
character name

portrait
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namename

race • subrace • ethnic grouprace race • subrace • ethnic grouprace

bloodlines • Ancestors • Tribebloodline bloodlines • Ancestors • Tribebloodline

vocation • class • professionoccupation vocation • class • professionoccupation

whereabouts • alive/deaddomicile whereabouts • alive/deaddomicile

current relations • lifestylestatus current relations • lifestylestatus

mother father

[family]
origins

• when / what age? • • who was there? • • what were the circumstances? •• where did it happen? •
life events • backstory • memories

siblings • birth order
family situation
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background feature • racial features

[character]
origins

name • Titles • cognomen

race • subrace • ethnic grouprace previous experience
background
specialization

Birth date • birth omens • curses • zodiac sign • special talents and inclinationsfate

class[es] • level[s]class level
total

place of birth • childhood home • current domicileplaces you called home

looks • motivation • shtick •personality • distinguishing markscharacter details

Background feature

racial feature racial feature

racial feature

racial feature racial feature

ge
nd

er

marital status • children
love interests

why i became a classwhy i became a background

personality 
trait what you like • accomplishments

personality 
trait what you dislike • phobias

ideal what you believe bond people • posessions flaw vice • weakness
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Ability score increases [asi] 
at class levels: 4, 8, 12, 16, 19 
Fighter at: 6, 14 • Rogue at: 10

unspent  points
from character 

creation + ASI

SIZE +/- lifting
strength

height feet
meter

weight lb
kg

Encumbrance
lifting STRength • size • load

encumbered > STR*5� lb
Heavily Encumbered > STR*10� lb
carrying capacity max. STR*15� lb
Push•Drag•Lift max. STR*30� lb

STR
strength m

od
if

ie
r

Sa
vi

ng
 th

ro
w

pr
of

ic
ie

nc
y

base+race+asi=Score

minus 5 ft: � limping
minus 10 ft: � encumbered
minus 20 ft: � heavily encumbered
halved: � broken or lost foot/leg • exhausted
� difficult terrain • climb • crawl • swiminitiative DEX-Mod.

+ bonus
dex

dexterity m
od

if
ie

r

Sa
vi

ng
 th

ro
w

pr
of

ic
ie

nc
y

base+race+asi=Score

age in years /
phase of life

exhaustion-levels
long rest + food removes 1 level

1 Disadvantage: ability checks | 2 Speed halved
3 Disadvantage: attacks and saving throws
4 Hit point maximum halved
5 Speed reduced to zero | 6 Death

hold
breath

1+con-mod.
in minutes

fasting
starvation

3+con-mod.
in days

con
constitution m

od
if

ie
r

Sa
vi

ng
 th

ro
w

pr
of

ic
ie

nc
y

base+race+asi=Score

active insanities
[S] short • [L] long • [i] indefinite

insanity #1� [     ]
insanity #2� [     ]
insanity #3� [     ]

Rather than being an ability score Sanity is 
a bonus-pool. Gain +/-1 by succeeding or 
failing a horror/madness check/save by ≥10. 

Failing margin: 5 = [S] • 15 = [L] • nat. 1 = [I].
passive
investigation

10+
INT-mod.

Sanity +/- to psych.
stability

int
intelligence m

od
if

ie
r

Sa
vi

ng
 th

ro
w

pr
of

ic
ie

nc
y

base+race+asi=Score

modes of vision
beyond human eyesight

like darkvision, blindsight,� ft
or sunlight sensitivity� ft

Dim Light: Disadvantage: Perception [sight] rolls
Darkness: [Blinded] Checks involving sight fail
Disadvantage: attacks | Advantage: being attacked

passive
perception

10+
wis-mod.

faith deity
or none

ethics •
alignment

true
neutral

wis
wisdom m

od
if

ie
r

Sa
vi

ng
 th

ro
w

pr
of

ic
ie

nc
y

base+race+asi=Score

eyes color

skin color

hair color

honor works just like Sanity but bolsters, or 
undermines attempts at savoire-fair. A social 
faux pas may trigger a CHA saving throw.

honor +/- to social 
interactions

life
style

lifeStyle  +
expenses/day

cha
charisma m

od
if

ie
r

Sa
vi

ng
 th

ro
w

pr
of

ic
ie

nc
y

base+race+asi=Score

speed modifiers

doubled:  dash action

ability score increases / feats by class level
Feat or ability score increase

le
ve

l

Feat or ability score increase

le
ve

l

Feat or ability score increase

le
ve

l

Feat or ability score increase

le
ve

l

Feat or ability score increase

le
ve

l

Feat or ability score increase

le
ve

l

Feat or ability score increase

le
ve

l

Feat or ability score increase

le
ve

l

[feats]
ability scores
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ground speed� ft

e.g. swim speed� ft

e.g. fly speed� ftSp
ee

d
ft/

ro
un

d



Not Proficient: No Proficiency bonus added.
Jack of All Trades: 1/2 Proficiency bonus added.
Proficient: Proficiency bonus added.
Expertise: Proficiency bonus added twice.

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]

persuation � [cha]

religion � [int]

sleight of hand � [dex]

stealth � [dex]

Survival � [wis]

tool

tool

tool

tool

tool

vehicle

vehicle

instrument

instrument

instrument

instrument

shields

unarmed

common

common

languages
native and studied tongues 

scripts
used by known languages

weapon proficiencies
add proficiency bonus to attacks

armor proficiencies
spellcasting • no disadvantage

heavymediumlight

martialsimpleimprovised

Specific Weapons:

known Languages:

known scripts:

proficiency-bonus at level:
[0: +1]•[1-4: +2]•[5-8: +3]

[9-12: +4]•[13-16: +5]•[17-20: +6][skills]
Proficienciesproficiency 

bonus
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pouch
coinage

gems
trinkets

belt

wealth • personal items • pipe • tinderbox • trinkets

head
attuned

1 Helmet • hat • headband • crown • coif

face
attuned

2mask • goggles • Glasses • lenses

neck
attuned

3 amulet • collar • scarf • brooch • hood

back
attuned

4cloak • cape • mantle

torso
attuned

5 vestment • shirt • doublet

body
attuned

6suit of armor • robes

hands
attuned

7 gloves • gauntlets

arms
attuned

fore-

8bracers • wristbands

waist
attuned

9 belt • girdle • sash • baldric • cord

feet
attuned

10boots • sandals • shoes • slippers

ring
attuned

right

11 gear for the fingers of the right hand

ring
attuned

left

12gear for the fingers of the left hand

preferred [default]

ac-calculation: ac
ti

ve

alternative [Temporary]

ac-calculation: ac
ti

ve

[body slots]
worn armor

co
nt

ai
ne

r

copper silver electrum gold platinum

weight  lbvaluearmor class + restrictions

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

weight  lbvalue

 encumbered 
 heavily encumbered 

encumbrance
with donned armor

total weight of worn equipment lb

Attunement: it takes a short 
rest to form a bond to a magic 

item. requirements must be met.

9
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e.g. buffed or without wearing suit of armor

AC
armor class



d
ea

th
sa

v
es

[status]
health

d6

d8

d10

d12

hit dice	 total	 used wounds • current & temporary hit points

conditions | Lingering wounds | insanities | buffs | debuffs

experience [xp]XP for LEVEL
85.000 11

100.000 12
120.000 13*

140.000 14
165.000 15

XP for LEVEL
195.000 16
225.000 17*

265.000 18
305.000 19
355.000 20

XP for LEVEL
0 1

300 2
900 3

2.700 4
6.500 5*

XP for LEVEL
14.000 6
23.000 7
34.000 8
48.000 9*

64.000 10 *)
 Pr

ofi
cie

nc
y b

on
us

 +
1

HP
Max. hit points

experience point total

inspiration dice

Short rest: hit dice can be used to heal lost hit points. Long rest: recover 50% of your hit dice.

generic point-pool counter

e.g. for superiority dice

Po
in

t
to

ta
l

generic point-pool counter

e.g. for luck points

Po
in

t
to

ta
l

You can only have ONE inspiration dice at a time.

d4
d6
d8

d10
d12
d20

blinded
charmed
deafened
frightened
grappled
incapacitated [=INC]
invisible
paralyzed [+INC]
petrified [+INC]
poisoned
prone
restrained
stunned [+INC]
unconscious [+INC] exhaustion levels:

effect • duration • means of healing

1 2 3 4 5
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 encumbered [carried weight exceeds STR*5]
[weight exceeds STR*10] heavily encumbered 

� lb� lb + weight of weapons = totalworn armor

encumbrance
with equipped weapons

weight
carryover

quiver

co
nt

ai
ne

r

st
or

ed
 

eq
ui

pm
en

t 
lo

ca
ti

on
s

hand
attuned

off

bshield or secondary weapon • properties

weight  lbvaluedamage dice + damage type

hand
attuned

off

dshield or secondary weapon • properties

weight  lbvaluedamage dice + damage type

hands
attuned

both

fpolearm • properties

weight  lbvaluedamage dice + damage type

hands
attuned

both

hRanged weapon • properties

weight  lbvaluedamage dice + damage type

hands
attuned

both

mmusical instrument • properties

weight  lbvalueinstrument type

hand
attuned

main

A main Weapon • properties

weight  lbvaluedamage dice + damage type

hand
attuned

main

c backup Weapon • properties

weight  lbvaluedamage dice + damage type

hands
attuned

both

e two-handed Weapon • properties

weight  lbvaluedamage dice + damage type

hand
attuned

main

g Thrown weapon • properties

weight  lbvaluedamage dice + damage type

hand
attuned

main

w Wand • wondrous item • properties

weight  lbvaluedamage dice + damage type

[at-hand items]
weapons0/3

attunements

Attunement: a creature can 
usually be attuned to no more 

than 3 magic items at a time.

worn at either the back ➍ or the waist ➒

w
or

n:
w

or
n:

w
or

n:
w

or
n:

w
or

n:

w
or

n:
w

or
n:

w
or

n:
w

or
n:

w
or

n:

weight  lbvalue

body slots [scabbards ➒]to 121

13 e.g. quiver

14 e.g. backpack

16 e.g. bag of holding

17 e.g. hideout

15 e.g. domicile

19 e.g. sack

20 e.g. saddle bags

18 e.g. scroll case
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quantity and type of ammunition

ammo

weight  lbvalue

quantity and type of ammunition

ammo

weight  lbvalue

quantity and type of ammunition

ammo

weight  lbvalue



combat relevant features • fighting styles
e.g. barbarian rage

e.g. paladin divine smite e.g. fighting style

e.g. monk martial arts e.g. fighting style
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[combat maneuvers]
attacksextra attacks: some classes gain an 

additional attack per action  at lvl. 5 
fighters gain more at lvl. 11 & Lvl. 20.

a/a
attacks per action

attack damage
mode: [Melee | ranged] • [2h | off-hand] … type

action attack bonus
prof. + ability + misc. = total dice + ability + misc. | damage type

reach

range

e.g. rogue sneak attack

5  ft DU unarmed strike [proficient | 
usually does 1 + Str mod. damage]

STR
DEX

STR
DEX

bludgeoning 
slashing • piercing[a]

5  ft DU unarmed off-hand attack
[1 damage | no ability mod. added]

STR
DEX

STR
DEX

bludgeoning 
slashing • piercing[B]

5  ftU grappling [contested:  
Athletics vs. athletics / Acrobatics] [a]

ft 1D4+i improvised melee
[usually not proficient]

STR
DEX

STR
DEX damage type[a]

20  ft/
60  ft

I improvised thrown
[usually not proficient]

STR
DEX

STR
DEX damage type[a]

ftx disarm [contested:  
Athletics vs. athletics / Acrobatics] [a]

ftx shove prone [contested:  
Athletics vs. athletics / Acrobatics] [a]

ft De.g. 1-handed Spear melee STR
DEX

STR
DEX damage typeA | b | r

ft De.g. 2-handed longsword melee STR
DEX

STR
DEX damage typeA | b | r

ft De.g. dagger thrown STR
DEX

STR
DEX damage typeA | b | r

ft De.g. Longbow ranged STR
DEX

STR
DEX damage typeA | b | r

ft De.g. shove away or shield shove STR
DEX

STR
DEX damage typeA | b | r

ft De.g. shove aside STR
DEX

STR
DEX damage typeA | b | r

ft De.g. maneuver: trip attack STR
DEX

STR
DEX damage typeA | b | r

ft De.g. Maneuver:  feint STR
DEX

STR
DEX damage typeA | b | r

ft De.g. Maneuver:  parry STR
DEX

STR
DEX damage typeA | b | r

ft De.g. Hand crossbow ranged STR
DEX

STR
DEX damage typeA | b | r

ft De.g. dragonborn breath weapon STR
DEX

STR
DEX damage typeA | b | r

ft De.g. wand of lightning bolts STR
DEX

STR
DEX damage typeA | b | r

no damage [on success: target 
gains the „grappled“ condition]

no damage [on success:  
target drops a handheld item]

no damage [on success: target 
gains the „prone“ condition]

STR [Athletics]:

STR [Athletics]:
2h-held item: Disadvantage

STR [Athletics]:

1D4+

= equipped weapontoA H
U Unarmed

R Racial

i improvised X any

[A] action • [b] bonus action • [R] reaction • [f] free action
– each can be taken only once per round and character
[m] move [up to move score] • [l] long action [min, hr]

DAMAGE TypeS:  
[b] bludgeoning

[p] piercing • [s] slashing



 encumbered [carried weight exceeds STR*5]
[weight exceeds STR*10] heavily encumbered 

� lb� lb + weight of backpack = total
dropping backpack = bonus action

armor | arms

encumbrance
with equipped weapons

weight
carryover

[container]
backpack0/30

capacity in lb

standard backpack: can contain  
1 cubic foot / 30 lb of gear, but items 
can also be strapped onto the pack.
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quantity | item • description weightvalue

quantity & type of consumables

weight  lbvalue

supply
goods

quantity & type of consumables

weight  lbvalue

supply
goods

quantity & type of consumables

weight  lbvalue

supply
goods

torches • lamp oil • candles

weight  lbvalue

light
source

scroll
case

mostly strapped tobackpack ➍ or belt ➒

weight  lbvalueparchments • scrolls • maps

co
nt

ai
ne

r

food rations á 1 lb per day

weight  lbvalue

rations á 1 gal per day

1 torch = 1 hour of light

weight  lbvalue

water

a s
ta

nd
ar

d 
w

at
er

- 
sk

in
 h

ol
ds

 0.
5 g

al

ha
lf

 r
at

io
ns

 ca
n 

do
ub

le
 th

e t
im

e 
un

ti
l e

xh
au

st
io

n

e.g. bedroll lb

e.g. 50 feet of hempen rope lb

e.g. mess kit lb

e.g. crowbar lb

e.g. hammer lb

e.g. 10 feet of string lb

e.g. sealing wax lb

e.g. bottle of ink and an ink pen lb

e.g. perfume and soap lb

e.g. change of clothes lb

e.g. set of playing cards lb

e.g. thieves‘ tools lb

e.g. letter of introduction from your mentor lb

e.g. needle and twine lb

e.g. various loot items lb



casting class • race • feat ability save DC attack bonus known/prep. spells
[spellcasting]
magic CL

caster level
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caster level: sum of [bard, cleric, druid, 
sorcerer, wizard] + 1/2 of [Ranger, Paladin]  
+ 1/3 of [Eldritch knight, Arcane trickster].

spellcasting relevant features

e.g. Ritual caster feat either fixed number or
class level+ability modifierINT | wis | cha 10+prof.

+abil. mod.
profiency bonus+

ability modifier

e.g. arcane trickster either fixed number or
class level+ability modifierINT | wis | cha 10+prof.

+abil. mod.
profiency bonus+

ability modifier

e.g. bard either fixed number or
class level+ability modifierINT | wis | cha 10+prof.

+abil. mod.
profiency bonus+

ability modifier

e.g. dark elf [drow magic] either fixed number or
class level+ability modifierINT | wis | cha 10+prof.

+abil. mod.
profiency bonus+

ability modifier

e.g. wizard spell mastery e.g. druid beast spells

e.g. warlock mystic arcanum e.g. sorcerer metamagic

e.g. cleric potent spellcasting e.g. war caster feat

1

2

3

4

sp
el

l s
lo

ts
pe

r 
sp

el
l l

ev
el

1st 
slots at CL: 1st [2] • 2nd [3] • 3rd [4]  

expendedtotal

2nd 
slots at CL: 3rd [2] • 4th [3]  

expendedtotal

3rd 
slots at CL: 5th [2] • 6th [3]   

expendedtotal

4th 
slots at CL: 7th [1] • 8th [2] • 9th [3]  

expendedtotal

5th

slots at CL: 9th [1] • 10th [2] • 18th [3]  
expendedtotal

6th 
slots at CL: 11th [1] • 19th [2]   

expendedtotal

7th 
slots at CL: 13th [1] • 20th [2]   

expendedtotal

8th 
slots at CL: 15th [1]

expendedtotal

9th 
slots at CL: 17th [1]   

expendedtotal

•   the eight schools of magic  • 

abju­
ration

illusion

conju­
ration

necro-
mancy

divi­
nation

trans- 
mutation

enchant-
ment

evocation

0 or 1-9 V | s | mA | b | r

e.g. CON

e.g. Acid splash
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. ABJ

e.g. Aid
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. tra

e.g. Alter self
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. enc

e.g. Animal friendship
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. nec

e.g. Animate dead
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. Aura of vitality
CR

+ ft

gpmin min

level
school

cantrip • spell
description • saves • damage • variables� [ritual: +10 min]

spell
components

casting
time

class
prepared

range
duration [c]

[can be cast at higher levels]

[A] action • [b] bonus action 
[R] reaction • [l] longer [min, hr]

Spell Slots: while it‘s possible to gain additional spell slots 
by warlock levels, those do not add to Caster level (CL).

spell components: [v] verbal  
[s] somatic • [m] material [+gp cost]



[known spells]
grimoire
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0 or 1-9 V | s | mA | b | r

e.g. enc

e.g. bane
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. tra

e.g. barkskin
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. abj

e.g. beacon of hope
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. div

e.g. beast sense
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. nec

e.g. bestow curse
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. Bigby‘s hand
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. abj

e.g. blade ward
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. enc

e.g. bless
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. nec

e.g. blight
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. tra

e.g. blink
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. ill

e.g. blur
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. branding smite
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. blade barrier
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. burning hands
CR

+ ft

gpmin min

level
school

cantrip • spell
description • saves • damage • variables� [ritual: +10 min]

spell
components

casting
time

class
prepared

range
duration [c]

[can be cast at higher levels]

[A] action • [b] bonus action 
[R] reaction • [l] longer [min, hr]

DAMAGE TypeS: [a] acid • [c] cold • [f] fire • [fo] force • [l] lightning
[n] necrotic • [po] poison • [ps] psychic • [r] radiant • [t] thunder

spell components: [v] verbal  
[s] somatic • [m] material [+gp cost]

1 casting class 3casting class

2 casting class 4casting class
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[friends & enemies]
contacts

renown • rank • influence • contracts
factions • organizations • affiliations

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

family friend • ally

loved one neutral • indifferent

business partner enemy • rivalst
at

us

st
at

us

troupe name

known for:

ad
ve

nt
ur

in
g

pa
rt

y

Faction renown/rank may grant a Charisma-bonus to social interactions with members of the group.
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[friends & enemies]
contacts

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

name

description • race • vocation • status

family friend • ally

loved one neutral • indifferent

business partner enemy • rivalst
at

us

st
at

us
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name [size • species • Challenge rating]

[pet • hireling]
companion

wounds • conditionscompanion type

eq
ui

pm
en

t
ta

ck
 • h

ar
ne

ss
 • d

ra
w

n 
ve

hi
cl

es

ac
ti

on
s •

 pr
of

ic
ie

nc
ie

s •
 fe

at
ur

es
sp

ee
d

portrait

HP
Max. hit points

initiative armor
class

strength modifierscore

dexterity modifierscore

constitution modifierscore

intelligence modifierscore

wisdom modifierscore

charisma modifierscore

types: familiar • steed • beast 
companion • follower • wildshape 
form • awakened • undead servant …

Description

 encumbered 
 heavily encumbered 

total weight of worn equipment lb

attacks • senses • means of communication

worn armor • protective gear

Encumbrance
lifting STRength • size • load

encumbered > STR*size mod. [sm]� lb
Heavily Encumbered > STR*[sm*2]� lb
carrying capacity max. STR*[sm*3]� lb
Push•Drag•Lift max. STR*[sm*6]� lb

weekly
upkeep

various movement modes       ft



 encumbered [carried weight exceeds STR*SM]
[weight exceeds STR*2sm] heavily encumbered 

� lb� lb + weight of backpack = total
dropping backpack = bonus action

   worn gear

encumbrance
with equipped weapons

weight
carryover
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quantity | item • description weightvalue

quantity & type of consumables

container type • value • capacity

weight  lbvalue

supply
goods

e.g. abacus lb

e.g. ball bearings lb

e.g. abacus lb

e.g. bell lb

e.g. blanket lb

e.g. block and tackle lb

e.g. book lb

e.g. glass bottle lb

e.g. Caltrops lb

e.g. 10 feet chain lb

e.g. chalk lb

e.g. climber‘s kit lb

e.g. fishing tackle lb

e.g. tankard lb

e.g. grappling hook lb

e.g. sledgehammer lb

e.g. healer‘s kit lb

e.g. hourglass lb

e.g. hunting trap lb

e.g. lock lb

e.g. magnifying glass lb

e.g. 10-foot pole lb

carried by whom?  
/ stored where?

types of containers: backpack • 
chest • sack • barrel • saddlebags • 
pouch • basket • bag of holding … 
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downtime: activities take full  
[8 hour] days • 1 workweek equals  
5 days • 1 week equals 7 days. [long term activities]

downtime
currently pursued downtime activity

days
downtime spent

buying magic items
100 gp • 1 workweek
carousing [for contacts]
10 | 50 | 250 gp • 1 workweek
crafting items [1/2 item cost] gp 
• [item cost / 50] workweeks
crafting magic items
100-100,000 gp • 1-50 workweeks
crime
25 gp • 1 week
gambling
10-1000 gp • 1 workweek
pit fighting
1 workweek
relaxation / recuperating
modest lifestyle • 1 week / 3 days
religious service [for favors]
1 workweek
research
50 gp • 1 workweek
scribing spell scrolls
15-250,000 gp • 1 day - 48 workweeks
selling magic items
100 gp • 1 workweek
training 25 gp / workweek  
• [10 minus INT-Modifier] workweeks
work
1 workweek

requirements • materials • tools • skill checks • complications

Money required time requiredMoney spent time spent
daysgpof of

requirements: teachers • workshops • workers • exotic ingredients …

more activities: domicile developing • gaining renown • sowing rumors …

• what time period? • • who was there? • • what did it result in? •• where did it happen? •
recent downtime achievements

travelling
front

A1 a2 a3 a4 a5
B1 b2 b3 b4 b5
c1 c2 c3 c4 c5
d1 d2 d3 d4 d5
e1 e2 e3 e4 e5

rear

order
marching

travel pace distance travelled to destination

travel activities [pick one]
milesof

fast [-5 passive perception]

per minute

400 ft

300 ft

200 ft

per hour

4 miles

3 miles

2 miles

per day

30 miles

24 miles

18 miles

normal

slow [able to use stealth]

Gallop: double mounted travel speed for 1 hour per day per mount.
forced march: travel for more than 8 hours per day - make a 
constitution-save every hour [DC 10 + 1 for each hour beyond 8].
difficult terrain: you are forced to travel at half speed.

stealth
[slow pace]

draw a map 
[find back]

notice threats
[passive perception]

track
[follow]

navigate
[don‘t get lost]

forage
[food | water]
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[homebase • lifestyle]
domicile0 gp

daily upkeep

upgrades: you can develop your 
domicile from basic sleeping and 

storing facility to fit your needs.

quantity | stored items • tools & vehicles • description weightvalue
e.g. gardening tools lb

e.g. a knife, a fork and a pan lb

e.g. canopy bed and erotic outfits lb

e.g. parked vehicle lb

e.g. bucket & broom lb

e.g. hunting trophies lb

e.g. tattered rugs lb

e.g. old paintings lb

e.g. collection of left hand gloves lb

location and description of the domicile

copper silver electrum gold platinum

rented
rent / day*

housing-structure
quality

owned
purchase value

develop.
slots

meals
cost / day*

lifestyle
total

– wretched
ramshackle shelter – 1 – –

7 cp squalid
small drafty shack 100 gp 5 3 cp 1 sp

1 sp poor
sub-standard abode 150 gp 6 6 cp 2 sp

5 sp modest
snug housing 750 gp 7 3 sp 1 gp

8 sp comfortable
cozy merchant home 1,200 GP 8 5 sp 2 gp

2 gp wealthy
patrician estate 3,000 gp 9 8 sp 4 gp

4 gp aristocratic
noble mansion 6,000 gp 10 2 gp 10 gp +

1 pp = 10 GP1 GP = 2 ep = 10 sp1 ep = 5 sp = 50 cp1 sp = 10 cpcp

*) �daily Rent and meals are included in the 
total lifestyle expenses. if you purchase 
a domicile, reduce the expenses by the 
rental price. purchase value of a domicile 
equals approximately 4 years of rent.

• �with a wretched lifestyle you basically 
live on the streets, or under a bridge, 
making a living of the little food you find.

• �the work downtime activity can provide 
for your weekly lifestyle expenses. make 
a relevant skill-check: [9 or less] poor • 
[10-14] modest • [15-20] comfortable • [21 or 
more] comfortable + earn 25 gp.

• �by developing the domicile you invest in 
new functionalities, that can result in 
increased upkeep cost. for more than 10 
development slots: build a stronghold.

• �a home consists of development assets [slots]: Attic, cellar, porch & rooms. to dedicate a slot, you have to spend a certain fraction 
of the domiciles‘ purchase cost. squalid or worse give disadvantage, wealthy or better give advantage when used due to  its purpose.

domicile development slots • cost
e.g. �workshop, study, atrium, 

or operating room
+ x% of

purchase cost

e.g. �gymnasium, ludus, trophy room, 
armory, or training hall

+ x% of
purchase cost

e.g. �library, tinker den, apothecary, 
or alchemist laboratory

+ x% of
purchase cost

e.g. �kitchen, pantry, meeting hall, 
torture chamber or bath

+ x% of
purchase cost

e.g. �vault, secret chamber, privy, 
pit trap, or wine cellar

+ x% of
purchase cost

basic living facilities • bedroom
[bed • fireplace • storage • outhouse]

included in 
purchase cost

e.g. �shrine to a deity, observatory, 
prison, or ritual chamber

+ x% of
purchase cost

e.g. �guest room, gambling den, 
dungeon, or artist studio

+ x% of
purchase cost

e.g. �stables, reception, barbican,  
or servant/Guard quarters

+ x% of
purchase cost

e.g. �garden, mushroom grove, 
fortification, or orchard

+ x% of
purchase cost
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 encumbered [carried weight exceeds STR*SM]
[weight exceeds STR*2sm] heavily encumbered 

� lb� lb + weight of backpack = total
dropping backpack = bonus action

   worn gear

encumbrance
with equipped weapons

weight
carryover
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quantity | item • description weightvalue

quantity & type of consumables

container type • value • capacity

weight  lbvalue

supply
goods

e.g. abacus lb

e.g. ball bearings lb

e.g. abacus lb

e.g. bell lb

e.g. blanket lb

e.g. block and tackle lb

e.g. book lb

e.g. glass bottle lb

e.g. Caltrops lb

e.g. 10 feet chain lb

e.g. chalk lb

e.g. climber‘s kit lb

e.g. fishing tackle lb

e.g. tankard lb

e.g. grappling hook lb

e.g. sledgehammer lb

e.g. healer‘s kit lb

e.g. hourglass lb

e.g. hunting trap lb

e.g. lock lb

e.g. magnifying glass lb

e.g. 10-foot pole lb

[more inventory]
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quantity | item • description weightvalue

quantity & type of consumables

container type • value • capacity

weight  lbvalue

supply
goods

e.g. abacus lb

e.g. ball bearings lb

e.g. abacus lb

e.g. bell lb

e.g. blanket lb

e.g. block and tackle lb

e.g. book lb

e.g. glass bottle lb

e.g. Caltrops lb

e.g. 10 feet chain lb

e.g. chalk lb

e.g. climber‘s kit lb

e.g. fishing tackle lb

e.g. tankard lb

e.g. grappling hook lb

e.g. sledgehammer lb

e.g. healer‘s kit lb

e.g. hourglass lb

e.g. hunting trap lb

e.g. lock lb

e.g. magnifying glass lb

e.g. 10-foot pole lb

[more inventory]
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0 or 1-9 V | s | mA | b | r

e.g. enc

e.g. bane
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. tra

e.g. barkskin
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. abj

e.g. beacon of hope
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. div

e.g. beast sense
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. nec

e.g. bestow curse
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. Bigby‘s hand
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. abj

e.g. blade ward
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. enc

e.g. bless
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. nec

e.g. blight
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. tra

e.g. blink
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. ill

e.g. blur
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. branding smite
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. blade barrier
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. burning hands
CR

+ ft

gpmin min

level
school

cantrip • spell
description • saves • damage • variables� [ritual: +10 min]

spell
components

casting
time

class
prepared

range
duration [c]

[can be cast at higher levels]

[A] action • [b] bonus action 
[R] reaction • [l] longer [min, hr]

DAMAGE TypeS: [a] acid • [c] cold • [f] fire • [fo] force • [l] lightning
[n] necrotic • [po] poison • [ps] psychic • [r] radiant • [t] thunder

spell components: [v] verbal  
[s] somatic • [m] material [+gp cost]

1 casting class 3casting class

2 casting class 4casting class
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0 or 1-9 V | s | mA | b | r

e.g. enc

e.g. bane
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. tra

e.g. barkskin
CR

+ ft

gpmin min

0 or 1-9 V | s | mA | b | r
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0 or 1-9 V | s | mA | b | r

e.g. nec

e.g. bestow curse
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+ ft

gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. Bigby‘s hand
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gpmin min
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0 or 1-9 V | s | mA | b | r
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gpmin min

0 or 1-9 V | s | mA | b | r

e.g. evo

e.g. burning hands
CR

+ ft

gpmin min

level
school

cantrip • spell
description • saves • damage • variables� [ritual: +10 min]

spell
components

casting
time

class
prepared

range
duration [c]

[can be cast at higher levels]

[A] action • [b] bonus action 
[R] reaction • [l] longer [min, hr]

DAMAGE TypeS: [a] acid • [c] cold • [f] fire • [fo] force • [l] lightning
[n] necrotic • [po] poison • [ps] psychic • [r] radiant • [t] thunder

spell components: [v] verbal  
[s] somatic • [m] material [+gp cost]

1 casting class 3casting class

2 casting class 4casting class
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