\n\tweight : 12,\r\n\tdescription : \"Two-handed, reload 2, misfire 2, point-blank\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"brown bess musket\"] = {\r\n\tregExpSearch : /^(?=.*brown)(?=.*bess)(?=.*musket).*$/i,\r\n\tname : \"Brown bess musket\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Simple\",\r\n\tdamage : [2, 8, \"piercing\"],\r\n\trange : \"60/240 ft\",\r\n\tweight : 10,\r\n\tdescription : \"Heavy, two-handed, reload 1, misfire 2\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"brown bess (bayonet)\"] = {\r\n\tregExpSearch : /^(?=.*brown)(?=.*bess)(?=.*bayonet).*$/i,\r\n\tname : \"Brown bess (bayonet)\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Simple\",\r\n\tdamage : [1, 8, \"piercing\"],\r\n\trange : \"Melee\", \r\n\tweight : 0,\r\n\tdescription : \"Heavy, two-handed\",\r\n\tabilitytodamage : true\r\n};\r\n\r\n\r\nWeaponsList[\"cuttoe\"] = {\r\n\tregExpSearch : /^(?=.*cuttoe).*$/i,\r\n\tname : \"Cuttoe\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [1, 8, \"slashing\"],\r\n\trange : \"Melee\",\r\n\tweight : 2,\r\n\tdescription : \"Light\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"boarding axe\"] = {\r\n\tregExpSearch : /^(?=.*boarding)(?=.*axe).*$/i,\r\n\tname : \"Boarding axe\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [1, 8, \"slashing\"],\r\n\trange : \"Melee, 15/45 ft\",\r\n\tweight : 4,\r\n\tdescription : \"Heavy, versatile (1d10), thrown\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"cavalry lance\"] = {\r\n\tregExpSearch : /^(?=.*cavalry)(?=.*lance).*$/i,\r\n\tname : \"Cavalry lance\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [1, 8, \"piercing\"],\r\n\trange : \"Melee\",\r\n\tweight : 4,\r\n\tdescription : \"Reach, two-handed, if used after moving 20 ft deal +2d4 damage, mounted only\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"hand coehorn\"] = {\r\n\tregExpSearch : /^(?=.*hand)(?=.*coehorn).*$/i,\r\n\tname : \"Hand coehorn\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [\"\\u2015\", \"\", \"grenade\"],\r\n\trange : \"60/240 ft\",\r\n\tweight : 9,\r\n\tdescription : \"Heavy, reload 1, misfire 3, uses grenades as ammo, see each grenade for effect (NnC 55)\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"dueling pistol\"] = {\r\n\tregExpSearch : /^(?=.*dueling)(?=.*pistol).*$/i,\r\n\tname : \"Dueling pistol\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [2, 8, \"piercing\"],\r\n\trange : \"35/140 ft\",\r\n\tweight : 2,\r\n\tdescription : \"Light, reload 1, misfire 1\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"highland pistol\"] = {\r\n\tregExpSearch : /^(?=.*highland)(?=.*pistol).*$/i,\r\n\tname : \"Highland pistol\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [2, 6, \"piercing\"],\r\n\trange : \"30/120 ft\",\r\n\tweight : 3,\r\n\tdescription : \"Versatile (2d8), reload 1, misfire 2\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"blowpipe\"] = {\r\n\tregExpSearch : /^(?=.*blowpipe).*$/i,\r\n\tname : \"Blowpipe\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [1, 1, \"piercing\"],\r\n\trange : \"25/100 ft\",\r\n\tweight : 1,\r\n\tdescription : \"Reload 1, special\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"cavalry carbine\"] = {\r\n\tregExpSearch : /^(?=.*cavalry)(?=.*carbine).*$/i,\r\n\tname : \"Cavalry carbine\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [2, 10, \"piercing\"],\r\n\trange : \"50/200 ft\",\r\n\tweight : 7,\r\n\tdescription : \"Two-handed, reload 1, misfire 1\",\r\n\tabilitytodamage : true\r\n};\r\n\r\n\r\nWeaponsList[\"fowler carbine\"] = {\r\n\tregExpSearch : /^(?=.*fowler)(?=.*carbine).*$/i,\r\n\tname : \"Fowler carbine\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [2, 8, \"piercing\"],\r\n\trange : \"30/\u2014 ft\",\r\n\tweight : 8,\r\n\tdescription : \"Two-handed, reload 1, misfire 3, scatter\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"charleville (bayonet)\"] = {\r\n\tregExpSearch : /^(?=.*charleville)(?=.*bayonet).*$/i,\r\n\tname : \"Charleville (bayonet)\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [1, 10, \"piercing\"],\r\n\trange : \"Melee\", \r\n\tweight : 0,\r\n\tdescription : \"Two-handed, heavy\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"li\xE8ge musket\"] = {\r\n\tregExpSearch : /^(?=.*liege)(?=.*musket).*$/i,\r\n\tname : \"Li\xE8ge musket\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [2, 10, \"piercing\"],\r\n\trange : \"60/240 ft\",\r\n\tweight : 10,\r\n\tdescription : \"Heavy, two-handed, reload 1, misfire 2\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"li\xE8ge (bayonet)\"] = {\r\n\tregExpSearch : /^(?=.*liege)(?=.*bayonet).*$/i,\r\n\tname : \"Li\xE8ge (bayonet)\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [1, 10, \"piercing\"],\r\n\trange : \"Melee\", \r\n\tweight : 0,\r\n\tdescription : \"Heavy, two-handed\",\r\n\tabilitytodamage : true\r\n};\r\n\r\n\r\nWeaponsList[\"charleville musket\"] = {\r\n\tregExpSearch : /^(?=.*charleville)(?=.*musket).*$/i,\r\n\tname : \"Charleville musket\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [2, 12, \"piercing\"],\r\n\trange : \"70/280 ft\",\r\n\tweight : 9,\r\n\tdescription : \"Heavy, two-handed, reload 1, misfire 2\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"charleville (bayonet)\"] = {\r\n\tregExpSearch : /^(?=.*charleville)(?=.*bayonet).*$/i,\r\n\tname : \"Charleville (bayonet)\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"melee\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [1, 10, \"piercing\"],\r\n\trange : \"Melee\", \r\n\tweight : 0,\r\n\tdescription : \"Heavy, two-handed\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"pennsylvania rifle\"] = {\r\n\tregExpSearch : /^(?=.*pennsylvania)(?=.*rifle).*$/i,\r\n\tname : \"Pennsylvania rifle\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [3, 8, \"piercing\"],\r\n\trange : \"120/480 ft\",\r\n\tweight : 12,\r\n\tdescription : \"Heavy, two-handed, reload 1, misfire 3\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"j\xE4ger rifle\"] = {\r\n\tregExpSearch : /^(?=.*jager)(?=.*rifle).*$/i,\r\n\tname : \"J\xE4ger rifle\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 2,\r\n\ttype : \"Martial\",\r\n\tdamage : [3, 10, \"piercing\"],\r\n\trange : \"80/320 ft\",\r\n\tweight : 10,\r\n\tdescription : \"Heavy, two-handed, reload 1, misfire 2\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"Portfire grenade\"] = {\r\n\tregExpSearch : /^(?=.*portfire)(?=.*grenade).*$/i,\r\n\tname : \"Portfire grenade\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [3, 6, \"fire\"],\r\n\trange : \"20/60 ft\",\r\n\tweight : 2,\r\n\tdescription : \"Misfire 3, target a point (AC 10), creatures in 10 ft make DC 12 Dex save for half (NnC 55)\",\r\n\tabilitytodamage : true\r\n};\r\n\r\nWeaponsList[\"Smokepot grenade\"] = {\r\n\tregExpSearch : /^(?=.*smokepot)(?=.*grenade).*$/i,\r\n\tname : \"Smokepot grenade\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [\"\\u2015\", \"\", \"smoke cloud\"],\r\n\trange : \"20/60 ft\",\r\n\tweight : 2,\r\n\tdescription : \"Misfire 1, target a point (AC 10), creatures in 20 ft make DC 13 Con save or have dis. (NnC 55)\",\r\n\tabilitytodamage : true\r\n};\r\n\r\n\r\nWeaponsList[\"Stinkpot grenade\"] = {\r\n\tregExpSearch : /^(?=.*stinkpot)(?=.*grenade).*$/i,\r\n\tname : \"Stinkpot grenade\",\r\n\tsource : [\"NnC\", 1],\r\n\tlist : \"ranged\",\r\n\tability : 1,\r\n\ttype : \"Martial\",\r\n\tdamage : [4, 6, \"fire \\u0026 piercing\"],\r\n\trange : \"20/60 ft\",\r\n\tweight : 2,\r\n\tdescription : \"Misfire 1, target a point (AC 10), creatures in 15 ft make DC 14 Dex save for half (NnC 48)\",\r\n\tabilitytodamage : true\r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//SPELLS\r\n\r\n\r\n\r\nSpellsList[\"blade ward\"] = {\r\n\tname : \"Blade Ward\",\r\n\tclasses : [\"bard\", \"sorcerer\", \"warlock\", \"wizard\", \"firebrand\"],\r\n\tsource : [\"P\", 218],\r\n\tlevel : 0,\r\n\tschool : \"Abjur\",\r\n\ttime : \"1 a\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V,S\",\r\n\tduration : \"1 rnd\",\r\n\tdescription : \"Until the end of your next turn, Bludgeoning, Piercing, and Slashing dmg resist. vs. weapons\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"friends\"] = {\r\n\t\tname : \"Friends\",\r\n\t\tclasses : [\"bard\", \"sorcerer\", \"warlock\", \"wizard\", \"firebrand\"],\r\n\t\tsource : [\"P\", 244],\r\n\t\tlevel : 0,\r\n\t\tschool : \"Ench\",\r\n\t\ttime : \"1 a\",\r\n\t\trange : \"Self\",\r\n\t\tcomponents : \"S,M\",\r\n\t\tcompMaterial : \"A small amount of makeup applied to the face as this spell is cast\",\r\n\t\tduration : \"Conc, 1 min\",\r\n\t\tdescription : \"Adv. on Cha checks vs. 1 crea currently not hostile; when spell ends, crea knows and becomes hostile\",\r\n\t\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"compelled duel\"] = {\r\n\tname : \"Compelled Duel\",\r\n\tclasses : [\"paladin\", \"firebrand\"],\r\n\tsource : [\"P\", 224],\r\n\tlevel : 1,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 bns\",\r\n\trange : \"30 ft\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tsave : \"Wis\",\r\n\tdescription : \"1 crea save or dis. on attacks vs. not-you and save if moving more than 30 ft away\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"dissonant whispers\"] = {\r\n\tname : \"Dissonant Whispers\",\r\n\tclasses : [\"bard\",],\r\n\tsource : [\"P\", 234],\r\n\tlevel : 1,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 a\",\r\n\trange : \"60 ft\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Instantaneous\",\r\n\tsave : \"Wis\",\r\n\tdescription : \"1 crea 3d6+1d6/SL Psychic dmg and flee; save halves and no fleeing; deaf crea are immune\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"hex\"] = {\r\n\tname : \"Hex\",\r\n\tclasses : [\"warlock\"],\r\n\tsource : [\"P\", 251],\r\n\tlevel : 1,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 bns\",\r\n\trange : \"90 ft\",\r\n\tcomponents : \"V,S,M\",\r\n\tcompMaterial : \"The petrified eye of a newt\",\r\n\tduration : \"Conc, 1 h\",\r\n\tdescription : \"1 crea +1d6 Necrotic dmg from your atks; dis. on chosen ability checks; SL3: conc, 8h; SL5: conc, 24h\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\t\r\n\r\nSpellsList[\"ensnaring strike\"] = {\r\n\tname : \"Ensnaring Strike\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"P\", 237],\r\n\tlevel : 1,\r\n\tschool : \"Conj\",\r\n\ttime : \"1 bns\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tsave : \"Str\",\r\n\tdescription : \"Next crea hit save (Large adv.) or restrained, 1d6+1d6/SL Piercing dmg/rnd; Str check to escape\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"hail of thorns\"] = {\r\n\tname : \"Hail of Thorns\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"P\", 249],\r\n\tlevel : 1,\r\n\tschool : \"Conj\",\r\n\ttime : \"1 bns\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tsave : \"Dex\",\r\n\tdescription : \"Next ranged weapon attack, all within 5 ft of target 1d10+1d10/SL Piercing dmg; save halves\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"wrathful smite\"] = {\r\n\tname : \"Wrathful Smite\",\r\n\tclasses : [\"paladin\", \"firebrand\"],\r\n\tsource : [\"P\", 289],\r\n\tlevel : 1,\r\n\tschool : \"Evoc\",\r\n\ttime : \"1 bns\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tsave : \"Wis\",\r\n\tdescription : \"Next melee weapon hit +1d6 Psychic dmg and save or frightened; it can take 1 a for extra save\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"beast sense\"] = {\r\n\tname : \"Beast Sense\",\r\n\tclasses : [\"druid\", \"ranger\"],\r\n\tsource : [\"P\", 217],\r\n\tritual : true,\r\n\tlevel : 2,\r\n\tschool : \"Div\",\r\n\ttime : \"1 a\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S\",\r\n\tduration : \"Conc, 1 h\",\r\n\tdescription : \"Use 1 willing beast's senses; you are blinded and deafened while doing so\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"cordon of arrows\"] = {\r\n\tname : \"Cordon of Arrows\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"P\", 228],\r\n\tlevel : 2,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 a\",\r\n\trange : \"5 ft\",\r\n\tcomponents : \"V,S,M\",\r\n\tcompMaterial : \"Four or more arrows or bolts\",\r\n\tduration : \"8 h\",\r\n\tsave : \"Dex\",\r\n\tdescription : \"4+2/SL arrows/bolts attack first crea in 30 ft one at a time for 1d6 Piercing dmg; save halves\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\n\r\nSpellsList[\"conjure barrage\"] = {\r\n\tname : \"Conjure Barrage\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"P\", 225],\r\n\tlevel : 3,\r\n\tschool : \"Conj\",\r\n\ttime : \"1 a\",\r\n\trange : \"60-ft cone\",\r\n\tcomponents : \"V,S,M\",\r\n\tcompMaterial : \"One piece of ammunition or a thrown weapon\",\r\n\tduration : \"Instantaneous\",\r\n\tsave : \"Dex\",\r\n\tdescription : \"Throw weapon or ammo; copies rain down for 3d8 dmg; dmg type as weapon; save halves\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"crusader's mantle\"] = {\r\n\tname : \"Crusader's Mantle\",\r\n\tclasses : [\"paladin\"],\r\n\tsource : [\"P\", 230],\r\n\tlevel : 3,\r\n\tschool : \"Evoc\",\r\n\ttime : \"1 a\",\r\n\trange : \"30-ft rad\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tdescription : \"You and allies in range deal extra 1d4 Radiant dmg with weapon attacks\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"lightning arrow\"] = {\r\n\tname : \"Lightning Arrow\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"P\", 255],\r\n\tlevel : 3,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 bns\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V,S\",\r\n\tduration : \"Conc, 1 min\",\r\n\tsave : \"Dex\",\r\n\tdescription : \"Next rngd wea atk +4d8+1d8/SL Lightn. dmg, miss half; 10 ft all 2d8+1d8/SL Lightn. dmg, save half\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"grasping vine\"] = {\r\n\tname : \"Grasping Vine\",\r\n\tclasses : [\"druid\", \"ranger\"],\r\n\tsource : [\"P\", 246],\r\n\tlevel : 4,\r\n\tschool : \"Conj\",\r\n\ttime : \"1 bns\",\r\n\trange : \"30 ft\",\r\n\tcomponents : \"V,S\",\r\n\tduration : \"Conc, 1 min\",\r\n\tsave : \"Dex\",\r\n\tdescription : \"Conjure vine with 30 ft reach; bns a to direct to 1 crea save or pulled 20 ft to vine\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"conjure volley\"] = {\r\n\tname : \"Conjure Volley\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"P\", 226],\r\n\tlevel : 5,\r\n\tschool : \"Conj\",\r\n\ttime : \"1 a\",\r\n\trange : \"150 ft\",\r\n\tcomponents : \"V,S,M\",\r\n\tcompMaterial : \"One piece of ammunition or one thrown weapon\",\r\n\tduration : \"Instantaneous\",\r\n\tsave : \"Dex\",\r\n\tdescription : \"Turn ammo/thrown wea into volley; 40-ft rad 20-ft high 8d8 dmg; dmg type as weapon; save halves\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"swift quiver\"] = {\r\n\tname : \"Swift Quiver\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"P\", 279],\r\n\tlevel : 5,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 bns\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"V,S,M\",\r\n\tcompMaterial : \"A quiver containing at least one piece of ammunition\",\r\n\tduration : \"Conc, 1 min\",\r\n\tdescription : \"Quiver gives nonmagical ammo; bns a to make 2 atks with weapon that uses ammo from that quiver\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n\r\n//GAMBITS\r\n\r\n\r\n\r\nSpellsList[\"barbed spike\"] = {\r\n\tname : \"Barbed Spike\",\r\n\tclasses : [\"firebrand\", \"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 min\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"metal spike & hammer\",\r\n\tduration : \"Permanent\",\r\n\tdescription : \"Cannon disabled or hinge jammed; Str(Smith/Carpenter's tools) vs. DC, dis. if inappropriate tool\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"beyond reproach\"] = {\r\n\tname : \"Beyond Reproach\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Abjur\",\r\n\ttime : \"1 h\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V,M\\u2020\",\r\n\tcompMaterial : \"a combination of clothing, makeup, and forged documentation worth at least \xA3 10 which the gambit consumes\",\r\n\tduration : \"Till detected\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"blowback\"] = {\r\n\tname : \"Blowback\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 2,\r\n\tschool : \"Evoc\",\r\n\ttime : \"1 rea\",\r\n\trange : \"Self\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"a loaded firearm\",\r\n\tduration : \"Instantaneous\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"castigate\"] = {\r\n\tname : \"Castigate\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 2,\r\n\tschool : \"Abjur\",\r\n\ttime : \"1 rea\",\r\n\trange : \"60 feet\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Special\",\r\n\tdescription : \"1 crea who lied or mislead, save or 1 lvl of exhaustion; dis on checks to interact socially for 1d4 days\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\nSpellsList[\"create draught\"] = {\r\n\tname : \"Create Draught\",\r\n\tclasses : [\"firebrand\", \"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Necro\",\r\n\ttime : \"1 min\",\r\n\trange : \"Self\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"gathered herbs and plants, or venom\",\r\n\tduration : \"8 h\",\r\n\tdescription : \"Create Poultice of Healing or Hellebore, Poison Sumac, Wasp Venom, or Widow's Bite poisons; see book\"\r\n\t,\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"create tincture\"] = {\r\n\tname : \"Create Tincture\",\r\n\tclasses : [\"firebrand\", \"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Necro\",\r\n\ttime : \"1 min\",\r\n\trange : \"Self\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"gathered herbs and plants, or venom\",\r\n\tduration : \"8 h\",\r\n\tdescription : \"Create Greater Poultice or Bloodroot, Deadly Nightshade, Viper Venom, or Water Hemlock; see book\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"dead drop\"] = {\r\n\tname : \"Dead Drop\",\r\n\tclasses : [\"firebrand\", \"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Div\",\r\n\ttime : \"1 h\",\r\n\trange : \"1 mile\",\r\n\tcomponents : \"M\",\r\n\tcompMaterial : \"nearby town or settlement\",\r\n\tduration : \"Till triggered\",\r\n\tdescription : \"Find cache of ammo/supplies; must be near town; can leave hidden message 25 words or less; see book\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"defilade position\"] = {\r\n\tname : \"Defilade Position\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 4,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 min\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"a shovel or pickaxe\",\r\n\tduration : \"8 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"entrap\"] = {\r\n\tname : \"Entrap\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tritual : true,\r\n\tlevel : 1,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 min\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"hunting trap or firearm\",\r\n\tduration : \"Till triggered\",\r\n\tdescription : \"5-ft tripwire; gun (weapon dmg) or imp. hunting trap (1d8/mod failed attempt); Int(Investigation) vs. DC\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"escalade\"] = {\r\n\tname : \"Escalade\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 a\",\r\n\trange : \"Self\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"50 feet of rope\",\r\n\tduration : \"Conc, 10 min\",\r\n\tdescription : \"Climb cost no extra move; adv. on Str(Athletics) & grant to allies; action: hoist Large crea \\u0026 obj half speed\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"espirit de corps\"] = {\r\n\tname : \"Espirit de Corps\",\r\n\tclasses : [\"firebrand\", \"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 4,\r\n\tschool : \"Abjur\",\r\n\ttime : \"1 a\",\r\n\trange : \"60 ft\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"fog of war\"] = {\r\n\tname : \"Fog of War\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Illus\",\r\n\ttime : \"1 bns\",\r\n\trange : \"Self\",\r\n\tcomponents : \"S\",\r\n\tduration : \"Conc, 10 min\",\r\n\tdescription : \"I become invisible; must break sight \\u0026 be in terrain can hide in; attacking/casting/moving ends effect\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\n\r\n\r\nSpellsList[\"fougasse\"] = {\r\n\tname : \"Fougasse\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Evoc\",\r\n\ttime : \"1 h\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\\u2020\",\r\n\tcompMaterial : \"Shovels and \xA3 6 worth of shot that the gambit consumes\",\r\n\tduration : \"24 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"foxfire\"] = {\r\n\tname : \"Foxfire\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 0,\r\n\tschool : \"Abjur\",\r\n\ttime : \"1 a\",\r\n\trange : \"30 ft\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"vial of fungi\",\r\n\tduration : \"1 minute\",\r\n\tdescription : \"10-ft rad glows with dim light; save or dis. on Dex(Stealth) until take an action to brush off fungi\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"harsh invective\"] = {\r\n\tname : \"Harsh Invective\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 a\",\r\n\trange : \"60 ft\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"hold the line\"] = {\r\n\tname : \"Hold the Line\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 5,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 a\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V,S\",\r\n\tduration : \"Conc, 1 min\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"ignite fervor\"] = {\r\n\tname : \"Ignite Fervor\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Abjur\",\r\n\ttime : \"1 a\",\r\n\trange : \"30 ft\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"improvised artillery\"] = {\r\n\tname : \"Improvised Artillery\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 2,\r\n\tschool : \"Trans\",\r\n\ttime : \"10 min\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"a hollowed out tree trunk found or crafted\",\r\n\tduration : \"8 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"intelligence network\"] = {\r\n\tname : \"Intelligence Network\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Div\",\r\n\ttime : \"1 h\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Instantaneous\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"leechcraft\"] = {\r\n\tname : \"Leechcraft\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 2,\r\n\tschool : \"Necro\",\r\n\ttime : \"1 min\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\\u0192\",\r\n\tcompMaterial : \"jar of European leeches worth \xA3 5\",\r\n\tduration : \"8 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\n\r\nSpellsList[\"logjam\"] = {\r\n\tname : \"Logjam\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Trans\",\r\n\ttime : \"10 min\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"an axe\",\r\n\tduration : \"Permanent\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"non sequitur\"] = {\r\n\tname : \"Non Sequitur\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 bns\",\r\n\trange : \"30 ft\",\r\n\tcomponents : \"V,S\",\r\n\tduration : \"Instantaneous\",\r\n\tdescription : \"Up to mod crea save or distracted; no rea to my move \\u0026 dis. on Wis(Perception) against me for 1d4 turns\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"portage\"] = {\r\n\tname : \"Portage\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tritual : true,\r\n\tlevel : 2,\r\n\tschool : \"Conj\",\r\n\ttime : \"1 h\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"nearby natural materials\",\r\n\tduration : \"8 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"rhetoric\"] = {\r\n\tname : \"Rhetoric\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 bns\",\r\n\trange : \"Self\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 10 min\",\r\n\tdescription : \"I can make Cha checks using Cha(Performance); roll of 7 or less treated as 8\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"ricochet\"] = {\r\n\tname : \"Ricochet\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 2,\r\n\tschool : \"Evoc\",\r\n\ttime : \"1 a\",\r\n\trange : \"Self\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"a loaded firearm\",\r\n\tduration : \"Instantaneous\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"ruse de guerre\"] = {\r\n\tname : \"Ruse de Guerre\",\r\n\tclasses : [\"firebrand\", \"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 5,\r\n\tschool : \"Illus\",\r\n\ttime : \"1 h\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"V,S,M\",\r\n\tcompMaterial : \"between 5-20 assisting creatures which must stay within 100 feet of you\",\r\n\tduration : \"Conc, 8 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"sally forth\"] = {\r\n\tname : \"Sally Forth\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 2,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 a\",\r\n\trange : \"30 feet\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Conc, 1 min\",\r\n\tdescription : \"1 willing crea +2 AC, speed doubled, adv. on Dex saves, break for extra action (as Haste) or to reload\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"stinkpot\"] = {\r\n\tname : \"Stinkpot\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 3,\r\n\tschool : \"Conj\",\r\n\ttime : \"1 min\",\r\n\trange : \"30 feet\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"nails, sulphur, and gunpowder\",\r\n\tduration : \"8 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"stock and barrel\"] = {\r\n\tname : \"Stock and Barrel\",\r\n\tclasses : [\"firebrand\", \"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 2,\r\n\tschool : \"Trans\",\r\n\ttime : \"1 min\",\r\n\trange : \"\",\r\n\tcomponents : \"S\",\r\n\tcompMaterial : \"\",\r\n\tduration : \"1 h\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"to the gallows\"] = {\r\n\tname : \"To the Gallows\",\r\n\tclasses : [\"firebrand\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 4,\r\n\tschool : \"Ench\",\r\n\ttime : \"1 a\",\r\n\trange : \"20-ft rad\",\r\n\tcomponents : \"V\",\r\n\tduration : \"Instantaneous\",\r\n\tdescription : \"...\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\nSpellsList[\"war paint\"] = {\r\n\tname : \"War Paint\",\r\n\tclasses : [\"ranger\"],\r\n\tsource : [\"NnC\", 1],\r\n\tlevel : 1,\r\n\tschool : \"Abjur\",\r\n\ttime : \"1 min\",\r\n\trange : \"Touch\",\r\n\tcomponents : \"S,M\",\r\n\tcompMaterial : \"paints and pigments\",\r\n\tduration : \"1 h\",\r\n\tdescription : \"Target gains 1d6+2 temporary hit points and has adv. on next attack made\",\r\n\tdescriptionFull : \"\"\r\n};\r\n\r\n\r\n"})
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