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Paralyzed
• Incapacitated. Speed is 0 and can't increase.
• Fail Str and Dex saves.
• Enemy attacks have Advantage.
• Enemy attacks within 5 ft are Critical Hits.

Petrified
• Incapacitated. Speed is 0 and can't increase.
• Fail Str and Dex saves.
• Enemy attacks have Advantage.
• Resistance to all damage.
• Immune to being Poisoned.
• Carried nonmagical gear also inanimate.
• Stop aging. Weight increases by factor 10.

Poisoned
• Disadvantage on attacks and ability checks.

Prone
• Crawl at ½ speed or stand up (costs ½ speed).
• Attacks have Disadvantage.
• Enemy attacks have Advantage if within 5 ft 

or Disadvantage otherwise.

Restrained
• Speed is 0 and can't increase.
• Disadvantage on Dex saves.
• Attacks have Disadvantage.
• Enemy attacks have Advantage.

Stunned
• Incapacitated.
• Fail Str and Dex saves.
• Enemy attacks have Advantage.

Surprised
• Disadvantage on Initiative.

Unconscious
• Incapacitated. Speed is 0 and can't increase.
• Fall Prone and drop everything held.
• Unaware of surroundings.
• Fail Str and Dex saves.
• Enemy attacks have Advantage.
• Enemy attacks within 5 ft are Critical Hits.

Blinded
• Fail checks requiring sight.
• Attacks have Disadvantage.
• Enemy attacks have Advantage.

Charmed
• Can’t harm or attack charmer.
• Charmer has Advantage on ability 

checks to interact socially.

Deafened
• Fail checks involving hearing.

Exhaustion Level
• Per level of Exhaustion:

-2 on D20 Tests and -5 ft Speed.
• Die at 6 levels of Exhaustion.
• Finishing a Long Rest removes 1 level of 

Exhaustion. Condition ends at level 0.

Frightened
• Disadvantage on checks and attacks 

while the source of fear is in sight.
• Can’t willingly move closer to the 

source of fear.

Grappled
• Speed is 0 and can't increase.
• Disadvantage on attacks against other 

than the grappler.
• Grappler can move grappled along at 

half speed, unless grappled is Tiny or 
2+ sizes smaller than grappler.

Incapacitated
• Can’t speak or take any action,

Bonus Action, or Reaction.
• Concentration is broken.
• Disadvantage on Initiative.

Invisible
• Advantage on Initiative.
• Unless enemy can see Invisible:

can’t be seen, attacks have Advantage, 
and enemy attacks have Disadvantage.
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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! 


Flapkan.com @BetterOfPurple /u/morepurplemorebetter MPMB on Discord  
 


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: 23 September 2020 
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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 D&D 5e Character Tools 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 Gaming 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 explained over at MPMB’s website “How-To Guide: Add More Content”. 


You can find fan-made content ready to import into the sheets over at the /r/MPMB subreddit. 


1.2 The PDF is not working, what could it be? Is it a bug? 
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 Latest Version bookmark to see if there is an update. The current version number is listed 


in this bookmark and at the bottom of every page. 


Adobe Acrobat DC only 
Make sure you are using the latest version of Adobe Acrobat DC on Windows or macOS. Get Adobe 


Acrobat Reader DC for free here. 


MPMB’s D&D 5e Character Tools only work with Adobe Acrobat DC (Reader, Standard, or Pro) on a 


machine that runs Windows or macOS. Adobe Acrobat on mobile devices such as Android, iOS, or 


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


The reason for the sheet only working in Adobe Acrobat on Windows or macOS is that it leverages the 


Acrobat JavaScript API for its automation and no other software supports it. 


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 >> JavaScript. 


Re-install Adobe Acrobat 
Still having issues? It can’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 


macOS users – don’t use Preview 
Important notice for Apple users: never, ever use Preview on Mac to open one of MPMB’s sheets. Using 


Preview can have the unfortunate side-effect of removing all JavaScript from the PDF and have the 


file immediately auto-saved. As a result, if you open the sheet with Preview just once, it might be 


broken beyond recovery. You will then have to start again with a freshly downloaded sheet. 


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


sheet. See “1.4 How can I report a bug?” below for how to proceed. 



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

https://flapkan.com/ogl

https://flapkan.com/how-to/add-more-content/

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

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

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

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

https://get.adobe.com/reader/
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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 macOS and not in Adobe Acrobat for mobile devices. See also “1.2 The PDF is not 


working, what could it be? Is it a bug?” above. 


The Flatten button  (or Functions >> Flatten 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. 


If you find that the PDF is too slow on a mobile device and/or that you don’t need fillable fields, you 


can print the PDF to PDF to have a read-only version that works in any PDF viewer. See “1.7 I sent 


this PDF to my DM, but they can’t see what I entered. How do I create a readable version?” below. 


1.4 How can I report a bug? 
Please only report a bug if: 


1. You are certain that you found something wrong with the latest version of the sheet (see “2.3 


How can I update to the latest version?” below), and 


2. The issue isn't covered in this FAQ, and 


3. It is not the result of using the wrong software (see “1.2 The PDF is not working, what could 


it be? Is it a bug?” above), and 


4. The issue is not the result of a 3rd-party import script (contact the script’s author instead). 


When reporting a bug, please include the JavaScript error code that the sheet produces (if any) and 


the sheet’s version number. If you can, please also include a step-by-step guide how to reproduce the 


issue, starting from a freshly downloaded sheet. 


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 >> JavaScript; and putting a checkmark in the box 


labelled “Show console on errors and messages”. 


You can report a bug to MPMB in one of the following ways: 


1. Bug-reporting channel on the MPMB Discord server (preferred) 


2. Leave a comment on Patreon 


3. MPMB’s website contact form 


1.5 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. 


1.6 Why are (the texts in) dialogs cut off? 
First, make sure you are using the latest version of Adobe Acrobat Reader DC. A recent update allows 


dialogs to automatically get a scroll-bar if they are larger than your screen’s area. 


If you run your computer with display scaling (sometimes called DPI scaling) other than 100%, you 


will 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. There are several things you can try: 



https://discord.gg/MY5wKpV

https://www.patreon.com/morepurplemorebetter

https://flapkan.com/#contact





4 


 


Disable display scaling in Adobe Acrobat 
1. Open Adobe Acrobat DC 


2. Go to Edit >> Preferences >> General 


3. Set “Scale for screen resolution (restart required):” to “No Scaling” and click OK 


4. Close Adobe Acrobat DC 


5. Open one of MPMB’s sheets and see what changed 


Disable display scaling in Windows 
The easiest way is too disable display scaling for your monitor. In Windows 10: right-click on your 


desktop, choose “Display Settings” and select “100%” under “Scale and layout”. 


However, you likely don’t want to permanently change your DPI scaling for your whole system. You 


can set Windows to not use DPI scaling for just Adobe Acrobat DC. Follow these instructions how to 


do this on Windows 10: 


1. Close your running instance(s) of Adobe Acrobat, if any 


2. Find the location of the executable for Adobe Acrobat in Explorer (for Adobe Acrobat Reader 


DC this is C:\Program Files (x86)\Adobe\Acrobat Reader DC\Reader\AcroRd32.exe) 


3. Right click this executable file and select ‘Properties’ 


4. Go to the ‘Compatibility’ tab and click the button ‘Change high DPI settings’ 


5. Check the box ‘Override high DPI scaling behaviour’ and select ‘System’ from the drop-down 


box below 


6. Click ‘OK’ twice to close the two ‘Properties’ dialogs 


7. Open one of MPMB’s sheets and see what changed 


You can also set the above on a shortcut to Adobe Acrobat so that you can open a version of Adobe 


Acrobat without DPI scaling and one with DPI scaling. 


1.7 I sent this PDF to my DM, but they can’t see what I entered. 


How do I create a readable version? 
MPMB’s D&D 5e Character Tools require Adobe Acrobat DC (Reader, Standard, or Pro) on Windows 


or macOS. It is likely that your friend is not using the right software to open the sheets. See also “1.2 


The PDF is not working, what could it be? Is it a bug?” above. 


To help your friend out, you can print one of MPMB’s sheets to PDF to create a read-only version that 


can be viewed by any PDF viewer. The PDF you create this way won’t have any of the fillable fields or 


automation, but will have a much smaller file size and you won’t have to explain that specific software 


is needed. 


To print to PDF, simply go to the print dialog in Adobe Acrobat DC (Ctrl + P / Command + P) and 


select a PDF printer to print with. For example, Windows 10 comes with a built-in PDF printer 


“Microsoft Print to PDF”. 


Apple users will have a harder time printing to PDF, because Adobe has decided to disallow the Mac 


built-in PDF printer to work from Acrobat. You will have to install a third-party PDF printer for this 


to be possible, like RWTS-PDFwriter for example. 


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


I would like to create a translated version of the sheet, but this will require some thorough re-writes 


of code that will take a lot of time. 


On top of that, there is a lot of content that needs to be translated into languages that MPMB knows 


little/nothing about. This will require help from the community. 


When the time comes, I will be sure to reach out and ask if people are willing to help translate. 



https://github.com/rodyager/RWTS-PDFwriter
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1.9 Is there a night / dark mode version of the sheet? 
Because MPMB’s D&D 5e Character Tools are very much designed to be used printed out at the 


tabletop, and people don’t want to waste their printer ink/toner, there is no version with a dark 


background. 


However, Adobe Acrobat DC does offer you an option to invert colours on any PDF, which you use to 


your advantage. To use this feature, do the following: 


1. Make sure you are using the Printer Friendly or Printer Friendly – Redesign version of the 


sheet. The Colourful version will not look as good with the colours inverted (i.e. terrible). 


2. Open Adobe Acrobat Reader DC (or Pro / Standard) and switch to the dark mode theme using 


View >> Display Theme >> Dark Gray. If you don’t see this option, then you’ll have to update 


Adobe Acrobat Reader DC first with Help >> Check for Updates. 


3. Now go to Edit >> Preferences >> Accessibility and enable “Replace Document Colours”. 


a. Select the radio button for “Use High-Contrast colours” and select the text-


background colour combination that you like from the drop-down box. 


b. Disable “Only change the colour of black text or line art.” 


c. Enable “Change the colour of line art as well as text.” 


4. Now open the MPMB sheet you want to use. The input field highlighting will probably not 


look so good when the colours are inverted. You can change this with the Color button  (or 


Functions >> Set Highlight Color bookmark). 


Be aware that this will change how images look that you added on the background page and the like. 
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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. It is available on MPMB’s website as Pay What You Want. 


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 to those who join MPMB's Patreon. 


MPMB's Spell Sheet Generator (depreciated) 
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 a legacy product, 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, which are each identical in functionality. They 


differ in appearance, lay-out, and, in case of the colourful sheets, paper size. See the images below. 


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


 


  



https://flapkan.com/#donation-select

https://www.patreon.com/morepurplemorebetter

https://www.patreon.com/morepurplemorebetter

https://www.enworld.org/resources/mpmbs-d-d-5e-character-tools.1180/
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Colourful 
The Colourful versions follow the design of Javier Aumente's D&D 5e hojas de personaje (no longer 


available online unfortunately or I would link them here). 


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. 


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. 


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 and import the content 


of your old character sheet into this newer version. You can use the Get Latest Version bookmark to 


grab the newest version of the PDF that is available. 


Once you have opened the newer sheet, click the Import button  (or Functions >> Import/Export 


bookmark) and select “Import a character directly from another MPMB's Character Sheet PDF”. Then 


follow the steps in the pop-up dialogs. 


For a more thorough explanation of what to do, see the “How To Guide: Upgrade to New Sheet”. 


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


latest version? 
What can be imported depends on the version of the sheet you are importing from and the settings in 


the new sheet. Please take time to read the pop-ups that you get when you import. The pop-up dialogs 


explain precisely what has and hasn’t been brought over to the newer version. 


If you are importing from a sheet v12.998 or older into a v13 or newer sheet, you might have missing 


subclass features, feats, racial features, and spells. This is due to the fact that the sheet now only 


contains material from the System Reference Document (SRD). You will need to add import scripts for 


the content that you need prior to bringing your character over. You can find import scripts on the 


/r/MPMB subreddit for a lot of things, so be sure to check it out. See also “1.1 Where are all the 


options? Why can’t I find everything from the Player’s Handbook?” above. 


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. This functionality has been restricted in Adobe Acrobat Reader by 


Adobe. If you want to have this functionality, I advise filing a feature request with Adobe to allow 


Adobe Acrobat Reader to add pages. These kind of feature requests have worked in the past. 



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

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

https://stage.flapkan.com/how-to/upgrade-to-new-sheet/

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





8 


 


2.6 Are there MPMB products for older editions of D&D? 
MorePurpleMoreBetter has only made automated sheets for the 5th edition of Dungeons & Dragons, 


not for any other editions or other tabletop roleplaying games. 


2.7 Where can I find the version number? 
On the bottom of every page of the PDF you can find the version number written in small print. On 


some pages of the Colourful sheets there was too little space left on the bottom and the version number 


is listed in the margin on the right. 


There is also a bookmark “Get Latest Version” that list the version number and you can go to File >> 


Properties >> Description, where the version is part of the document title. 
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3 USING THE SHEETS 
A lot of questions can be answered by reading the tooltips (mouseover texts) of the fields in the PDF. 


Simply hover your cursor over a field for little while and you will see an explanatory text appear. 


3.1 What optional rules does the sheet support? 
Because of the import content functionality, MPMB’s Character Record Sheets can potentially support 


any background, class, subclass, race, subrace, feat, magic item, spell, and psionic you can think of. 


For more information on that, see MPMB’s website “How-To Guide: Add More Content”. 


As for the core rules, the character sheet supports the following optional rules from the Player’s 


Handbook (PHB) and Dungeon Master’s Guide (DMG): 


Feats (PHB, page 165) 
It should be pretty clear on the sheet how to add feats. 


Encumbrance (PHB, page 176) 
Open the carried weight dialog with the Weight button (or Functions >> Weight bookmark) and 


select the radio button for “Use the variant encumbrance rules”. 


Proficiency dice (DMG, page 263) 
Enable the modifier fields* and enable the checkbox for proficiency dice. This checkbox is located 


near the proficiency bonus. 


Honour / Sanity ability (DMG, page 264) 
You can add either Honour or Sanity as a 7th ability score. Do this with the Scores button  (or 


Functions >> Ability Scores bookmark), which opens the Ability Scores dialog. In that dialog you will 


see a drop-down box to select the desired 7th ability. The sheet will sometimes use the abbreviation 


“HoS” to refer to this ability. 


Spell Points (DMG, page 288) 
Open the spell menu with the Spells button (or the Functions >> Spells Options bookmark) or the 


Spell Sheet Options button on the first spell sheet page, and select “Use Spell Points instead of Spell 


Slots”. 


Players make all rolls (Unearthed Arcana: Variant Rules, with mathematical corrections) 
Enable the modifier fields* and enable the checkbox for players make all rolls. This checkbox is located 


near the AC listing. 


* The modifier fields are hidden by default, but you can toggle their visibility with the Mods button 


 (or Functions >> Modifiers bookmark). 


3.2 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, which are hidden by default, but you can toggle their 


visibility with the Mods button  (or Functions >> 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 Command key on your keyboard while you click in the field, a pop-up dialog will open that 


explains this better. 



https://flapkan.com/how-to/add-more-content/

https://media.wizards.com/2015/downloads/dnd/UA5_VariantRules.pdf

https://rpg.stackexchange.com/a/145293/59760
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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. For example, try writing “+2 Longsword” for an attack entry. 


3.3 I can’t find a page, why are not all pages visible? 
Except for the first two pages of the character sheet, all pages are optional. The pages visible by default 


are those that MPMB deemed most likely to be used. 


You can change the visibility of (part of) pages by the following ways: 


1. By clicking a (greyed out) bookmark of a page (subset of the Navigation bookmark) 


2. With the Layout button  


3. With the Navigation or Functions >> Set Pages Layout bookmarks 


4. With the Options button at the top of the Adventurers Logsheet, Companion, Notes, Spell 


Sheets, and Wild Shape pages 


The Adventurers Logsheet, Companion, Notes, Spell Sheets, and Wild Shape pages allow you to have 


multiples of them. You can do this with the options mentioned above. 


As with everything in the sheets, you need Adobe Acrobat DC (Reader, Standard of Pro) to make use 


of these features (see “1.2 The PDF is not working, what could it be? Is it a bug?”). 


3.4 Can I use these sheet for Adventurers League play? 
The sheet is specially tuned for Adventurers League (AL) play with several features. Simply press the 


League button  (or Functions >> Adventurers League bookmark) and you will see a menu of options 


to make your AL live easier. 


You can add an infinite amount of Adventurers Logsheets pages to the PDF. Use the Layout button  


(or Navigation or Functions >> Set Pages Layout bookmarks) for adding/removing logsheet pages. 


As you can only use the Player’s Handbook (PHB) and one additional source book for your AL character 


(the ‘PHB+1 rule’), make sure to exclude all sources except the PHB and one other. Click the Sources 


button  (or Functions >> Source Material bookmark) to open the Source Selection dialog. 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 excluded sources for the ‘PHB+1 rule’. 


Please be aware that not all options offered by the sheet are legal in AL play. Not all class and race 


options found in this sheet are allowed and some of the actions described in the rules section are taken 


from the Dungeon Masters Guid (DMG) and are therefore, by the strict definition of the rules, not 


officially part of the Adventurers League repertoire. 


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


Adventurers League Player & DM Pack. 


3.5 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, this rule does not 


apply to backgrounds. You can always 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 will still be available as they are all part of one source or another. 



https://dnd.wizards.com/articles/events/adventurers-league-resources

https://www.dmsguild.com/product/208178/
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3.6 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. Click the Print button  (or 


Functions >> Print bookmark) and in the dialog that opens, enable the checkbox for “Hide all fields 


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


Don’t forget that before you print, you can add (any number of) companion pages, adventure 


logsheets, wild shape pages, spell sheet pages with empty lines on it, and note pages. 


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”. For those abilities to be visible and usable, first enable them in the Ability Scores dialog. 


For more information, see “3.1 What optional rules does the sheet support?”. 


3.8 Choose Features options 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 on the 


second page. 


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


below code snippet to the sheet. 


ignorePrereqs = true; 


You can add this code to sheet with the Functions >> Add Extra Materials bookmark and selecting 


“Add material manually (copy-paste)”. This will open a dialog where you can paste the above code. 


3.9 Why are not all cantrips/spells present as a weapon option? 
This is intentional. Only 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. 


Spells are only added if they explicitly create a weapon that can be used as for a weapon attack (i.e. 


not spell attack). Spells that deal damage and require a spell attack roll or allow a saving throw will 


have that clearly listed on the spell sheets. Adding spells to the attack section automation is a mostly 


pointless task, because things like upcasting a spell with higher spell slots can never be reflected in 


the attack section and it will become difficult to decide what to add with the limited space for attack 


options. Of course, you can still add a spell to the attack section manually, but they will not be added 


to the automation. 


3.10 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 in a wild 


shape: 


“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) 
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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 in D&D, 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. 


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. 


3.10.1 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. 


3.10.2 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. 



http://dnd.wizards.com/articles/features/chris-avellone-and-philip-daigle-planescape-torment-enhanced-edition





13 


 


4 ADDING (CUSTOM) OPTIONS TO THE SHEETS 


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


item 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. 


1. Content created by somebody else, see the /r/MPMB subreddit for a place where such content 


is shared 


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 you add the latest Wizards of the Coast material? 
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?” above. 


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


content ready for importing over on MPMB’s 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://www.reddit.com/r/mpmb/

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 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 /r/MPMB subreddit and the MPMB Discord server 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, /r/MPMB 


subreddit 


Note that the above things are code and you should pay great attention to the use of punctuation 


marks! Anything on a line after two forward slashes // are comments. Comments are ignored by 


JavaScript and are 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 keeping 


your script separately available, 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 share 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/

https://discord.gg/Qjq9Z5Q

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

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

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. 


Another handy tool for finding syntax errors in JavaScript is JShint.com. Simply paste your code there 


and it’ll tell you what’s wrong with it and how to fix it. 


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. 



https://jshint.com/

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: ({'2026/06/26 - pub_20240917_PHB.js':"var iFileName = \"pub_20240917_PHB.js\";\r\nRequiredSheetVersion(\"24.0.9-beta\");\r\n// This file adds material from the 2024 Player's Handbook that isn't in the SRD v5.2.1 to MPMB's Character Record Sheet for 5.5e\r\n\r\n/* Star characters that work well on the sheet\r\n https://symbl.cc/en/unicode-table/#dingbats\r\n \u2605  \"\\u2605\"\tStar (five-point)\t\t\tMonk\r\n \u2726  \"\\u2726\"\tFour-point star\t\t\t\t\r\n \u2731  \"\\u2731\"\tHeavy Asterisk (very similar to six-point star at a distance)\r\n \u2736  \"\\u2736\"\tSix-point star\t\t\t\tSorcerer\r\n \u2738  \"\\u2738\"\tHeavy Eight-point star\t\tWizard\r\n \u274B  \"\\u274B\"\tHeavy Eight Teardrop-Spoked Propeller Asterisk\r\n \u273D  \"\\u273D\"\tHeavy Teardrop-Spoked Asterisk\tRanger\r\n \u2665  \"\\u2665\"\tHeart Suit\r\n \u2666  \"\\u2666\"\tDiamond Suit\t\t\t\t\r\n \u266A  \"\\u266A\"\tEight Note\t\t\t\t\tBard\r\n */\r\n\r\n// Define the source\r\nSourceList[\"P24\"] = {\r\n\tname: \"2024 Player's Handbook\",\r\n\tabbreviation: \"PHB'24\",\r\n\tabbreviationSpellsheet: \"PH\",\r\n\tgroup: \"Primary Sources\",\r\n\turl: \"https://marketplace.dndbeyond.com/core-rules/3709000\",\r\n\tdate: \"2024/09/17\",\r\n};\r\n\r\n// Barbarian Subclasses\r\nAddSubClass(\"barbarian\", \"wild heart\", {\r\n\tregExpSearch: /^(?=.*barbarian)(?=.*wild)(?=.*heart).*$/i,\r\n\tsubname: \"Path of the Wild Heart\",\r\n\tsubnameShort: \"Wild Heart\",\r\n\tsource: [[\"P24\", 55]],\r\n\tabilitySave: 5,\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Animal Speaker\",\r\n\t\t\tsource: [[\"P24\", 55]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 14 ? desc(\"I can cast *Beast Sense* and *Speak with Animals* using Wisdom, but only as Rituals.\") : \" [*Beast Sense* \\x26 *Speak with Animals* as Ritual]\";\r\n\t\t\t}),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Animal Speaker\",\r\n\t\t\t\tspells: [\"beast sense\", \"speak with animals\"],\r\n\t\t\t\tselection: [\"beast sense\", \"speak with animals\"],\r\n\t\t\t\ttimes: 2,\r\n\t\t\t\tfirstCol: SpellRitualTag,\r\n\t\t\t\tspellcastingAbility: 5,\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Rage of the Wilds\",\r\n\t\t\tsource: [[\"P24\", 55]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"Whenever I enter Rage, I can gain one of the following benefits during that Rage.\",\r\n\t\t\t\t\" \\u2022 ***Bear***. Resistance to all damage types except Force, Necrotic, Psychic, and Radiant.\",\r\n\t\t\t\t\" \\u2022 ***Eagle***. Can Disengage or Dash when entering Rage. As Bonus Action, take both actions.\",\r\n\t\t\t\t\" \\u2022 ***Wolf***. Allies have Advantage on attack rolls against any enemy within 5 ft of me.\",\r\n\t\t\t]),\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Aspect of the Wilds\",\r\n\t\t\tsource: [[\"P24\", 55]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: ' #[Select option with \"Choose Feature\"]#' + desc('Use the \"Choose Feature\" button to select which aspect (Owl, Panther, or Salmon) is currently active and automated, or select to show all of them but have none of them added to the automation.'),\r\n\t\t\tchoices: [\"Owl\", \"Panther\", \"Salmon\", \"show all (bonuses not automated)\"],\r\n\t\t\t\"owl\": {\r\n\t\t\t\tname: \"Owl Aspect of the Wilds\",\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"I have Darkvision 60 ft. If I already have Darkvision, its range increases with 60 ft instead.\",\r\n\t\t\t\t\t\"After I finish a Long Rest, I can switch to: ***Panther*** (Climb Speed) or ***Salmon*** (Swim Speed).\",\r\n\t\t\t\t]),\r\n\t\t\t\tvision: [[\"Darkvision\", \"fixed 60\"], [\"Darkvision\", \"+60\"]],\r\n\t\t\t},\r\n\t\t\t\"panther\": {\r\n\t\t\t\tname: \"Panther Aspect of the Wilds\",\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"I have a Climb Speed equal to my Speed.\",\r\n\t\t\t\t\t\"After I finish a Long Rest, I can switch to: ***Owl*** (+60 ft Darkvision) or ***Salmon*** (Swim Speed).\",\r\n\t\t\t\t]),\r\n\t\t\t\tspeed: { climb: { spd: \"walk\", enc: \"walk\" } },\r\n\t\t\t},\r\n\t\t\t\"salmon\": {\r\n\t\t\t\tname: \"Salmon Aspect of the Wilds\",\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"I have a Swim Speed equal to my Speed.\",\r\n\t\t\t\t\t\"After I finish a Long Rest, I can switch to: ***Owl*** (+60ft Darkvision) or ***Panther*** (Climb Speed).\",\r\n\t\t\t\t]),\r\n\t\t\t\tspeed: { swim: { spd: \"walk\", enc: \"walk\" } },\r\n\t\t\t},\r\n\t\t\t\"show all (bonuses not automated)\": {\r\n\t\t\t\tname: \"Aspect of the Wilds\",\r\n\t\t\t\tdescription: desc(\"I gain one option, which I can change when I finish a Long Rest. ***Owl***. +60 ft Darkvision. ***Panther***. Climb Speed equal to my Speed. ***Salmon***. Swim Speed equal to my Speed.\"),\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Nature Speaker\",\r\n\t\t\tsource: [[\"P24\", 55]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 10 ? \"\" : n < 14 ? desc(\"I can cast *Commune with Nature* using Wisdom, but only as a Ritual.\") : \" [*Commune with Nature* as Ritual]\";\r\n\t\t\t}),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Nature Speaker\",\r\n\t\t\t\tspells: [\"commune with nature\"],\r\n\t\t\t\tselection: [\"commune with nature\"],\r\n\t\t\t\tfirstCol: SpellRitualTag,\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Power of the Wilds\",\r\n\t\t\tsource: [[\"P24\", 55]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: \" [choose one benefit per Rage]\" + desc([\r\n\t\t\t\t\" \\u2022 ***Falcon***. I have a Fly Speed equal to my Speed if I'm not wearing any armor.\",\r\n\t\t\t\t\" \\u2022 ***Lion***. Any enemy within 5 ft of me has Disadvantage on attacks against others than me.\",\r\n\t\t\t\t\" \\u2022 ***Ram***. When I hit a Large or smaller creature with a melee attack, I can knock it Prone.\",\r\n\t\t\t]),\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"barbarian\", \"world tree\", {\r\n\tregExpSearch: /^(?=.*barbarian)((?=.*world)(?=.*tree)|(?=.*yggdrasil)).*$/i,\r\n\tsubname: \"Path of the World Tree\",\r\n\tsubnameShort: \"World Tree\",\r\n\tsource: [[\"P24\", 56]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Vitality of the Tree\",\r\n\t\t\tsource: [[\"P24\", 56]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar rageDamage = n < 9 ? 2 : n < 16 ? 3 : 4;\r\n\t\t\t\treturn desc(\"When I enter Rage, I gain \" + n + \" Temp HP (level). At the start of my turn while in Rage, I can give another within 10 ft \" + rageDamage + \"d6 Temp HP (1d6 per Rage damage) until my Rage ends.\");\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : \"me \" + n + \", others \" + (n < 9 ? 2 : n < 16 ? 3 : 4) + \"d6 Temp HP\";\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Branches of the Tree\",\r\n\t\t\tsource: [[\"P24\", 56]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\"As a Reaction while in Rage when a creature I can see starts its turn within 30 ft, I can have it make a Strength save or teleport it to the empty space of my choice nearest to me that I can see. After it teleports, I can reduce its Speed to 0 until the end of its turn.\"),\r\n\t\t\taction: [[\"reaction\", \" (in Rage)\"]],\r\n\t\t\tadditional: \"DC 8 + Str mod + Prof Bonus\",\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Battering Roots\",\r\n\t\t\tsource: [[\"P24\", 56]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\"On my turn, I have +10 ft reach with Heavy and Versatile melee weapons. With those, I can use the Push or Topple mastery in addition to a different mastery I'm using with it.\"),\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tif (v.isMeleeWeapon && /heavy|versatile/i.test(fields.Description)) {\r\n\t\t\t\t\t\t\tvar text = \"+10 ft reach on my turn\";\r\n\t\t\t\t\t\t\tif (!/\\b(topple|push)\\b/i.test(fields.Description)) {\r\n\t\t\t\t\t\t\t\ttext = \"Push or Topple; \" + text;\r\n\t\t\t\t\t\t\t} else if (!/\\bpush\\b/i.test(fields.Description)) {\r\n\t\t\t\t\t\t\t\ttext = \"Push; \" + text;\r\n\t\t\t\t\t\t\t} else if (!/\\btopple\\b/i.test(fields.Description)) {\r\n\t\t\t\t\t\t\t\ttext = \"Topple; \" + text;\r\n\t\t\t\t\t\t\t}\r\n\t\t\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + text;\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"Heavy and Versatile melee weapons get the Push and Topple masteries added to their description if they don't already have it. With those weapons, I have +10 ft reach on my turn.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Travel along the Tree\",\r\n\t\t\tsource: [[\"P24\", 56]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\"When I enter Rage and as a Bonus Action during, I can teleport up to 60 ft to an empty space I can see. Once per Rage, I can teleport up to 150 ft and bring along up to 6 willing creatures within 10 ft, who each arrive in an empty space of my choice within 10 ft of \" + (typePF ? \"where I arrive.\" : \"me.\")),\r\n\t\t\taction: [[\"bonus action\", \" (in Rage)\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Rage\",\r\n\t\t\tadditional: \"150 ft \\x26 bring 6\",\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"barbarian\", \"zealot\", {\r\n\tregExpSearch: /zealot/i,\r\n\tsubname: \"Path of the Zealot\",\r\n\tsubnameShort: \"Zealot\",\r\n\tfullname: \"Zealot\",\r\n\tsource: [[\"P24\", 57]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Divine Fury\",\r\n\t\t\tsource: [[\"P24\", 57]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc(\"While in Rage, the first creature I hit with a weapon or Unarmed Strike on my turn takes +1d6 + \" + Math.floor(n / 2) + \" (half level) Necrotic or Radiant damage; I choose the type each time.\");\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : \"+1d6 + \" + Math.floor(n / 2) + \" damage\";\r\n\t\t\t}),\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tvar lvl = classes.known.barbarian ? classes.known.barbarian.level : false;\r\n\t\t\t\t\t\tif (lvl && (v.isWeapon || v.baseWeaponName === \"unarmed strike\") && /\\brage\\b/i.test(v.WeaponTextName)) {\r\n\t\t\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + \"1/turn +1d6+\" + Math.floor(lvl / 2) + \" Necrotic/Radiant dmg\";\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Warrior of the Gods\",\r\n\t\t\tsource: [[\"P24\", 57]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"As a Bonus Action, I can expend dice from my pool of d12s to regain HP equal to their roll.\"),\r\n\t\t\tusages: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : (n < 6 ? 4 : n < 12 ? 5 : n < 17 ? 6 : 7) + \"d12 per \";\r\n\t\t\t}),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Fanatical Focus\",\r\n\t\t\tsource: [[\"P24\", 57]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar rageDamageBonus = n < 9 ? 2 : n < 16 ? 3 : 4;\r\n\t\t\t\treturn n < 6 ? \"\" : desc(\"Once per Rage, I can reroll a failed save with a +\" + rageDamageBonus + \" (Rage damage), but must use the result.\");\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\tvar rageDamageBonus = n < 9 ? 2 : n < 16 ? 3 : 4;\r\n\t\t\t\treturn n < 6 ? \"\" : \"reroll save with +\" + rageDamageBonus;\r\n\t\t\t}),\r\n\t\t\tusages: \"1\\xD7 each \",\r\n\t\t\trecovery: \"Rage\",\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Zealous Presence\",\r\n\t\t\tsource: [[\"P24\", 57]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\"As a Bonus Action, I can give up to 10 creatures of my choice within 60 ft Adv on attacks and saves until my next turn starts. I can expend a use of Rage to restore use of this action.\"),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"Rage\",\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Rage of the Gods\",\r\n\t\t\tsource: [[\"P24\", 57]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 14 ? \"\" : desc(\"When I enter Rage, I can gain benefits for 1 minute or until I'm at 0 HP. ***Fly Speed*** equal to my Speed. ***Resistance*** to Necrotic, Psychic, and Radiant. ***Revivification***. As a Reaction when a creature within 30 ft drops to 0 HP, I can expend a Rage use to give it \" + n + \" HP (level).\");\r\n\t\t\t}),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taction: [[\"reaction\", \" (Revivification)\"]],\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Bard Subclasses\r\nAddSubClass(\"bard\", \"dance\", {\r\n\tregExpSearch: /^(?=.*(college|bard|minstrel|troubadour|jongleur))(?=.*dance).*$/i,\r\n\tsubname: \"College of Dance\",\r\n\tsubnameShort: \"Dance\",\r\n\tsource: [[\"P24\", 64]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Dazzling Footwork\",\r\n\t\t\tsource: [[\"P24\", 64]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"While I'm not wearing armor or wielding a Shield, I gain the following benefits.\",\r\n\t\t\t\t\"***Dance Virtuoso***. I have Advantage on any Charisma (Performance) checks involving dancing.\",\r\n\t\t\t\t\"***Unarmored Defense***. My AC is 10 + Dexterity modifier + Charisma modifier.\",\r\n\t\t\t\t\"***Agile Strikes***. When I use Bardic Inspiration as part of an action, Bonus Action, or Reaction, I can make one Unarmed Strike as part of that action, Bonus Action, or Reaction.\",\r\n\t\t\t\t\"***Bardic Damage***. My Unarmed Strikes can use Dexterity and deal damage equal to my BID.\",\r\n\t\t\t]),\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tvar n = classes.known.bard ? classes.known.bard.level : false;\r\n\t\t\t\t\t\tif (n && v.baseWeaponName.indexOf(\"unarmed strike\") !== -1) {\r\n\t\t\t\t\t\t\t// Set the ability to the highest of Str and Dex, if currently one of those or lower than Str or Dex\r\n\t\t\t\t\t\t\tif (fields.Mod === 1 || fields.Mod === 2 || What(AbilityScores.abbreviations[fields.Mod - 1] + \" Mod\") < What(AbilityScores.abbreviations[v.StrDex - 1] + \" Mod\")) {\r\n\t\t\t\t\t\t\t\tfields.Mod = v.StrDex;\r\n\t\t\t\t\t\t\t}\r\n\t\t\t\t\t\t\t// Improve the damage die if there is one and the Bardic Inspiration Die is better\r\n\t\t\t\t\t\t\tvar bardInspDie = n < 5 ? 6 : n < 10 ? 8 : n < 15 ? 10 : 12;\r\n\t\t\t\t\t\t\tvar rxDice = /(\\d+)d?(\\d*)/;\r\n\t\t\t\t\t\t\tif (rxDice.test(fields.Damage_Die)) {\r\n\t\t\t\t\t\t\t\tvar curDie = fields.Damage_Die.match(rxDice);\r\n\t\t\t\t\t\t\t\tvar curDieSize = Math.max(Number(curDie[1]), 1) * Math.max(Number(curDie[2]), 1);\r\n\t\t\t\t\t\t\t\tif (curDieSize < bardInspDie) {\r\n\t\t\t\t\t\t\t\t\tfields.Damage_Die = fields.Damage_Die.replace(curDie[0], '1d' + bardInspDie);\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}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"Unarmed Strikes can use Dexterity and deal Bardic Inspiration Die damage.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t\tarmorOptions: [{\r\n\t\t\t\tregExpSearch: /justToAddToDropDownAndAffectWildShape/,\r\n\t\t\t\tname: \"Unarmored Defense (Cha)\",\r\n\t\t\t\tsource: [[\"P24\", 64]],\r\n\t\t\t\tac: \"10+Cha\",\r\n\t\t\t\taffectsWildShape: true,\r\n\t\t\t\tselectNow: true,\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Inspiring Movement\",\r\n\t\t\tsource: [[\"P24\", 64]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\"As a Reaction when an enemy I can see ends its turn within 5 ft, I can expend a use of Bardic Inspiration to move up to half my Speed without provoking Opportunity Attacks. Then one ally of my choice within 30 ft can do the same with their Reaction.\"),\r\n\t\t\tadditional: \"1 Bardic Inspiration\",\r\n\t\t\taction: [[\"reaction\", \" (1 BID)\"]],\r\n\t\t},\r\n\t\t\"subclassfeature6.1\": {\r\n\t\t\tname: \"Tandem Footwork\",\r\n\t\t\tsource: [[\"P24\", 64]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\"When I roll Initiative and I'm not Incapacitated, I can expend and roll one Bardic Inspiration Die and add it to the Initiative of every ally within 30 ft that can see or hear me.\"),\r\n\t\t\tadditional: \"1 Bardic Inspiration\",\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Leading Evasion\",\r\n\t\t\tsource: [[\"P24\", 65]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: \" [if not Incapacitated]\" + desc([\r\n\t\t\t\t\"When I make a Dex save to halve damage, I instead take none if I succeed and half if I fail.\",\r\n\t\t\t\t\"I can share this benefit with creatures within 5 ft making the same save.\",\r\n\t\t\t]),\r\n\t\t\tsavetxt: { text: [\"**Dex Save for Half**. *Failure:* half dmg, *Success:* no dmg\"] },\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"bard\", \"glamour\", {\r\n\tregExpSearch: /^(?=.*(college|bard|minstrel|troubadour|jongleur))(?=.*glamour).*$/i,\r\n\tsubname: \"College of Glamour\",\r\n\tsubnameShort: \"Glamour\",\r\n\tsource: [[\"P24\", 65]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Beguiling Magic\",\r\n\t\t\tsource: [[\"P24\", 65]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"Immediately after I use a spell slot to cast an Enchantment or Illusion spell, I can have a creature I can see within 60 ft make a Wisdom save or be either Charmed or Frightened for 1 minute, repeating the save as each of its turns end. I can expend a Bardic Inspiration Die to restore use of this feature. I always have *Charm Person* and *Mirror Image* prepared.\"),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"BID\",\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Beguiling Magic\",\r\n\t\t\t\tspells: [\"charm person\", \"mirror image\"],\r\n\t\t\t\tselection: [\"charm person\", \"mirror image\"],\r\n\t\t\t\ttimes: 2,\r\n\t\t\t\tfirstCol: \"markedbox\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Mantle of Inspiration\",\r\n\t\t\tsource: [[\"P24\", 65]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can expend and roll a Bardic Inspiration Die to grant other creatures within 60 ft of me Temporary Hit Points equal to twice the number rolled, and then each can use its Reaction to move up to its Speed without provoking Opportunity Attacks.\",\r\n\t\t\t\t\"I can choose up to my Charisma modifier (minimum 1) number of creatures to affect.\",\r\n\t\t\t]),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\tvar bardInspDie = n < 5 ? 6 : n < 10 ? 8 : n < 15 ? 10 : 12;\r\n\t\t\t\treturn n < 3 ? \"\" : \"1 BID; 1d\" + bardInspDie + \" \\xD7 2 Temp HP\";\r\n\t\t\t}),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Mantle of Majesty\",\r\n\t\t\tsource: [[\"P24\", 65]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\"As a Bonus Action, I can take on an unearthly appearance for 1 minute, requiring Concentration. When I do so and as a Bonus Action during, I can cast *Command* without using a spell slot. Creatures Charmed by me automatically fail their save against it. I can expend a level 3+ spell slot (SS 3+) to restore use of this. I always have *Command* prepared.\"),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"SS 3+\",\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Mantle of Majesty\",\r\n\t\t\t\tspells: [\"command\"],\r\n\t\t\t\tselection: [\"command\"],\r\n\t\t\t\tfirstCol: \"markedbox\",\r\n\t\t\t}],\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Unbreakable Majesty\",\r\n\t\t\tsource: [[\"P24\", 66]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can gain a majestic presence for 1 minute or until I'm Incapacitated.\",\r\n\t\t\t\t\"While active, whenever any creature hits me with an attack roll for the first time on a turn, it has to make a Charisma save or miss instead.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"bard\", \"valor\", {\r\n\tregExpSearch: /^(?=.*(college|bard|minstrel|troubadour|jongleur))(?=.*valor).*$/i,\r\n\tsubname: \"College of Valor\",\r\n\tsubnameShort: \"Valor\",\r\n\tsource: [[\"P24\", 67]],\r\n\tattacks: [1, 1, 1, 1, 2],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Combat Inspiration\",\r\n\t\t\tsource: [[\"P24\", 67]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"A creature that has a Bardic Inspiration Die (BID) from me can use it in one of these ways.\",\r\n\t\t\t\t\"***Defense***. As a Reaction when hit by an attack, it can add the BID to \" + (typePF ? \"its \" : \"\") + \"AC against that attack.\",\r\n\t\t\t\t\"***Offense***. After it hits with an attack roll, it can add the BID to that attack's damage.\",\r\n\t\t\t]),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Martial Training\",\r\n\t\t\tsource: [[\"P24\", 67]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I have proficiency with Martial weapons, Medium armor, and Shields.\",\r\n\t\t\t\t\"I can use a Simple or Martial weapon as a Spellcasting Focus for my Bard spells.\"\r\n\t\t\t]),\r\n\t\t\tarmorProfs: [false, true, false, true],\r\n\t\t\tweaponProfs: [false, true],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Extra Attack\",\r\n\t\t\tsource: [[\"P24\", 67]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can attack twice instead of once when I take the Attack action on my turn.\",\r\n\t\t\t\t\"I can cast a cantrip with a casting time of one action in place of one of those attacks.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"action\", \"1 Attack and cast Cantrip\"]]\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Battle Magic\",\r\n\t\t\tsource: [[\"P24\", 67]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\"As a Bonus Action after I cast a spell that takes an action, I can make one weapon attack.\"),\r\n\t\t\taction: [[\"bonus action\", \"Weapon attack (after cast spell)\"]],\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Cleric subclasses\r\nAddSubClass(\"cleric\", \"light\", {\r\n\tregExpSearch: /^(?=.*(cleric|priest|clergy|acolyte))(?=.*\\b(light|sun|shining)\\b).*$/i,\r\n\tsubname: \"Light Domain\",\r\n\tsource: [[\"P24\", 74]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Radiance of the Dawn\",\r\n\t\t\tsource: [[\"P24\", 74]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function(n) {\r\n\t\t\t\treturn desc(\r\n\t\t\t\t\t\"As a Magic action, I can use 1 CD and my Holy Symbol to emit a 30-ft Emanation of light that dispels magical Darkness within. Creatures of my choice in that area take 2d10 + \" + n + \" (Cleric level) Radiant damage. They can make a Constitution save to halve the damage.\"\r\n\t\t\t\t);\r\n\t\t\t}),\r\n\t\t\tspellcastingExtra: [\"burning hands\", \"faerie fire\", \"scorching ray\", \"see invisibility\", \"daylight\", \"fireball\", \"arcane eye\", \"wall of fire\", \"flame strike\", \"scrying\"],\r\n\t\t\tadditional: levels.map(function(n) {\r\n\t\t\t\treturn \"1 Channel Divinity; 2d10+\" + n;\r\n\t\t\t}),\r\n\t\t\taction: [[\"action\", \" (Channel Divinity)\"]],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": { // includes Improved Warding Flame\r\n\t\t\tname: \"Warding Flame\",\r\n\t\t\tsource: [[\"P24\", 74]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function(n) {\r\n\t\t\t\treturn desc(\r\n\t\t\t\t\tn < 6 ?\r\n\t\t\t\t\t\"As a Reaction when a creature that I can see within 30 ft makes an attack, I can impose Disadvantage on the roll, causing light to flare before it hits or misses.\"\r\n\t\t\t\t\t: \"As a Reaction when a creature that I can see within 30 ft makes an attack, I can impose Disadvantage on the roll and grant its target 2d6 + my Wisdom modifier Temporary HP.\"\r\n\t\t\t\t);\r\n\t\t\t}),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\tusages: \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : n < 6 ? \"Long Rest\" : \"Short Rest\";\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Improved Warding Flame\",\r\n\t\t\tsource: [[\"P24\", 75]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: \" [see Warding Flame]\",\r\n\t\t},\r\n\t\t\"subclassfeature17\": {\r\n\t\t\tname: \"Corona of Light\",\r\n\t\t\tsource: [[\"P24\", 75]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Magic action, I can emit sunlight for 1 minute or until I dismiss it (no action).\",\r\n\t\t\t\t\"This sunlight is 60-ft radius Bright Light and 30 ft Dim Light beyond that.\",\r\n\t\t\t\t\"Enemies in the Bright Light have Disadvantage on their saving throws against my Radiance of the Dawn and any spell that deals Fire or Radiant damage.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t\tusages: \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"cleric\", \"trickery\", {\r\n\tregExpSearch: /^(?=.*(cleric|priest|clergy|acolyte))(?=.*(trickery|trickster|illusion)).*$/i,\r\n\tsubname: \"Trickery Domain\",\r\n\tsource: [[\"P24\", 75]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Blessing of the Trickster\",\r\n\t\t\tsource: [[\"P24\", 75]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"As a Magic action, I can give myself or an ally within 30 ft Advantage on Dexterity (Stealth) checks until I finish a Long Rest or use this feature again.\"),\r\n\t\t\tspellcastingExtra: [\"charm person\", \"disguise self\", \"invisibility\", \"pass without trace\", \"hypnotic pattern\", \"nondetection\", \"confusion\", \"dimension door\", \"dominate person\", \"modify memory\"],\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": { // includes Trickster's Transposition and Improved Duplicity\r\n\t\t\tname: \"Invoke Duplicity\",\r\n\t\t\tsource: [[\"P24\", 75]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function(n) {\r\n\t\t\t\tvar txt = [\r\n\t\t\t\t\t\"As a Bonus Action, I can expend a Channel Divinity to create a perfect visual illusionary duplicate of myself (VID) in an unoccupied space that I can see within 30 ft.\",\r\n\t\t\t\t\t\"The VID is intangible, doesn't occupy its space, is animated, and mimics my expressions and gestures. The VID lasts for 1 minute or until I dismiss it (no action) or I'm Incapacitated.\",\r\n\t\t\t\t\t\" \\u2022 ***Cast Spells***. I can cast spells as though I were in the VID's space, but use my own senses.\",\r\n\t\t\t\t\t\" \\u2022 ***Distract***. When both I and the ID are within 5 ft of a creature that can see the ID, I have Advantage on attack rolls against the creature.\",\r\n\t\t\t\t\t\" \\u2022 ***Move***. As a Bonus Action, I can move the VID up to 30 ft to an unoccupied space I can see within 120 ft.\",\r\n\t\t\t\t];\r\n\t\t\t\tif (n >= 6) { // Trickster's Transposition\r\n\t\t\t\t\ttxt[0] = \"As a Bonus Action, I can expend 1 CD to create a visual illusionary duplicate of myself (VID) in an empty space that I can see within 30 ft. I can then teleport, swapping places with it.\";\r\n\t\t\t\t\ttxt[4] = txt[4].slice(0, -1) + \" and, optionally, teleport to swap places with it.\";\r\n\t\t\t\t}\r\n\t\t\t\tif (n >= 17) { // Improved Duplicity\r\n\t\t\t\t\ttxt.splice(3, 1);\r\n\t\t\t\t\ttxt = txt.concat([\r\n\t\t\t\t\t\t\" \\u2022 ***Shared Distraction***. Allies and I have Adv on attacks vs creatures within 5 ft of the VID.\",\r\n\t\t\t\t\t\t\" \\u2022 ***Healing Illusion***. When the VID ends, I or another within 5 ft of it heals \"  + n  + \" HP (\" + (typePF ? \"Cleric \" : \"\") + \"level).\",\r\n\t\t\t\t\t]);\r\n\t\t\t\t}\r\n\t\t\t\treturn desc(txt);\r\n\t\t\t}),\r\n\t\t\tadditional: \"1 Channel Divinity\",\r\n\t\t\taction: [[\"bonus action\", \" (1 CD/move)\"]],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Trickster's Transposition\",\r\n\t\t\tsource: [[\"P24\", 76]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: \" [swap with VID, see above]\" + desc(\r\n\t\t\t\t\"Whenever I create or move the VID, I can teleport, swapping places with the VID.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t\"subclassfeature17\": {\r\n\t\t\tname: \"Improved Duplicity\",\r\n\t\t\tsource: [[\"P24\", 76]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdescription: \" [improves Invoke Duplicity]\",\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"cleric\", \"war\", {\r\n\tregExpSearch: /^(?=.*(cleric|priest|clergy|acolyte))(?=.*\\b(war|fighting|conflict)\\b).*$/i,\r\n\tsubname: \"War Domain\",\r\n\tsource: [[\"P24\", 76]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Guided Strike\",\r\n\t\t\tsource: [[\"P24\", 77]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"When I or a creature within 30 ft misses an attack, I can use 1 CD to give a +10 bonus to the roll, potentially causing it to hit. I must take a Reaction to use feature this on another.\"),\r\n\t\t\tspellcastingExtra: [\"guiding bolt\", \"shield of faith\", \"magic weapon\", \"spiritual weapon\", \"crusader's mantle\", \"spirit guardians\", \"fire shield\", \"freedom of movement\", \"hold monster\", \"steel wind strike\"],\r\n\t\t\tadditional: \"1 Channel Divinity\",\r\n\t\t\taction: [[\"reaction\", \" on other (CD)\"]],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"War Priest\",\r\n\t\t\tsource: [[\"P24\", 77]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"As a Bonus Action, I can make one attack with a weapon or an Unarmed Strike.\"),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\tusages: \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"War God's Blessing\",\r\n\t\t\tsource: [[\"P24\", 77]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can cast *Shield of Faith* or *Spiritual Weapon* by expending 1 CD instead of a spell slot.\",\r\n\t\t\t\t\"When I cast either spell this way, it doesn't require Concentration and lasts for 1 minute or until I cast it again, become Incapacitated, or die.\",\r\n\t\t\t]),\r\n\t\t\tadditional: \"1 Channel Divinity\",\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"War God's Blessing\",\r\n\t\t\t\tspells: [\"shield of faith\", \"spiritual weapon\"],\r\n\t\t\t\tselection: [\"shield of faith\", \"spiritual weapon\"],\r\n\t\t\t\ttimes: 2,\r\n\t\t\t\tfirstCol: \"CD\",\r\n\t\t\t}],\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"shield of faith\": {\r\n\t\t\t\t\tduration: \"1 min/recast\",\r\n\t\t\t\t\tchanges: \"Using War God's Blessing, I can cast this spell by expending a Channel Divinity instead of a spell slot. When cast this way, the spell doesn't require Concentration and lasts for 1 minute or until I cast it again, become Incapacitated, or die.\",\r\n\t\t\t\t},\r\n\t\t\t\t\"spiritual weapon\": {\r\n\t\t\t\t\tduration: \"1 min/recast\",\r\n\t\t\t\t\tchanges: \"Using War God's Blessing, I can cast this spell by expending a Channel Divinity instead of a spell slot. When cast this way, the spell doesn't require Concentration, is cast at its lowest level, and lasts for 1 minute or until I cast it again, become Incapacitated, or die.\",\r\n\t\t\t\t\tallowUpCasting: false,\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature17\": {\r\n\t\t\tname: \"Avatar of Battle\",\r\n\t\t\tsource: [[\"P24\", 77]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdescription: desc(\"I gain Resistance to Bludgeoning, Piercing, and Slashing damage.\"),\r\n\t\t\tdmgres: [\"Bludgeoning\", \"Piercing\", \"Slashing\"],\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Druid Subclasses\r\nAddSubClass(\"druid\", \"moon\", {\r\n\tregExpSearch: /^(?=.*druid)((?=.*\\bmoon\\b)|((?=.*\\bmany\\b)(?=.*\\bforms?\\b))).*$/i,\r\n\tsubname: \"Circle of the Moon\",\r\n\tsubnameShort: \"Moon\",\r\n\tsource: [[\"P24\", 86]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Circle Forms\",\r\n\t\t\tsource: [[\"P24\", 86]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"The max CR for my Wild Shape forms is my Druid level divided by 3. While in WS, my AC can be 13 + my Wisdom modifier. I gain 3\\xD7 my Druid level in temp HP when I shape-shift.\"),\r\n\t\t\twildshapePageInfo: {\r\n\t\t\t\tduration: ClassList.druid.features[\"wild shape\"].wildshapePageInfo.duration,\r\n\t\t\t\tknownForms: ClassList.druid.features[\"wild shape\"].wildshapePageInfo.knownForms,\r\n\t\t\t\ttempHP: levels.map(function (n) {\r\n\t\t\t\t\treturn n < 3 ? n : n*3;\r\n\t\t\t\t}),\r\n\t\t\t\tlimitations: levels.map(function (n) {\r\n\t\t\t\t\tvar CR = n < 3 ? \"1/4\" : Math.floor(n/3);\r\n\t\t\t\t\treturn n < 8 ? \"max CR \" + CR + \", no Fly Speed\" : \"CR \" + CR + \" or lower\";\r\n\t\t\t\t}),\r\n\t\t\t},\r\n\t\t\t\"wild shape rules\": {\r\n\t\t\t\tname: \"Circle Forms Wild Shape Rules\",\r\n\t\t\t\tsource: [[\"P24\", \"80-86\"]],\r\n\t\t\t\textraname: \"Moon 3\",\r\n\t\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\t\tif (n < 3) return \"\";\r\n\t\t\t\t\tvar tempHP = n*3;\r\n\t\t\t\t\tvar duration = Math.floor(n/2) + \" hour\" + (n > 3 ? \"s\" : \"\");\r\n\t\t\t\t\tvar knownForms = n < 4 ? 4 : n < 8 ? 6 : 8;\r\n\t\t\t\t\tvar CR = Math.floor(n/3);\r\n\t\t\t\t\tvar canFly = n < 8 ? \"can't\" : \"can\";\r\n\t\t\t\t\treturn desc([\r\n\t\t\t\t\t\t\"As a Bonus Action, I can expend a Wild Shape (WS) use to shape-shift into a known Beast form and gain **\" + tempHP + \" Temp HP** (3\\xD7 Druid level). I stay in that form for **\" + duration + \"** (half Druid level), until I use Wild Shape again, end it as a Bonus Action, become Incapacitated, or die.\",\r\n\t\t\t\t\t\t\"I know **\" + knownForms + \" forms** of **max CR \" + CR + \"** (one-third Druid level) that **\" + canFly + \" have a Fly Speed**. \" + (typePF ? \"Whenever I finish\" : \"After\") + \" a Long Rest, I can change one known form for another eligible Beast form.\",\r\n\t\t\t\t\t\t\"In Wild Shape, I use the Beast's stats, but retain my type, HP, HD, Int, Wis, Cha, feats, class features, and ability to speak. I retain my skill and save proficiencies with my Prof Bonus and gain the beast's, using its bonus if higher. My AC is 13 + Wisdom modifier, unless the Beast's AC is higher. I can't cast spells except my Circle of the Moon Spells, but shape-shifting doesn't break concentration. I choose what equipment falls to the ground, merges, or stays worn.\",\r\n\t\t\t\t\t\t\"Use the Wild Shape page to track known forms and their stats.\",\r\n\t\t\t\t\t]);\r\n\t\t\t\t}),\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{\r\n\t\t\t\textrachoice: \"wild shape rules\",\r\n\t\t\t}],\r\n\t\t\teval: function() {\r\n\t\t\t\t// Remove the Wild Shape Rules set by the default Wild Shape feature so they can be replaced by the ones from this feature\r\n\t\t\t\tClassFeatureOptions([\"druid\", \"wild shape\", \"wild shape rules\", true], \"remove\");\r\n\t\t\t},\r\n\t\t\tremoveeval: function(lvlA) {\r\n\t\t\t\t// Return the Wild Shape Rules from the default Wild Shape feature as the ones from this feature are removed, but the new level is still 2 or higher\r\n\t\t\t\tif (lvlA[1] >= 2) ClassFeatureOptions([\"druid\", \"wild shape\", \"wild shape rules\", true], \"add\");\r\n\t\t\t},\r\n\t\t\tcalcChanges: {\r\n\t\t\t\twildshapeCallback: [\r\n\t\t\t\t\tfunction(prefix, fieldNo, oWildshape, sCrea) {\r\n\t\t\t\t\t\toWildshape.acOptions.push({\r\n\t\t\t\t\t\t\tname: \"Circle of the Moon: Circle Forms\",\r\n\t\t\t\t\t\t\tac: \"13+Wis\",\r\n\t\t\t\t\t\t});\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"While in Wild Shape, my AC equals 13 plus my Wisdom modifier if that total is higher than the Beast's AC.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Circle of the Moon Spells\",\r\n\t\t\tsource: [[\"P24\", 86]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"I always have these spells prepared and can cast them even when I'm in a Wild Shape form.\"),\r\n\t\t\tspellcastingExtra: [\"starry wisp\", \"cure wounds\", \"moonbeam\", \"conjure animals\", \"fount of moonlight\", \"mass cure wounds\"],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Improved Circle Forms\",\r\n\t\t\tsource: [[\"P24\", 87]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\"While in Wild Shape form, I gain ***Lunar Radiance***: my attacks can deal Radiant damage, and ***Increased Toughness***: I add my Wisdom modifier to my Constitution saving throws.\"),\r\n\t\t\tcalcChanges: {\r\n\t\t\t\twildshapeCallback: [\r\n\t\t\t\t\tfunction(prefix, fieldNo, oWildshape, sCrea) {\r\n\t\t\t\t\t\toWildshape.save.Con.creature.bonus += \"+Wis\";\r\n\t\t\t\t\t\tif (!classes.known.druid) return;\r\n\t\t\t\t\t\tvar regularLunarRadiance = classes.known.druid.level < 14;\r\n\t\t\t\t\t\toWildshape.wildshapeTraits.push({\r\n\t\t\t\t\t\t\tname: \"Lunar Radiance\",\r\n\t\t\t\t\t\t\tdescription: regularLunarRadiance ? \"(Moon 6). Attacks can deal Radiant.\" : \"(Moon 14). Attacks can deal Radiant. Once per turn after a hit, deal +2d10 Radiant damage.\",\r\n\t\t\t\t\t\t\tjoinString: \" \",\r\n\t\t\t\t\t\t});\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"While in a Wild Shape form, I can have my attacks deal Radiant damage and I can add my Wisdom modifier to my Constitution saving throws. Once per turn from level 14 onwards, I can deal an extra 2d10 Radiant damage to a target I hit with a Wild Shape form's attack.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Moonlight Step\",\r\n\t\t\tsource: [[\"P24\", 87]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 10 ? \"\" : n < 14 ?\r\n\t\t\t\t\tdesc(\"As a Bonus Action, I can teleport up to 30 ft to an empty space I can see, and I gain Adv on my next attack roll this turn. I can expend a level 2+ spell slot (SS 2+) to regain 1 use.\") :\r\n\t\t\t\t\tdesc(\"As a Bonus Action, I and a willing creature within 10 ft can teleport up to 30 ft to an empty space I can see, with the creature appearing within 10 ft of me. I then gain Adv on my next attack roll this turn. I can expend a level 2+ spell slot (SS 2+) to regain 1 use.\");\r\n\t\t\t}),\r\n\t\t\tusages: typePF ? \"\" : \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\taltResource: \"SS 2+\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Lunar Form\",\r\n\t\t\tsource: [[\"P24\", 87]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\"***Improved Lunar Radiance***. Once per turn, I can deal +2d10 Radiant damage on a hit with a WS attack. ***Shared Moonlight***. I can bring along an ally with Moonlight Step, see above.\"),\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"druid\", \"sea\", {\r\n\tregExpSearch: /^(?=.*druid)(?=.*\\b(sea|waves|tides)\\b).*$/i,\r\n\tsubname: \"Circle of the Sea\",\r\n\tsubnameShort: \"Sea\",\r\n\tsource: [[\"P24\", 87]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Wrath of the Sea\",\r\n\t\t\tsource: [[\"P24\", 87]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar part = {\r\n\t\t\t\t\trange: n < 6 ? 5 : 10,\r\n\t\t\t\t\ttarget: n < 14 ? \"\" : \" or around an ally within 60 ft that I can see, or around both by expending 2 WS uses\",\r\n\t\t\t\t\tturn: n < 14 ? \"my turn\" : \"turns\",\r\n\t\t\t\t\tbearer: n < 14 ? \"I\" : \"the bearer\",\r\n\t\t\t\t\tsubject: n < 14 ? \"I\" : \"they\",\r\n\t\t\t\t}\r\n\t\t\t\tvar text = [\r\n\t\t\t\t\t\"As a Bonus Action, I can expend 1 Wild Shape use to create a \" + part.range + \"-ft Emanation of ocean spray around me\" + part.target + \". When manifested and as a Bonus Actions on \" + part.turn + \" thereafter, \" + part.bearer + \" can have a creature \" + part.subject + \" can see in the area make a Constitution save or take 1d6 Cold damage per my Wisdom modifier and, if it's Large or smaller, be pushed 15 ft away.\",\r\n\t\t\t\t\t\"This lasts for 10 \" + (typePF ? \"minutes\" : \"min\") + \" or until I dismiss it (no action), manifest it again, or I'm Incapacitated.\",\r\n\t\t\t\t];\r\n\t\t\t\treturn desc(text);\r\n\t\t\t}),\r\n\t\t\tspellcastingExtra: [\"ray of frost\", \"fog cloud\", \"thunderwave\", \"gust of wind\", \"shatter\", \"lightning bolt\", \"water breathing\", \"control water\", \"ice storm\", \"conjure elemental\", \"hold monster\"],\r\n\t\t\taction: [[\"bonus action\", \" (1 WS to create)\"]],\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\tvar WSuses = n < 14 ? \"1 WS use\" : \"1-2 WS uses\";\r\n\t\t\t\tvar emanation = n < 6 ? 5 : 10;\r\n\t\t\t\treturn n < 3 ? \"\" : WSuses + \"; Wis mod \\xD7 d6 dmg; \" + emanation + \"-ft rad\"\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Aquatic Affinity\",\r\n\t\t\tsource: [[\"P24\", 87]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\"I gain a Swim Speed equal to my Speed and Wrath of the Sea is now a 10-ft Emanation.\"),\r\n\t\t\tspeed: { swim: { spd: \"walk\", end: \"walk\" } },\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Stormborn\",\r\n\t\t\tsource: [[\"P24\", 87]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\"While my Wrath of the Sea is active, it now also grants: ***Resistance*** to Cold, Lightning, and Thunder damage, and ***Flight***. A Fly Speed equal to my Speed.\"),\r\n\t\t\tdmgres: [\r\n\t\t\t\t[\"Cold\",      \"Cold (in WotS)\"],\r\n\t\t\t\t[\"Lightning\", \"Lightn. (in WotS)\"],\r\n\t\t\t\t[\"Thunder\",   \"Thunder (in WotS)\"],\r\n\t\t\t],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Oceanic Gift\",\r\n\t\t\tsource: [[\"P24\", 88]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can create Wrath of the Sea around an ally within 60 ft that I can see instead of myself, or around both my and the ally by expending 2 Wild Shape uses.\",\r\n\t\t\t\t\"It grants all benefits to the bearer, but always uses my spell save DC and my \" + (typePF ? \"Wisdom\" : \"Wis\") + \" modifier.\",\r\n\t\t\t]),\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"druid\", \"stars\", {\r\n\tregExpSearch: /^(?=.*druid)(?=.*\\b(stars?|constellations?)\\b).*$/i,\r\n\tsubname: \"Circle of the Stars\",\r\n\tsubnameShort: \"Stars\",\r\n\tsource: [[\"P24\", 88]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Star Map\",\r\n\t\t\tsource: [[\"P24\", 88]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"I can use this Tiny object as my spellcasting focus. While holding it, I know *Guidance* and always have *Guiding Bolt* prepared, which I can cast my \" + (typePF ? \"Wisdom\" : \"Wis\") + \" modifier times per Long Rest without a spell slot. I can recreate it with a 1-hour ceremony during a Short or Long Rest.\"),\r\n\t\t\tadditional: \"Guiding Bolt\",\r\n\t\t\tusages: \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Star Map\",\r\n\t\t\t\tspells: [\"guidance\"],\r\n\t\t\t\tselection: [\"guidance\"],\r\n\t\t\t}, {\r\n\t\t\t\tname: \"Star Map\",\r\n\t\t\t\tspells: [\"guiding bolt\"],\r\n\t\t\t\tselection: [\"guiding bolt\"],\r\n\t\t\t\tfirstCol: \"oncelr+markedbox\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Starry Form\",\r\n\t\t\tsource: [[\"P24\", 88]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can expend a WS use to take on a glowing form with the benefits of a constellation (3rd page). I shed Bright Light in \" + (typePF ? \"10-ft radius\" : \"10 ft\") + \" and Dim Light for an additional 10 ft.\",\r\n\t\t\t\t\"This lasts for 10 minutes or until I dismiss it (no action), use it again, or I'm Incapacitated.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"bonus action\", \" (1 WS)\"]],\r\n\t\t\tadditional: \"1 Wild Shape use\",\r\n\t\t\tweaponOptions: [{\r\n\t\t\t\tregExpSearch: /^(?=.*luminous)(?=.*arrow).*$/i,\r\n\t\t\t\tname: \"Luminous Arrow\",\r\n\t\t\t\tsource: [[\"P24\", 89]],\r\n\t\t\t\tability: 5,\r\n\t\t\t\ttype: \"Spell\",\r\n\t\t\t\tdamage: [1, 8, \"radiant\"],\r\n\t\t\t\trange: \"60 ft\",\r\n\t\t\t\tdescription: \"Use as a Bonus Action\",\r\n\t\t\t\tabilitytodamage: true,\r\n\t\t\t\tuseSpellMod: \"druid\",\r\n\t\t\t\tselectNow: true,\r\n\t\t\t\tisLuminousArrow: true,\r\n\t\t\t}],\r\n\t\t\textraname: \"Starry Form\",\r\n\t\t\t\"archer constellation\": {\r\n\t\t\t\tname: \"Archer Constellation\",\r\n\t\t\t\tsource: [[\"P24\", 89]],\r\n\t\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\t\treturn desc(\"As a Bonus Action, including the one to take this Starry Form, I can make a ranged spell attack to hurl a luminous arrow 60 ft that deals \" + (n < 10 ? 1 : 2) + \"d8 + Wisdom modifier Radiant damage.\");\r\n\t\t\t\t}),\r\n\t\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\t\treturn n < 3 ? \"\" : (n < 10 ? 1 : 2) + \"d8 damage\";\r\n\t\t\t\t}),\r\n\t\t\t\taction: [[\"bonus action\", \"Archer (Luminous Arrow)\"]],\r\n\t\t\t},\r\n\t\t\t\"chalice constellation\": {\r\n\t\t\t\tname: \"Chalice Constellation\",\r\n\t\t\t\tsource: [[\"P24\", 89]],\r\n\t\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\t\treturn desc(\"Whenever I cast a healing spell using a spell slot, I can also heal myself or another within 30 ft for \" + (n < 10 ? 1 : 2) + \"d8 + Wisdom modifier HP.\");\r\n\t\t\t\t}),\r\n\t\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\t\treturn n < 3 ? \"\" : (n < 10 ? 1 : 2) + \"d8 healing\";\r\n\t\t\t\t}),\r\n\t\t\t},\r\n\t\t\t\"dragon constellation\": {\r\n\t\t\t\tname: \"Dragon Constellation\",\r\n\t\t\t\tsource: [[\"P24\", 89]],\r\n\t\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\t\tvar text = [\r\n\t\t\t\t\t\t\"When I make an Intelligence or Wisdom check, or make a Con save to maintain Concentration,\",\r\n\t\t\t\t\t\t\"I can treat a roll of 9 or lower on the d20 as a 10.\",\r\n\t\t\t\t\t];\r\n\t\t\t\t\tif (n >= 10) text[1] += \" I also gain 20 ft Fly Speed and can hover.\";\r\n\t\t\t\t\treturn desc(text);\r\n\t\t\t\t}),\r\n\t\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\t\treturn n < 10 ? \"\" : \"gain Fly Speed\";\r\n\t\t\t\t}),\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices : [{\r\n\t\t\t\textrachoice: \"archer constellation\",\r\n\t\t\t}, {\r\n\t\t\t\textrachoice: \"chalice constellation\",\r\n\t\t\t}, {\r\n\t\t\t\textrachoice: \"dragon constellation\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Cosmic Omen\",\r\n\t\t\tsource: [[\"P24\", 89]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I finish a Long Rest, I roll a die to determine which omen I can use until my next LR.\",\r\n\t\t\t\t\"As a Reaction when I see a creature within 30 ft about to make a D20 test, I can use it to:\",\r\n\t\t\t\t\"**Weal (even)**. Add 1d6 to the total. **Woe (odd)**. Subtract 1d6 from the total.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\tusages: \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Twinkling Constellations\",\r\n\t\t\tsource: [[\"P24\", 89]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: \" [improves constellations, see 3rd page]\" + desc(\"While in my Starry Form, I can change the constellation at the start of each of my turns.\"),\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tif (v.theWea.isLuminousArrow && fields.Damage_Die.indexOf('1d8') !== -1) {\r\n\t\t\t\t\t\t\tfields.Damage_Die = fields.Damage_Die.replace('1d8', '2d8');\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t'',\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Full of Stars\",\r\n\t\t\tsource: [[\"P24\", 89]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\"While in my Starry Form, I have Resistance to Bludgeoning, Piercing, and Slashing damage.\"),\r\n\t\t\tdmgres: [\r\n\t\t\t\t[\"Bludgeoning\", \"Bludgeon. (in SF)\"],\r\n\t\t\t\t[\"Piercing\",    \"Piercing (in SF)\"],\r\n\t\t\t\t[\"Slashing\",    \"Slashing (in SF)\"],\r\n\t\t\t],\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Fighter Subclasses\r\nAddSubClass(\"fighter\", \"battle master\", {\r\n\tregExpSearch: /^(?=.*(war|fighter|battle|martial))(?=.*master).*$/i,\r\n\tsubname: \"Battle Master\",\r\n\tfullname: \"Battle Master\",\r\n\tsource: [[\"P24\", 93]],\r\n\tabilitySave: 1,\r\n\tabilitySaveAlt: 2,\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": { // includes the level 10 and 18 Improved/Ultimate Combat Superiority features\r\n\t\t\tname: \"Combat Superiority\",\r\n\t\t\tsource: [[\"P24\", 93]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"I gain a number of Superiority Dice (SD) that I can use to fuel special Maneuvers.\"),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\tif (n < 3) return \"\";\r\n\t\t\t\treturn \"d\" + (n < 10 ? 8 : n < 18 ? 10 : 12);\r\n\t\t\t}),\r\n\t\t\tlimfeaname: \"Superiority Dice\",\r\n\t\t\tusages: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? 0 : n < 7 ? 4 : n < 15 ? 5 : 6;\r\n\t\t\t}),\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Maneuvers\",\r\n\t\t\tsource: [[\"P24\", 93]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can expend one Superiority Die to do a Maneuver I know, but only one per attack.\",\r\n\t\t\t\t\"The save DC for my Maneuvers is 8 + PB + Strength or Dexterity modifier (my choice).\",\r\n\t\t\t]),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : (n < 7 ? 3 : n < 10 ? 5 : n < 15 ? 7 : 9) + \" known\";\r\n\t\t\t}),\r\n\t\t\textraTimes: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? 0 : n < 7 ? 3 : n < 10 ? 5 : n < 15 ? 7 : 9;\r\n\t\t\t}),\r\n\t\t\textraname: \"Maneuver Options\",\r\n\t\t\textrachoices: [\"Ambush\", \"Bait and Switch\", \"Commander's Strike\", \"Commanding Presence\", \"Disarming Attack\", \"Distracting Strike\", \"Evasive Footwork\", \"Feinting Attack\", \"Goading Attack\", \"Lunging Attack\", \"Maneuvering Attack\", \"Menacing Attack\", \"Parry\", \"Precision Attack\", \"Pushing Attack\", \"Rally\", \"Riposte\", \"Sweeping Attack\", \"Tactical Assessment\", \"Trip Attack\"],\r\n\t\t\t\"ambush\": {\r\n\t\t\t\tname: \"Ambush\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 94]],\r\n\t\t\t\tdescription: desc(\"When I roll for Initiative or Dex (Stealth), I can expend and add 1 SD unless I'm Incapacitated.\"),\r\n\t\t\t\tadditional: \"add SD to Stealth or Initiative\",\r\n\t\t\t},\r\n\t\t\t\"bait and switch\": {\r\n\t\t\t\tname: \"Bait and Switch\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 94]],\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"On my turn, I can expend 1 SD to switch places with a willing, not-Incapacitated creature within 5 ft, if I spend at least 5 ft of movement. This doesn't provoke Opportunity Attacks.\",\r\n\t\t\t\t\t\"The other creature or I (my choice) can add the SD to AC until the start of my next turn.\",\r\n\t\t\t\t]),\r\n\t\t\t\tadditional: \"add SD to my/ally's AC\",\r\n\t\t\t},\r\n\t\t\t\"commander's strike\": {\r\n\t\t\t\tname: \"Commander's Strike\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 94]],\r\n\t\t\t\tdescription: desc(\"When I take the Attack action on my turn, I can forgo one attack to direct a willing creature I can see or hear to strike. I expend 1 SD and that creature can immediately use its Reaction to make one attack with a weapon or Unarmed Strike, adding the SD to the attack's damage.\"),\r\n\t\t\t\tadditional: \"ally adds SD to damage\",\r\n\t\t\t},\r\n\t\t\t\"commanding presence\": {\r\n\t\t\t\tname: \"Commanding Presence\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I make an Intimidation, Performance, or Persuasion check, I can expend and add 1 SD.\"),\r\n\t\t\t\tadditional: \"add SD to Charisma skill check\",\r\n\t\t\t},\r\n\t\t\t\"disarming attack\": {\r\n\t\t\t\tname: \"Disarming Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I hit a creature with an attack, I can expend and add 1 SD to the damage. The target must make a Strength save or drop one object of my choice that it's holding in its space.\"),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t},\r\n\t\t\t\"distracting strike\": {\r\n\t\t\t\tname: \"Distracting Strike\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I hit a creature with an attack, I can expend and add 1 SD to the damage. The next attack vs the target by another than me has Advantage, if made before my next turn starts.\"),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t},\r\n\t\t\t\"evasive footwork\": {\r\n\t\t\t\tname: \"Evasive Footwork\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"As a Bonus Action, I can expend 1 SD to take the Disengage action.\",\r\n\t\t\t\t\t\"I add the Superiority Die to my AC until the start of my next turn.\",\r\n\t\t\t\t]),\r\n\t\t\t\tadditional: \"add SD to AC\",\r\n\t\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\t},\r\n\t\t\t\"feinting attack\": {\r\n\t\t\t\tname: \"Feinting Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"As a Bonus Action, I can expend 1 SD to gain Advantage on my next attack this turn against a creature within 5 ft. If that attack hits, I add the Superiority Die to its damage.\"),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\t},\r\n\t\t\t\"goading attack\": {\r\n\t\t\t\tname: \"Goading Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I hit a creature with an attack, I can expend and add 1 SD to the damage. The target must make a Wis save or have Disadvantage on attacks not vs me until my next turn ends.\"),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t},\r\n\t\t\t\"lunging attack\": {\r\n\t\t\t\tname: \"Lunging Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"As a Bonus Action, I can expend 1 SD to take the Dash action. If I move 5 ft in a straight line before hitting a melee attack in the same turn's Attack action, I add the SD to the damage.\"),\r\n\t\t\t\tadditional: \"add SD to melee damage\",\r\n\t\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\t},\r\n\t\t\t\"maneuvering attack\": {\r\n\t\t\t\tname: \"Maneuvering Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"When I hit a creature with an attack, I can expend and add 1 SD to the damage.\",\r\n\t\t\t\t\t\"A willing creature of my choice who can see or hear me can then use its Reaction to move up to half its Speed without provoking an Opportunity Attack from the target of my attack.\",\r\n\t\t\t\t]),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t},\r\n\t\t\t\"menacing attack\": {\r\n\t\t\t\tname: \"Menacing Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I hit a creature with an attack, I can expend and add 1 SD to the damage. The target must make a Wisdom save or have the Frightened condition until the end of my next turn.\"),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t},\r\n\t\t\t\"parry\": {\r\n\t\t\t\tname: \"Parry\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"As a Reaction when I take damage from a melee attack, I can expend and roll 1 SD to reduce the damage by it plus my Strength or Dexterity modifier (my choice).\"),\r\n\t\t\t\tadditional: \"reduce damage taken by SD + Str/Dex mod\",\r\n\t\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\t},\r\n\t\t\t\"precision attack\": {\r\n\t\t\t\tname: \"Precision Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I miss an attack, I can expend and add 1 SD to the roll, potentially causing it to hit.\"),\r\n\t\t\t\tadditional: \"add SD to attack roll\",\r\n\t\t\t},\r\n\t\t\t\"pushing attack\": {\r\n\t\t\t\tname: \"Pushing Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I hit a creature with a weapon or Unarmed Strike, I can expend and add 1 SD to the damage. If Large or smaller, it must make a Str save or be pushed up to 15 ft back from me.\"),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t},\r\n\t\t\t\"rally\": {\r\n\t\t\t\tname: \"Rally\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"As a Bonus Action, I can expend 1 SD to grant an ally within 30 ft who can see or hear me Temporary Hit Points equal to the SD roll plus half my Fighter level.\"),\r\n\t\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\t\treturn \"ally gains SD + \" + Math.floor(n/2) + \" Temp HP\";\r\n\t\t\t\t}),\r\n\t\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\t},\r\n\t\t\t\"riposte\": {\r\n\t\t\t\tname: \"Riposte\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"As a Reaction when a creature misses me with a melee attack, I can expend 1 SD to make a melee attack with a weapon or Unarmed Strike against it, adding the SD to the damage.\"),\r\n\t\t\t\tadditional: \"add SD to melee damage\",\r\n\t\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\t},\r\n\t\t\t\"sweeping attack\": {\r\n\t\t\t\tname: \"Sweeping Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I hit a creature with a melee weapon or Unarmed Strike, I can expend 1 SD to damage another creature within reach and within 5 ft of the first. If the original attack roll would hit the second creature, it takes 1 SD damage of the same type as the original attack.\"),\r\n\t\t\t\tadditional: \"deal SD damage\",\r\n\t\t\t},\r\n\t\t\t\"tactical assessment\": {\r\n\t\t\t\tname: \"Tactical Assessment\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I make a History, Investigation, or Insight check, I can expend and add 1 SD to it.\"),\r\n\t\t\t\tadditional: \"add SD to certain skill checks\",\r\n\t\t\t},\r\n\t\t\t\"trip attack\": {\r\n\t\t\t\tname: \"Trip Attack\",\r\n\t\t\t\textraname: \"Maneuver\",\r\n\t\t\t\tsource: [[\"P24\", 95]],\r\n\t\t\t\tdescription: desc(\"When I hit a creature with a weapon or Unarmed Strike, I can expend and add 1 SD to the damage. If the target is Large or smaller, it must make a Strength save or be knocked Prone.\"),\r\n\t\t\t\tadditional: \"add SD to damage\",\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature3.2\": function () {\r\n\t\t\tvar a = {\r\n\t\t\t\tname: \"Student of War\",\r\n\t\t\t\tsource: [[\"P24\", 94]],\r\n\t\t\t\tminlevel: 3,\r\n\t\t\t\tdescription: ' #[Select option with \"Choose Feature\"]#' + desc(\"I gain proficiency with one type of Artisan's Tools and in one skill from the Fighter list. Use the \\\"Choose Feature\\\" button to select a skill.\"),\r\n\t\t\t\ttoolProfs: [[\"Artisan's tools\", 1]],\r\n\t\t\t\tchoices: [\"Acrobatics\", \"Animal Handling\", \"Athletics\", \"History\", \"Insight\", \"Intimidation\", \"Persuasion\", \"Perception\", \"Survival\"],\r\n\t\t\t};\r\n\t\t\tfor (var i = 0; i < a.choices.length; i++) {\r\n\t\t\t\tvar attr = a.choices[i].toLowerCase();\r\n\t\t\t\tvar skill = a.choices[i];\r\n\t\t\t\ta[attr] = {\r\n\t\t\t\t\tname: \"Student of War: \" + skill,\r\n\t\t\t\t\tdescription: desc(\"I gain proficiency with one type of Artisan's Tools of my choice and \" + skill + \".\"),\r\n\t\t\t\t\tskills: [skill],\r\n\t\t\t\t\tprereqeval: function (v) {\r\n\t\t\t\t\t\treturn v.skillProfsLC.indexOf(v.choice) === -1 ? true : \"markButDisable\";\r\n\t\t\t\t\t},\r\n\t\t\t\t};\r\n\t\t\t}\r\n\t\t\treturn a;\r\n\t\t}(),\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Know Your Enemy\",\r\n\t\t\tsource: [[\"P24\", 94]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: desc(\"As a Bonus Action, I can learn the Immunities, Resistances, and Vulnerabilities of a creature I can see within 30 ft. I can expend a Superiority Die to restore use of this feature.\"),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"1 SD\",\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Relentless\",\r\n\t\t\tsource: [[\"P24\", 94]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: desc(\"Once per turn when I do a Maneuver, I can use a d8 instead of expending a Superiority Die.\"),\r\n\t\t},\r\n\t},\r\n});\r\nvar PHB_EldritchKnight = {\r\n\tcantrips: levels.map(function (n) {\r\n\t\treturn n < 3 ? 0 : n < 10 ? 2 : 3;\r\n\t}),\r\n\tspells: [0, 0, 3, 4, 4, 4, 5, 6, 6, 7, 8, 8, 9, 10, 10, 11, 11, 11, 12, 13],\r\n};\r\nAddSubClass(\"fighter\", \"eldritch knight\", {\r\n\tregExpSearch:\r\n\t\t/^(?!.*(exalted|sacred|holy|divine|nature|natural|purple.*dragon|green|arcane archer))(?=.*(knight|fighter|warrior|militant|warlord|phalanx|gladiator|trooper))(?=.*\\b(eldritch|arcane|magic|mage|witch)\\b).*$/i,\r\n\tsubname: \"Eldritch Knight\",\r\n\tfullname: \"Eldritch Knight\",\r\n\tsource: [[\"P24\", 96]],\r\n\tabilitySave: 4,\r\n\tspellcastingFactor: 3,\r\n\tspellcastingList: {\r\n\t\tclass: \"wizard\",\r\n\t\tlevel: [0, 4],\r\n\t},\r\n\tspellcastingKnown: {\r\n\t\tcantrips: PHB_EldritchKnight.cantrips,\r\n\t\tspells: PHB_EldritchKnight.spells,\r\n\t},\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Spellcasting\",\r\n\t\t\tsource: [[\"P24\", 97]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I can cast Wizard cantrips/spells I know, using Intelligence as spellcasting ability. I can use Arcane Focus as Spellcasting Focus for them. I can swap 1 spell when I gain a Fighter level.\"\r\n\t\t\t),\r\n\t\t\tadditional: levels.map(function (n, i) {\r\n\t\t\t\treturn n < 3 ? \"\" : PHB_EldritchKnight.cantrips[i] + \" cantrips \\x26 \" + PHB_EldritchKnight.spells[i] + \" spells known\";\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"War Bond\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can bond with up to two weapons by spending a Short Rest with each.\",\r\n\t\t\t\t\"The bond fails if another Fighter is bonded or someone else is attuned to the weapon.\",\r\n\t\t\t\t\"I can't be disarmed of a bonded weapon and I can summon one as a Bonus Action.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"bonus action\", \" (summon)\"]],\r\n\t\t},\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"War Magic\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: desc(\"When I take the Attack action, I can replace one of the attacks with casting one of my Wizard cantrips that has a casting time of one action.\"),\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Eldritch Strike\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\"A creature hit by my weapon attack has Disadvantage on the next save it makes against a spell that I cast before the end of my next turn.\"),\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Arcane Charge\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I use Action Surge, I can also teleport up to 30 ft to an empty space I can see.\",\r\n\t\t\t\t\"I can do so before or after the extra action.\",\r\n\t\t\t]),\r\n\t\t},\r\n\t\t\"action surge\": Object.assign({}, ClassList.fighter.features[\"action surge\"], {\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n < 15 ? \"\" : \"30 ft teleport\";\r\n\t\t\t}),\r\n\t\t}),\r\n\t\t\"subclassfeature18\": {\r\n\t\t\tname: \"Improved War Magic\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 18,\r\n\t\t\tdescription: desc(\"When I take the Attack action, I can replace two of the attacks with casting one of my level 1 or level 2 Wizard spells that has a casting time of one action.\"),\r\n\t\t},\r\n\t},\r\n});\r\nvar PHB_PsiDSize = levels.map(function (n) {\r\n\treturn n < 5 ? 6 : n < 11 ? 8 : n < 17 ? 10 : 12;\r\n});\r\nAddSubClass(\"fighter\", \"psi warrior\", {\r\n\tregExpSearch: /^(?=.*\\bpsi(onic)?s?\\b)(?=.*warrior).*$/i,\r\n\tsubname: \"Psi Warrior\",\r\n\tfullname: \"Psi Warrior\",\r\n\tsource: [[\"P24\", 98]],\r\n\tabilitySave: 4,\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Psionic Energy Dice\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar txt = \"\";\r\n\t\t\t\tif (n < 18) {\r\n\t\t\t\t\ttxt = desc([\r\n\t\t\t\t\t\t\"I gain a pool of Psionic Energy Dice (PsiD) that fuel my Psi Warrior abilities.\",\r\n\t\t\t\t\t\t\"I regain one expended PsiD on a Short Rest and regain all PsiD after a Long Rest.\",\r\n\t\t\t\t\t]);\r\n\t\t\t\t} else if (n < 20) {\r\n\t\t\t\t\ttxt = desc(\"I regain one expended Psionic Energy Die (PsiD) on a Short Rest, and all after a Long Rest.\");\r\n\t\t\t\t}\r\n\t\t\t\treturn txt;\r\n\t\t\t}),\r\n\t\t\tadditional: \"regain 1/SR\",\r\n\t\t\tusages: levels.map(function (n, i) {\r\n\t\t\t\tif (n < 3) return \"\";\r\n\t\t\t\tvar diceNumber =  n < 5 ? 4 : n < 9 ? 6 : n < 13 ? 8 : n < 17 ? 10 : 12;\r\n\t\t\t\treturn diceNumber + \"d\" + PHB_PsiDSize[i] + \" per \";\r\n\t\t\t}),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Protective Field\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n, i) {\r\n\t\t\t\treturn desc(\"As a Reaction when I or a creature that I can see within 30 ft takes damage, I can expend 1 Psionic Energy Die to reduce the damage by 1d\" + PHB_PsiDSize[i] + \" (PsiD) + my Intelligence modifier.\");\r\n\t\t\t}),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\tadditional: \"1 PsiD\",\r\n\t\t},\r\n\t\t\"subclassfeature3.2\": {\r\n\t\t\tname: \"Psionic Strike\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n, i) {\r\n\t\t\t\tvar txt = \"\";\r\n\t\t\t\tif (n < 7) {\r\n\t\t\t\t\ttxt = \"Once per turn when I damage a target within 30 ft with a weapon attack, I can expend 1 Psionic Energy Die to deal it Force damage equal to 1d\" + PHB_PsiDSize[i] + \" (PsiD) + my Intelligence modifier.\";\r\n\t\t\t\t} else {\r\n\t\t\t\t\ttxt = \"Once per turn when I damage a target within 30 ft with a weapon attack, I can expend 1 PsiD to deal it 1d\" + PHB_PsiDSize[i] + \" (PsiD) + \" + (typePF ? \"Intelligence\" : \"Int\") + \" modifier Force damage. I can then also have it make a \" + (typePF ? \"Strength\" : \"Str\") + \" save (DC 8 + PB + Int mod) or be knocked Prone or transported 10 ft horizontally.\";\r\n\t\t\t\t}\r\n\t\t\t\treturn desc(txt);\r\n\t\t\t}),\r\n\t\t\tadditional: \"1 PsiD\",\r\n\t\t},\r\n\t\t\"subclassfeature3.3\": {\r\n\t\t\tname: \"Telekinetic Movement\",\r\n\t\t\tsource: [[\"P24\", 98]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Magic action, I can choose a \\u2264Large object or one willing creature that I can see within 30 ft and teleport it up to 30 ft to an empty space that I can see. If it's a Tiny object, I can teleport it to or from my hand. I can expend a \" + (typePF ? \"Psionic Energy Die\" : \"PsiD\") + \" to restore use of this feature.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t\taltResource: \"PsiD\",\r\n\t\t},\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Telekinetic Thrust\",\r\n\t\t\tsource: [[\"P24\", 99]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: \" [improves Psionic Strike, see above]\",\r\n\t\t},\r\n\t\t\"subclassfeature7.1\": {\r\n\t\t\tname: \"Psi-Powered Leap\",\r\n\t\t\tsource: [[\"P24\", 99]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Bonus Action, I can gain a Fly Speed equal to twice my Speed until the end of the turn.\" + (typePF ? \"\\n\" : \" \") + \"I can expend a Psionic Energy Die to restore use of this feature.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t\taltResource: \"PsiD\",\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Guarded Mind\",\r\n\t\t\tsource: [[\"P24\", 99]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"If I start my turn being Charmed or Frightened, I can expend 1 PsiD (no action) to end every effect on myself giving me those conditions. I gain Resistance to Psychic damage.\"\r\n\t\t\t),\r\n\t\t\tadditional: \"1 PsiD\",\r\n\t\t\tdmgres: [\"Psychic\"],\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Bulwark of Force\",\r\n\t\t\tsource: [[\"P24\", 99]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Bonus Action, I can choose Int mod of creatures within 30 ft, including myself, to have Half Cover for 1 min or until I'm Incapacitated. I can expend a PsiD to restore use of this\" + (typePF ? \" feature.\" : \".\")\r\n\t\t\t),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"PsiD\",\r\n\t\t},\r\n\t\t\"subclassfeature18\": {\r\n\t\t\tname: \"Telekinetic Master\",\r\n\t\t\tsource: [[\"P24\", 99]],\r\n\t\t\tminlevel: 18,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I always have Telekinesis prepared. I can cast it without using a spell slot or components, with Intelligence as spellcasting ability. As a Bonus Action on my turns while Concentrating on this, I can make one attack with a weapon. I can expend a PsiD to restore use of this\" + (typePF ? \" feature.\" : \".\")\r\n\t\t\t),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Telekinetic Master\",\r\n\t\t\t\tspells: [\"telekinesis\"],\r\n\t\t\t\tselection: [\"telekinesis\"],\r\n\t\t\t\tfirstCol: \"oncelr\",\r\n\t\t\t}],\r\n\t\t\tspellChanges: {\r\n\t\t\t\ttelekinesis: {\r\n\t\t\t\t\tcomponents: \"\",\r\n\t\t\t\t\tchanges: \"My Telekinetic Master feature allows me to cast Telekinesis without requiring components or expending a spell slot once per Long Rest or by expending a Psionic Energy Die.\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t\taction: [[\"bonus action\", \"Weapon attack if conc on Telekinesis\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"PsiD\",\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Monk Subclasses\r\nvar PHB_WarriorMercy = {\r\n\thandOfHarm: {\r\n\t\tdescription: desc(\"Once per turn when I damage a creature with an Unarmed Strike, I can expend 1 Focus Point to deal it extra Necrotic damage equal to a Martial Arts die + my Wisdom modifier.\"),\r\n\t\tdescription6: desc(\"Once per turn when I damage a creature with an Unarmed Strike, I can \" + (typePF ? \"expend\" : \"use\") + \" 1 FP to deal it Martial Arts die + Wis mod Necrotic damage and make it Poisoned until my next turn ends.\"),\r\n\t\tadditional: levels.map(function (n) {\r\n\t\t\tvar die = n < 5 ? 6 : n < 11 ? 8 : n < 17 ? 10 : 12;\r\n\t\t\treturn \"1 Focus Point; 1d\" + die + \" + Wis mod Necrotic\" + (typePF ? \"\" : \" dmg\");\r\n\t\t}),\r\n\t},\r\n\thandOfHealing: {\r\n\t\tdescription: desc(\"As a Magic action, I can expend 1 Focus Point to heal a creature I touch for Martial Arts die + my Wisdom modifier Hit Points. When I use Flurry of Blows, I can replace one of its Unarmed Strikes with a use of this feature without expending a Focus Point for the healing.\"),\r\n\t\tdescription6: desc([\r\n\t\t\t\"As a Magic action, I can use 1 FP to heal a creature I touch for Martial Arts die + Wis mod HP and cure it of one of the following: Blinded, Deafened, Paralyzed, Poisoned, or Stunned.\",\r\n\t\t\t\"When I use Flurry of Blows, I can swap one Unarmed Strike for this without using more FP.\"\r\n\t\t]),\r\n\t\tadditional: levels.map(function (n) {\r\n\t\t\tvar die = n < 5 ? 6 : n < 11 ? 8 : n < 17 ? 10 : 12;\r\n\t\t\treturn \"1 Focus Point; 1d\" + die + \" + Wis mod HP\";\r\n\t\t}),\r\n\t},\r\n};\r\nAddSubClass(\"monk\", \"mercy\", {\r\n\tregExpSearch: /^(?=.*mercy)((?=.*(monk|monastic))|(((?=.*martial)(?=.*(artist|arts)))|((?=.*spiritual)(?=.*warrior)))).*$/i,\r\n\tsubname: \"Warrior of Mercy\",\r\n\tsubnameShort: \"Mercy\",\r\n\tsource: [[\"P24\", 104]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": { // includes Physician's Touch; moves to third page from level 15 onwards\r\n\t\t\tname: \"Hand of Harm\",\r\n\t\t\tminlevel: 3,\r\n\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\tdescription: levels.map(function (n, idx) {\r\n\t\t\t\treturn n < 6 ? PHB_WarriorMercy.handOfHarm.description :\r\n\t\t\t\t\tn < 15 ? PHB_WarriorMercy.handOfHarm.description6 : undefined;\r\n\t\t\t}),\r\n\t\t\tautoSelectExtrachoices: [{\r\n\t\t\t\textrachoice: \"hand of harm\",\r\n\t\t\t\tminlevel: 15,\r\n\t\t\t}],\r\n\t\t\t\"hand of harm\": {\r\n\t\t\t\tname: \"Hand of Harm\",\r\n\t\t\t\textraname: \"Mercy 3\",\r\n\t\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\t\tdescription: PHB_WarriorMercy.handOfHarm.description6,\r\n\t\t\t\tadditional: PHB_WarriorMercy.handOfHarm.additional,\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": { // includes Physician's Touch; moves to third page from level 15 onwards\r\n\t\t\tname: \"Hand of Healing\",\r\n\t\t\tminlevel: 3,\r\n\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\tdescription: levels.map(function (n, idx) {\r\n\t\t\t\treturn n < 6 ? PHB_WarriorMercy.handOfHealing.description :\r\n\t\t\t\t\tn < 15 ? PHB_WarriorMercy.handOfHealing.description6 : undefined;\r\n\t\t\t}),\r\n\t\t\taction: [[\"action\", \" (1 FP)\"]],\r\n\t\t\tautoSelectExtrachoices: [{\r\n\t\t\t\textrachoice: \"hand of healing\",\r\n\t\t\t\tminlevel: 15,\r\n\t\t\t}],\r\n\t\t\t\"hand of healing\": {\r\n\t\t\t\tname: \"Hand of Healing\",\r\n\t\t\t\textraname: \"Mercy 3\",\r\n\t\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\t\tdescription: PHB_WarriorMercy.handOfHealing.description6,\r\n\t\t\t\tadditional: PHB_WarriorMercy.handOfHealing.additional,\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature3.2\": {\r\n\t\t\tname: \"Hand of Harm \\x26 Hand of Healing\",\r\n\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 15 ? undefined : \" [see third page]\";\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature3.3\": {\r\n\t\t\tname: \"Implements of Mercy\",\r\n\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: \" [Insight, Medicine, and Herbalism Kit prof]\",\r\n\t\t\tskills: [\"Insight\", \"Medicine\"],\r\n\t\t\ttoolProfs: [\"Herbalism kit\"],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Physician's Touch\",\r\n\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tautoSelectExtrachoices: [{ extrachoice: \"physician's touch\" }],\r\n\t\t\t\"physician's touch\": {\r\n\t\t\t\tname: \"Physician's Touch\",\r\n\t\t\t\textraname: \"Mercy 6\",\r\n\t\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\t\tdescription: \" [improves Hand of Healing \\x26 Hand of Harm]\",\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature11\": {\r\n\t\t\tname: \"Flurry of Healing and Harm\",\r\n\t\t\tsource: [[\"P24\", 104]],\r\n\t\t\tminlevel: 11,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"When I use Flurry of Blows, I can replace each of its Unarmed Strikes with a use of Hand of Healing, and I can use Hand of Harm when I deal damage with one of its Unarmed Strikes. I can still use Hand of Harm only once per turn. When I use this feature, I only need to expend a Focus Point for Flurry of Blows, not for Hand of Healing or Hand of Harm.\"\r\n\t\t\t),\r\n\t\t\tusages: typePF ? \"Wis mod per \" : \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature17\": {\r\n\t\t\tname: \"Hand of Ultimate Mercy\",\r\n\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Magic action, I can touch a creature that died within the past 24 hours and expend 5 Focus Points. The creature then returns to life with 4d10 + my Wisdom modifier Hit Points and is cured of all of the following: Blinded, Deafened, Paralyzed, Poisoned, and Stunned.\"\r\n\t\t\t),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tadditional: \"5 FP\",\r\n\t\t\taction: [[\"action\", \" (5 FP)\"]],\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"monk\", \"shadow\", {\r\n\tregExpSearch: /^(?=.*shadow)((?=.*(monk|monastic))|(((?=.*martial)(?=.*(artist|arts)))|((?=.*spiritual)(?=.*warrior)))).*$/i,\r\n\tsubname: \"Warrior of Shadow\",\r\n\tsubnameShort: \"Shadow\",\r\n\tsource: [[\"P24\", 105]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Shadow Arts\",\r\n\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"I gain +60 ft Darkvision. I know the *Minor Illusion* cantrip, using Wis as spellcasting ability.\"),\r\n\t\t\tvision: [[\"Darkvision\", \"fixed 60\"], [\"Darkvision\", \"+60\"]],\r\n\t\t\tspellFirstColTitle : \"Ki\",\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Shadow Arts\",\r\n\t\t\t\tspells: [\"minor illusion\"],\r\n\t\t\t\tselection: [\"minor illusion\"],\r\n\t\t\t\tfirstCol: \"atwill\",\r\n\t\t\t}, {\r\n\t\t\t\tname: \"Shadow Arts\",\r\n\t\t\t\tspells: [\"darkness\"],\r\n\t\t\t\tselection: [\"darkness\"],\r\n\t\t\t\tfirstCol: 1,\r\n\t\t\t}],\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"darkness\": {\r\n\t\t\t\t\tcomponents: \"\",\r\n\t\t\t\t\tcompMaterial: \"\",\r\n\t\t\t\t\tdescription: \"15-ft rad darkness; blocks other's vision/nonmagical light; dispels magical light SL \\u22642; my SoT move it\",\r\n\t\t\t\t\tdescriptionMetric: \"4,5m rad darkness; blocks other's vision/nonmagical light; dispels magical light SL \\u22642; my SoT move it\",\r\n\t\t\t\t\tchanges: \"With the Shadow Arts feature I can cast Darkness without spell components, can see through it, and can move it to a space within 60 ft of me at the start of each of my turns.\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t\t\"shadow arts: darkness\": {\r\n\t\t\t\tname: \"Shadow Arts: Darkness\",\r\n\t\t\t\textraname: \"Warrior of Shadow 3\",\r\n\t\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\t\tdescription: desc(\"I can expend 1 Focus Point to cast *Darkness* without spell components. When I do so, I can see within its area and I can move it to a space within 60 ft at the start of each of my turns.\"),\r\n\t\t\t\tadditional: \"1 Focus Point\",\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{ extrachoice: \"shadow arts: darkness\" }],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Shadow Step\",\r\n\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\"As a Bonus Action while in Dim Light or Darkness, I can teleport up to 60 ft to an empty \" + (typePF ? \"space\" : \"spot\") + \" I can see in Dim Light or Darkness. I then gain Adv\" + (typePF ? \"antage\" : \"\") + \" on my next melee attack this turn.\"),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature11\": {\r\n\t\t\tname: \"Improved Shadow Step\",\r\n\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\tminlevel: 11,\r\n\t\t\t\"improved shadow step\": {\r\n\t\t\t\tname: \"Improved Shadow Step\",\r\n\t\t\t\textraname: \"Warrior of Shadow 11\",\r\n\t\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\t\tdescription: desc(\"When I use Shadow Step, I can expend 1 Focus Point to remove the need to start and end in Dim Light or Darkness, and I can make an Unarmed Strike immediately after I teleport.\"),\r\n\t\t\t\tadditional: \"1 Focus Point\",\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{ extrachoice: \"improved shadow step\" }],\r\n\t\t},\r\n\t\t\"subclassfeature17\": {\r\n\t\t\tname: \"Cloak of Shadows\",\r\n\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\tminlevel: 17,\r\n\t\t\taction: [[\"action\", \" (3 FP)\"]],\r\n\t\t\t\"cloak of shadows\": {\r\n\t\t\t\tname: \"Cloak of Shadows\",\r\n\t\t\t\textraname: \"Warrior of Shadow 17\",\r\n\t\t\t\tsource: [[\"P24\", 105]],\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"As a Magic action while in Dim Light or Darkness, I can expend 3 Focus Points to shroud myself in shadows for 1 min, until I'm Incapacitated, or I end my turn in Bright Light.\",\r\n\t\t\t\t\t\"While shrouded, I'm Invisible, using Flurry of Blows requires no Focus Points, and I can move through occupied spaces as if they were Difficult Terrain, but can't end my turn in one.\",\r\n\t\t\t\t]),\r\n\t\t\t\tadditional: \"3 Focus Points\",\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{ extrachoice: \"cloak of shadows\" }],\r\n\t\t},\r\n\t},\r\n});\r\nvar PHB_WarriorOfTheElements = {\r\n\telementalBurst: {\r\n\t\tdescription: desc(\"As a Magic action, I can \" + (typePF ? \"expend\" : \"use\") + \" 2 Focus Points to create a 20-ft-radius Sphere within 120 ft that deals three Martial Art dice damage (\\u2605) to all within. Each can Dex save for half damage.\"),\r\n\t\tdescriptionCF: desc(\"As a Magic action, I can use 2 Focus Points to create a 20-ft-radius Sphere within 120 ft that deals 3 Martial Art dice damage (\\u2605) to all within. Each can Dex save for half damage.\"),\r\n\t\tadditional: levels.map(function (n) {\r\n\t\t\tvar die = n < 5 ? 6 : n < 11 ? 8 : n < 17 ? 10 : 12;\r\n\t\t\treturn \"2 Focus Points; 3d\" + die + \" damage\";\r\n\t\t}),\r\n\t},\r\n};\r\nAddSubClass(\"monk\", \"elements\", {\r\n\tregExpSearch: /^(?=.*(elements|elemental))((?=.*(monk|monastic))|(((?=.*martial)(?=.*(artist|arts)))|((?=.*spiritual)(?=.*warrior)))).*$/i,\r\n\tsubname: \"Warrior of the Elements\",\r\n\tsubnameShort: \"Elements\",\r\n\tsource: [[\"P24\", 106]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": { // includes Stride of the Elements and Elemental Epitome\r\n\t\t\tname: \"Elemental Attunement\",\r\n\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar text = [\r\n\t\t\t\t\ttypePF ? \"As my turn starts, I can expend 1 FP to gain these benefits for 10 min or until I'm Incapacitated.\" :\r\n\t\t\t\t\t\t\"As my turn starts, I can use 1 FP to gain these benefits for 10 min or till I'm Incapacitated.\",\r\n\t\t\t\t\t\"***Reach***. When I make an Unarmed Strike, my reach increases by 10 ft.\",\r\n\t\t\t\t\t\"***Elemental Strikes***. I can change the damage type (\\u2605) of my Unarmed Strike. If I do and deal damage, I can have the target make a Str save or move it \" + (typePF ? \"up to \" : \"\\u2264\") + \"10 ft toward or away from me.\",\r\n\t\t\t\t\t\"(\\u2605) This can be my choice of Acid, Cold, Fire, Lightning, or Thunder.\",\r\n\t\t\t\t];\r\n\t\t\t\tif (n >= 11) { // Stride of the Elements\r\n\t\t\t\t\ttext.splice(text.length - 1, 0, \"***Stride of the Elements***. I gain a Fly Speed and a Swim Speed equal to my Speed.\");\r\n\t\t\t\t}\r\n\t\t\t\tif (n >= 17) { // Elemental Epitome\r\n\t\t\t\t\tvar die = n < 5 ? 6 : n < 11 ? 8 : n < 17 ? 10 : 12;\r\n\t\t\t\t\ttext.splice(text.length - 1, 1,\r\n\t\t\t\t\t\t\"***Damage Resistance***. I gain a Resistance (\\u2605). I can change its type at the start of my turns.\",\r\n\t\t\t\t\t\t\"***Destructive Stride***. On a turn that I use Step of the Wind, I have +20 ft Speed and I can deal 1d\" + die + \" (MA die) damage (\\u2605) to each creature of my choice that I come within 5 ft of.\",\r\n\t\t\t\t\t\t\"***Empowered Strikes***. I can add 1d\" + die + \" (MA die) \" + (typePF ? \"damage\" : \"dmg\") + \" to one Unarmed Strike hit on my turn.\",\r\n\t\t\t\t\t\t\"(\\u2605) My choice of Acid, Cold, Fire, Lightning, or Thunder. (MA die) Martial Arts die.\"\r\n\t\t\t\t\t);\r\n\t\t\t\t}\r\n\t\t\t\treturn desc(text);\r\n\t\t\t}),\r\n\t\t\tadditional: \"1 Focus Point\",\r\n\t\t\tweaponOptions: [{\r\n\t\t\t\tbaseWeapon: \"unarmed strike\",\r\n\t\t\t\tregExpSearch: /^(?=.*elemental)(?=.*strike).*$/i,\r\n\t\t\t\tname: \"Elemental Strike\",\r\n\t\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\t\tdamage: [1, \"\", \"Elemental (\\u2605)\"],\r\n\t\t\t\tdescription: \"+10 ft reach; Str save or moved 10 ft toward/away\",\r\n\t\t\t\tselectNow: true,\r\n\t\t\t\tisElementalStrike: true,\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Manipulate Elements\",\r\n\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 15 ? desc(\"I know the *Elementalism* cantrip. Wisdom is my spellcasting ability for it.\") : \" [know *Elementalism*, using Wisdom]\";\r\n\t\t\t}),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Manipulate Elements\",\r\n\t\t\t\tspells: [\"elementalism\"],\r\n\t\t\t\tselection: [\"elementalism\"],\r\n\t\t\t\tfirstCol: \"atwill\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature6\": { // moves to third page from level 17 onwards\r\n\t\t\tname: \"Elemental Burst\",\r\n\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar obj = PHB_WarriorOfTheElements.elementalBurst;\r\n\t\t\t\tvar text = typePF ? obj.description : obj.descriptionCF;\r\n\t\t\t\treturn n < 17 ? text : undefined;\r\n\t\t\t}),\r\n\t\t\tadditional: PHB_WarriorOfTheElements.elementalBurst.additional,\r\n\t\t\taction: [[\"action\", \" (2 FP)\"]],\r\n\t\t\tweaponOptions: [{\r\n\t\t\t\tregExpSearch: /^(?=.*elemental)(?=.*burst).*$/i,\r\n\t\t\t\tname: \"Elemental Burst\",\r\n\t\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\t\tability: 5,\r\n\t\t\t\ttype: \"Magic\",\r\n\t\t\t\tdamage: [3, 8, \"Elemental (\\u2605)\"],\r\n\t\t\t\trange: \"120 ft\",\r\n\t\t\t\tdescription: \"2 FP; 20-ft radius Sphere; Dex save for half; (\\u2605) Acid, Cold, Fire, Lightning, or Thunder\",\r\n\t\t\t\tabilitytodamage: false,\r\n\t\t\t\tmonkweapon: false,\r\n\t\t\t\tdc: true,\r\n\t\t\t\tselectNow: true,\r\n\t\t\t\tisAlwaysProf: true,\r\n\t\t\t\tisElementalBurst: true,\r\n\t\t\t}],\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tif (v.theWea.isElementalBurst && classes.known.monk) {\r\n\t\t\t\t\t\t\tvar n = classes.known.monk.level;\r\n\t\t\t\t\t\t\tvar die = n < 5 ? 6 : n < 11 ? 8 : n < 17 ? 10 : 12;\r\n\t\t\t\t\t\t\tfields.Damage_Die = '3d' + die;\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t'',\r\n\t\t\t\t\t20,\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{\r\n\t\t\t\textrachoice: \"elemental burst\",\r\n\t\t\t\tminlevel: 17,\r\n\t\t\t}],\r\n\t\t\t\"elemental burst\": {\r\n\t\t\t\tname: \"Elemental Burst\",\r\n\t\t\t\textraname: \"Elements 6\",\r\n\t\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\t\tdescription: PHB_WarriorOfTheElements.elementalBurst.description,\r\n\t\t\t\tadditional: PHB_WarriorOfTheElements.elementalBurst.additional,\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature11\": { // only on third page, description included in Elemental Attunement\r\n\t\t\tname: \"Stride of the Elements\",\r\n\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\tminlevel: 11,\r\n\t\t\tautoSelectExtrachoices: [{ extrachoice: \"stride of the elements\" }],\r\n\t\t\t\"stride of the elements\": {\r\n\t\t\t\tname: \"Stride of the Elements\",\r\n\t\t\t\textraname: \"Elements 11\",\r\n\t\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\t\tdescription: \" [improves Elemental Attunement]\",\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature17\": { // only on third page, description included in Elemental Attunement\r\n\t\t\tname: \"Elemental Epitome\",\r\n\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdmgres: [\"Elemental (\\u2605)\"],\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tif (v.theWea.isElementalStrike && classes.known.monk && classes.known.monk.level >= 17) {\r\n\t\t\t\t\t\t\tfields.Description += '; 1/my turn +1d12 damage';\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t''\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{ extrachoice: \"elemental epitome\" }],\r\n\t\t\t\"elemental epitome\": {\r\n\t\t\t\tname: \"Elemental Epitome\",\r\n\t\t\t\textraname: \"Elements 17\",\r\n\t\t\t\tsource: [[\"P24\", 106]],\r\n\t\t\t\tdescription: \" [improves Elemental Attunement]\",\r\n\t\t\t},\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Paladin Subclasses\r\nAddSubClass(\"paladin\", \"glory\", {\r\n\tregExpSearch: /^(?=.*glory)(((?=.*paladin)|((?=.*(exalted|sacred|holy|divine))(?=.*(knight|fighter|warrior|warlord|trooper))))).*$/i,\r\n\tsubname: \"Oath of Glory\",\r\n\tsubnameShort: \"Glory\",\r\n\tsource: [[\"P24\", 114]],\r\n\tfeatures: {\r\n\t\t\"weapon mastery\": Object.assign({}, ClassList.paladin.features[\"weapon mastery\"], typeA4 ? {} : {\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 18 ? ClassList.paladin.features[\"weapon mastery\"].description : \" (change 2/LR)\";\r\n\t\t\t}),\r\n\t\t}),\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Inspiring Smite\",\r\n\t\t\tsource: [[\"P24\", 114]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc(\"After I cast *Divine Smite*, I can expend 1 Channel Divinity to distribute 2d8 + \" + n + \" (Paladin level) Temporary Hit Points among creatures within 30 ft and myself however I like.\");\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn \"1 Channel Divinity, 2d8+\" + n + \" Temp HP\";\r\n\t\t\t}),\r\n\t\t\tspellcastingExtra: [\"guiding bolt\", \"heroism\", \"enhance ability\", \"magic weapon\", \"haste\", \"protection from energy\", \"compulsion\", \"freedom of movement\", \"legend lore\", \"yolande's regal presence\"],\r\n\t\t\ttoNotesPage: [\r\n\t\t\t\t{\r\n\t\t\t\t\tname: \"Tenets of the Oath of Glory\", // needs to start with \"Tenets of the Oath\"\r\n\t\t\t\t\torigin: \"\",\r\n\t\t\t\t\tnote: [\r\n\t\t\t\t\t\t\"Paladins who take the Oath of Glory believe they and their companions are destined to achieve glory through deeds of heroism and share the following tenets.\",\r\n\t\t\t\t\t\t\" \\u2022 Endeavor to be known by your deeds.\",\r\n\t\t\t\t\t\t\" \\u2022 Face hardships with courage.\",\r\n\t\t\t\t\t\t\" \\u2022 Inspire others to strive for glory.\",\r\n\t\t\t\t\t],\r\n\t\t\t\t},\r\n\t\t\t\tGenericClassFeatures[\"paladin's oath\"].toNotesPage,\r\n\t\t\t],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Peerless Athlete\",\r\n\t\t\tsource: [[\"P24\", 115]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Bonus Action, I can expend a Channel Divinity to get Advantage on my Athletics and Acrobatics checks and increase my Long and High jumps by 10 ft for 1 hour.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"bonus action\", \" (Channel Divinity)\"]],\r\n\t\t\tadditional: \"1 Channel Divinity\",\r\n\t\t},\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Aura of Alacrity\",\r\n\t\t\tsource: [[\"P24\", 115]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: \" [+10 ft Speed]\" +\r\n\t\t\t\tdesc(\"Allies in my aura on their turn gain +10 ft Speed until the end of their next turn.\"),\r\n\t\t\tspeed: { allModes: \"+10\" },\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Glorious Defense\",\r\n\t\t\tsource: [[\"P24\", 115]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Reaction when an attack hits me or a creature \" + (typePF ? \"within\" : \"in\") + \" 10 ft, I can increase their AC by my Cha modifier vs that attack. If this causes it to miss, I can attack the attacker if \" + (typePF ? \"within my\" : \"in\") + \" reach.\"\r\n\t\t\t),\r\n\t\t\tusages: \"Charisma modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Cha Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature20\": {\r\n\t\t\tname: \"Living Legend\",\r\n\t\t\tsource: [[\"P24\", 115]],\r\n\t\t\tminlevel: 20,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can gain the following benefits for 10 minutes.\",\r\n\t\t\t\t\" \\u2022 ***Charismatic***. I have advantage on all Charisma checks.\",\r\n\t\t\t\t\" \\u2022 ***Saving Throw Reroll***. As a Reaction \" + (typePF ? \"when\" : \"if\") + \" I fail a save, I can reroll it but must use that roll.\",\r\n\t\t\t\t\" \\u2022 ***Unerring Strike***. Once on each of my turns I can turn an attack that I missed into a hit.\",\r\n\t\t\t\t\"I can expend a level 5+ spell slot (SS 5+) to restore my use of this feature.\",\r\n\t\t\t]),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tusages: 1,\r\n\t\t\taltResource: \"SS 5+\",\r\n\t\t\taction: [\r\n\t\t\t\t[\"bonus action\", \" (activate)\"],\r\n\t\t\t\t[\"reaction\", \" (reroll save)\"],\r\n\t\t\t],\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"paladin\", \"ancients\", {\r\n\tregExpSearch: /^(((?=.*(ancient|nature|natural|green|fey|horned))((?=.*paladin)|((?=.*(exalted|sacred|holy|divine))(?=.*(knight|fighter|warrior|warlord|trooper)))))|((?=.*(green|fey|horned))(?=.*(knight|fighter|warrior|warlord|trooper)))).*$/i,\r\n\tsubname: \"Oath of the Ancients\",\r\n\tsubnameShort: \"Ancients\",\r\n\tsource: [[\"P24\", 115]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Nature's Wrath\",\r\n\t\t\tsource: [[\"P24\", 115]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Magic action, I can use 1 CD to have all creatures of my choice that I can see \" + (typePF ? \"within\" : \"in\") + \" 15 ft make a Strength save or be Restrained for 1 min, repeating the save at the end of \" + (typePF ? \"their\" : \"its\") + \" turns.\"\r\n\t\t\t),\r\n\t\t\tadditional: \"1 Channel Divinity\",\r\n\t\t\taction: [[\"action\", \" (Channel Divinity)\"]],\r\n\t\t\tspellcastingExtra: [\"ensnaring strike\", \"speak with animals\", \"misty step\", \"moonbeam\", \"plant growth\", \"protection from energy\", \"ice storm\", \"stoneskin\", \"commune with nature\", \"tree stride\"],\r\n\t\t\ttoNotesPage: [\r\n\t\t\t\t{\r\n\t\t\t\t\tname: \"Tenets of the Oath of the Ancients\", // needs to start with \"Tenets of the Oath\"\r\n\t\t\t\t\torigin: \"\",\r\n\t\t\t\t\tnote: [\r\n\t\t\t\t\t\t\"This oath binds Paladins to preserve life and light in the world with the following tenets.\",\r\n\t\t\t\t\t\t\" \\u2022 Kindle the light of hope.\",\r\n\t\t\t\t\t\t\" \\u2022 Shelter life.\",\r\n\t\t\t\t\t\t\" \\u2022 Delight in art and laughter.\",\r\n\t\t\t\t\t],\r\n\t\t\t\t},\r\n\t\t\t\tGenericClassFeatures[\"paladin's oath\"].toNotesPage,\r\n\t\t\t],\r\n\t\t},\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Aura of Warding\",\r\n\t\t\tsource: [[\"P24\", 116]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"While in my aura, my allies and I have Resistance to Necrotic, Psychic and Radiant damage.\"\r\n\t\t\t),\r\n\t\t\tdmgres: [\"Necrotic\", \"Psychic\", \"Radiant\"],\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Undying Sentinel\",\r\n\t\t\tsource: [[\"P24\", 116]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"When I am reduced to 0 Hit Points and not killed, I can drop to 1 HP and regain \" + (n * 3) + \" HP.\",\r\n\t\t\t\t\t\"Additionally, I can't be aged magically and cease visibly aging.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn (n * 3 + 1) + \" HP\";\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature20\": {\r\n\t\t\tname: \"Elder Champion\",\r\n\t\t\tsource: [[\"P24\", 116]],\r\n\t\t\tminlevel: 20,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can give my Aura of Protection these benefits for 1 minute.\",\r\n\t\t\t\t\" \\u2022 ***Diminish Defiance***. Enemies in my aura have Disadv on saves vs my spells and CD options.\",\r\n\t\t\t\t\" \\u2022 ***Regeneration***. At the start of each of my turns I regain 10 Hit Points.\",\r\n\t\t\t\t\" \\u2022 ***Swift Spells***. I can cast spells with a casting time of an Action \" + (typePF ? \"using\" : \"as\") + \" a Bonus Action instead.\",\r\n\t\t\t\t\"I can end it for free. I can expend a level 5+ spell slot (SS 5+) to restore use of this feature.\",\r\n\t\t\t]),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tusages: 1,\r\n\t\t\taltResource: \"SS 5+\",\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"paladin\", \"vengeance\", {\r\n\tregExpSearch: /^(((?=.*(vengeance|wrath|justice))((?=.*paladin)|((?=.*(exalted|sacred|holy|divine))(?=.*(knight|fighter|warrior|warlord|trooper)))))|((?=.*dark)(?=.*knight))|(?=.*avenger)).*$/i,\r\n\tsubname: \"Oath of Vengeance\",\r\n\tsubnameShort: \"Vengeance\",\r\n\tsource: [[\"P24\", 116]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": { // includes Soul of Vengeance\r\n\t\t\tname: \"Vow of Enmity\",\r\n\t\t\tsource: [[\"P24\", 117]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar text = [\r\n\t\t\t\t\t\"When I take the Attack action, I can expend 1 CD to utter a vow against a creature I can see within 30 ft. I have Adv on attack rolls against it for 1 min or until I use this again.\",\r\n\t\t\t\t\t\"If the creature drops to 0 HP, I can move the vow to another within 30 ft (no action).\",\r\n\t\t\t\t];\r\n\t\t\t\tif (n >= 15) text.splice(1, 0, \"As a Reaction after it attacks, I can make a melee attack against it, if it's within range.\");\r\n\t\t\t\treturn desc(text);\r\n\t\t\t}),\r\n\t\t\tadditional: \"1 Channel Divinity\",\r\n\t\t\tspellcastingExtra: [\"bane\", \"hunter's mark\", \"hold person\", \"misty step\", \"haste\", \"protection from energy\", \"banishment\", \"dimension door\", \"hold monster\", \"scrying\"],\r\n\t\t\ttoNotesPage: [\r\n\t\t\t\t{\r\n\t\t\t\t\tname: \"Tenets of the Oath of Vengeance\", // needs to start with \"Tenets of the Oath\"\r\n\t\t\t\t\torigin: \"\",\r\n\t\t\t\t\tnote: [\r\n\t\t\t\t\t\t\"This oath binds Paladins to punish those who have committed grievously evil acts with the following tenets.\",\r\n\t\t\t\t\t\t\" \\u2022 Show the wicked no mercy.\",\r\n\t\t\t\t\t\t\" \\u2022 Fight injustice and its causes.\",\r\n\t\t\t\t\t\t\" \\u2022 Aid those harmed by injustice.\",\r\n\t\t\t\t\t],\r\n\t\t\t\t},\r\n\t\t\t\tGenericClassFeatures[\"paladin's oath\"].toNotesPage,\r\n\t\t\t],\r\n\t\t},\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Relentless Avenger\",\r\n\t\t\tsource: [[\"P24\", 117]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"When I hit a creature with an Opportunity Attack, I can reduce its Speed to 0 until the end of the turn. I can then move up to half my Speed without provoking Opportunity Attacks.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Soul of Vengeance\",\r\n\t\t\tsource: [[\"P24\", 117]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: \" [adds Reaction to Vow of Enmity]\",\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature20\": {\r\n\t\t\tname: \"Avenging Angel\",\r\n\t\t\tsource: [[\"P24\", 117]],\r\n\t\t\tminlevel: 20,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can gain the following benefits for 10 min or until I end it (no action).\",\r\n\t\t\t\t\" \\u2022 ***Flight***. Spectral wings give me 60 ft Fly Speed, and I can hover.\",\r\n\t\t\t\t\" \\u2022 ***Frightful Aura***. When an enemy starts its turn in my aura they must make a Wis save or be Frightened for 1 min or until damaged. While Frightened, attack rolls have Adv vs them.\",\r\n\t\t\t\t\"I can expend a level 5+ spell slot (SS 5+) to restore my use of this feature.\",\r\n\t\t\t]),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tusages: 1,\r\n\t\t\taltResource: \"SS 5+\",\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Ranger Subclasses\r\nvar PHB_BeastMaster = {\r\n\tbaseCreature: {\r\n\t\ttype: \"Beast\",\r\n\t\talignment: \"Neutral\",\r\n\t\tac: \"13+oWis\",\r\n\t\thdLinked: [\"ranger\"],\r\n\t\tminlevelLinked: [\"ranger\"],\r\n\t\tpassivePerception: 12,\r\n\t\tlanguages: \"Understands the languages of its master but can't speak\",\r\n\t\tchallengeRating: \"0\",\r\n\t\tproficiencyBonus: 2,\r\n\t\tproficiencyBonusLinked: true,\r\n\t\tattacksAction: 1,\r\n\t\taddMod: [{\r\n\t\t\ttype: \"skill\", field: \"all\", mod: \"Prof\",\r\n\t\t\ttext: \"The Primal Companion adds its Proficiency Bonus to all its ability checks and saving throws.\",\r\n\t\t}, {\r\n\t\t\ttype: \"skill\", field: \"Init\", mod: \"Prof\",\r\n\t\t\ttext: \"The Primal Companion adds its Proficiency Bonus to all its ability checks and saving throws.\",\r\n\t\t}, {\r\n\t\t\ttype: \"save\", field: \"all\", mod: \"Prof\",\r\n\t\t\ttext: \"The Primal Companion adds its Proficiency Bonus to all its ability checks and saving throws.\",\r\n\t\t}],\r\n\t\tcalcChanges: {\r\n\t\t\thp: function (totalHD, HDobj, prefix) {\r\n\t\t\t\tif (!classes.known.ranger) return;\r\n\t\t\t\tvar rngrLvl = classes.known.ranger.level;\r\n\t\t\t\tif (What(prefix + \"Comp.Use.HD.Die\") == 6) {\r\n\t\t\t\t\tvar multiplier = { die: 4, text: \"four\" };\r\n\t\t\t\t} else {\r\n\t\t\t\t\tvar multiplier = { die: 5, text: \"five\" };\r\n\t\t\t\t}\r\n\t\t\t\tvar total = multiplier.die * rngrLvl;\r\n\t\t\t\tHDobj.alt.push(multiplier.die + total);\r\n\t\t\t\tHDobj.altStr.push([\r\n\t\t\t\t\t\" = \" + multiplier.die + \" as a base\",\r\n\t\t\t\t\t\" + \" + multiplier.die + \" \\xD7 \" + rngrLvl + \" from \" + multiplier.text + \" times my Ranger level (\" + total + \")\",\r\n\t\t\t\t].join(\"\\n\"));\r\n\t\t\t},\r\n\t\t\tsetAltHp: true,\r\n\t\t},\r\n\t\tfeatures: [{\r\n\t\t\tname: \"Master\",\r\n\t\t\tdescription: \"The beast obeys the commands of its master and shares its Proficiency Bonus. It takes its turn during that of its master, on the same initiative count. It can move and take Reactions on its own, but only takes the Dodge action on its turn unless its master takes a Bonus Action to command it to take another action. Its master can also forgo one attack during their Attack action to command the beast to do a Beast's Strike. If its master is incapacitated, the beast can take any action, not just Dodge. The beast vanishes if its master dies.\",\r\n\t\t}],\r\n\t\ttraits: [{\r\n\t\t\tname: \"Primal Rebirth\",\r\n\t\t\tdescription: \"Within an hour of the beast's death, its master can take a Magic action to touch it and expend a spell slot to have it return to life after \" + (typePF ? \"1 min with full HP.\" : \"1 minute with all its HP.\"),\r\n\t\t}, {\r\n\t\t\tname: \"Primal Bond\",\r\n\t\t\tdescription: \"The beast adds its Proficiency Bonus to all its ability checks and saving throws.\",\r\n\t\t}, {\r\n\t\t\tname: \"Exceptional Training\",\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: \"(Beast Master 7). As a Bonus Action if commanded to do so, the beast can take the Dash, Disengage, Dodge, or Help action. Its attacks can deal Force damage\" + (typePF ? \" instead of their normal damage type.\" : \".\"),\r\n\t\t\tjoinString: \" \",\r\n\t\t\teval: function(prefix, lvl) {\r\n\t\t\t\tvar field = prefix + \"Comp.Use.Attack.1.Damage Type\";\r\n\t\t\t\tvar currentVal = What(field);\r\n\t\t\t\tif (/force/i.test(currentVal)) return;\r\n\t\t\t\tvar newVal = \"Force/\" + currentVal\r\n\t\t\t\t\t.replace(/(Bludg|Pierc|Slash)(eon)?ing/ig, \"$1.\")\r\n\t\t\t\t\t.replace(\"Bludg./Pierc.\", \"B/P\");\r\n\t\t\t\tValue(field, newVal);\r\n\t\t\t},\r\n\t\t\tremoveeval: function(prefix, lvl) {\r\n\t\t\t\tvar field = prefix + \"Comp.Use.Attack.1.Damage Type\";\r\n\t\t\t\tvar currentVal = What(field);\r\n\t\t\t\tif (!/force/i.test(currentVal)) return;\r\n\t\t\t\tvar newVal = currentVal.replace(/Force\\/?/ig, \"\")\r\n\t\t\t\t\t.replace(\"Bludg.\", \"Bludgeoning\")\r\n\t\t\t\t\t.replace(\"Pierc.\", \"Piercing\")\r\n\t\t\t\t\t.replace(\"Slash.\", \"Slashing\")\r\n\t\t\t\t\t.replace(/^B\\/P$/i, \"Bludg./Pierc.\");\r\n\t\t\t\tValue(field, newVal);\r\n\t\t\t},\r\n\t\t}, {\r\n\t\t\tname: \"Bestial Fury\",\r\n\t\t\tminlevel: 11,\r\n\t\t\tdescription: \"(Beast Master 11). When commanded to do a Beast's Strike, the beast can make two Beast's Strikes. Once per turn, the beast can benefit from its master's *Hunter's Mark* bonus damage when it attacks a creature affected by that spell.\",\r\n\t\t\tjoinString: \" \",\r\n\t\t\teval: function(prefix, lvl) {\r\n\t\t\t\tValue(prefix + \"Comp.Use.Attack.perAction\", 2);\r\n\t\t\t},\r\n\t\t\tremoveeval: function(prefix, lvl) {\r\n\t\t\t\tValue(prefix + \"Comp.Use.Attack.perAction\", 1);\r\n\t\t\t},\r\n\t\t}],\r\n\t},\r\n};\r\nAddSubClass(\"ranger\", \"beast master\", {\r\n\tregExpSearch : /^(?=.*beast)(?=.*master).*$/i,\r\n\tsubname: \"Beast Master\",\r\n\tfullname: \"Beast Master\",\r\n\tsource: [[\"P24\", 122]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Primal Companion\",\r\n\t\t\tsource: [[\"P24\", 122]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I finish a Long Rest, I can summon a Beast of the Land, Sea, or Sky within 5 ft.\",\r\n\t\t\t\t\"I choose what kind of animal it is, fitting with its stats, but it always has primal markings.\",\r\n\t\t\t\t\"If I already have a Primal Companion, the old one vanishes when the new one appears.\",\r\n\t\t\t\t\"The beast is friendly to me and my allies and obeys my commands. It vanishes if I die.\",\r\n\t\t\t\t\"***The Beast in Combat***. It acts during my turn and can move and use its Reaction on its own.\",\r\n\t\t\t\t\"Unless I use a Bonus Action to command it, it only takes the Dodge action.\",\r\n\t\t\t\t\"I can forgo one attack of my Attack action to command it to take the Beast's Strike action.\",\r\n\t\t\t\t\"If I'm Incapacitated, the beast acts on its own and isn't limited to the Dodge action.\",\r\n\t\t\t\t\"***Restoring the Beast***. As a Magic action if the beast died within the last hour, I can touch it and expend a spell slot to have it return to life with all its Hit Points restored.\",\r\n\t\t\t]),\r\n\t\t\taction: [\r\n\t\t\t\t[\"bonus action\", \" (command)\"],\r\n\t\t\t\t[\"action\", \" (revive)\"],\r\n\t\t\t],\r\n\t\t\tcreaturesAdd: [\r\n\t\t\t\t[\"Beast of the Land\", true],\r\n\t\t\t\t[\"Beast of the Sea\",  true],\r\n\t\t\t\t[\"Beast of the Sky\",  true],\r\n\t\t\t],\r\n\t\t\tcreatureOptions: [\r\n\t\t\t\tObject.assign({}, PHB_BeastMaster.baseCreature, {\r\n\t\t\t\t\tname: \"Beast of the Land\",\r\n\t\t\t\t\tsource: [[\"P24\", 123]],\r\n\t\t\t\t\tsize: 3,\r\n\t\t\t\t\thp: 20,\r\n\t\t\t\t\thd: [3, 8],\r\n\t\t\t\t\tspeed: \"40 ft, Climb 40 ft\",\r\n\t\t\t\t\tscores: [14, 14, 15, 8, 14, 11],\r\n\t\t\t\t\tsenses: \"Darkvision 60 ft\",\r\n\t\t\t\t\tattacks: [{\r\n\t\t\t\t\t\tname: \"Beast's Strike (\\u273D)\",\r\n\t\t\t\t\t\tability: 1, // will be overridden by useSpellMod\r\n\t\t\t\t\t\tdamage: [1, 8, \"B/P/S\"],\r\n\t\t\t\t\t\tmodifiers: [\"\", \"Str+oWis\"],\r\n\t\t\t\t\t\trange: \"Melee (5 ft)\",\r\n\t\t\t\t\t\tdescription: \"If moved 20 ft and hit: +1d6 damage \\x26 \\u2264Large knocked Prone, see Charge\",\r\n\t\t\t\t\t\tabilitytodamage: false,\r\n\t\t\t\t\t\ttooltip: \"The Beast of the Land's Strike can deal Bludgeoning, Piercing, or Slashing damage (my choice when I summon the beast).\\n\\nIf the beast moved at least 20 ft straight toward the target before the hit, the target takes an extra 1d6 damage of the same type, and the target has the Prone condition if it is a Large or smaller creature.\",\r\n\t\t\t\t\t\tuseSpellMod: \"ranger\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t\tactions: [{\r\n\t\t\t\t\t\tname: \"Charge\",\r\n\t\t\t\t\t\tdescription: \"If the beast moves at least 20 ft straight toward a target and hits it with a Beast's Strike, \" + (typePF ? \"it\" : \"the target\") + \" takes +1d6 damage, and is knocked Prone if it's Large or smaller.\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t\tnotes: [{\r\n\t\t\t\t\t\tname: \"Beast's Strike Damage Type\",\r\n\t\t\t\t\t\tdescription: \"The damage type of the beast's attack can be Bludgeoning, Piercing, or Slashing damage, which is chosen by its master when they summon the beast.\",\r\n\t\t\t\t\t\tbulletString: \"(\\u273D)\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t}),\r\n\t\t\t\tObject.assign({}, PHB_BeastMaster.baseCreature, {\r\n\t\t\t\t\tname: \"Beast of the Sky\",\r\n\t\t\t\t\tsource: [[\"P24\", 124]],\r\n\t\t\t\t\tsize: 4,\r\n\t\t\t\t\thp: 16,\r\n\t\t\t\t\thd: [3, 6],\r\n\t\t\t\t\tspeed: \"10 ft, Fly 60 ft\",\r\n\t\t\t\t\tscores: [6, 16, 13, 8, 14, 11],\r\n\t\t\t\t\tsenses: \"Darkvision 60 ft\",\r\n\t\t\t\t\tattacks: [{\r\n\t\t\t\t\t\tname: \"Beast's Strike\",\r\n\t\t\t\t\t\tability: 2, // will be overridden by useSpellMod\r\n\t\t\t\t\t\tdamage: [1, 4, \"Slashing\"],\r\n\t\t\t\t\t\tmodifiers: [\"\", \"Dex+oWis\"],\r\n\t\t\t\t\t\trange: \"Melee (5 ft)\",\r\n\t\t\t\t\t\tdescription: \"\",\r\n\t\t\t\t\t\tabilitytodamage: false,\r\n\t\t\t\t\t\tuseSpellMod: \"ranger\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t\tactions: [{\r\n\t\t\t\t\t\tname: \"Flyby\",\r\n\t\t\t\t\t\tdescription: \"The beast doesn't provoke Opportunity Attacks when it flies out of an enemy's reach.\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t}),\r\n\t\t\t\tObject.assign({}, PHB_BeastMaster.baseCreature, {\r\n\t\t\t\t\tname: \"Beast of the Sea\",\r\n\t\t\t\t\tsource: [[\"P24\", 124]],\r\n\t\t\t\t\tsize: 3,\r\n\t\t\t\t\thp: 20,\r\n\t\t\t\t\thd: [3, 8],\r\n\t\t\t\t\tspeed: \"5 ft, Swim 60 ft\",\r\n\t\t\t\t\tscores: [14, 14, 15, 8, 14, 11],\r\n\t\t\t\t\tsenses: \"Darkvision 90 ft\",\r\n\t\t\t\t\tattacks: [{\r\n\t\t\t\t\t\tname: \"Beast's Strike (\\u273D)\",\r\n\t\t\t\t\t\tability: 1, // will be overridden by useSpellMod\r\n\t\t\t\t\t\tdamage: [1, 6, \"Bludg./Pierc.\"],\r\n\t\t\t\t\t\tmodifiers: [\"\", \"Str+oWis\"],\r\n\t\t\t\t\t\trange: \"Melee (5 ft)\",\r\n\t\t\t\t\t\tabilitytodamage: false,\r\n\t\t\t\t\t\tdescription: \"Hit: Grappled (Ranger spell save DC to escape)\",\r\n\t\t\t\t\t\ttooltip: \"The Beast of the Sky's Strike can deal Bludgeoning or Piercing damage (my choice when I summon the beast).\\n\\nAny target hit by the Beast's Strike has the Grappled condition (escape DC equals my spell save DC).\",\r\n\t\t\t\t\t\tuseSpellMod: \"ranger\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t\tactions: [{\r\n\t\t\t\t\t\tname: \"Amphibious\",\r\n\t\t\t\t\t\tdescription: \"The beast can breathe air and water.\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t\tnotes: [{\r\n\t\t\t\t\t\tname: \"Beast's Strike Damage Type\",\r\n\t\t\t\t\t\tdescription: \"The damage type of the beast's attack can be Bludgeoning or Piercing damage, which is chosen by its master when they summon the beast.\",\r\n\t\t\t\t\t\tbulletString: \"(\\u273D)\",\r\n\t\t\t\t\t}],\r\n\t\t\t\t}),\r\n\t\t\t],\r\n\t\t},\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Exceptional Training\",\r\n\t\t\tsource: [[\"P24\", 123]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I take a Bonus Action to command my Primal Companion to take an action, I can also command it to take the Dash, Disengage, Dodge, or Help action using its Bonus Action.\",\r\n\t\t\t\t\"I can have the beast deal my choice of Force or its normal damage type with its attacks.\",\r\n\t\t\t]),\r\n\t\t},\r\n\t\t\"subclassfeature11\": {\r\n\t\t\tname: \"Bestial Fury\",\r\n\t\t\tsource: [[\"P24\", 123]],\r\n\t\t\tminlevel: 11,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I command my Primal Companion to do a Beast's Strike, the beast can do so twice.\",\r\n\t\t\t\t\"Once per turn, it can deal my Hunter's Mark bonus damage when it hits an affected target.\",\r\n\t\t\t]),\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Share Spells\",\r\n\t\t\tsource: [[\"P24\", 123]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: desc(\"When I cast a spell on myself, I can also affect my Primal Companion if it is within 30 ft.\"),\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"ranger\", \"fey wanderer\", {\r\n\tregExpSearch: /^(?=.*fey)(?=.*wanderer).*$/i,\r\n\tsubname: \"Fey Wanderer\",\r\n\tfullname: \"Fey Wanderer\",\r\n\tsource: [[\"P24\", 124]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Dreadful Strikes\",\r\n\t\t\tsource: [[\"P24\", 125]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"When I hit a creature with a weapon, I can deal an extra 1d\" + (n < 11 ? 4 : 6) + \" Psychic damage.\",\r\n\t\t\t\t\t\"A creature can only take this extra damage once per turn.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\tspellcastingExtra: [\"charm person\", \"misty step\", \"summon fey\", \"dimension door\", \"mislead\"],\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn \"1d\" + (n < 11 ? 4 : 6) + \" Psychic damage\";\r\n\t\t\t}),\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tif (v.isWeapon && classes.known.ranger) {\r\n\t\t\t\t\t\t\tvar die = classes.known.ranger.level < 11 ? 4 : 6;\r\n\t\t\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + \"1/turn/target +1d\" + die + \" Psychic dmg\";\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"All weapons get the bonus damage from my Dreadful Strikes added to their description. This is +1d4 Psychic damage that I can deal when I hit a creature with a weapon, but a creature can only take this extra damage once per turn. The damage increases to 1d6 at Ranger level 11.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": function() {\r\n\t\t\tvar choices = [\"Deception\", \"Performance\", \"Persuasion\"];\r\n\t\t\tvar addMods = choices.concat([\"Intimidation\"]);\r\n\t\t\tvar a = {\r\n\t\t\t\tname: \"Otherworldly Glamour\",\r\n\t\t\t\tsource: [[\"P24\", 124]],\r\n\t\t\t\tminlevel: 3,\r\n\t\t\t\tdescription: ' #[Select option with \"Choose Feature\"]#' + desc(\r\n\t\t\t\t\t\"I can add my Wisdom modifier to Charisma checks (min 1) and gain proficiency in my choice of Deception, Performance, or Persuasion.\"\r\n\t\t\t\t),\r\n\t\t\t\taddMod: addMods.map(function (skillName) {\r\n\t\t\t\t\treturn {\r\n\t\t\t\t\t\ttype: \"skill\", field: skillName, mod: \"max(1|Wis)\",\r\n\t\t\t\t\t\ttext: \"I can add my Wisdom modifier to Charisma checks (min 1).\",\r\n\t\t\t\t\t};\r\n\t\t\t\t}),\r\n\t\t\t\tchoices: choices,\r\n\t\t\t};\r\n\t\t\tfor (var i = 0; i < choices.length; i++) {\r\n\t\t\t\tvar skill = choices[i];\r\n\t\t\t\tvar attr = skill.toLowerCase();\r\n\t\t\t\tvar wisdom = skill === \"Performance\" && !typePF ? \"Wis\" : \"Wisdom\";\r\n\t\t\t\ta[attr] = {\r\n\t\t\t\t\tname: \"Otherworldly Glamour: \" + skill,\r\n\t\t\t\t\tdescription: desc(\"I can add my \" + wisdom + \" modifier to Charisma checks (min 1). I gain proficiency in \" + skill + \".\"),\r\n\t\t\t\t\tskills: [skill],\r\n\t\t\t\t}\r\n\t\t\t};\r\n\t\t\treturn a;\r\n\t\t}(),\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Beguiling Twist\",\r\n\t\t\tsource: [[\"P24\", 125]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Reaction when a creature that I can see within 120 ft or I succeeds on a save against being Charmed or Frightened, I can force another creature within 120 ft to make a Wisdom save or be Charmed or Frightened (my choice) for 1 min.\",\r\n\t\t\t\t\"An affected creature can repeat its save at the end of each of its turns to end the condition.\",\r\n\t\t\t\t\"I have Advantage on saves against being Charmed or Frightened.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\tsavetxt: { adv_vs: [\"Charmed\", \"Frightened\"] },\r\n\t\t},\r\n\t\t\"subclassfeature11\": {\r\n\t\t\tname: \"Fey Reinforcements\",\r\n\t\t\tsource: [[\"P24\", 125]],\r\n\t\t\tminlevel: 11,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can cast *Summon Fey* without a Material component.\",\r\n\t\t\t\t\"I can choose to cast it without requiring Concentration, but then its duration is 1 minute.\",\r\n\t\t\t\t\"Once per Long Rest, I can cast *Summon Fey* without expending a spell slot.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"summon fey\": {\r\n\t\t\t\t\tcomponents: \"V,S\",\r\n\t\t\t\t\tcompMaterial: \"\",\r\n\t\t\t\t\tduration: \"1min/conc,1h\",\r\n\t\t\t\t\tdescription: \"Chosen Fey Spirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see book\",\r\n\t\t\t\t\tchanges: \"I can cast Summon Fey without a Material component. I can also choose to cast it in a way that it doesn't require concentration, but then it has a duration of 1 minute. Once per Long Rest, I can cast it without expending a spell slot.\",\r\n\t\t\t\t\tfirstCol: \"oncelr+markedbox\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Misty Wanderer\",\r\n\t\t\tsource: [[\"P24\", 125]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can cast *Misty Step* without using a spell slot several times per Long Rest.\",\r\n\t\t\t\t\"When I cast *Misty Step*, I can bring along one willing creature that I can see within 5 ft.\",\r\n\t\t\t]),\r\n\t\t\tusages: \"Wisdom modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"misty step\": {\r\n\t\t\t\t\tdescription: \"Teleport myself and 1 willing crea I can see within 5 ft up to 30 ft to an unoccupied space I can see\",\r\n\t\t\t\t\tchanges: \"I can bring along one willing creature that I can see within 5 ft when I cast Misty Step. I can cast Misty Step without using a spell slot a number of times equal to my Wisdom modifier (min 1) per Long Rest.\",\r\n\t\t\t\t\tfirstCol: \"oncelr+markedbox\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"ranger\", \"gloom stalker\", {\r\n\tregExpSearch: /^(?=.*gloom)(?=.*stalker).*$/i,\r\n\tsubname: \"Gloom Stalker\",\r\n\tfullname: \"Gloom Stalker\",\r\n\tsource: [[\"P24\", 125]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Dread Ambusher\",\r\n\t\t\tsource: [[\"P24\", 125]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"***Ambusher's Leap***. My Speed is increased by 10 ft during my first turn each combat.\",\r\n\t\t\t\t\"***Initiative Bonus***. I can add my Wisdom modifier to my Initiative rolls.\",\r\n\t\t\t]),\r\n\t\t\taddMod: [{\r\n\t\t\t\ttype: \"skill\", field: \"Init\", mod: \"Wis\",\r\n\t\t\t\ttext: \"I can add my Wisdom modifier to my Initiative rolls.\",\r\n\t\t\t}],\r\n\t\t\tspellcastingExtra: [\"disguise self\", \"rope trick\", \"fear\", \"greater invisibility\", \"seeming\"],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": { // includes Stalker's Flurry\r\n\t\t\tname: \"Dreadful Strike\",\r\n\t\t\tsource: [[\"P24\", 125]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar lines = [\r\n\t\t\t\t\t\"Once per turn when I hit a creature with a weapon, I can deal it +2d\" + (n < 11 ? 6 : 8) + \" Psychic damage.\",\r\n\t\t\t\t];\r\n\t\t\t\tif (n >= 11) {\r\n\t\t\t\t\tlines.push(\r\n\t\t\t\t\t\t\"When I use this feature I can cause one of the following additional effects.\",\r\n\t\t\t\t\t\t\" \\u2022 ***Sudden Strike***. I can make another attack with the same weapon against a different creature within 5 ft of the original target if that creature is within the weapon's range.\",\r\n\t\t\t\t\t\t\" \\u2022 ***Mass Fear***. The target and each creature within 10 ft of it must make a Wisdom save or be Frightened until the start of my next turn.\"\r\n\t\t\t\t\t);\r\n\t\t\t\t}\r\n\t\t\t\treturn desc(lines);\r\n\t\t\t}),\r\n\t\t\tusages: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : n < 11 ? \"Wisdom modifier per \" : \"Wis mod per \";\r\n\t\t\t}),\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Wis Mod'));\",\r\n\t\t\trecovery: typePF ? \"LR\" : \"Long Rest\",\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n < 11 ? \"2d6\" : \"2d8 \\x26 effect\";\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature3.2\": {\r\n\t\t\tname: \"Umbral Sight\",\r\n\t\t\tsource: [[\"P24\", 125]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I gain 60 ft Darkvision, or increase my Darkvision by 60 ft if I already have it.\",\r\n\t\t\t\t\"While in Darkness, I gain the Invisible condition to creatures relying on Darkvision to see me.\",\r\n\t\t\t]),\r\n\t\t\tvision: [[\"Darkvision\", \"fixed 60\"], [\"Darkvision\", \"+60\"]],\r\n\t\t},\r\n\t\t\"subclassfeature7\": {\r\n\t\t\tname: \"Iron Mind\",\r\n\t\t\tsource: [[\"P24\", 126]],\r\n\t\t\tminlevel: 7,\r\n\t\t\tdescription: \" [auto-selected]\",\r\n\t\t\tchoices: [\r\n\t\t\t\t\"Wisdom save proficiency [default]\",\r\n\t\t\t\t\"Intelligence save proficiency (req: Wis save prof)\",\r\n\t\t\t\t\"Charisma save proficiency (req: Wis save prof)\",\r\n\t\t\t],\r\n\t\t\tdefaultChoice: \"wisdom save proficiency [default]\",\r\n\t\t\t\"wisdom save proficiency [default]\": {\r\n\t\t\t\tname: \"Iron Mind\",\r\n\t\t\t\tdescription: desc(\"I gain proficiency with Wisdom saves unless I already have it, in which case I can choose proficiency in Intelligence or Charisma saves instead.\"),\r\n\t\t\t\tsaves: [\"Wis\"],\r\n\t\t\t},\r\n\t\t\t\"intelligence save proficiency (req: wis save prof)\": {\r\n\t\t\t\tname: \"Iron Mind: Intelligence\",\r\n\t\t\t\tdescription: desc(\"I gain proficiency with Intelligence saves.\"),\r\n\t\t\t\tsaves: [\"Int\"],\r\n\t\t\t\tprereqeval: function() {\r\n\t\t\t\t\tvar oField = tDoc.getField(\"Wis ST Prof\");\r\n\t\t\t\t\tif (!oField.isBoxChecked(0) || !oField.userName) return false;\r\n\t\t\t\t\tvar otherSources = oField.userName.replace(/[\\n\\r]+.*\\bIron Mind\\b.*/ig, \"\").match(/\\n/g);\r\n\t\t\t\t\treturn otherSources && otherSources.length;\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t\t\"charisma save proficiency (req: wis save prof)\": {\r\n\t\t\t\tname: \"Iron Mind: Charisma\",\r\n\t\t\t\tdescription: desc(\"I gain proficiency with Charisma saves.\"),\r\n\t\t\t\tsaves: [\"Cha\"],\r\n\t\t\t\tprereqeval: function() {\r\n\t\t\t\t\tvar oField = tDoc.getField(\"Wis ST Prof\");\r\n\t\t\t\t\tif (!oField.isBoxChecked(0) || !oField.userName) return false;\r\n\t\t\t\t\tvar otherSources = oField.userName.replace(/[\\n\\r]+.*\\bIron Mind\\b.*/ig, \"\").match(/\\n/g);\r\n\t\t\t\t\treturn otherSources && otherSources.length;\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature11\": {\r\n\t\t\tname: \"Stalker's Flurry\",\r\n\t\t\tsource: [[\"P24\", 126]],\r\n\t\t\tminlevel: 11,\r\n\t\t\tdescription: \" [improves Dreadful Strike]\",\r\n\t\t},\r\n\t\t\"subclassfeature15\": {\r\n\t\t\tname: \"Shadowy Dodge\",\r\n\t\t\tsource: [[\"P24\", 126]],\r\n\t\t\tminlevel: 15,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Reaction when a creature attacks me, I can impose Disadvantage on its attack roll.\",\r\n\t\t\t\t\"After the attack, hit or miss, I can teleport up to 30 ft to an unoccupied space I can see.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Rogue Subclasses\r\nvar PHB_ArcaneTrickster = {\r\n\tcantrips: levels.map(function (n) {\r\n\t\treturn n < 3 ? 0 : n < 10 ? 2 : 3;\r\n\t}),\r\n\tspells: [0, 0, 3, 4, 4, 4, 5, 6, 6, 7, 8, 8, 9, 10, 10, 11, 11, 11, 12, 13],\r\n};\r\nAddSubClass(\"rogue\", \"arcane trickster\", {\r\n\tregExpSearch: /^(?=.*(trickster|rogue|miscreant))(?=.*\\b(eldritch|arcane|magic|mage|witch)\\b).*$/i,\r\n\tsubname: \"Arcane Trickster\",\r\n\tfullname: \"Arcane Trickster\",\r\n\tsource: [[\"P24\", 132]],\r\n\tspellcastingAbility: 4,\r\n\tspellcastingFactor: 3,\r\n\tspellcastingList: {\r\n\t\tclass: \"wizard\",\r\n\t\tlevel: [0, 4],\r\n\t},\r\n\tspellcastingKnown: {\r\n\t\tcantrips: PHB_ArcaneTrickster.cantrips,\r\n\t\tspells: PHB_ArcaneTrickster.spells,\r\n\t},\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Spellcasting\",\r\n\t\t\tsource: [[\"P24\", 132]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I can cast Wizard cantrips/spells I know, using Intelligence as spellcasting ability. I can use Arcane Focus as Spellcasting Focus for them. I can swap 1 spell when I gain a Rogue level.\"\r\n\t\t\t),\r\n\t\t\tadditional: levels.map(function (n, i) {\r\n\t\t\t\treturn n < 3 ? \"\" : PHB_ArcaneTrickster.cantrips[i] + \" cantrips \\x26 \" + PHB_ArcaneTrickster.spells[i] + \" spells known\";\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Mage Hand Legerdemain\",\r\n\t\t\tsource: [[\"P24\", 133]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I can cast *Mage Hand* as a Bonus Action and can make the hand Invisible. I can control it as a Bonus Action and through it can make Dexterity (Sleight of Hand) checks.\"\r\n\t\t\t),\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"mage hand\": {\r\n\t\t\t\t\ttime: \"Bns\",\r\n\t\t\t\t\tdescription: \"(In)visible hand, carries \\u226410lb; Bns to control \\x26 move 30ft; make Sleight of Hand checks; ends if recast\",\r\n\t\t\t\t\tchanges: \"My Mage Hand Legerdemain class feature makes Mage Hand a Bonus Action to cast and control, enables Dexterity (Sleight of Hand) checks and can make the spectral hand invisible.\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Mage Hand cantrip\",\r\n\t\t\t\tspells: [\"mage hand\"],\r\n\t\t\t\tselection: [\"mage hand\"],\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature9\": {\r\n\t\t\tname: \"Magical Ambush\",\r\n\t\t\tsource: [[\"P24\", 133]],\r\n\t\t\tminlevel: 9,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"If I have the Invisible condition when I cast a spell on a creature, it has Disadvantage on any saving throw it makes against the spell on the same turn.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t\"subclassfeature13\": {\r\n\t\t\tname: \"Versatile Trickster\",\r\n\t\t\tsource: [[\"P24\", 133]],\r\n\t\t\tminlevel: 13,\r\n\t\t\tdescription: \" [improves Cunning Strike: Trip]\",\r\n\t\t},\r\n\t\t// Update Trip cunning strike option\r\n\t\t\"cunning strike\": Object.assign({}, ClassList.rogue.features[\"cunning strike\"], {\r\n\t\t\ttrip: Object.assign({}, ClassList.rogue.features[\"cunning strike\"].trip, {\r\n\t\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\t\tvar originalDescription = ClassList.rogue.features[\"cunning strike\"].trip.description;\r\n\t\t\t\t\treturn n < 13 ? originalDescription : originalDescription + \" I can also do the same to a target within 5 ft of my *Mage Hand*.\";\r\n\t\t\t\t}),\r\n\t\t\t}),\r\n\t\t}),\r\n\t\t\"subclassfeature17\": {\r\n\t\t\tname: \"Spell Thief\",\r\n\t\t\tsource: [[\"P24\", 133]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Reaction after a creature casts a spell that targets me or includes me in its area, I can have the creature make an Intelligence save (spell save DC) or I negate the spell's effect against me. If the spell is at least level 1 and of a level I can cast, I steal its knowledge and for the next 8 hours, I have it prepared and the creature can't cast it during that time.\"\r\n\t\t\t),\r\n\t\t\tadditional: \"if spell stolen\",\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"rogue\", \"assassin\", {\r\n\tregExpSearch: /^(?!.*(barbarian|bard|cleric|druid|fighter|monk|paladin|ranger|sorcerer|warlock|wizard))(?=.*assassin).*$/i,\r\n\tsubname: \"Assassin\",\r\n\tfullname: \"Assassin\",\r\n\tsource: [[\"P24\", 134]],\r\n\tabilitySave: 2,\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Assassinate\",\r\n\t\t\tsource: [[\"P24\", 134]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"***Surprising Strikes***. During the first round of combat, my Sneak Attack deals +\" + n + \" damage (Rogue level), and I have Advantage on attacks against creatures that haven't taken a turn.\",\r\n\t\t\t\t\t\"***Initiative***. I have Advantage on Initiative rolls.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\tadvantages: [[\"Initiative\", true]],\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : \"+\" + n + \" Sneak Attack damage on 1st round\"\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Assassin's Tools\",\r\n\t\t\tsource: [[\"P24\", 134]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"I gain a Disguise Kit and a Poisoner's Kit and have proficiency with them.\"),\r\n\t\t\ttoolProfs: [\"Disguise Kit\", \"Poisoner's Kit\"],\r\n\t\t\teval: function() {\r\n\t\t\t\t// Perhaps first ask the user if they want these added and include a warning that they aren't automatically removed when this feature is removed...\r\n\t\t\t\t[ToolsList[\"disguise kit\"], ToolsList[\"poisoner's kit\"]].forEach(function (kit) {\r\n\t\t\t\t\tAddToInv(\"gear\", \"l\", kit.name, \"\", kit.weight);\r\n\t\t\t\t});\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature9\": {\r\n\t\t\tname: \"Infiltration Expertise\",\r\n\t\t\tsource: [[\"P24\", 134]],\r\n\t\t\tminlevel: 9,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"***Masterful Mimicry***. I can mimic another person's speech and handwriting if I spend 1 hour studying them. ***Roving Aim***. My Speed isn't reduced to 0 by using Steady Aim.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t// Update Steady Aim to remove the Speed = 0 sentence from level 9 onwards\r\n\t\t\"steady aim\": Object.assign({}, ClassList.rogue.features[\"steady aim\"], {\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar originalDescription = ClassList.rogue.features[\"steady aim\"].description;\r\n\t\t\t\treturn n < 9 ? originalDescription : originalDescription.match(/[\\s\\S]*?\\./)[0];\r\n\t\t\t}),\r\n\t\t}),\r\n\t\t\"subclassfeature13\": {\r\n\t\t\tname: \"Envenom Weapons\",\r\n\t\t\tsource: [[\"P24\", 134]],\r\n\t\t\tminlevel: 13,\r\n\t\t\tdescription: \" [improves Cunning Strike: Poison]\",\r\n\t\t},\r\n\t\t// Update Cunning Strike: Poison option to include the extra damage from level 13 onwards\r\n\t\t\"cunning strike\": Object.assign({}, ClassList.rogue.features[\"cunning strike\"], {\r\n\t\t\tpoison: Object.assign({}, ClassList.rogue.features[\"cunning strike\"].poison, {\r\n\t\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\t\treturn n < 13 ? ClassList.rogue.features[\"cunning strike\"].poison.description : desc(\r\n\t\t\t\t\t\t\"If I have a Poisoner's Kit on my person, I can add a toxin to my strike. The target must make a Constitution save or be Poisoned for 1 min and take 2d6 Poison damage. It can repeat the save at the end of each of its turns to end this or take 2d6 Poison damage on a failure. Damage from this feature ignores Resistance to Poison damage.\"\r\n\t\t\t\t\t);\r\n\t\t\t\t}),\r\n\t\t\t}),\r\n\t\t}),\r\n\t\t\"subclassfeature17\": {\r\n\t\t\tname: \"Death Strike\",\r\n\t\t\tsource: [[\"P24\", 134]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"When I hit with my Sneak Attack on the first round of a combat, the target must succeed on a Constitution saving throw (DC 8 + Dexterity modifier + Proficiency Bonus), or the attack's damage is doubled.\"\r\n\t\t\t),\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"rogue\", \"soulknife\", {\r\n\tregExpSearch: /soulknife/i,\r\n\tsubname: \"Soulknife\",\r\n\tfullname: \"Soulknife\",\r\n\tsource: [[\"P24\", 135]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Psionic Energy Dice\",\r\n\t\t\tsource: [[\"P24\", 135]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n >= 18 ? \"\" : desc([\r\n\t\t\t\t\t\"I gain a pool of Psionic Energy Dice (PsiD) that fuel my Soulknife abilities.\",\r\n\t\t\t\t\t\"I regain one expended PsiD on a Short Rest and regain all PsiD after a Long Rest.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\tadditional: \"regain 1/SR\",\r\n\t\t\tusages: levels.map(function (n, i) {\r\n\t\t\t\tif (n < 3) return \"\";\r\n\t\t\t\tvar diceNumber = n < 5 ? 4 : n < 9 ? 6 : n < 13 ? 8 : n < 17 ? 10 : 12;\r\n\t\t\t\treturn diceNumber + \"d\" + PHB_PsiDSize[i] + \" per \";\r\n\t\t\t}),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Psionic Power\",\r\n\t\t\tsource: [[\"P24\", 135]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n, i) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"***Psi-Bolstered Knack***. If I fail an ability check using a skill or tool with which I am proficient, I can add +1d\" + PHB_PsiDSize[i] + \" (PsiD) to the check. The PsiD is only expended if the check then succeeds.\",\r\n\t\t\t\t\t\"***Psychic Whispers (1/LR or PsiD)***. As a Magic action, I can choose up to Prof Bonus creatures that I can see. For 1d\" + PHB_PsiDSize[i] + \" (PsiD) hours, while within 1 mile, I can communicate telepathically with each. Each can end (no action). I can expend a PsiD to restore use of this feature.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\taction: [[\"action\", \"Psychic Whispers\"]],\r\n\t\t\textraLimitedFeatures: [{\r\n\t\t\t\tname: \"Psychic Whispers\",\r\n\t\t\t\tusages: 1,\r\n\t\t\t\trecovery: \"Long Rest\",\r\n\t\t\t\taltResource: \"PsiD\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature3.2\": {\r\n\t\t\tname: \"Psychic Blades\",\r\n\t\t\tsource: [[\"P24\", 136]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 17 ? \" (see third page)\" : undefined;\r\n\t\t\t}),\r\n\t\t\taction: [[\"bonus action\", \"Psychic Blade 1d4 (after Attack action)\"]],\r\n\t\t\tweaponOptions: [{\r\n\t\t\t\tregExpSearch: /^(?=.*psychic)(?=.*blade).*$/i,\r\n\t\t\t\tname: \"Psychic Blade\",\r\n\t\t\t\tsource: [[\"P24\", 136]],\r\n\t\t\t\tability: 1,\r\n\t\t\t\ttype: \"Simple\",\r\n\t\t\t\tdamage: [1, 6, \"psychic\"],\r\n\t\t\t\trange: \"Melee, 60/120 ft\",\r\n\t\t\t\tdescription: \"Finesse, Thrown; Bonus Action: 1d4 instead of 1d6\",\r\n\t\t\t\tabilitytodamage: true,\r\n\t\t\t\tselectNow: true,\r\n\t\t\t\tmastery: \"vex\",\r\n\t\t\t\tmasteryAlways: true,\r\n\t\t\t}],\r\n\t\t\t\"psychic blades\": {\r\n\t\t\t\tname: \"Psychic Blades\",\r\n\t\t\t\textraname: \"Soulknife 3\",\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"Whenever I take the Attack action or make an Opportunity Attack, I can make the attack with a Psychic Blade. I require a free hand to manifest a blade. The blade disappears after the attack and leaves no mark.\",\r\n\t\t\t\t\t\"As a Bonus Action after I attack with the blade on my turn, I can make an attack with a second psychic blade on the same turn if I have my other hand free to create it. The damage die of this attack is 1d4.\",\r\n\t\t\t\t]),\r\n\t\t\t},\r\n\t\t\t\"psychic blade: vex\": {\r\n\t\t\t\tname: \"Psychic Blade: Vex\",\r\n\t\t\t\textraname: \"Psychic Blades, Soulknife 3\",\r\n\t\t\t\tdescription: desc(WeaponMasteriesList.vex.description),\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{\r\n\t\t\t\textrachoice: \"psychic blades\",\r\n\t\t\t}, {\r\n\t\t\t\textrachoice: \"psychic blade: vex\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature9\": {\r\n\t\t\tname: \"Soul Blades\",\r\n\t\t\tsource: [[\"P24\", 136]],\r\n\t\t\tminlevel: 9,\r\n\t\t\tdescription: levels.map(function (n, i) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"***Homing Strikes***. If I make an attack with Psychic Blade and miss, I can add +1d\" + PHB_PsiDSize[i] + \" (PsiD) to the attack roll. The PsiD is only expended if it causes the attack to hit.\",\r\n\t\t\t\t\t\"***Psychic Teleportation (1 PsiD)***. As a Bonus Action if I have an empty hand, I can expend 1 PsiD to teleport to an unoccupied space that I can see up to 1d\" + PHB_PsiDSize[i] + \" (PsiD) times 10 ft away.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\taction: [[\"bonus action\", \"Psychic Teleportation\"]],\r\n\t\t},\r\n\t\tsubclassfeature13: {\r\n\t\t\tname: \"Psychic Veil\",\r\n\t\t\tsource: [[\"P24\", 136]],\r\n\t\t\tminlevel: 13,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Magic action, I can become Invisible for 1 hour or until I dismiss this effect, damage a creature, or force one to make a save. I can expend a PsiD to restore use of this feature.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"PsiD\",\r\n\t\t},\r\n\t\tsubclassfeature17: {\r\n\t\t\tname: \"Rend Mind\",\r\n\t\t\tsource: [[\"P24\", 136]],\r\n\t\t\tminlevel: 17,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"When I hit a Sneak Attack with Psychic Blades, I can have the target make a Wis save (DC 8 + Dex mod + PB) or be Stunned for 1 min. It can repeat the save at the end of its turns.\"\r\n\t\t\t),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"3 PsiD\",\r\n\t\t},\r\n\t\t// Shorten/hide core Rogue abilities to allow all Soulknife abilities to fit\r\n\t\t\"devious strikes\": Object.assign({}, ClassList.rogue.features[\"devious strikes\"], {\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 17 ? ClassList.rogue.features[\"devious strikes\"].description : undefined;\r\n\t\t\t}),\r\n\t\t}),\r\n\t\t\"cunning strike\": Object.assign({}, ClassList.rogue.features[\"cunning strike\"], {\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn n < 20 ? ClassList.rogue.features[\"cunning strike\"].description : \" (\" + (typePF ? \"\" : \"see \") + \"third page)\";\r\n\t\t\t}),\r\n\t\t}),\r\n\t},\r\n});\r\n\r\n// Sorcerer Subclasses\r\nvar PHB_AberrantSorcerer = AddSubClass(\"sorcerer\", \"aberrant\", {\r\n\tregExpSearch: /^(?=.*aberrant)(?=.*(sorcerer|sorcery|mind)).*$/i,\r\n\tsubname: \"Aberrant Sorcery\",\r\n\tsubnameShort: \"Aberrant\",\r\n\tfullname: \"Aberrant Sorcerer\",\r\n\tsource: [[\"P24\", 145]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Psionic Spells\",\r\n\t\t\tsource: [[\"P24\", 145]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tspellcastingExtra: [\"mind sliver\", \"arms of hadar\", \"dissonant whispers\", \"calm emotions\", \"detect thoughts\", \"hunger of hadar\", \"sending\", \"evard's black tentacles\", \"summon aberration\", \"rary's telepathic bond\", \"telekinesis\"],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t\tautoSelectExtrachoices: [{\r\n\t\t\t\textrachoice: \"psionic spells\",\r\n\t\t\t}],\r\n\t\t\t\"psionic spells\": {\r\n\t\t\t\tname: \"Psionic Spells\",\r\n\t\t\t\textraname: \"Aberrant Sorcerer 3\",\r\n\t\t\t\tdescription: \"Will be set below, at the end of this add-on script.\",\r\n\t\t\t\t// See bottom of this file\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Telepathic Speech\",\r\n\t\t\tsource: [[\"P24\", 145]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc(\"As a Bonus Action, I can choose one creature that I can see within 30 ft. While we are within Charisma modifier miles (min 1) we can telepathically communicate in a language we both know. This lasts for \" + n + \" minutes (Sorcerer level) or until I use this feature again.\");\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n + \" minutes\";\r\n\t\t\t}),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Psionic Sorcery\",\r\n\t\t\tsource: [[\"P24\", 146]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I cast a Psionic Spell (see third page), I can cast it by spending a number of Sorcery Points equal to its level instead of using a spell slot. If I do so, it requires no Verbal, Somatic, or Material components, unless they are consumed or have a cost specified.\",\r\n\t\t\t]),\r\n\t\t\tadditional: \"1-9 Sorcery Points\",\r\n\t\t},\r\n\t\t\"subclassfeature6.1\": {\r\n\t\t\tname: \"Psychic Defenses\",\r\n\t\t\tsource: [[\"P24\", 146]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I have Resistance to Psychic damage and Adv on saves against being Charmed or Frightened.\"\r\n\t\t\t),\r\n\t\t\tdmgres: [\"Psychic\"],\r\n\t\t\tsavetxt: { adv_vs: [\"Charmed\", \"Frightened\"] },\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Revelation in Flesh\",\r\n\t\t\tsource: [[\"P24\", 146]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can spend Sorcery Points to gain a benefit of my choice per Sorcery Point spent. These benefits last for 10 minutes. See third page for possible benefits.\",\r\n\t\t\t]),\r\n\t\t\t\"revelation in flesh\": {\r\n\t\t\t\tname: \"Revelation in Flesh Benefits\",\r\n\t\t\t\textraname: \"Aberrant Sorcerer 14\",\r\n\t\t\t\tdescription: desc([\r\n\t\t\t\t\t\"***Aquatic Adaptation***. I gain a Swim Speed equal to twice my Speed. I can breathe underwater.\",\r\n\t\t\t\t\t\"***Glistening Flight***. I gain a Fly Speed equal to my Speed, and can hover.\",\r\n\t\t\t\t\t\"***See the Invisible***. I can see any Invisible creature within 60 ft that isn't behind Total Cover.\",\r\n\t\t\t\t\t\"***Wormlike Movement***. I can move through any space as narrow as 1 inch, and can spend 5 ft of movement to escape from nonmagical restraints or the Grappled condition.\",\r\n\t\t\t\t]),\r\n\t\t\t\tadditional: \"1-4 Sorcery Points\",\r\n\t\t\t},\r\n\t\t\tautoSelectExtrachoices: [{\r\n\t\t\t\textrachoice: \"revelation in flesh\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature18\": {\r\n\t\t\tname: \"Warping Implosion\",\r\n\t\t\tsource: [[\"P24\", 146]],\r\n\t\t\tminlevel: 18,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Magic action, I teleport to an unoccupied space that I can see within 120 ft.\",\r\n\t\t\t\t\"After I disappear, each creature within 30 ft of the space that I left takes 3d10 Force damage and is pulled straight toward that space, ending in an empty space as close to it as possible. Each creature can make a Strength save to halve the damage and not be pulled in.\",\r\n\t\t\t\t\"I can expend 5 Sorcery Points to restore use of this feature.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"5 SP\",\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"sorcerer\", \"clockwork\", {\r\n\tregExpSearch: /^((?=.*(sorcerer|witch))(?=.*mechanus)|(?=.*clockwork)(?=.*(sorcerer|sorcery|soul))).*$/i,\r\n\tsubname: \"Clockwork Sorcery\",\r\n\tsubnameShort: \"Clockwork\",\r\n\tfullname: \"Clockwork Sorcerer\",\r\n\tsource: [[\"P24\", 146]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Restore Balance\",\r\n\t\t\tsource: [[\"P24\", 146]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Reaction when I see a creature within 60 ft about to roll a d20 with Advantage or Disadvantage, I can prevent the roll from being affected by Advantage or Disadvantage.\"\r\n\t\t\t),\r\n\t\t\taction: [\"Reaction\", \"\"],\r\n\t\t\tusages: \"Charisma modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Cha Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tspellcastingExtra: [\"alarm\", \"protection from evil and good\", \"aid\", \"lesser restoration\", \"dispel magic\", \"protection from energy\", \"freedom of movement\", \"summon construct\", \"greater restoration\", \"wall of force\" ],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Bastion of Law\",\r\n\t\t\tsource: [[\"P24\", 147]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Magic action, I can expend 1 to 5 Sorcery Points to create a magical ward around me or another creature that I can see within 30 feet of me. The ward is represented by a number of d8s equal to the number of Sorcery Points spent to create it. When the warded creature takes damage, it can expend a number of those dice, roll them, and reduce the damage taken by the total rolled on those dice.\",\r\n\t\t\t\t\"The ward lasts until I finish a Long Rest or until I use this feature again.\",\r\n\t\t\t]),\r\n\t\t\tadditional: \"1-5 Sorcery Points\",\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Trance of Order\",\r\n\t\t\tsource: [[\"P24\", 147]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Bonus Action, I can enter a state for 1 minute. For the duration, attack rolls against me can't benefit from Advantage, and whenever I make a D20 Test, I can treat a roll of 9 or lower on the d20 as a 10. I can expend 5 Sorcery Points to restore use of this feature.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"5 SP\",\r\n\t\t},\r\n\t\t\"subclassfeature18\": {\r\n\t\t\tname: \"Clockwork Cavalcade\",\r\n\t\t\tsource: [[\"P24\", 147]],\r\n\t\t\tminlevel: 18,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Magic action, I create the following effects in a 30-ft Cube originating from me.\",\r\n\t\t\t\t\" \\u2022 ***Heal***. Restore 100 Hit Points divided as I choose among any creatures in the Cube.\",\r\n\t\t\t\t\" \\u2022 ***Repair***. Any damaged objects entirely in the Cube are repaired instantly.\",\r\n\t\t\t\t\" \\u2022 ***Dispel***. Every spell of level \\u22646 ends on creatures and objects of my choice in the Cube.\",\r\n\t\t\t\t\"I can expend 7 Sorcery Points to restore use of this feature.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"7 SP\",\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"sorcerer\", \"wild magic\", {\r\n\tregExpSearch: /^(?=.*(mage|magus|sorcerer|witch))(?=.*(wild|chaos|chaotic|limbo)).*$/i,\r\n\tsubname: \"Wild Magic\",\r\n\tfullname: \"Wild Mage\",\r\n\tsource: [[\"P24\", 149]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Wild Magic Surge\",\r\n\t\t\tsource: [[\"P24\", 149]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: \" [see Notes page for table]\" + desc([\r\n\t\t\t\t\"Once per turn, I can roll 1d20 immediately after I cast a Sorcerer spell with a spell slot.\",\r\n\t\t\t\t\"If I roll a 20, I roll on the Wild Magic Surge table to create a magical effect.\",\r\n\t\t\t\t\"If the magical effect is a spell, it cannot be affected by my Metamagic.\",\r\n\t\t\t]),\r\n\t\t\ttoNotesPage: [{\r\n\t\t\t\tname: \"Wild Magic Surge Table\",\r\n\t\t\t\tsource: [[\"P24\", 150]],\r\n\t\t\t\tpopupName: \"Wild Mage's Wild Magic Surge Table, part 1\",\r\n\t\t\t\tadditional: \"results 01-44\",\r\n\t\t\t\tnote: [\r\n\t\t\t\t\t\"My spellcasting can unleash surges of untamed magic. Once per turn, I can roll 1d20 immediately after I cast a Sorcerer spell with a spell slot. If I roll a 20, roll on the Wild Magic Surge table to create a magical effect.\",\r\n\t\t\t\t\t\"If the magical effect is a spell, it is too wild to be affected by my Metamagic.\",\r\n\t\t\t\t\t[\r\n\t\t\t\t\t\t[\"1d100\", \"Effect\"],\r\n\t\t\t\t\t\t[\"01\\u201304\", \"For the next minute, I roll on this table at the start of each of my turns,\"],\r\n\t\t\t\t\t\t[\"\", \"ignoring this result on subsequent rolls.\"],\r\n\t\t\t\t\t\t[\"05\\u201308\", \"A creature that is Friendly towards me appears in a random \" + (typePF ? \"empty\" : \"unoccupied\")],\r\n\t\t\t\t\t\t[\"\", \"space within 60 ft of me. The creature is under the DM's control and\"],\r\n\t\t\t\t\t\t[\"\", \"disappears 1 minute later.\"],\r\n\t\t\t\t\t\t[\"\", \"**1d4**  **Creature**\"],\r\n\t\t\t\t\t\t[\"\", \"  1    Modron Duodrone\"],\r\n\t\t\t\t\t\t[\"\", \"  2    Flumph\"],\r\n\t\t\t\t\t\t[\"\", \"  3    Modron Monodrone\"],\r\n\t\t\t\t\t\t[\"\", \"  4    Unicorn\"],\r\n\t\t\t\t\t\t[\"09\\u201312\", \"For the next minute, I regain 5 \" + (typePF ? \"HP\" : \"Hit Points\") + \" at the start of each of my turns.\"],\r\n\t\t\t\t\t\t[\"13\\u201316\", \"Creatures have Disadvantage on saving throws against the next spell\"],\r\n\t\t\t\t\t\t[\"\", \"that I cast in the next minute that involves a saving throw.\"],\r\n\t\t\t\t\t\t[\"17\\u201320\", \"I am subjected to an effect that lasts for 1 minute unless\"],\r\n\t\t\t\t\t\t[\"\", \"its description says otherwise.\"],\r\n\t\t\t\t\t\t[\"\", \"**1d8**  **Effect**\"],\r\n\t\t\t\t\t\t[\"\", \"  1    I am surrounded by faint, ethereal music that only creatures\"],\r\n\t\t\t\t\t\t[\"\", \"        within 5 ft of me and I can hear.\"],\r\n\t\t\t\t\t\t[\"\", \"  2    My size increases by one size category.\"],\r\n\t\t\t\t\t\t[\"\", \"  3    I grow a long beard made of feathers that remains until I sneeze,\"],\r\n\t\t\t\t\t\t[\"\", \"        at which point the feathers explode from my face and vanish.\"],\r\n\t\t\t\t\t\t[\"\", \"  4    I must shout when I speak.\"],\r\n\t\t\t\t\t\t[\"\", \"  5    Illusory butterflies flutter in the air within 10 ft of me.\"],\r\n\t\t\t\t\t\t[\"\", \"  6    An eye appears on my forehead, granting me Advantage on\"],\r\n\t\t\t\t\t\t[\"\", \"        Wisdom (Perception) checks.\"],\r\n\t\t\t\t\t\t[\"\", \"  7    Pink bubbles float out of my mouth whenever I speak.\"],\r\n\t\t\t\t\t\t[\"\", \"  8    My skin turns a vibrant shade of blue for 24 hours or until\"],\r\n\t\t\t\t\t\t[\"\", \"        the effect is ended by a *Remove Curse* spell.\"],\r\n\t\t\t\t\t\t[\"21\\u201324\", \"For the next minute, all of my spells with a casting time of an action\"],\r\n\t\t\t\t\t\t[\"\", \"have a casting time of a Bonus Action.\"],\r\n\t\t\t\t\t\t[\"25\\u201328\", \"I am transported to the Astral Plane until the end of my next turn.\"],\r\n\t\t\t\t\t\t[\"\", \"I then return to the space that I previously occupied or the nearest\"],\r\n\t\t\t\t\t\t[\"\", \"unoccupied space if that space is occupied.\"],\r\n\t\t\t\t\t\t[\"29\\u201332\", \"The next time that I cast a spell that deals damage within the\"],\r\n\t\t\t\t\t\t[\"\", \"next minute, don't roll the spell's damage dice for the damage.\"],\r\n\t\t\t\t\t\t[\"\", \"Instead use the highest number possible for each damage die.\"],\r\n\t\t\t\t\t\t[\"33\\u201336\", \"I have Resistance to all damage for the next minute.\"],\r\n\t\t\t\t\t\t[\"37\\u201340\", \"I turn into a potted plant until the start of my next turn. While I'm a\",\r\n\t\t\t\t\t\t],\r\n\t\t\t\t\t\t[\"\", \"plant, I have the Incapacitated condition and have Vulnerability to all\"],\r\n\t\t\t\t\t\t[\"\", \"damage. If I drop to 0 Hit Points, my pot breaks, and my form reverts.\"],\r\n\t\t\t\t\t\t[\"41\\u201344\", \"For the next minute, I can teleport up to 20 ft as a Bonus Action\"],\r\n\t\t\t\t\t\t[\"\", \"on each of my turns.\"],\r\n\t\t\t\t\t],\r\n\t\t\t\t],\r\n\t\t\t}, {\r\n\t\t\t\tname: \"Wild Magic Surge Table\",\r\n\t\t\t\tsource: [[\"P24\", 150]],\r\n\t\t\t\tpopupName: \"Wild Mage's Wild Magic Surge Table, part 2\",\r\n\t\t\t\tadditional: \"results 45-00\",\r\n\t\t\t\tnote: [[\r\n\t\t\t\t\t[\"1d100\", \"Effect\"],\r\n\t\t\t\t\t[\"45\\u201348\", \"Up to three creatures that I choose within 30 ft of me and I have the\"],\r\n\t\t\t\t\t[\"\", \"Invisible condition for 1 minute. This invisibility ends on a creature\"],\r\n\t\t\t\t\t[\"\", \"immediately after it makes an attack, deals damage, or casts a spell.\"],\r\n\t\t\t\t\t[\"49\\u201352\", \"A spectral shield hovers near me for the next minute,\"],\r\n\t\t\t\t\t[\"\", \"granting me a +2 bonus to AC and immunity to Magic Missile.\"],\r\n\t\t\t\t\t[\"53\\u201356\", \"I can take one extra action on this turn.\"],\r\n\t\t\t\t\t[\"57\\u201360\", \"I cast a random spell. If the spell normally requires Concentration,\"],\r\n\t\t\t\t\t[\"\", \"it doesn't require \" + (typePF ? \"it\" : \"Concentration\") + \" in this case; the spell lasts for its full duration.\"],\r\n\t\t\t\t\t[\"\", \"**1d10** **Spell**\"],\r\n\t\t\t\t\t[\"\", \"  1    *Confusion*\"],\r\n\t\t\t\t\t[\"\", \"  2    *Fireball*\"],\r\n\t\t\t\t\t[\"\", \"  3    *Fog Cloud*\"],\r\n\t\t\t\t\t[\"\", \"  4    *Fly* (cast on a random creature within 60 ft of me)\"],\r\n\t\t\t\t\t[\"\", \"  5    *Grease*\"],\r\n\t\t\t\t\t[\"\", \"  6    *Levitate* (cast on me)\"],\r\n\t\t\t\t\t[\"\", \"  7    *Magic Missile* (cast as a level 5 spell)\"],\r\n\t\t\t\t\t[\"\", \"  8    *Mirror Image*\"],\r\n\t\t\t\t\t[\"\", \"  9    *Polymorph* (cast on me and if I fail the save, I turn into a Goat)\"],\r\n\t\t\t\t\t[\"\", \"10    *See Invisibility*\"],\r\n\t\t\t\t\t[\"61\\u201364\", \"For the next minute, any flammable, nonmagical object that I touch\"],\r\n\t\t\t\t\t[\"\", \"that isn't being worn or carried by another creature bursts into flame,\"],\r\n\t\t\t\t\t[\"\", \"takes 1d4 Fire damage, and is burning.\"],\r\n\t\t\t\t\t[\"65\\u201368\", \"If I die within the next hour, I immediately revive as if by the\" + (typePF ? \"\\n\\t\" : \" \") + \"*Reincarnate* spell.\"],\r\n\t\t\t\t\t[\"69\\u201372\", \"I have the Frightened condition until the end of my next turn.\"],\r\n\t\t\t\t\t[\"\", \"The DM determines the source of my fear.\"],\r\n\t\t\t\t\t[\"73\\u201376\", \"I teleport up to 60 ft to an unoccupied space that I can see.\"],\r\n\t\t\t\t\t[\"77\\u201380\", \"A random creature within 60 ft of me \" + (typePF ? \"is Poisoned\" : \"has the Poisoned condition\") + \" for 1d4 hours.\"],\r\n\t\t\t\t\t[\"81\\u201384\", \"I radiate Bright Light in a 30-ft radius for the next minute.\"],\r\n\t\t\t\t\t[\"\", \"Any creature that ends its turn within 5 ft of me has the Blinded\"],\r\n\t\t\t\t\t[\"\", \"condition until the end of its next turn.\"],\r\n\t\t\t\t\t[\"85\\u201388\", \"Up to three creatures of my choice that I can see within 30 ft of me\"],\r\n\t\t\t\t\t[\"\", \"take 1d10 Necrotic damage. I regain Hit Points equal to the sum of\"],\r\n\t\t\t\t\t[\"\", \"the Necrotic damage dealt.\"],\r\n\t\t\t\t\t[\"89\\u201392\", \"Up to three creatures of my choice that I can see within 30 ft of me\"],\r\n\t\t\t\t\t[\"\", \"take 4d10 Lightning damage.\"],\r\n\t\t\t\t\t[\"93\\u201396\", \"All creatures within 30 ft of me and I have Vulnerability to Piercing\"],\r\n\t\t\t\t\t[\"\", \"damage for the next minute.\"],\r\n\t\t\t\t\t[\"97\\u201300\", \"**1d6**  **Effect**\"],\r\n\t\t\t\t\t[\"\", \"  1    I regain 2d10 Hit Points\"],\r\n\t\t\t\t\t[\"\", \"  2    One ally of my choice within 300 ft of me regains 2d10 Hit Points\"],\r\n\t\t\t\t\t[\"\", \"  3    I regain my lowest-level expended spell slot\"],\r\n\t\t\t\t\t[\"\", \"  4    One ally of my choice within 300 ft of me regains their\"],\r\n\t\t\t\t\t[\"\", \"        lowest-level expended spell slot\"],\r\n\t\t\t\t\t[\"\", \"  5    I regain all expended Sorcery Points\"],\r\n\t\t\t\t\t[\"\", \"  6    All the effects of row 17\\u201320 affect me simultaneously.\"],\r\n\t\t\t\t]],\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Tides of Chaos\",\r\n\t\t\tsource: [[\"P24\", 149]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can give myself Advantage on one D20 Test before I roll the d20.\",\r\n\t\t\t\t\"(\\u2736) When I cast a Sorcerer spell with a spell slot, I regain use of this feature.\",\r\n\t\t\t\t\"If I regain use of this feature by casting a spell, I roll on the Wild Magic Surge table.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"\\u2736\",\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Bend Luck\",\r\n\t\t\tsource: [[\"P24\", 149]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Reaction, after another creature that I can see rolls the d20 for a D20 Test, I can spend 1 Sorcery Point to apply 1d4 as a bonus or penalty (my choice) to the d20 roll.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\tadditional: \"1 Sorcery Point\",\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Controlled Chaos\",\r\n\t\t\tsource: [[\"P24\", 149]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\"Whenever I roll on the Wild Magic Surge table, I can roll twice and use either number.\"),\r\n\t\t},\r\n\t\t\"subclassfeature18\": {\r\n\t\t\tname: \"Tamed Surge\",\r\n\t\t\tsource: [[\"P24\", 150]],\r\n\t\t\tminlevel: 18,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"After I cast a Sorcerer spell with a spell slot, I can create an effect of my choice from the Wild Magic Surge table instead of rolling on that table. I can choose any effect in the table except for the final row, and if the chosen effect involves a roll, I must make it.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Warlock Subclasses\r\nAddSubClass(\"warlock\", \"archfey\", {\r\n\tregExpSearch: /^(?=.*fey)(?=.*warlock).*$/i,\r\n\tsubname: \"Archfey Patron\",\r\n\tsource: [[\"P24\", 159]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Steps of the Fey\",\r\n\t\t\tsource: [[\"P24\", 159]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar lines = [\r\n\t\t\t\t\t\"I can cast *Misty Step* without expending a spell slot.\",\r\n\t\t\t\t\t\"Whenever I cast *Misty Step* this way, I can choose one of the following additional effects.\",\r\n\t\t\t\t\t\" \\u2022 ***Refreshing Step***. After I teleport, either one creature that I can see within 10 ft or I gains 1d10 Temporary Hit Points.\",\r\n\t\t\t\t\t\" \\u2022 ***Taunting Step***. Creatures within 5 ft of the space that I left must make a Wisdom save or have Disadv on attack rolls against creatures other than me until the start of my next turn.\",\r\n\t\t\t\t];\r\n\t\t\t\tif (n >= 6) {\r\n\t\t\t\t\tlines.push(\r\n\t\t\t\t\t\t\" \\u2022 ***Disappearing Step***. I am Invisible until the start of my next turn or until I make an attack roll, deal damage, or cast a spell.\",\r\n\t\t\t\t\t\t\" \\u2022 ***Dreadful Step***. Creatures within 5 feet of the space that I left or appeared in must make a Wisdom save or take 2d10 Psychic damage.\"\r\n\t\t\t\t\t);\r\n\t\t\t\t}\r\n\t\t\t\treturn desc(lines);\r\n\t\t\t}),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tusages: \"Charisma modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Cha Mod'));\",\r\n\t\t\tspellcastingExtra: [\"calm emotions\", \"faerie fire\", \"misty step\", \"phantasmal force\", \"sleep\", \"blink\", \"plant growth\", \"dominate beast\", \"greater invisibility\", \"dominate person\", \"seeming\"],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Misty Escape\",\r\n\t\t\tsource: [[\"P24\", 159]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: \" [improves Steps of the Fey]\" +\r\n\t\t\t\tdesc(\"As a Reaction when I take damage, I can cast *Misty Step*.\"),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Beguiling Defenses\",\r\n\t\t\tsource: [[\"P24\", 159]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Reaction after a creature that I can see hits me with an attack, I can halve the damage and force the attacker to make a Wisdom save or take Psychic damage equal to the damage that I took. I can expend a Pact Magic spell slot (PSS) to restore use of this feature.\",\r\n\t\t\t\t\"I am immune to the Charmed condition.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\tsavetxt: { immune: [\"Charmed\"] },\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"PSS\",\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Bewitching Magic\",\r\n\t\t\tsource: [[\"P24\", 160]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"After I cast an Enchantment or Illusion spell using an action and a spell slot, I can cast *Misty Step* as part of the same action and without expending a spell slot.\"\r\n\t\t\t),\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"warlock\", \"celestial\", {\r\n\tregExpSearch: /^(?=.*warlock)(?=.*celestial).*$/i,\r\n\tsubname: \"Celestial Patron\",\r\n\tsource: [[\"P24\", 160]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Healing Light\",\r\n\t\t\tsource: [[\"P24\", 160]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I have a pool of d6s equal to my Warlock level plus 1 that I can use to heal.\",\r\n\t\t\t\t\"As a Bonus Action, I can expend and roll up to my \" + (typePF ? \"Charisma\" : \"Cha\") + \" modifier number of dice from it.\",\r\n\t\t\t\t\"I restore Hit Points equal to the result to myself or a creature that I can see within 60 ft.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\tusages: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : n + 1 + \"d6 per \";\r\n\t\t\t}),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tspellcastingExtra: [\"aid\", \"cure wounds\", \"guiding bolt\", \"lesser restoration\", \"light\", \"sacred flame\", \"daylight\", \"revivify\", \"guardian of faith\", \"wall of fire\", \"greater restoration\", \"summon celestial\"],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Radiant Soul\",\r\n\t\t\tsource: [[\"P24\", 160]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"Once per turn, when a spell that I cast deals Radiant or Fire damage, I can add my Charisma modifier to that spell's damage against one of the spell's targets.\",\r\n\t\t\t\t\"I have Resistance to Radiant damage.\",\r\n\t\t\t]),\r\n\t\t\tdmgres: [\"Radiant\"],\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkCalc: [\r\n\t\t\t\t\tfunction (fields, v, output) {\r\n\t\t\t\t\t\tif (v.isSpell && /fire|radiant/i.test(fields.Damage_Type)) {\r\n\t\t\t\t\t\t\toutput.extraDmg += What('Cha Mod');\r\n\t\t\t\t\t\t};\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"Cantrips and spells that deal Radiant or Fire damage get my Charisma modifier added to their damage to one target.\",\r\n\t\t\t\t],\r\n\t\t\t\tspellAdd: [\r\n\t\t\t\t\tfunction (spellKey, spellObj, spName) {\r\n\t\t\t\t\t\tif (!spellObj.psionic) return genericSpellDmgEdit(spellKey, spellObj, \"fire|radiant\", \"Cha\", true);\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"Cantrips and spells that deal Radiant or Fire damage get my Charisma modifier added to their damage to one target.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Celestial Resilience\",\r\n\t\t\tsource: [[\"P24\", 161]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"Whenever I use my Magical Cunning feature or finish a Short or Long Rest, I gain a number of Temporary Hit Points equal to \" + n + \" (Warlock level) plus my Charisma modifier.\",\r\n\t\t\t\t\t\"When I gain these, up to five creatures that I can see each gain a number of Temporary Hit Points equal to \" + Math.floor(n / 2) + \" (half Warlock level) plus my Charisma modifier.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Searing Vengeance\",\r\n\t\t\tsource: [[\"P24\", 161]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When an ally within 60 ft or I are about to make a Death Saving Throw, I can cause them to regain Hit Points equal to half their Hit Point maximum and end their Prone condition.\",\r\n\t\t\t\t\"Each creature of my choice that is within 30 ft of the healed creature takes Radiant damage equal to 2d8 + my Charisma modifier, and they gain the Blinded condition until the end of the turn.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"warlock\", \"great old one\", {\r\n\tregExpSearch: /^(((?=.*(tharizdun|cthulhu))(?=.*warlock))|((?=.*(great|dread))(?=.*(ancient|old))(?=.*\\b(one|entity)\\b))).*$/i,\r\n\tsubname: \"Great Old One Patron\",\r\n\tsubnameShort: \"Great Old One\",\r\n\tsource: [[\"P24\", 162]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Awakened Mind\",\r\n\t\t\tsource: [[\"P24\", 162]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc(\r\n\t\t\t\t\t\"As a Bonus Action, I can choose one creature that I can see within 30 ft. While we are within Charisma modifier miles (min 1) we can telepathically communicate in a language we both know. This lasts for \" + n + \" minutes (Warlock level) or until I use this feature again.\"\r\n\t\t\t\t);\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n + \" minutes\";\r\n\t\t\t}),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Psychic Spells\",\r\n\t\t\tsource: [[\"P24\", 163]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I cast a Warlock spell that deals damage, I can change its damage type to Psychic.\",\r\n\t\t\t\t\"I don't need Verbal or Somatic components to cast Enchantment and Illusion Warlock spells.\",\r\n\t\t\t]),\r\n\t\t\tspellcastingExtra: [\"detect thoughts\", \"dissonant whispers\", \"phantasmal force\", \"tasha's hideous laughter\", \"clairvoyance\", \"hunger of hadar\", \"confusion\", \"summon aberration\", \"modify memory\", \"telekinesis\"],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tspellAdd: [\r\n\t\t\t\t\tfunction (spellKey, spellObj, spName) {\r\n\t\t\t\t\t\tif (spName.indexOf(\"warlock\") !== -1 && (spellObj.school === \"Illus\" || spellObj.school === \"Ench\")) {\r\n\t\t\t\t\t\t\tvar newComponents = spellObj.components.replace(/,?[VS],?/g, \"\");\r\n\t\t\t\t\t\t\tif (newComponents !== spellObj.components) {\r\n\t\t\t\t\t\t\t\tspellObj.components = newComponents;\r\n\t\t\t\t\t\t\t\treturn true;\r\n\t\t\t\t\t\t\t}\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"I can cast Enchantment and Illusion Warlock spells without Verbal or Somatic components.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Clairvoyant Combatant\",\r\n\t\t\tsource: [[\"P24\", 163]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"When I use Awakened Mind on a creature, I can have them make a Wisdom save or they have Disadvantage on attack rolls against me and I have Advantage on attack rolls against them while bonded. I can expend a Pact Magic spell slot (PSS) to restore use of this feature.\"\r\n\t\t\t),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t\taltResource: \"PSS\",\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Eldritch Hex\",\r\n\t\t\tsource: [[\"P24\", 163]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\"I always have *Hex* prepared and it also imposes Disadvantage on saves of the chosen ability.\"),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Eldritch Hex\",\r\n\t\t\t\tspells: [\"hex\"],\r\n\t\t\t\tselection: [\"hex\"],\r\n\t\t\t\tfirstCol: \"markedbox\",\r\n\t\t\t}],\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"hex\": {\r\n\t\t\t\t\tdescription: \"1 crea +1d6 Necro. dmg my atks, Dis 1 abi chks/saves; if 0HP: Bns change crea; SL2: 4h, 3: 8h; 5: 24h\",\r\n\t\t\t\t\tdescriptionShorter: \"1 crea +1d6 Necro. dmg my atks, Dis 1 abi chks/saves; 0HP: Bns change; SL2:4h, 3:8h; 5:24h\",\r\n\t\t\t\t\tchanges: \"My Eldritch Hex class feature causes Hex to also impose Disadvantage on the ability that I chose.\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature10.1\": {\r\n\t\t\tname: \"Thought Shield\",\r\n\t\t\tsource: [[\"P24\", 163]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"My thoughts can't be read by telepathy or other means unless I allow it.\",\r\n\t\t\t\t\"I have Resistance to Psychic damage, and whenever a creature deals Psychic damage to me, that creature takes the same amount of damage that I took.\"\r\n\t\t\t]),\r\n\t\t\tdmgres: [\"Psychic\"],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Create Thrall\",\r\n\t\t\tsource: [[\"P24\", 163]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"When I cast *Summon Aberration*, I can modify it so that it doesn't require Concentration.\",\r\n\t\t\t\t\t\"When I do, the spell's duration becomes 1 minute and the summoned creature gains a number of Temporary Hit Points equal to \" + n + \" (Warlock level) plus my Charisma modifier.\",\r\n\t\t\t\t\t\"In addition, when the Aberration hits a creature under the effects of my *Hex* for the first time on a turn, they also deal the *Hex* bonus damage as Psychic damage.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n + \" + Cha mod Temp HP\";\r\n\t\t\t}),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Create Thrall\",\r\n\t\t\t\tspells: [\"summon aberration\"],\r\n\t\t\t\tselection: [\"summon aberration\"],\r\n\t\t\t\tfirstCol: \"oncelr\", // trick the sheet into keeping this as a duplicate\r\n\t\t\t}],\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tspellAdd: [\r\n\t\t\t\t\tfunction (spellKey, spellObj, spName, isDuplicate, isBonusSpell) {\r\n\t\t\t\t\t\tif (spName === \"warlock\" && spellKey === \"summon aberration\") {\r\n\t\t\t\t\t\t\tspellObj.firstCol = CurrentSpells[spName].typeList === 4 ? \"markedbox\" : \"\";\r\n\t\t\t\t\t\t\tif (isDuplicate) { // Second line\r\n\t\t\t\t\t\t\t\tspellObj.name = \"Summon Aber. Thrall\";\r\n\t\t\t\t\t\t\t\tspellObj.duration = \"1 min\";\r\n\t\t\t\t\t\t\t\tif (CurrentCasters.amendSpDescr) {\r\n\t\t\t\t\t\t\t\t\tvar lvl = classes.known.warlock ? classes.known.warlock.level : classes.totallevel;\r\n\t\t\t\t\t\t\t\t\tvar cha = Number(What(\"Cha Mod\"));\r\n\t\t\t\t\t\t\t\t\tspellObj.description = \"As Summon Aberration, but with \" + (lvl + cha) + \" Temp HP (CL+Cha), benefits from Hex; see Create Thrall (400gp)\";\r\n\t\t\t\t\t\t\t\t} else {\r\n\t\t\t\t\t\t\t\t\tspellObj.description = \"As Summon Aberration, but with CL+Cha mod Temp HP, benefits from Hex; see Create Thrall (400gp)\";\r\n\t\t\t\t\t\t\t\t}\r\n\t\t\t\t\t\t\t\treturn true;\r\n\t\t\t\t\t\t\t}\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"I can cast Summon Aberration in a way that it doesn't require concentration, but then it lasts for 1 minute, the summon has extra Temporary Hit Points, and it benefits from the Hex bonus damage as Psychic damage.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Wizard Subclasses\r\nAddSubClass(\"wizard\", \"abjurer\", {\r\n\tregExpSearch: /abjuration|abjurer/i,\r\n\tsubname: \"Abjurer\",\r\n\tfullname: \"Abjurer\",\r\n\tsource: [[\"P24\", 172]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Abjuration Savant\",\r\n\t\t\tsource: [[\"P24\", 172]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I add two Wizard Abjuration spells, up to level 2, to my spellbook. Whenever I gain access to a new level of spell slots in this class, I can add one Wizard Abjuration spell to my spellbook.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Arcane Ward\",\r\n\t\t\tsource: [[\"P24\", 172]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"Once per Long Rest when I cast an Abjuration spell with a spell slot, I can create a ward that lasts until my next Long Rest. Whenever I take damage, the ward takes the damage instead. If I have any Resistances or Vulnerabilities, those are applied before reducing the HP of the ward. If the damage reduces the ward to 0 HP, I take any remaining damage.\",\r\n\t\t\t\t\"While the ward has 0 HP, it can't absorb damage, but its magic remains active.\",\r\n\t\t\t\t\"(\\u2738) When I cast an Abjuration spell with a spell slot while the ward is active, it regains HP equal to \" + (typePF ? \"twice\" : \"2\\xD7\") + \" the spell slot level. I can also do this by expending a spell slot as a Bonus Action.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"bonus action\", \" (regain ward HP)\"]],\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn \"Ward max HP: \" + n * 2 + \" + Int mod\";\r\n\t\t\t}),\r\n\t\t\textraLimitedFeatures: [{\r\n\t\t\t\tname: \"Arcane Ward Hit Points\",\r\n\t\t\t\tusages: \"Twice Wizard level + Intelligence modifier\",\r\n\t\t\t\tusagescalc: \"event.value = (classes.known.wizard ? classes.known.wizard.level * 2 : 0) + Number(What('Int Mod'));\",\r\n\t\t\t\trecovery: \"Long Rest\",\r\n\t\t\t\taltResource: \"\\u2738\",\r\n\t\t\t}],\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Projected Ward\",\r\n\t\t\tsource: [[\"P24\", 172]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Reaction when a creature in 30 ft takes damage, I can cause my Arcane Ward to absorb the damage, after applying their Resistances and Vulnerabilities. If the damage reduces the ward to 0 HP, the creature takes any excess damage.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Spell Breaker\",\r\n\t\t\tsource: [[\"P24\", 173]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I always have *Counterspell* and *Dispel Magic* prepared. I can cast *Dispel Magic* as a Bonus Action and add my Proficiency Bonus to its ability check. When I cast either spell with a spell slot, that slot isn't expended if the spell fails to stop a spell.\"\r\n\t\t\t),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Spell Breaker\",\r\n\t\t\t\tspells: [\"counterspell\", \"dispel magic\"],\r\n\t\t\t\tselection: [\"counterspell\", \"dispel magic\"],\r\n\t\t\t\tfirstCol: \"markedbox\",\r\n\t\t\t\ttimes: 2,\r\n\t\t\t}],\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tspellAdd: [\r\n\t\t\t\t\tfunction (spellKey, spellObj, spName) {\r\n\t\t\t\t\t\tif (spellKey === \"dispel magic\") {\r\n\t\t\t\t\t\t\tvar newDesr = applySpellcastingAbility(spellObj, CurrentSpells[spName]);\r\n\t\t\t\t\t\t\tif (newDesr) spellObj.description = newDesr;\r\n\t\t\t\t\t\t\tvar profB = Number(How('Proficiency Bonus'));\r\n\t\t\t\t\t\t\tspellObj.time = \"Bns\";\r\n\t\t\t\t\t\t\tspellObj.description = spellObj.description.replace(\"check DC\", \"check with +\" + profB + \" (PB) DC\");\r\n\t\t\t\t\t\t};\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"My Spell Breaker class feature allows me to cast Dispel Magic as a Bonus Action and add my Proficiency Bonus to its ability check. This is reflected in the short description by removing the Proficiency Bonus from the base 10 of the DC.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Spell Resistance\",\r\n\t\t\tsource: [[\"P24\", 173]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\"I have Advantage on saves against spells, and have Resistance to the damage of spells.\"),\r\n\t\t\tdmgres: [\"Damage from spells\"],\r\n\t\t\tsavetxt: { adv_vs: [\"spells\"] },\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"wizard\", \"diviner\", {\r\n\tregExpSearch: /divination|diviner|divinator/i,\r\n\tsubname: \"Diviner\",\r\n\tfullname: \"Diviner\",\r\n\tsource: [[\"P24\", 173]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Divination Savant\",\r\n\t\t\tsource: [[\"P24\", 173]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I add two Wizard Divination spells, up to level 2, to my spellbook. Whenever I gain access to a new level of spell slots in this class, I can add one Wizard Divination spell to my spellbook.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": { // includes Greater Portent\r\n\t\t\tname: \"Portent\",\r\n\t\t\tsource: [[\"P24\", 173]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar portentCount = n < 14 ? \"two\" : \"three\";\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"When I finish a Long Rest, I roll \" + portentCount + \" d20s and record the numbers rolled. I can replace any D20 Test made by me or by a creature that I can see with one of these foretelling rolls.\",\r\n\t\t\t\t\t\"I must choose to do so before the roll, and can replace a roll in this way only once per turn.\",\r\n\t\t\t\t\t\"Each foretelling roll can be used only once and is lost if not used before I finish a Long Rest.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\tusages: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : (n < 14 ? 2 : 3) + \"d20 per \";\r\n\t\t\t}),\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Expert Divination\",\r\n\t\t\tsource: [[\"P24\", 173]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"When I cast a Divination spell using a level 2+ spell slot, I regain one expended spell slot of a level lower than the slot used for the spell and can't be higher than level 5.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"The Third Eye\",\r\n\t\t\tsource: [[\"P24\", 173]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can choose one of the following benefits, which lasts until I start a Short or Long Rest.\",\r\n\t\t\t\t\" \\u2022 ***Darkvision***. I gain Darkvision with a range of 120 ft.\",\r\n\t\t\t\t\" \\u2022 ***Greater Comprehension***. I can read any language.\",\r\n\t\t\t\t\" \\u2022 ***See Invisibility***. I can cast *See Invisibility* without expending a spell slot.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Greater Portent\",\r\n\t\t\tsource: [[\"P24\", 173]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: \" [improves Portent]\",\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"wizard\", \"illusionist\", {\r\n\tregExpSearch: /illusion|illusionist|illusionary/i,\r\n\tsubname: \"Illusionist\",\r\n\tfullname: \"Illusionist\",\r\n\tsource: [[\"P24\", 175]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Illusion Savant\",\r\n\t\t\tsource: [[\"P24\", 175]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I add two Wizard Illusion spells, up to level 2, to my spellbook. Whenever I gain access to a new level of spell slots in this class, I can add one Wizard Illusion spell to my spellbook.\"\r\n\t\t\t),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Improved Illusions\",\r\n\t\t\tsource: [[\"P24\", 175]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can cast Illusion spells without providing Verbal components and Illusion spells with a range of 10 ft or more have their range increased by 60 ft.\",\r\n\t\t\t\t\"I know the *Minor Illusion* cantrip, can cast it as a Bonus Action, and can create both a sound and an image with a single casting of it.\",\r\n\t\t\t]),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Improved Illusions\",\r\n\t\t\t\tspells: [\"minor illusion\"],\r\n\t\t\t\tselection: [\"minor illusion\"],\r\n\t\t\t}],\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"minor illusion\": {\r\n\t\t\t\t\ttime: \"Bns\",\r\n\t\t\t\t\tdescription: \"5-ft cube illusion includes visible and audible; Int(Investigation) check vs. Spell DC; see book\",\r\n\t\t\t\t\tchanges: \"My Improved Illusions class feature allows me to make both a sound and an image with a single casting and can cast it as a Bonus Action.\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tspellAdd: [\r\n\t\t\t\t\tfunction (spellKey, spellObj, spName) {\r\n\t\t\t\t\t\tvar changed = false;\r\n\t\t\t\t\t\t// Stop if no wizard levels present or spell is not illusion\r\n\t\t\t\t\t\tif ( spellObj.school !== \"Illus\" ) return changed;\r\n\t\t\t\t\t\t// Add the +60 ft range\r\n\t\t\t\t\t\tvar useRange = spellObj.rangeObject ? spellObj.rangeObject : spellObj.range;\r\n\t\t\t\t\t\tvar stopFunction = function (sRange, nRangeFT) {\r\n\t\t\t\t\t\t\treturn nRangeFT < 10 || sRange.indexOf(\"S:\") !== -1;\r\n\t\t\t\t\t\t};\r\n\t\t\t\t\t\tspellObj.rangeObject = amendRangeObject( useRange, \"improved illusions\", \"+60\", stopFunction );\r\n\t\t\t\t\t\t// Only apply if something changed\r\n\t\t\t\t\t\tif ( spellObj.rangeObject && spellObj.rangeObject.result !== spellObj.range ) {\r\n\t\t\t\t\t\t\tspellObj.range = spellObj.rangeObject.result;\r\n\t\t\t\t\t\t\tchanged = true;\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t\t// Remove verbal component, if any\r\n\t\t\t\t\t\tvar newComponents = spellObj.components.replace(/V,?/g, \"\");\r\n\t\t\t\t\t\tif ( newComponents !== spellObj.components ) {\r\n\t\t\t\t\t\t\tspellObj.components = newComponents;\r\n\t\t\t\t\t\t\tchanged = true;\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t\treturn changed;\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"I can cast Illusion spells without Verbal components and spells with a range of 10+ ft have their range increased by 60 ft.\",\r\n\t\t\t\t\t700,\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Phantasmal Creatures\",\r\n\t\t\tsource: [[\"P24\", 175]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"I always have *Summon Beast* and *Summon Fey* prepared. When I cast either, I can change its school to Illusion, causing the summon to appear spectral and to have only halve its Hit Points. I can cast each spell as an Illusion once per Long Rest without expending a spell slot.\"\r\n\t\t\t),\r\n\t\t\tspellcastingExtra: [\"summon beast\", \"summon fey\"],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Phantasmal Creatures\",\r\n\t\t\t\tspells: [\"summon beast\", \"summon fey\"],\r\n\t\t\t\tselection: [\"summon beast\", \"summon fey\"],\r\n\t\t\t\tfirstCol: \"oncelr\", // trick the sheet into keeping these as a duplicates\r\n\t\t\t\ttimes: 2,\r\n\t\t\t}],\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tspellAdd: [\r\n\t\t\t\t\tfunction (spellKey, spellObj, spName, isDuplicate, isBonusSpell) {\r\n\t\t\t\t\t\tif (spName !== \"wizard\" || (spellKey !== \"summon beast\" && spellKey !== \"summon fey\")) return;\r\n\t\t\t\t\t\tif (isDuplicate) {\r\n\t\t\t\t\t\t\t// Make the second entry the Illusion variant\r\n\t\t\t\t\t\t\tspellObj.description = spellObj.description.replace(\"obeys verbal commands; takes turn after mine\", \"has half HP; obeys commands; turn after mine\");\r\n\t\t\t\t\t\t\tspellObj.school = \"Illus\";\r\n\t\t\t\t\t\t\tspellObj.firstCol = \"oncelr+markedbox\";\r\n\t\t\t\t\t\t\treturn true;\r\n\t\t\t\t\t\t} else {\r\n\t\t\t\t\t\t\t// The regular version, which is always prepared\r\n\t\t\t\t\t\t\tspellObj.firstCol = \"markedbox\";\r\n\t\t\t\t\t\t}\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"I always have Summon Beast and Summon Fey prepared and can cast them as an Illusion spell, but if I do so the summon appears spectral and only has half its Hit Points. I can cast each once per Long Rest without expending a spell slot as an Illusion spell.\",\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Illusory Self\",\r\n\t\t\tsource: [[\"P24\", 175]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Reaction when a creature hits me with an attack roll, I can summon an illusion to cause that attack to miss. I can expend a level 2+ spell slot (SS 2+) to restore use of this.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"reaction\", \"\"]],\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Short Rest\",\r\n\t\t\taltResource: \"SS 2+\",\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Illusory Reality\",\r\n\t\t\tsource: [[\"P24\", 175]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Bonus Action, I can choose one inanimate, nonmagical object that is part of an illusion that I have cast using a spell slot and make it real for 1 minute. The object cannot deal damage or inflict any conditions.\"\r\n\t\t\t),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\n\r\n\r\n// Backgrounds and their corresponding Background Features (which grant the origin feats)\r\nBackgroundList[\"artisan\"] = {\r\n\tregExpSearch: /^(?!.*guild)(?=.*artisan).*$/i,\r\n\tname: \"Artisan\",\r\n\tsource: [[\"P24\", 178]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Strength, Dexterity, and Intelligence\",\r\n\tskills: [\"Investigation\", \"Persuasion\"],\r\n\ttoolProfs: [[\"Artisan's tools\", 1]],\r\n\tgold: 32,\r\n\tequipleft: [\r\n\t\t[\"Artisan's tools (same as proficiency)\", \"\", 5],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Pouch\", \"\", 1],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t],\r\n\tfeature: \"Artisan\",\r\n\t// from PHB'14 (Guild Artisan):\r\n\ttraitsOriginName: \"Guild Artisan\",\r\n\ttraitsSourceString: \"PHB'14 133\",\r\n\ttrait: [\r\n\t\t\"I believe that anything worth doing is worth doing right. I can't help it\\u2015 I'm a perfectionist.\",\r\n\t\t\"I'm a snob who looks down on those who can't appreciate fine art.\",\r\n\t\t\"I always want to know how things work and what makes people tick.\",\r\n\t\t\"I'm full of witty aphorisms and have a proverb for every occasion.\",\r\n\t\t\"I'm rude to people who lack my commitment to hard work and fair play.\",\r\n\t\t\"I like to talk at length about my profession.\",\r\n\t\t\"I don't part with my money easily and will haggle tirelessly to get the best deal possible.\",\r\n\t\t\"I'm well known for my work, and I want to make sure everyone appreciates it. I'm always taken aback when people haven't heard of me.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Community**. It is the duty of all civilized people to strengthen the bonds of community and the security of civilization. (Lawful)\",\r\n\t\t\"**Generosity**. My talents were given to me so that I could use them to benefit the world. (Good)\",\r\n\t\t\"**Freedom**. Everyone should be free to pursue his or her own livelihood. (Chaotic)\",\r\n\t\t\"**Greed**. I'm only in it for the money. (Evil)\",\r\n\t\t\"**People**. I'm committed to the people I care about, not to ideals. (Neutral)\",\r\n\t\t\"**Aspiration**. I work hard to be the best there is at my craft. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"The workshop where I learned my trade is the most important place in the world to me.\",\r\n\t\t\"I created a great work for someone, and then found them unworthy to receive it. I'm still looking for someone worthy.\",\r\n\t\t\"I owe my guild a great debt for forging me into the person I am today.\",\r\n\t\t\"I pursue wealth to secure someone's love.\",\r\n\t\t\"One day I will return to my guild and prove that I am the greatest artisan of them all.\",\r\n\t\t\"I will get revenge on the evil forces that destroyed my place of business and ruined my livelihood.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"I'll do anything to get my hands on something rare or priceless.\",\r\n\t\t\"I'm quick to assume that someone is trying to cheat me.\",\r\n\t\t\"No one must ever learn that I once stole money from guild coffers.\",\r\n\t\t\"I'm never satisfied with what I have\\u2015 I always want more.\",\r\n\t\t\"I would kill to acquire a noble title.\",\r\n\t\t\"I'm horribly jealous of anyone who can outshine my handiwork. Everywhere I go, I'm surrounded by rivals.\",\r\n\t],\r\n\textra: [\r\n\t\t\"Select a Artisan Business\",\r\n\t\t\"Alchemists and apothecaries\",\r\n\t\t\"Armorers, locksmiths, and finesmiths\",\r\n\t\t\"Brewers, distillers, and vintners\",\r\n\t\t\"Calligraphers, scribes, and scriveners\",\r\n\t\t\"Carpenters, roofers, and plasterers\",\r\n\t\t\"Cartographers, surveyors, and chart-makers\",\r\n\t\t\"Cobblers and shoemakers\",\r\n\t\t\"Cooks and bakers\",\r\n\t\t\"Glassblowers and glaziers\",\r\n\t\t\"Jewelers and gemcutters\",\r\n\t\t\"Leatherworkers, skinners, and tanners\",\r\n\t\t\"Masons and stonecutters\",\r\n\t\t\"Painters, limners, and sign-makers\",\r\n\t\t\"Potters and tile-makers\",\r\n\t\t\"Shipwrights and sailmakers\",\r\n\t\t\"Smiths and metal-forgers\",\r\n\t\t\"Tinkers, pewterers, and casters\",\r\n\t\t\"Wagon-makers and wheelwrights\",\r\n\t\t\"Weavers and dyers\",\r\n\t\t\"Woodcarvers, coopers, and bowyers\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"artisan\"] = {\r\n\tdescription: \"I began mopping floors and scrubbing counters in an artisan's workshop for a few coppers per day as soon as I was strong enough to carry a bucket. When I was old enough to apprentice, I learned to create basic crafts of my own, as well as how to sweet talk the occasional demanding customer. My trade has also given me a keen eye for detail.\",\r\n\tsource: [[\"P24\", 178]],\r\n\tfeatsAdd: [\"Crafter\"],\r\n};\r\nBackgroundList[\"charlatan\"] = {\r\n\tregExpSearch: /charlatan/i,\r\n\tname: \"Charlatan\",\r\n\tsource: [[\"P24\", 179]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Dexterity, Constitution, and Charisma\",\r\n\tskills: [\"Deception\", \"Sleight of Hand\"],\r\n\ttoolProfs: [[\"Forgery Kit\", \"Dex\"]],\r\n\tgold: 15,\r\n\tequipleft: [\r\n\t\t[\"Forgery kit\", \"\", 5],\r\n\t\t[\"Costume clothes\", \"\", 1],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Fine clothes\", \"\", 6],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t],\r\n\tfeature: \"Charlatan\",\r\n\t// from PHB'14:\r\n\ttraitsSourceString: \"PHB'14 128\",\r\n\ttrait: [\r\n\t\t\"I fall in and out of love easily, and am always pursuing someone.\",\r\n\t\t\"I have a joke for every occasion, especially occasions where humor is inappropriate.\",\r\n\t\t\"Flattery is my preferred trick for getting what I want.\",\r\n\t\t\"I'm a born gambler who can't resist taking a risk for a potential payoff.\",\r\n\t\t\"I lie about almost everything, even when there's no good reason to.\",\r\n\t\t\"Sarcasm and insults are my weapons of choice.\",\r\n\t\t\"I keep multiple holy symbols on me and invoke whatever deity might come in useful at any given moment.\",\r\n\t\t\"I pocket anything I see that might have some value.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Independence**. I am a free spirit \\u2015 no one tells me what to do. (Chaotic)\",\r\n\t\t\"**Fairness**. I never target people who can't afford to lose a few coins. (Lawful)\",\r\n\t\t\"**Charity**. I distribute the money I acquire to the people who really need it. (Good)\",\r\n\t\t\"**Creativity**. I never run the same con twice. (Chaotic)\",\r\n\t\t\"**Friendship**. Material goods come and go. Bonds of friendship last forever. (Good)\",\r\n\t\t\"**Aspiration**. I'm determined to make something of myself. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"I fleeced the wrong person and must work to ensure that this individual never crosses paths with me or those I care about.\",\r\n\t\t\"I owe everything to my mentor \\u2015 a horrible person who's probably rotting in jail somewhere.\",\r\n\t\t\"Somewhere out there, I have a child who doesn't know me. I'm making the world better for him or her.\",\r\n\t\t\"I come from a noble family, and one day I'll reclaim my lands and title from those who stole them from me.\",\r\n\t\t\"A powerful person killed someone I love. Someday soon, I'll have my revenge.\",\r\n\t\t\"I swindled and ruined a person who didn't deserve it. I seek to atone for my misdeeds but might never be able to forgive myself.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"I can't resist a pretty face.\",\r\n\t\t\"I'm always in debt. I spend my ill-gotten gains on decadent luxuries faster than I bring them in.\",\r\n\t\t\"I'm convinced that no one could ever fool me the way I fool others.\",\r\n\t\t\"I'm too greedy for my own good. I can't resist taking a risk if there's money involved.\",\r\n\t\t\"I can't resist swindling people who are more powerful than me.\",\r\n\t\t\"I hate to admit it and will hate myself for it, but I'll run and preserve my own hide if the going gets tough.\",\r\n\t],\r\n\textra: [\r\n\t\t\"Select a Favorite Scheme\",\r\n\t\t\"Cheat at games of chance\",\r\n\t\t\"Shave coins, forge documents\",\r\n\t\t\"User/manipulator\",\r\n\t\t\"Change identity\",\r\n\t\t\"Sleight-of-hand cons\",\r\n\t\t\"Sell junk as expensive necessities\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"charlatan\"] = {\r\n\tdescription: \"Once I was old enough to order an ale, I soon had a favorite stool in every tavern within ten miles of where I was born. As I traveled the circuit from public house to watering hole, I learned to prey on unfortunates who were in the market for a comforting lie or two - perhaps a sham potion or forged ancestry records.\",\r\n\tsource: [[\"P24\", 179]],\r\n\tfeatsAdd: [\"Skilled\"],\r\n};\r\nBackgroundList[\"entertainer\"] = {\r\n\tregExpSearch: /(entertainer|actor|dancer|fire.?eater|jester|juggler|instrumentalist|poet|singer|storyteller|tumbler)/i,\r\n\tname: \"Entertainer\",\r\n\tsource: [[\"P24\", 180]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Strength, Dexterity, and Charisma\",\r\n\tskills: [\"Acrobatics\", \"Performance\"],\r\n\ttoolProfs: [[\"Musical Instrument\", 1]],\r\n\tgold: 11,\r\n\tequipleft: [\r\n\t\t[\"Costume clothes\", 2, 1],\r\n\t\t[\"Mirror\", \"\", 0.5],\r\n\t\t[\"Perfume\", \"\", \"\"],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Musical instrument (choose one)\", \"\", 1],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t],\r\n\tfeature: \"Entertainer\",\r\n\t// from PHB'14:\r\n\ttraitsSourceString: \"PHB'14 130\",\r\n\ttrait: [\r\n\t\t\"I know a story relevant to almost every situation.\",\r\n\t\t\"Whenever I come to a new place, I collect local rumors and spread gossip.\",\r\n\t\t\"I'm a hopeless romantic, always searching for that 'special someone'.\",\r\n\t\t\"Nobody stays angry at me or around me for long, since I can defuse any amount of tension.\",\r\n\t\t\"I love a good insult, even one directed at me.\",\r\n\t\t\"I get bitter if I'm not the center of attention.\",\r\n\t\t\"I'll settle for nothing less than perfection.\",\r\n\t\t\"I change my mood or my mind as quickly as I change key in a song.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Beauty**. When I perform, I make the world better than it was. (Good)\",\r\n\t\t\"**Tradition**. The stories, legends, and songs of the past must never be forgotten, for they teach us who we are. (Lawful)\",\r\n\t\t\"**Creativity**. The world is in need of new ideas and bold action. (Chaotic)\",\r\n\t\t\"**Greed**. I'm only in it for the money and fame. [Evil]\",\r\n\t\t\"**People**. I like seeing the smiles on people's faces when I perform. That's all that matters. (Neutral)\",\r\n\t\t\"**Honesty**. Art should reflect the soul; it should come from within and reveal who we really are. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"My instrument is my most treasured possession, and it reminds me of someone I love.\",\r\n\t\t\"Someone stole my precious instrument, and someday I'll get it back.\",\r\n\t\t\"I want to be famous, whatever it takes.\",\r\n\t\t\"I idolize a hero of the old tales and measure my deeds against that person's.\",\r\n\t\t\"I will do anything to prove myself superior to my hated rival.\",\r\n\t\t\"I would do anything for the other members of my old troupe.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"I'll do anything to win fame and renown.\",\r\n\t\t\"I'm a sucker for a pretty face.\",\r\n\t\t\"A scandal prevents me from ever going home again. That kind of trouble seems to follow me around.\",\r\n\t\t\"I once satirized a noble who still wants my head. It was a mistake that I will likely repeat.\",\r\n\t\t\"I have trouble keeping my true feelings hidden. My sharp tongue lands me in trouble.\",\r\n\t\t\"Despite my best efforts, I am unreliable to my friends.\",\r\n\t],\r\n\textra: [\r\n\t\t\"Select an Entertainer Routine\",\r\n\t\t\"Actor\",\r\n\t\t\"Dancer\",\r\n\t\t\"Fire-eater\",\r\n\t\t\"Jester\",\r\n\t\t\"Juggler\",\r\n\t\t\"Instrumentalist\",\r\n\t\t\"Poet\",\r\n\t\t\"Singer\",\r\n\t\t\"Storyteller\",\r\n\t\t\"Tumbler\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"entertainer\"] = {\r\n\tdescription: \"I spent much of my youth following roving fairs and carnivals, performing odd jobs for musicians and acrobats in exchange for lessons. I may have learned how to walk a tightrope, how to play a lute in a distinct style, or how to recite poetry with impeccable diction. To this day, I thrive on applause and long for the stage.\",\r\n\tsource: [[\"P24\", 180]],\r\n\tfeatsAdd: [\"Musician\"],\r\n};\r\nBackgroundList[\"farmer\"] = {\r\n\tregExpSearch: /farmer/i,\r\n\tname: \"Farmer\",\r\n\tsource: [[\"P24\", 180]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Strength, Constitution, and Wisdom\",\r\n\tskills: [\"Animal Handling\", \"Nature\"],\r\n\ttoolProfs: [[\"Carpenter's Tools\", \"Str\"]],\r\n\tgold: 30,\r\n\tequipleft: [\r\n\t\t[\"Iron pot\", \"\", 10],\r\n\t\t[\"Shovel\", \"\", 5],\r\n\t\t[\"Healer's kit\", \"\", 3],\r\n\t\t[\"Carpenter's tools\", \"\", 6],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t\t[\"Sickle\", \"\", 2],\r\n\t],\r\n\tequip1stPage: {\r\n\t\tweapons: [\"Sickle\"],\r\n\t},\r\n\tfeature: \"Farmer\",\r\n\t// from PHB'14 (Folk Hero):\r\n\ttraitsOriginName: \"Folk Hero\",\r\n\ttraitsSourceString: \"PHB'14 131\",\r\n\ttrait: [\r\n\t\t\"I judge people by their actions, not their words.\",\r\n\t\t\"If someone is in trouble, I'm always ready to lend help.\",\r\n\t\t\"When I set my mind to something, I follow through no matter what gets in my way.\",\r\n\t\t\"I have a strong sense of fair play and always try to find the most equitable solution to arguments.\",\r\n\t\t\"I'm confident in my own abilities and do what I can to instill confidence in others.\",\r\n\t\t\"Thinking is for other people. I prefer action.\",\r\n\t\t\"I misuse long words in an attempt to sound smarter.\",\r\n\t\t\"I get bored easily. When am I going to get on with my destiny?\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Respect**. People deserve to be treated with dignity and respect. (Good)\",\r\n\t\t\"**Fairness**. No one should get preferential treatment before the law, and no one is above the law. (Lawful)\",\r\n\t\t\"**Freedom**. Tyrants must not be allowed to oppress the people. (Chaotic)\",\r\n\t\t\"**Might**. If I become strong, I can take what I want\\u2015 what I deserve. (Evil)\",\r\n\t\t\"**Sincerity**. There's no good in pretending to be something I'm not. (Neutral)\",\r\n\t\t\"**Destiny**. Nothing and no one can steer me away from my higher calling. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"I have a family, but I have no idea where they are. One day, I hope to see them again.\",\r\n\t\t\"I worked the land, I love the land, and I will protect the land.\",\r\n\t\t\"A proud noble once gave me a horrible beating, and I will take my revenge on any bully I encounter.\",\r\n\t\t\"My tools are symbols of my past life, and I carry them so that I will never forget my roots.\",\r\n\t\t\"I protect those who cannot protect themselves.\",\r\n\t\t\"I wish my childhood sweetheart had come with me to pursue my destiny.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"The tyrant who rules my land will stop at nothing to see me killed.\",\r\n\t\t\"I'm convinced of the significance of my destiny, and blind to my shortcomings and the risk of failure.\",\r\n\t\t\"The people who knew me when I was young know my shameful secret, so I can never go home again.\",\r\n\t\t\"I have a weakness for the vices of the city, especially hard drink.\",\r\n\t\t\"Secretly, I believe that things would be better if I were a tyrant lording over the land.\",\r\n\t\t\"I have trouble trusting in my allies.\",\r\n\t],\r\n\textra: [\r\n\t\t\"Select a Defining Event\",\r\n\t\t\"I stood up to a tyrant's agents\",\r\n\t\t\"I saved people during a natural disaster\",\r\n\t\t\"I stood alone against a terrible monster\",\r\n\t\t\"I stole from a corrupt merchant for the poor\",\r\n\t\t\"I led a militia to fight off an invading army\",\r\n\t\t\"I stole weapons from a tyrant to arm the people\",\r\n\t\t\"I trained peasantry to fight a tyrant with farm tools\",\r\n\t\t\"A decree was rescinded after I led a protest against it\",\r\n\t\t\"A magical creature gave me a blessing or insight\",\r\n\t\t\"I rose to leadership in a lord's army\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"farmer\"] = {\r\n\tdescription: \"I grew up close to the land. Years tending animals and cultivating the earth rewarded me with patience and good health. I have a keen appreciation for nature's bounty alongside a healthy respect for nature's wrath.\",\r\n\tsource: [[\"P24\", 180]],\r\n\tfeatsAdd: [\"Tough\"],\r\n};\r\nBackgroundList[\"guard\"] = {\r\n\tregExpSearch: /guard/i,\r\n\tname: \"Guard\",\r\n\tsource: [[\"P24\", 181]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Strength, Intelligence, and Wisdom\",\r\n\tskills: [\"Athletics\", \"Perception\"],\r\n\ttoolProfs: [[\"Gaming Set\", 1]],\r\n\tgold: 12,\r\n\tequipleft: [\r\n\t\t[\"Manacles\", \"\", 6],\r\n\t\t[\"Hooded lantern\", \"\", 2],\r\n\t\t[\"Gaming set (same as proficiency)\", \"\", \"\"],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t\t[\"Spear\", \"\", 3],\r\n\t\t[\"Light crossbow\", \"\", 5],\r\n\t\t[\"Crossbow bolt case, with:\", \"\", 1],\r\n\t\t[\"- Crossbow bolts\", 20, 0.075],\r\n\t],\r\n\tequip1stPage: {\r\n\t\tweapons: [\"Spear\", \"Light Crossbow\"],\r\n\t\tammo: [[\"Bolts\", 20]],\r\n\t},\r\n\tfeature: \"Guard\",\r\n};\r\nBackgroundFeatureList[\"guard\"] = {\r\n\tdescription: \"My feet ache when I remember the countless hours I spent at my post in the tower. I was trained to keep one eye looking outside the wall watching for marauders sweeping from the nearby forest, and my other eye looking inside the wall searching for cut purses and troublemakers.\",\r\n\tsource: [[\"P24\", 181]],\r\n\tfeatsAdd: [\"Alert\"],\r\n};\r\nBackgroundList[\"guide\"] = {\r\n\tregExpSearch: /^(?!.*urban)(?=.*(guide|outlander|forester|trapper|homesteader|exile|outcast|bounty.?hunter|tribal nomad|hunter.?gatherer|tribal.?marauder)).*$/i,\r\n\tname: \"Guide\",\r\n\tsource: [[\"P24\", 181]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Dexterity, Constitution, and Wisdom\",\r\n\tskills: [\"Stealth\", \"Survival\"],\r\n\ttoolProfs: [[\"Cartographer's Tools\", \"Wis\"]],\r\n\tgold: 3,\r\n\tequipleft: [\r\n\t\t[\"Bedroll\", \"\", 7],\r\n\t\t[\"Cartographer's tools\", \"\", 6],\r\n\t\t[\"Two-person tent\", \"\", 20],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t\t[\"Shortbow\", \"\", 2],\r\n\t\t[\"Quiver, with:\", \"\", 1],\r\n\t\t[\"- Arrows\", 20, 0.05],\r\n\t],\r\n\tequip1stPage: {\r\n\t\tweapons: [\"Shortbow\"],\r\n\t\tammo: [[\"Arrows\", 20]],\r\n\t},\r\n\tfeature: \"Guide\",\r\n\t// from PHB'14 (Outlander):\r\n\ttraitsOriginName: \"Outlander\",\r\n\ttraitsSourceString: \"PHB'14 137\",\r\n\ttrait: [\r\n\t\t\"I'm driven by a wanderlust that led me away from home.\",\r\n\t\t\"I watch over my friends as if they were a litter of newborn pups.\",\r\n\t\t\"I once ran twenty-five miles without stopping to warn to my clan of an approaching orc horde. I'd do it again if I had to.\",\r\n\t\t\"I have a lesson for every situation, drawn from observing nature.\",\r\n\t\t\"I place no stock in wealthy or well-mannered folk. Money and manners won't save you from a hungry owlbear.\",\r\n\t\t\"I'm always picking things up, absently fiddling with them, and sometimes accidentally breaking them.\",\r\n\t\t\"I feel far more comfortable around animals than people.\",\r\n\t\t\"I was, in fact, raised by wolves.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Change**. Life is like the seasons, in constant change, and we must change with it. (Chaotic)\",\r\n\t\t\"**Greater Good**. It is each person's responsibility to make the most happiness for the whole tribe. (Good)\",\r\n\t\t\"**Honor**. If I dishonor myself, I dishonor my whole clan. (Lawful)\",\r\n\t\t\"**Might**. The strongest are meant to rule. (Evil)\",\r\n\t\t\"**Nature**. The natural world is more important than all the constructs of civilization. (Neutral)\",\r\n\t\t\"**Glory**. I must earn glory in battle, for myself and my clan. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"My family, clan, or tribe is the most important thing in my life, even when they are far from me.\",\r\n\t\t\"An injury to the unspoiled wilderness of my home is an injury to me.\",\r\n\t\t\"I will bring terrible wrath down on the evildoers who destroyed my homeland.\",\r\n\t\t\"I am the last of my tribe, and it is up to me to ensure their names enter legend.\",\r\n\t\t\"I suffer awful visions of a coming disaster and will do anything to prevent it.\",\r\n\t\t\"It is my duty to provide children to sustain my tribe.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"I am too enamored of ale, wine, and other intoxicants.\",\r\n\t\t\"There's no room for caution in a life lived to the fullest.\",\r\n\t\t\"I remember every insult I've received and nurse a silent resentment toward anyone who's ever wronged me.\",\r\n\t\t\"I am slow to trust members of other races, tribes, and societies.\",\r\n\t\t\"Violence is my answer to almost any challenge.\",\r\n\t\t\"Don't expect me to save those who can't save themselves. It is nature's way that the strong thrive and the weak perish.\",\r\n\t],\r\n\textra: [\"Select an Origin\",\r\n\t\t\"Forester\",\r\n\t\t\"Trapper\",\r\n\t\t\"Homesteader\",\r\n\t\t\"Guide\",\r\n\t\t\"Exile or outcast\",\r\n\t\t\"Bounty hunter\",\r\n\t\t\"Pilgrim\",\r\n\t\t\"Tribal nomad\",\r\n\t\t\"Hunter-gatherer\",\r\n\t\t\"Tribal marauder\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"guide\"] = {\r\n\tdescription: \"I came of age outdoors, far from settled lands. My home was anywhere I chose to spread my bedroll. The wilderness has wonders like strange monsters, pristine forests, streams, overgrown ruins, and I learned to fend for myself as I explored them. From time to time, I guided nature priests who taught me the fundamentals of using the magic of the wild.\",\r\n\tsource: [[\"P24\", 181]],\r\n\tfeatsAdd: [{ key: \"magic initiate\", choice: \"druid\" }],\r\n};\r\nBackgroundList[\"hermit\"] = {\r\n\tregExpSearch: /hermit/i,\r\n\tname: \"Hermit\",\r\n\tsource: [[\"P24\", 182]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Constitution, Wisdom, and Charisma\",\r\n\tskills: [\"Medicine\", \"Religion\"],\r\n\ttoolProfs: [[\"Herbalism Kit\", \"Int\"]],\r\n\tgold: 16,\r\n\tequipleft: [\r\n\t\t[\"Bedroll\", \"\", 7],\r\n\t\t[\"Book (philosophy)\", \"\", 5],\r\n\t\t[\"Herbalism kit\", \"\", 3],\r\n\t\t[\"Lamp\", \"\", 1],\r\n\t\t[\"Oil, flasks of\", 3, 1],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t\t[\"Quarterstaff\", \"\", 4],\r\n\t],\r\n\tequip1stPage: {\r\n\t\tweapons: [\"Quarterstaff\"],\r\n\t},\r\n\tfeature: \"Hermit\",\r\n\t// from PHB'14:\r\n\ttraitsSourceString: \"PHB'14 134\",\r\n\ttrait: [\r\n\t\t\"I've been isolated for so long that I rarely speak, preferring gestures and the occasional grunt.\",\r\n\t\t\"I am utterly serene, even in the face of disaster.\",\r\n\t\t\"The leader of my community had something wise to say on every topic, and I am eager to share that wisdom.\",\r\n\t\t\"I feel tremendous empathy for all who suffer.\",\r\n\t\t\"I'm oblivious to etiquette and social expectations.\",\r\n\t\t\"I connect everything that happens to me to a grand, cosmic plan.\",\r\n\t\t\"I often get lost in my own thoughts and contemplation, becoming oblivious to my surroundings.\",\r\n\t\t\"I am working on a grand philosophical theory and love sharing my ideas.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Greater Good**. My gifts are meant to be shared with all, not used for my own benefit. (Good)\",\r\n\t\t\"**Logic**. Emotions must not cloud our sense of what is right and true, or our logical thinking. (Lawful)\",\r\n\t\t\"**Free Thinking**. Inquiry and curiosity are the pillars of progress. (Chaotic)\",\r\n\t\t\"**Power**. Solitude and contemplation are paths toward mystical or magical power. (Evil)\",\r\n\t\t\"**Live and Let Live**. Meddling in the affairs of others only causes trouble. (Neutral)\",\r\n\t\t\"**Self-Knowledge**. If you know yourself, there's nothing left to know. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"Nothing is more important than the other members of my hermitage, order, or association.\",\r\n\t\t\"I entered seclusion to hide from the ones who might still be hunting me. I must someday confront them.\",\r\n\t\t\"I'm still seeking the enlightenment I pursued in my seclusion, and it still eludes me.\",\r\n\t\t\"I entered seclusion because I loved someone I could not have.\",\r\n\t\t\"Should my discovery come to light, it could bring ruin to the world.\",\r\n\t\t\"My isolation gave me great insight into a great evil that only I can destroy.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"Now that I've returned to the world, I enjoy its delights a little too much.\",\r\n\t\t\"I harbor dark, bloodthirsty thoughts that my isolation and meditation failed to quell.\",\r\n\t\t\"I am dogmatic in my thoughts and philosophy.\",\r\n\t\t\"I let my need to win arguments overshadow friendships and harmony.\",\r\n\t\t\"I'd risk too much to uncover a lost bit of knowledge.\",\r\n\t\t\"I like keeping secrets and won't share them with anyone.\",\r\n\t],\r\n\textra: [\r\n\t\t\"Select a Life of Seclusion\",\r\n\t\t\"Searching for spiritual enlightenment\",\r\n\t\t\"Living in accordance with a religious order\",\r\n\t\t\"Exiled for a crime I didn't commit\",\r\n\t\t\"Retreated from society after a life-altering event\",\r\n\t\t\"Worked on my art, literature, music, or manifesto\",\r\n\t\t\"Commune with nature, far from civilization\",\r\n\t\t\"Caretaker of an ancient ruin or relic\",\r\n\t\t\"Pilgrim in search of a thing of spiritual significance\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"hermit\"] = {\r\n\tdescription: \"I spent my early years secluded in a hut or monastery located well beyond the outskirts of the nearest settlement. In those days, my only companions were the creatures of the forest and those who would occasionally visit to bring news of the outside world and supplies. The solitude allowed me to spend many hours pondering the mysteries of creation.\",\r\n\tsource: [[\"P24\", 182]],\r\n\tfeatsAdd: [\"Healer\"],\r\n};\r\nBackgroundList[\"merchant\"] = {\r\n\tregExpSearch: /^(?!.*guild)(?=.*merchant).*$/i,\r\n\tname: \"Merchant\",\r\n\tsource: [[\"P24\", 182]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Constitution, Intelligence, and Charisma\",\r\n\tskills: [\"Animal Handling\", \"Persuasion\"],\r\n\ttoolProfs: [[\"Navigator's Tools\", \"Wis\"]],\r\n\tgold: 22,\r\n\tequipleft: [\r\n\t\t[\"Navigator's tools\", \"\", 2],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Pouch\", \"\", 1],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t],\r\n\tfeature: \"Merchant\",\r\n\t// from PHB'14 (Guild Merchant variant for the Guild Artisan):\r\n\ttraitsOriginName: \"Guild Merchant\",\r\n\ttraitsSourceString: \"PHB'14 133\",\r\n\textra: [\r\n\t\t\"Select a Business\",\r\n\t\t\"Trader\",\r\n\t\t\"Caravan master\",\r\n\t\t\"Shopkeeper\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"merchant\"] = {\r\n\tdescription: \"I was apprenticed to a trader, caravan master, or shopkeeper, learning the fundamentals of commerce. I traveled broadly and earned a living by buying and selling raw materials artisans need to practice their craft, or their finished works. I transported goods from one place to another or bought them from traveling traders and sold them in my own shop.\",\r\n\tsource: [[\"P24\", 182]],\r\n\tfeatsAdd: [\"Lucky\"],\r\n};\r\nBackgroundList[\"noble\"] = {\r\n\tregExpSearch: /^(?!.*(waterdhavian|waterdeep|knight))(?=.*noble).*$/i,\r\n\tname: \"Noble\",\r\n\tsource: [[\"P24\", 183]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Strength, Intelligence, and Charisma\",\r\n\tskills: [\"History\", \"Persuasion\"],\r\n\ttoolProfs: [[\"Gaming Set\", 1]],\r\n\tgold: 25,\r\n\tequipleft: [\r\n\t\t[\"Gaming set (same as proficiency)\", \"\", \"\"],\r\n\t\t[\"Perfume\", \"\", \"\"],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Fine clothes\", \"\", 6],\r\n\t\t[\"Purse (with coins)\", \"\", 1],\r\n\t],\r\n\tfeature: \"Noble\",\r\n\t// from PHB'14:\r\n\ttraitsSourceString: \"PHB'14 135\",\r\n\ttrait: [\r\n\t\t\"My eloquent flattery makes everyone I talk to feel like the most wonderful and important person in the world.\",\r\n\t\t\"The common folk love me for my kindness and generosity.\",\r\n\t\t\"No one could doubt by looking at my regal bearing that I am a cut above the unwashed masses.\",\r\n\t\t\"I take great pains to always look my best and follow the latest fashions.\",\r\n\t\t\"I don't like to get my hands dirty, and I won't be caught dead in unsuitable accommodations.\",\r\n\t\t\"Despite my noble birth, I do not place myself above other folk. We all have the same blood.\",\r\n\t\t\"My favor, once lost, is lost forever.\",\r\n\t\t\"If you do me an injury, I will crush you, ruin your name, and salt your fields.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Respect**. Respect is due to me because of my position, but all people regardless of station deserve to be treated with dignity. (Good)\",\r\n\t\t\"**Responsibility**. It is my duty to respect the authority of those above me, just as those below me must respect mine. (Lawful)\",\r\n\t\t\"**Independence**. I must prove that I can handle myself without the coddling of my family. (Chaotic)\",\r\n\t\t\"**Power**. If I can attain more power, no one will tell me what to do. (Evil)\",\r\n\t\t\"**Family**. Blood runs thicker than water. (Any)\",\r\n\t\t\"**Noble Obligation**. It is my duty to protect and care for the people beneath me. (Good)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"I will face any challenge to win the approval of my family.\",\r\n\t\t\"My house's alliance with another noble family must be sustained at all costs.\",\r\n\t\t\"Nothing is more important than the other members of my family.\",\r\n\t\t\"I am in love with the heir of a family that my family despises.\",\r\n\t\t\"My loyalty to my sovereign is unwavering.\",\r\n\t\t\"The common folk must see me as a hero of the people.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"I secretly believe that everyone is beneath me.\",\r\n\t\t\"I hide a truly scandalous secret that could ruin my family forever.\",\r\n\t\t\"I too often hear veiled insults and threats in every word addressed to me, and I'm quick to anger.\",\r\n\t\t\"I have an insatiable desire for carnal pleasures.\",\r\n\t\t\"In fact, the world does revolve around me.\",\r\n\t\t\"By my words and actions, I often bring shame to my family.\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"noble\"] = {\r\n\tdescription: \"I was raised in a castle, surrounded by wealth, power, and privilege. My family of minor aristocrats ensured that I received a first-class education, some of which I appreciated and some of which I resented. My time in the castle, especially the many hours I spent observing my family at court, also taught me a great deal about leadership.\",\r\n\tsource: [[\"P24\", 183]],\r\n\tfeatsAdd: [\"Skilled\"],\r\n};\r\nBackgroundList[\"sailor\"] = {\r\n\tregExpSearch: /sailor/i,\r\n\tname: \"Sailor\",\r\n\tsource: [[\"P24\", 184]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Strength, Dexterity, and Wisdom\",\r\n\tskills: [\"Acrobatics\", \"Perception\"],\r\n\ttoolProfs: [[\"Navigator's Tools\", \"Wis\"]],\r\n\tgold: 20,\r\n\tequipleft: [\r\n\t  [\"Navigator's tools\", \"\", 2],\r\n\t  [\"Rope\", \"\", 5],\r\n\t],\r\n\tequipright: [\r\n\t  [\"Traveler's clothes\", \"\", 4],\r\n\t  [\"Belt pouch (with coins)\", \"\", 1],\r\n\t  [\"Dagger\", \"\", 1],\r\n\t],\r\n\tequip1stPage: {\r\n\t\tweapons: [\"Dagger\"],\r\n\t},\r\n\tfeature: \"Sailor\",\r\n\t// from PHB'14:\r\n\ttraitsSourceString: \"PHB'14 139\",\r\n\ttrait: [\r\n\t\t\"My friends know they can rely on me, no matter what.\",\r\n\t\t\"I work hard so that I can play hard when the work is done.\",\r\n\t\t\"I enjoy sailing into new ports and making new friends over a flagon of ale.\",\r\n\t\t\"I stretch the truth for the sake of a good story.\",\r\n\t\t\"To me, a tavern brawl is a nice way to get to know a new city.\",\r\n\t\t\"I never pass up a friendly wager.\",\r\n\t\t\"My language is as foul as an otyugh nest.\",\r\n\t\t\"I like a job well done, especially if I can convince someone else to do it.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Respect**. The thing that keeps a ship together is mutual respect between captain and crew. (Good)\",\r\n\t\t\"**Fairness**. We all do the work, so we all share in the rewards. (Lawful)\",\r\n\t\t\"**Freedom**. The sea is freedom\\u2015 the freedom to go anywhere and do anything. (Chaotic)\",\r\n\t\t\"**Mastery**. I'm a predator, and the other ships on the sea are my prey. (Evil)\",\r\n\t\t\"**People**. I'm committed to my crewmates, not to ideals. (Neutral)\",\r\n\t\t\"**Aspiration**. Someday I'll own my own ship and chart my own destiny. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"I'm loyal to my captain first, everything else second.\",\r\n\t\t\"The ship is most important\\u2015 crewmates and captains come and go.\",\r\n\t\t\"I'll always remember my first ship.\",\r\n\t\t\"In a harbor town, I have a paramour whose eyes nearly stole me from the sea.\",\r\n\t\t\"I was cheated out of my fair share of the profits, and I want to get my due.\",\r\n\t\t\"Ruthless pirates murdered my captain and crewmates, plundered our ship, and left me to die. Vengeance will be mine.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"I follow orders, even if I think they're wrong.\",\r\n\t\t\"I'll say anything to avoid having to do extra work.\",\r\n\t\t\"Once someone questions my courage, I never back down no matter how dangerous the situation.\",\r\n\t\t\"Once I start drinking, it's hard for me to stop.\",\r\n\t\t\"I can't help but pocket loose coins and other trinkets I come across.\",\r\n\t\t\"My pride will probably lead to my destruction.\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"sailor\"] = {\r\n\tdescription: \"I lived as a seafarer, wind at my back and decks swaying beneath my feet. I've perched on bar stools in more ports of call than I can remember, faced mighty storms, and swapped stories with folk who live beneath the waves.\",\r\n\tsource: [[\"P24\", 184]],\r\n\tfeatsAdd: [\"Tavern Brawler\"],\r\n};\r\nBackgroundList[\"scribe\"] = {\r\n\tregExpSearch: /scribe/i,\r\n\tname: \"Scribe\",\r\n\tsource: [[\"P24\", 184]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Dexterity, Intelligence, and Wisdom\",\r\n\tskills: [\"Investigation\", \"Perception\"],\r\n\ttoolProfs: [[\"Calligrapher's Supplies\", \"Dex\"]],\r\n\tgold: 23,\r\n\tequipleft: [\r\n\t\t[\"Calligrapher's supplies\", \"\", 5],\r\n\t\t[\"Lamp\", \"\", 1],\r\n\t\t[\"Oil, flasks of\", 3, 1],\r\n\t\t[\"Parchment, sheets of\", 12, \"\"],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Fine clothes\", \"\", 6],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t],\r\n\tfeature: \"Scribe\",\r\n};\r\nBackgroundFeatureList[\"scribe\"] = {\r\n\tdescription: \"I spent formative years in a scriptorium, monastery, or government agency, where I learned to write with a clear hand and produce finely written texts. Perhaps I scribed government documents, or copied tomes, or perhaps I've written poetry, prose, or scholarly research. I have an attention to detail, helping me avoid mistakes in that I copy or create.\",\r\n\tsource: [[\"P24\", 184]],\r\n\tfeatsAdd: [\"Skilled\"],\r\n};\r\nBackgroundList[\"wayfarer\"] = {\r\n\tregExpSearch: /wayfarer/i,\r\n\tname: \"Wayfarer\",\r\n\tsource: [[\"P24\", 185]],\r\n\tscorestxt: \"+2 to one and +1 to another -or- +1 to all three: Dexterity, Wisdom, and Charisma\",\r\n\tskills: [\"Insight\", \"Stealth\"],\r\n\ttoolProfs: [[\"Thieves' Tools\", \"Dex\"]],\r\n\tgold: 16,\r\n\tequipleft: [\r\n\t\t[\"Bedroll\", \"\", 7],\r\n\t\t[\"Gaming set (choose one)\", \"\", \"\"],\r\n\t\t[\"Thieves' tools\", \"\", 1],\r\n\t],\r\n\tequipright: [\r\n\t\t[\"Traveler's clothes\", \"\", 4],\r\n\t\t[\"Pouch\", \"\", 1],\r\n\t\t[\"Belt pouch (with coins)\", \"\", 1],\r\n\t\t[\"Dagger\", 2, 1],\r\n\t],\r\n\tequip1stPage: {\r\n\t\tweapons: [\"Dagger\", \"Dagger (off-hand)\"],\r\n\t},\r\n\tfeature: \"Wayfarer\",\r\n\t// from PHB'14 (Urchin):\r\n\ttraitsOriginName: \"Urchin\",\r\n\ttraitsSourceString: \"PHB'14 141\",\r\n\ttrait: [\r\n\t\t\"I keep scraps of food and trinkets hidden away in my pockets.\",\r\n\t\t\"I ask questions all the time.\",\r\n\t\t\"I like to squeeze into compact places where nobody can harm me.\",\r\n\t\t\"I sleep with my back to solid surface, with all that I own embraced tightly in my arms.\",\r\n\t\t\"I have bad manners and eat like a pig.\",\r\n\t\t\"I expect that anybody who's nice to me is hiding malicious intent.\",\r\n\t\t\"I eschew bathing.\",\r\n\t\t\"I say, without reserve, what other people are implying or masking.\",\r\n\t],\r\n\tideal: [\r\n\t\t\"**Respect**. Everybody, no matter their riches, deserves respect. (Good)\",\r\n\t\t\"**Community**. We have to take look out for each other, because nobody else will do it for us. (Lawful)\",\r\n\t\t\"**Change**. The low rise up, and the high and mighty come down. Change is natural. (Chaotic)\",\r\n\t\t\"**Retribution**. The rich need to be shown how it is to live and die in the poor quarters. (Evil)\",\r\n\t\t\"**People**. I help those who help me\\u2015 that is what lets us stay alive. (Neutral)\",\r\n\t\t\"**Aspiration**. I'm going to prove that I'm worthy of a better life. (Any)\",\r\n\t],\r\n\tbond: [\r\n\t\t\"My town or city is my home, and I'll battle those that threaten it.\",\r\n\t\t\"I'm the benefactor of an orphanage so others may be kept from enduring what I was forced to endure.\",\r\n\t\t\"I owe my life to another urchin who taught me the ways of living in the gutters.\",\r\n\t\t\"I owe a debt I can never repay to the person who showed me sympathy.\",\r\n\t\t\"I got away from my life of poverty by robbing an influential person, and I'm wanted for it.\",\r\n\t\t\"No one else should have to suffer the difficulties I've been through.\",\r\n\t],\r\n\tflaw: [\r\n\t\t\"I will run away from a fight if I'm outnumbered.\",\r\n\t\t\"A gold piece already has a lot of value to me, and I'll do just about anything for more of it.\",\r\n\t\t\"I will never completely trust another. I only trust myself.\",\r\n\t\t\"I would rather use an unfair advantage than fight honorably.\",\r\n\t\t\"It's not theft if I have more use for it than someone else.\",\r\n\t\t\"People who are incapable of taking care of themselves get what they deserve.\",\r\n\t],\r\n};\r\nBackgroundFeatureList[\"wayfarer\"] = {\r\n\tdescription: \"I grew up on the streets surrounded by similarly ill-fated castoffs, a few of them friends and a few of them rivals. I slept where I could and did odd jobs for food. At times, when the hunger became unbearable, I resorted to theft. Still, I never lost my pride and never abandoned hope. Fate is not yet finished with me.\",\r\n\tsource: [[\"P24\", 185]],\r\n\tfeatsAdd: [\"Lucky\"],\r\n};\r\n\r\n// Species\r\nRaceList[\"aasimar\"] = {\r\n\tregExpSearch: /^((?=.*aasimar)|((?=.*planetouched)(?=.*(celestial|angel)))).*$/i,\r\n\tname: \"Aasimar\",\r\n\tsource: [[\"P24\", 186]],\r\n\tplural: \"Aasimar\",\r\n\tsize: [3, 4],\r\n\tspeed: { walk: { spd: 30, enc: 20 } },\r\n\tvision: [[\"Darkvision\", 60]],\r\n\tdmgres: [\"Necrotic\", \"Radiant\"],\r\n\tspellcastingAbility: 6,\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Light Bearer\",\r\n\t\tspells: [\"light\"],\r\n\t\tselection: [\"light\"],\r\n\t}],\r\n\tfeatures: {\r\n\t\t\"healing hands\": {\r\n\t\t\tname: \"Healing Hands\",\r\n\t\t\tsource: [[\"P24\", 186]],\r\n\t\t\tminlevel: 1,\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"long rest\",\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t\tadditional: ProficiencyBonusList.map(function(n) { return n + \"d4 healing\"; }),\r\n\t\t},\r\n\t\t\"celestial revelation\": {\r\n\t\t\tname: \"Celestial Revelation\",\r\n\t\t\tsource: [[\"P24\", 186]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"long rest\",\r\n\t\t\tadditional: ProficiencyBonusList.map(function(n) { return \"+\" + n + \" damage\"; }),\r\n\t\t\taction: [[\"bonus action\", \"\"]],\r\n\t\t\ttoNotesPage: [{\r\n\t\t\t\tname: \"Celestial Revelation\",\r\n\t\t\t\tnote: [\r\n\t\t\t\t\t\"As a Bonus Action once per Long Rest, I can transform using one of the options below (choose the option each time). This lasts for 1 min or until I end it (no action).\",\r\n\t\t\t\t\t\"While transformed, once on each of my turns when I deal damage with an attack or spell, I can deal my Proficiency Bonus in extra damage to one target. This extra damage's type is Necrotic for Necrotic Shroud, or Radiant for Heavenly Wings and Inner Radiance.\",\r\n\t\t\t\t\t\" **\\u2022 Heavenly Wings**. Two spectral wings sprout from my back temporarily. Until the transformation ends, I have a Fly Speed equal to my Speed.\",\r\n\t\t\t\t\t\"While transformed like this, the extra damage on attacks/spells mentioned above is Radiant.\",\r\n\t\t\t\t\t\" **\\u2022 Inner Radiance**. Searing light temporarily radiates from my eyes and mouth. For the duration, I shed Bright Light in a 10-ft radius and Dim Light for an additional 10 ft, and at the end of each of my turns, each creature within 10 ft of me takes Radiant damage equal to my Proficiency Bonus\",\r\n\t\t\t\t\t\"While transformed like this, the extra damage on attacks/spells mentioned above is Radiant.\",\r\n\t\t\t\t\t\" **\\u2022 Necrotic Shroud**. My eyes briefly become pools of darkness, and flightless wings sprout from my back temporarily. Creatures other than my allies within 10 ft of me must succeed on a Charisma saving throw (DC 8 + Cha mod + Prof Bonus) or have the Frightened condition until the end of my next turn.\",\r\n\t\t\t\t\t\"While transformed like this, the extra damage on attacks/spells mentioned above is Necrotic.\",\r\n\t\t\t\t],\r\n\t\t\t\tadditional: \"1\\xD7 per long rest\",\r\n\t\t\t}],\r\n\t\t},\r\n\t},\r\n\ttrait: [\r\n\t\t\"**Aasimar**\",\r\n\t\t\"##\\u25C6 Healing Hands##. As a Magic action once per Long Rest, I can touch a creature and restore HP to it for a number of d4s equal to my Proficiency Bonus.\",\r\n\t\t\"##\\u25C6 Light Bearer##. I know the *Light* cantrip. Charisma is my spellcasting ability for it.\",\r\n\t\t\"##\\u25C6 Celestial Revelation## (level 3). As a Bonus Action once per Long Rest, I can transform for 1 min or until I end it (no action). Once on each of my turns while transformed, I can deal my Prof Bonus in extra damage. I choose how I transform each time. See Notes page.\",\r\n\t].join(\"\\n\"),\r\n\t// from VGM:\r\n\tage : \" reach adulthood in their late teens and live around 160 years\",\r\n\theight: \" are about 2-4 ft (small) or 4-7 ft (medium) tall (4'8\\\" + 2d10\\\")\",\r\n\tweight : \" weigh around 165 lb (110 + 2d10 \\xD7 2d4 lb)\",\r\n\theightMetric: \" are about 60-120 cm (small) or 120-210 cm (medium) tall (145 + 5d10 cm)\",\r\n\tweightMetric : \" weigh around 75 kg (50 + 5d10 \\xD7 4d4 / 10 kg)\",\r\n};\r\n\r\n// Origin feats\r\nFeatsList[\"crafter\"] = {\r\n\tname: \"Crafter\",\r\n\tsource: [[\"P24\", 200]],\r\n\ttype: \"origin\",\r\n\tdescription: \"I received a 20% discount on nonmagical items. I'm proficient with three Artisan's Tools of choice from the Fast Crafting table. Fast Crafting. I can craft one item from that table during a Long Rest, which lasts until I finish another Long Rest. I need to have the associated tools and proficiency to do this. [See Notes page]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Tool Proficiency***. You gain proficiency with three different Artisan's Tools of your choice from the Fast Crafting table.\",\r\n\t\t\"***Discount***. Whenever you buy a nonmagical item, you receive a 20 percent discount on it.\",\r\n\t\t\"***Fast Crafting***. When you finish a Long Rest, you can craft one piece of gear from the Fast Crafting table, provided you have the Artisan's Tools associated with that item and have proficiency with those tools. The item lasts until you finish another Long Rest, at which point the item falls apart.\",\r\n\t\t[\r\n\t\t\t[\"Artisan's Tools\", \"Crafted Gear\"],\r\n\t\t\t[\"Carpenter's Tools\", \"Ladder, Torch\"],\r\n\t\t\t[\"Leatherworker's Tools\", \"Crossbow Bolt Case, Map or Scroll Case, Pouch\"],\r\n\t\t\t[\"Mason's Tools\", \"Block and Tackle\"],\r\n\t\t\t[\"Potter's Tools\", \"Jug, Lamp\"],\r\n\t\t\t[\"Smith's Tools\", \"Ball Bearings, Bucket, Caltrops, Grappling Hook, Iron Pot\"],\r\n\t\t\t[\"Tinker's Tools\", \"Bell, Shovel, Tinderbox\"],\r\n\t\t\t[\"Weaver's Tools\", \"Basket, Rope, Net, Tent\"],\r\n\t\t\t[\"Woodcarver's Tools\", \"Club, Greatclub, Quarterstaff\"],\r\n\t\t],\r\n\t],\r\n\ttoolProfs: [[\"Artisan's tools\", 3]],\r\n\ttoNotesPage: [\r\n\t\t{\r\n\t\t\tname: \"Fast Crafting\",\r\n\t\t\tnote: [\r\n\t\t\t\t\"When I finish a Long Rest, I can craft one piece of gear from the table below, provided I have the Artisan's Tools associated with that item and have proficiency with those tools. The item lasts until I finish another Long Rest, at which point the item falls apart.\",\r\n\t\t\t\t[\r\n\t\t\t\t\t[\"Artisan's Tools\", \"Crafted Gear\"],\r\n\t\t\t\t\t[\"Carpenter's Tools\", \"Ladder, Torch\"],\r\n\t\t\t\t\t[\"Leatherworker's Tools\", \"Crossbow Bolt Case, Map or Scroll Case, Pouch\"],\r\n\t\t\t\t\t[\"Mason's Tools\", \"Block and Tackle\"],\r\n\t\t\t\t\t[\"Potter's Tools\", \"Jug, Lamp\"],\r\n\t\t\t\t\t[\"Smith's Tools\", \"Ball Bearings, Bucket, Caltrops, Grappling Hook, Iron Pot\"],\r\n\t\t\t\t\t[\"Tinker's Tools\", \"Bell, Shovel, Tinderbox\"],\r\n\t\t\t\t\t[\"Weaver's Tools\", \"Basket, Rope, Net, Tent\"],\r\n\t\t\t\t\t[\"Woodcarver's Tools\", \"Club, Greatclub, Quarterstaff\"],\r\n\t\t\t\t],\r\n\t\t\t],\r\n\t\t},\r\n\t],\r\n};\r\nFeatsList[\"healer\"] = {\r\n\tname: \"Healer\",\r\n\tsource: [[\"P24\", 201]],\r\n\ttype: \"origin\",\r\n\tdescription: \"##Battle Medic##. As a Utilize action, I can expend 1 use of a Healer's Kit to allow a creature within 5 ft of me to expend 1 Hit Die and regain HP equal to the HD's roll plus my Proficiency Bonus. ##Healing Rerolls##. Whenever I roll a 1 on the die to heal using a spell or this feat, I can reroll the die but must use the new roll.\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Battle Medic***. If you have a Healer's Kit, you can expend one use of it and tend to a creature within 5 feet of yourself as a Utilize action. That creature can expend one of its Hit Point Dice, and you then roll that die. The creature regains a number of Hit Points equal to the roll plus your Proficiency Bonus.\",\r\n\t\t\"***Healing Rerolls***. Whenever you roll a die to determine the number of Hit Points you restore with a spell or with this feat's Battle Medic benefit, you can reroll the die if it rolls a 1, and you must use the new roll.\",\r\n\t],\r\n\taction: [[\"action\", \"Battle Medic\"]],\r\n};\r\nFeatsList[\"lucky\"] = {\r\n\tname: \"Lucky\",\r\n\tsource: [[\"P24\", 201]],\r\n\ttype: \"origin\",\r\n\tdescription: [\r\n\t\t\"I gain a number of ##Luck Points## equal to my Proficiency Bonus that I regain \"+ (typePF ? \"after\" : \"when\") + \" I finish a Long Rest. I can expend 1 of them to:\",\r\n\t\t\" \\u2022 Give myself Advantage on a D20 Test.\",\r\n\t\t\" \\u2022 Impose Disadvantage on an attack roll against me.\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Luck Points***. You have a number of Luck Points equal to your Proficiency Bonus and can spend the points on the benefits below. You regain your expended Luck Points when you finish a Long Rest.\",\r\n\t\t\"***Advantage***. When you roll a d20 for a D20 Test, you can spend 1 Luck Point to give yourself Advantage on the roll.\",\r\n\t\t\"***Disadvantage***. When a creature rolls a d20 for an attack roll against you, you can spend 1 Luck Point to impose Disadvantage on that roll.\",\r\n\t],\r\n\tlimfeaname: \"Luck Points\",\r\n\tusages: \"Proficiency bonus per \",\r\n\tusagescalc: \"event.value = Number(How('Proficiency Bonus'));\",\r\n\trecovery: \"long rest\",\r\n};\r\nFeatsList[\"musician\"] = {\r\n\tname: \"Musician\",\r\n\tsource: [[\"P24\", 201]],\r\n\ttype: \"origin\",\r\n\tdescription: [\r\n\t\t\"At the end of a Short or Long Rest, I can play an instrument I'm proficient with to give Heroic Inspiration to a number of allies up to my Proficiency Bonus, if they hear the song.\",\r\n\t\t\"I gain proficiency with three Musical Instruments of my choice.\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Instrument Training***. You gain proficiency with three Musical Instruments of your choice.\",\r\n\t\t\"***Encouraging Song***. As you finish a Short or Long Rest, you can play a song on a Musical Instrument with which you have proficiency and give Heroic Inspiration to allies who hear the song. The number of allies you can affect in this way equals your Proficiency Bonus.\",\r\n\t],\r\n\ttoolProfs: [[\"Musical Instrument\", 3]],\r\n};\r\nFeatsList[\"tavern brawler\"] = {\r\n\tname: \"Tavern Brawler\",\r\n\tsource: [[\"P24\", 202]],\r\n\ttype: \"origin\",\r\n\tdescription: \"Once per turn when I hit a creature with an Unarmed Strike as part of the Attack action on my turn, I can deal damage to the target and also push it 5 ft away from me. My Unarmed Strike deals 1d4 damage and I can reroll a 1 on its damage die, but must use the new roll. I'm proficient with improvised weapons. \",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Enhanced Unarmed Strike***. When you hit with your Unarmed Strike and deal damage, you can deal Bludgeoning damage equal to 1d4 plus your Strength modifier instead of the normal damage of an Unarmed Strike.\",\r\n\t\t\"***Damage Rerolls***. Whenever you roll a damage die for your Unarmed Strike, you can reroll the die if it rolls a 1, and you must use the new roll.\",\r\n\t\t\"***Improvised Weaponry***. You have proficiency with improvised weapons.\",\r\n\t\t\"***Push***. When you hit a creature with an Unarmed Strike as part of the Attack action on your turn, you can deal damage to the target and also push it 5 feet away from you. You can use this benefit only once per turn.\",\r\n\t],\r\n\tweaponProfs: [false, false, [\"Improvised weapons\"]],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (v.baseWeaponName == \"improvised weapon\" || /improvised/i.test(v.WeaponName + v.baseWeaponName) || /improvised weapon/i.test(v.theWea.type)) {\r\n\t\t\t\t\tfields.Proficiency = true;\r\n\t\t\t\t};\r\n\t\t\t\tif (v.baseWeaponName == \"unarmed strike\") {\r\n\t\t\t\t\tfields.Description += (fields.Description ? \"; \" : \"\") + \"1/turn also push 5 ft; reroll 1 on damage\";\r\n\t\t\t\t\tif (fields.Damage_Die == 1) fields.Damage_Die = \"1d4\";\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"My Unarmed Strike deals 1d4 damage instead of 1.\\n \\u2022 Whenever I roll a 1 on the damage die of an Unarmed Strike, I can reroll it but must use the new roll.\\n \\u2022 Once per turn as part of the Attack action on my turn, I can deal damage and push the target 5 ft away from me.\",\r\n\t\t],\r\n\t},\r\n};\r\nFeatsList[\"tough\"] = {\r\n\tname: \"Tough\",\r\n\tsource: [[\"P24\", 202]],\r\n\ttype: \"origin\",\r\n\tdescription: \"My Hit Point maximum increases by an amount equal to twice my character level when I gain this feat. Whenever I gain a character level thereafter, my Hit Point maximum increases by an additional 2 Hit Points.\",\r\n\tdescriptionFull: [\r\n\t\t\"Your Hit Point maximum increases by an amount equal to twice your character level when you gain this feat. Whenever you gain a character level thereafter, your Hit Point maximum increases by an additional 2 Hit Points.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\thp: function (totalHD) {\r\n\t\t\treturn [totalHD * 2, '\\n + ' + totalHD + ' \\xD7 2 from the Tough feat (' + (totalHD * 2) + ')', true];\r\n\t\t},\r\n\t},\r\n};\r\n// General feats\r\nFeatsList[\"actor\"] = {\r\n\tname: \"Actor\",\r\n\tsource: [[\"P24\", 202]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Charisma 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && What(\"Cha\") >= 13;\r\n\t},\r\n\tdescription: \"While disguised as a specific person, I have Advantage on Charisma (Deception or Performance) checks to convince others that I am that person. I am able to mimic the sounds and speech of others. Wisdom (Insight) check (DC 8 + Cha mod + Prof Bonus) to determine the effect is faked. [+1 Charisma]\",\r\n\tcalculate: 'var dc = 8 + Number(How(\"Proficiency Bonus\")) + Number(What(\"Cha Mod\")); event.value = \"While disguised as a specific person, I have Advantage on Charisma (Deception or Performance) checks to convince others that I am that person. I am able to mimic the sounds and speech of others. DC \" + dc + \" (8 + Cha mod + Prof Bonus) Wisdom (Insight) check to determine the effect is faked. [+1 Charisma]\"',\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Impersonation***. While you're disguised as a real or fictional person, you have Advantage on Charisma (Deception or Performance) checks to convince others that you are that person.\",\r\n\t\t\"***Mimicry***. You can mimic the sounds of other creatures, including speech. A creature that hears the mimicry must succeed on a Wisdom (Insight) check to determine the effect is faked (8 plus your Charisma modifier and Proficiency Bonus).\",\r\n\t],\r\n\tscores: [0, 0, 0, 0, 0, 1],\r\n};\r\nFeatsList[\"athlete\"] = {\r\n\tname: \"Athlete\",\r\n\tsource: [[\"P24\", 202]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Strength or Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Str\") >= 13 || What(\"Dex\") >= 13);\r\n\t},\r\n\tdescription: [\r\n\t\t\"I gain a Climb Speed equal to my Speed.\",\r\n\t\t\"I can make a running Long or High Jump after moving only 5 ft.\",\r\n\t\t\"I can right myself from the Prone condition with only 5 ft of movement. [+1 Str or Dex]\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Climb Speed***. You gain a Climb Speed equal to your Speed.\",\r\n\t\t\"***Hop Up***. When you have the Prone condition, you can right yourself with only 5 feet of movement.\",\r\n\t\t\"***Jumping***. You can make a running Long or High Jump after moving only 5 feet.\",\r\n\t],\r\n\tspeed: { climb: { spd: \"walk\", enc: \"walk\" } },\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain a Climb Speed equal to my Speed.\",\r\n\t\t\t\"I can make a running Long or High Jump after moving only 5 ft.\",\r\n\t\t\t\"I can right myself from the Prone condition with only 5 ft of movement. [+1 Strength]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain a Climb Speed equal to my Speed.\",\r\n\t\t\t\"I can make a running Long or High Jump after moving only 5 ft.\",\r\n\t\t\t\"I can right myself from the Prone condition with only 5 ft of movement. [+1 Dexterity]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"charger\"] = {\r\n\tname: \"Charger\",\r\n\tsource: [[\"P24\", 202]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Strength or Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Str\") >= 13 || What(\"Dex\") >= 13);\r\n\t},\r\n\tdescription: \"When I take the Dash action, my Speed increases by 10 ft for that action. If I move at least 10 ft in a straight line towards an enemy and hit it with a melee attack as part of the Attack action, once per turn I may either deal +1d8 damage or push the target 10 ft away from me if it's no more than 1 size larger. [+1 Str or Dex]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Improved Dash***. When you take the Dash action, your Speed increases by 10 feet for that action.\",\r\n\t\t\"***Charge Attack***. If you move at least 10 feet in a straight line toward a target immediately before hitting it with a melee attack roll as part of the Attack action, choose one of the following effects: gain a 1d8 bonus to the attack's damage roll, or push the target up to 10 feet away if it is no more than one size larger than you. You can use this benefit only once on each of your turns.\",\r\n\t],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"When I take the Dash action, my Speed increases by 10 ft for that action. If I move at least 10 ft in a straight line towards an enemy and hit it with a melee attack as part of the Attack action, once per turn I may either deal +1d8 damage or push the target 10 ft away from me if it's no more than 1 size larger. [+1 Str\" + (typePF ? \"]\" : \"ength]\"),\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"When I take the Dash action, my Speed increases by 10 ft for that action. If I move at least 10 ft in a straight line towards an enemy and hit it with a melee attack as part of the Attack action, once per turn I may either deal +1d8 damage or push the target 10 ft away from me if it's no more than 1 size larger. [+1 Dex\" + (typePF ? \"]\" : \"terity]\"),\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"chef\"] = {\r\n\tname: \"Chef\",\r\n\tsource: [[\"P24\", 202]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"I'm proficient with Cook's Utensils. In a Short Rest I can cook for 4+Prof Bonus creatures. If they eat and spend 1+ HD in that rest, they heal +1d8 HP. In 1 hour or after a Long Rest, I can cook Prof Bonus of special treats that last for 8 hours. As a Bonus Action, one can eat a treat to gain my Prof Bonus of Temp HP.\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Constitution or Wisdom score by 1, to a maximum of 20.\",\r\n\t\t\"***Cook's Utensils***. You gain proficiency with Cook's Utensils if you don't already have it.\",\r\n\t\t\"***Replenishing Meal***. As part of a Short Rest, you can cook special food if you have ingredients and Cook's Utensils on hand. You can prepare enough of this food for a number of creatures equal to 4 plus your Proficiency Bonus. At the end of the Short Rest, any creature who eats the food and spends one or more Hit Dice to regain Hit Points regains an extra 1d8 Hit Points.\",\r\n\t\t\"***Bolstering Treats***. With 1 hour of work or when you finish a Long Rest, you can cook a number of treats equal to your Proficiency Bonus if you have ingredients and Cook's Utensils on hand. These special treats last 8 hours after being made. A creature can use a Bonus Action to eat one of those treats to gain a number of Temporary Hit Points equal to your Proficiency Bonus.\",\r\n\t],\r\n\ttoolProfs: [\"Cook's Utensils\"],\r\n\ttoNotesPage: [{\r\n\t\tname: \"Replenishing Meal\",\r\n\t\tnote: [\"As part of a Short Rest, I can cook special food if I have ingredients and Cook's Utensils on hand. I can prepare enough of this food for a number of creatures equal to 4 plus my Proficiency Bonus. At the end of the Short Rest, any creature who eats the food and spends one or more Hit Dice to regain Hit Points regains an extra 1d8 Hit Points.\"],\r\n\t}, {\r\n\t\tname: \"Bolstering Treats\",\r\n\t\tnote: [\r\n\t\t\t\"With 1 hour of work or when I finish a Long Rest, I can cook a number of treats equal to my Proficiency Bonus if I have ingredients and Cook's Utensils on hand. These special treats last 8 hours after being made.\",\r\n\t\t\t\"As a Bonus Action, a creature can eat one of those treats to gain a number of Temporary Hit Points equal to my Proficiency Bonus.\",\r\n\t\t],\r\n\t\tamendTo: \"Replenishing Meal\",\r\n\t}],\r\n\tchoices: [\"Constitution\", \"Wisdom\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"constitution\": {\r\n\t\tdescription: \"I'm proficient with Cook's Utensils. In a Short Rest I can cook for 4+Prof Bonus creatures. If they eat and spend 1+ HD in that rest, they heal +1d8 HP. In 1 hour or after a Long Rest, I can cook Prof Bonus of special treats that last for 8 hours. As a Bonus Action, one can eat a treat to gain my Prof Bonus of Temp HP.\" + (typePF ? \"\" : \" [+1 Constitution]\"),\r\n\t\tscores: [0, 0, 1, 0, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: \"I'm proficient with Cook's Utensils. In a Short Rest I can cook for 4+Prof Bonus creatures. If they eat and spend 1+ HD in that rest, they heal +1d8 HP. In 1 hour or after a Long Rest, I can cook Prof Bonus of special treats that last for 8 hours. As a Bonus Action, one can eat a treat to gain my Prof Bonus of Temp HP.\" + (typePF ? \"\" : \" [+1 Wisdom]\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n};\r\nFeatsList[\"crossbow expert\"] = {\r\n\tname: \"Crossbow Expert\",\r\n\tsource: [[\"P24\", 203]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && What(\"Dex\") >= 13;\r\n\t},\r\n\tdescription: \"I ignore the Loading property of Hand, Light, and Heavy Crossbows. Being within 5 ft of an enemy doesn't impose Disadvantage on my crossbow attacks. I can add my ability modifier to the damage of off-hand attacks I make with crossbows that have the light property. [+1 Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Ignore Loading***. You ignore the Loading property of the Hand Crossbow, Heavy Crossbow, and Light Crossbow (all called crossbows elsewhere in this feat). If you're holding one of them, you can load a piece of ammunition into it even if you lack a free hand.\",\r\n\t\t\"***Firing in Melee***. Being within 5 feet of an enemy doesn't impose Disadvantage on your attack rolls with crossbows.\",\r\n\t\t\"***Dual Wielding***. When you make the extra attack of the Light property, you can add your ability modifier to the damage of the extra attack if that attack is with a crossbow that has the Light property and you aren't already adding that modifier to the damage.\",\r\n\t],\r\n\tscores: [0, 1, 0, 0, 0, 0],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (/(hand|heavy|light) crossbow/i.test(v.baseWeaponName)) {\r\n\t\t\t\t\tfields.Description = fields.Description.replace(/([,;]? ?loading|loading[,;]? ?)/i, '');\r\n\t\t\t\t\tif (v.isOffHand && /\\blight\\b/i.test(fields.Description))  {\r\n\t\t\t\t\t\toutput.modToDmg = true;\r\n\t\t\t\t\t};\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"I ignore the Loading property of the Hand Crossbow, Heavy Crossbow, and Light Crossbow.\",\r\n\t\t],\r\n\t},\r\n};\r\nFeatsList[\"crusher\"] = {\r\n\tname: \"Crusher\",\r\n\tsource: [[\"P24\", 203]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"Once per turn when my attack deals Bludgeoning damage to a creature up to one size larger than me, I can move it 5 ft to an empty space. When I score a Critical Hit that deals Bludgeoning damage to a creature, attack rolls against that creature have Advantage until the start of my next turn. [+1 Str or Con]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Constitution score by 1, to a maximum of 20.\",\r\n\t\t\"***Push***. Once per turn, when you hit a creature with an attack that deals Bludgeoning damage, you can move it 5 feet to an unoccupied space if the target is no more than one size larger than you.\",\r\n\t\t\"***Enhanced Critical***. When you score a Critical Hit that deals Bludgeoning damage to a creature, attack rolls against that creature have Advantage until the start of your next turn.\",\r\n\t],\r\n\tchoices: [\"Strength\", \"Constitution\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"Once per turn when my attack deals Bludgeoning damage to a creature up to one size larger than me, I can move it 5 ft to an empty space. When I score a Critical Hit that deals Bludgeoning damage to a creature, attack rolls against that creature have Advantage until the start of my next turn. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"constitution\": {\r\n\t\tdescription: \"Once per turn when my attack deals Bludgeoning damage to a creature up to one size larger than me, I can move it 5 ft to an empty space. When I score a Critical Hit that deals Bludgeoning damage to a creature, attack rolls against that creature have Advantage until the start of my next turn. [+1 Constitution]\",\r\n\t\tscores: [0, 0, 1, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"defensive duelist\"] = {\r\n\tname: \"Defensive Duelist\",\r\n\tsource: [[\"P24\", 203]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && What(\"Dex\") >= 13;\r\n\t},\r\n\tdescription: \"##Parry##. As a reaction when I'm holding a Finesse weapon and another creature hits me with a melee attack, I can add my Proficiency Bonus to my Armor Class, potentially causing the attack to miss me. I gain this bonus to my AC against melee attacks until the start of my next turn. [+1 Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Parry***. If you're holding a Finesse weapon and another creature hits you with a melee attack, you can take a Reaction to add your Proficiency Bonus to your Armor Class, potentially causing the attack to miss you. You gain this bonus to your AC against melee attacks until the start of your next turn.\",\r\n\t],\r\n\tscores: [0, 1, 0, 0, 0, 0],\r\n\taction: [[\"reaction\", \"Parry\"]],\r\n};\r\nFeatsList[\"dual wielder\"] = {\r\n\tname: \"Dual Wielder\",\r\n\tsource: [[\"P24\", 203]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Strength or Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Str\") >= 13 || What(\"Dex\") >= 13);\r\n\t},\r\n\tdescription: \"I can draw and stow 2 non-Two-Handed weapons at a time. If I take the Attack action on my turn to attack with a Light weapon, I can make an off-hand attack with another non-Two-Handed weapon as a Bonus Action. I don't add my ability modifier to this attack's damage unless it is negative. [+1 Str or Dex]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Enhanced Dual Wielding***. When you take the Attack action on your turn and attack with a weapon that has the Light property, you can make one extra attack as a Bonus Action later on the same turn with a different weapon, which must be a Melee weapon that lacks the Two-Handed property. You don't add your ability modifier to the extra attack's damage unless that modifier is negative.\",\r\n\t\t\"***Quick Draw***. You can draw or stow two weapons that lack the Two-Handed property when you would normally be able to draw or stow only one.\",\r\n\t],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"I can draw and stow 2 non-Two-Handed weapons at a time. If I take the Attack action on my turn to attack with a Light weapon, I can make an off-hand attack with another non-Two-Handed weapon as a Bonus Action. I don't add my ability modifier to this attack's damage unless it is negative. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"I can draw and stow 2 non-Two-Handed weapons at a time. If I take the Attack action on my turn to attack with a Light weapon, I can make an off-hand attack with another non-Two-Handed weapon as a Bonus Action. I don't add my ability modifier to this attack's damage unless it is negative. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"durable\"] = {\r\n\tname: \"Durable\",\r\n\tsource: [[\"P24\", 203]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: [\r\n\t\t\"##Defy Death##. I have Advantage on Death Saving Throws.\",\r\n\t\t\"##Speedy Recovery##. As a Bonus Action, I can expend and roll one of my Hit Dice to regain a number of Hit Points equal to the roll. [+1 Constitution]\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Constitution score by 1, to a maximum of 20.\",\r\n\t\t\"***Defy Death***. You have Advantage on Death Saving Throws.\",\r\n\t\t\"***Speedy Recovery***. As a Bonus Action, you can expend one of your Hit Point Dice, roll the die, and regain a number of Hit Points equal to the roll.\",\r\n\t],\r\n\tscores: [0, 0, 1, 0, 0, 0],\r\n\tsavetxt: {\r\n\t\ttext: [\"Adv on Death Saves\"],\r\n\t},\r\n\taction: [[\"bonus action\", \"Speedy Recovery (1 HD)\"]],\r\n};\r\nFeatsList[\"elemental adept\"] = {\r\n\tname: \"Elemental Adept\",\r\n\tsource: [[\"P24\", 203]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Spellcasting or Pact Magic Feature\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.isSpellcastingClass;\r\n\t},\r\n\tdescription: \"Choose one of the damage types: Acid, Cold, Fire, Lightning, or Thunder. Spells I cast ignore resistance to damage from this damage type. For any spell I cast that deals this damage type, I can treat any 1 on a damage die as a 2. [+1 Int, Wis, or Cha]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Energy Mastery***. Choose one of the following damage types: Acid, Cold, Fire, Lightning, or Thunder. Spells you cast ignore Resistance to damage of the chosen type. In addition, when you roll damage for a spell you cast that deals damage of that type, you can treat any 1 on a damage die as a 2.\",\r\n\t\t\"***Repeatable***. You can take this feat more than once, but you must choose a different damage type each time for Energy Mastery.\",\r\n\t],\r\n\tscorestxt: \"+1 Intelligence, Wisdom, or Charisma\",\r\n\tallowDuplicates: true,\r\n\tchoices: [\"Acid Energy Mastery\", \"Cold Energy Mastery\", \"Fire Energy Mastery\", \"Lightning Energy Mastery\", \"Thunder Energy Mastery\"],\r\n\t\"acid energy mastery\": {\r\n\t\tname: \"Elemental Adept [Acid]\",\r\n\t\tdescription: [\r\n\t\t\t\"Spells cast by me ignore Resistance to Acid damage.\",\r\n\t\t\t\"When I roll damage for a spell casted by me that deals Acid damage, I can treat any 1 on a damage die as a 2.\",\r\n\t\t\t\"[+1 Intelligence, Wisdom, or Charisma]\",\r\n\t\t].join(\"\\n\"),\r\n\t},\r\n\t\"cold energy mastery\": {\r\n\t\tname: \"Elemental Adept [Cold]\",\r\n\t\tdescription: [\r\n\t\t\t\"Spells cast by me ignore Resistance to Cold damage.\",\r\n\t\t\t\"When I roll damage for a spell casted by me that deals Cold damage, I can treat any 1 on a damage die as a 2.\",\r\n\t\t\t\"[+1 Intelligence, Wisdom, or Charisma]\",\r\n\t\t].join(\"\\n\"),\r\n\t},\r\n\t\"fire energy mastery\": {\r\n\t\tname: \"Elemental Adept [Fire]\",\r\n\t\tdescription: [\r\n\t\t\t\"Spells cast by me ignore Resistance to Fire damage.\",\r\n\t\t\t\"When I roll damage for a spell casted by me that deals Fire damage, I can treat any 1 on a damage die as a 2.\",\r\n\t\t\t\"[+1 Intelligence, Wisdom, or Charisma]\",\r\n\t\t].join(\"\\n\"),\r\n\t},\r\n\t\"lightning energy mastery\": {\r\n\t\tname: \"Elemental Adept [Lightning]\",\r\n\t\tdescription: [\r\n\t\t\t\"Spells cast by me ignore Resistance to Lightning damage.\",\r\n\t\t\t\"When I roll damage for a spell casted by me that deals Lightning damage, I can treat any 1 on a damage die as a 2.\",\r\n\t\t\t\"[+1 Intelligence, Wisdom, or Charisma]\",\r\n\t\t].join(\"\\n\"),\r\n\t},\r\n\t\"thunder energy mastery\": {\r\n\t\tname: \"Elemental Adept [Thunder]\",\r\n\t\tdescription: [\r\n\t\t\t\"Spells cast by me ignore Resistance to Thunder damage.\",\r\n\t\t\t\"When I roll damage for a spell casted by me that deals Thunder damage, I can treat any 1 on a damage die as a 2.\",\r\n\t\t\t\"[+1 Intelligence, Wisdom, or Charisma]\",\r\n\t\t].join(\"\\n\"),\r\n\t},\r\n};\r\nFeatsList[\"fey-touched\"] = {\r\n\tname: \"Fey-Touched\",\r\n\tsource: [[\"P24\", 204]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"I learn *Misty Step* and one 1st-level Divination or Enchantment spell. I always have these spells prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and by expending a spell slot as normal. The spells' spellcasting ability is the ability increased by this feat. [+1 Int, Wis, or Cha]\",\r\n\tdescriptionFull: [\r\n\t\t\"Your exposure to the Feywild's magic grants you the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Fey Magic***. Choose one level 1 spell from the Divination or Enchantment school of magic. You always have that spell and the *Misty Step* spell prepared. You can cast each of these spells without expending a spell slot. Once you cast either spell in this way, you can't cast that spell in this way again until you finish a Long Rest. You can also cast these spells using spell slots you have of the appropriate level. The spells' spellcasting ability is the ability increased by this feat.\",\r\n\t],\r\n\tspellFirstColTitle: \"PR\",\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Misty Step\",\r\n\t\tspells: [\"misty step\"],\r\n\t\tselection: [\"misty step\"],\r\n\t\tfirstCol: \"oncelr+markedbox\",\r\n\t}, {\r\n\t\tname: \"1st-level Ench/Div spell\",\r\n\t\tschool: [\"Ench\", \"Div\"],\r\n\t\tlevel: [1, 1],\r\n\t\tfirstCol: \"oncelr+markedbox\",\r\n\t}],\r\n\tchoices: [\"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence\": {\r\n\t\tdescription: \"I learn Misty Step and one 1st-level Divination or Enchantment spell. I always have these spell prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and can cast them by expending a spell slot as normal. Intelligence is my spellcasting ability for these spells. [+1 Int\" + (typePF ? \"]\" : \"elligence]\"),\r\n\t\tspellcastingAbility: 4,\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: \"I learn Misty Step and one 1st-level Divination or Enchantment spell. I always have these spell prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and can cast them by expending a spell slot as normal. Wisdom is my spellcasting ability for these spells. [+1 Wisdom]\",\r\n\t\tspellcastingAbility: 5,\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: \"I learn Misty Step and one 1st-level Divination or Enchantment spell. I always have these spell prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and can cast them by expending a spell slot as normal. Charisma is my spellcasting ability for these spells. [+1 Charisma]\",\r\n\t\tspellcastingAbility: 6,\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"great weapon master\"] = {\r\n\tname: \"Great Weapon Master\",\r\n\tsource: [[\"P24\", 204]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Strength 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && What(\"Str\") >= 13;\r\n\t},\r\n\tdescription: [\r\n\t\t\"##Heavy Weapon Mastery##. During the Attack action on my turn, I can add my Proficiency Bonus to the damage of \" + (typePF ? \"Heavy weapons. \" : \"weapons with the Heavy property.\"),\r\n\t\t\"##Hew##. Immediately after I reduce a creature to 0 HP with a melee weapon or score a Critical Hit with one, I can make another attack with that weapon as a Bonus Action. [+1 Str]\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength score by 1, to a maximum of 20.\",\r\n\t\t\"***Heavy Weapon Mastery***. When you hit a creature with a weapon that has the Heavy property as part of the Attack action on your turn, you can cause the weapon to deal extra damage to the target. The extra damage equals your Proficiency Bonus.\",\r\n\t\t\"***Hew***. Immediately after you score a Critical Hit with a Melee weapon or reduce a creature to 0 Hit Points with one, you can make one attack with the same weapon as a Bonus Action.\",\r\n\t],\r\n\tscores: [1, 0, 0, 0, 0, 0],\r\n\taction: [[\"bonus action\", \"Hew (Great Weapon Master)\"]],\r\n\tcalcChanges: {\r\n\t\tatkCalc: [\r\n\t\t\tfunction (fields, v, output) {\r\n\t\t\t\tif (v.isWeapon && /heavy/i.test(fields.Description) && /\\bgwm\\b|power.{0,3}attack|great.{0,3}weapon.{0,3}master/i.test(v.WeaponTextName)) {\r\n\t\t\t\t\toutput.extraDmg += Number(How(\"Proficiency Bonus\"));\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"If I include the words 'Power Attack', 'Great Weapon Master', or 'GWM' in the name of a weapon with the Heavy property, my Proficiency Bonus is added to its damage.\",\r\n\t\t],\r\n\t},\r\n};\r\nFeatsList[\"heavily armored\"] = {\r\n\tname: \"Heavily Armored\",\r\n\tsource: [[\"P24\", 204]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Medium Armor Training\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.mediumArmorProf;\r\n\t},\r\n\tdescription: \"I gain training with Heavy armor. [+1 Strength or Constitution]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Constitution or Strength score by 1, to a maximum of 20.\",\r\n\t\t\"***Armor Training***. You gain training with Heavy armor.\",\r\n\t],\r\n\tarmorProfs: [false, false, true, false],\r\n\tchoices: [\"Constitution\", \"Strength\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"I gain training with Heavy armor. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"constitution\": {\r\n\t\tdescription: \"I gain training with Heavy armor. [+1 Constitution]\",\r\n\t\tscores: [0, 0, 1, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"heavy armor master\"] = {\r\n\tname: \"Heavy Armor Master\",\r\n\tsource: [[\"P24\", 204]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Heavy Armor Training\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.heavyArmorProf;\r\n\t},\r\n\tdescription: \"When I'm hit by an attack while I'm wearing Heavy armor, any Bludgeoning, Piercing, and Slashing damage dealt to me by that attack is reduced by an amount equal to my Proficiency Bonus. [+1 Strength or Constitution]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Constitution or Strength score by 1, to a maximum of 20.\",\r\n\t\t\"***Damage Reduction***. When you're hit by an attack while you're wearing Heavy armor, any Bludgeoning, Piercing, and Slashing damage dealt to you by that attack is reduced by an amount equal to your Proficiency Bonus.\",\r\n\t],\r\n\tchoices: [\"Constitution\", \"Strength\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"When I'm hit by an attack while I'm wearing Heavy armor, any Bludgeoning, Piercing, and Slashing damage dealt to me by that attack is reduced by an amount equal to my Proficiency Bonus. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"constitution\": {\r\n\t\tdescription: \"When I'm hit by an attack while I'm wearing Heavy armor, any Bludgeoning, Piercing, and Slashing damage dealt to me by that attack is reduced by an amount equal to my Proficiency Bonus. [+1 Constitution]\",\r\n\t\tscores: [0, 0, 1, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"inspiring leader\"] = {\r\n\tname: \"Inspiring Leader\",\r\n\tsource: [[\"P24\", 204]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Wisdom or Charisma 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Wis\") >= 13 || What(\"Cha\") >= 13);\r\n\t},\r\n\tdescription: \"When I finish a Short or Long Rest, I can give an inspiring performance. Up to six allies (which can include myself) within 30 ft who witness this performance each gain Temporary Hit Points equal to my character level plus the modifier of the ability increased by this feat. [+1 Wisdom or Charisma]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Wisdom or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Bolstering Performance***. When you finish a Short or Long Rest, you can give an inspiring performance: a speech, song, or dance. When you do so, choose up to six allies (which can include yourself) within 30 feet of yourself who witness the performance. The chosen creatures each gain Temporary Hit Points equal to your character level plus the modifier of the ability you increased with this feat.\",\r\n\t],\r\n\tchoices: [\"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"wisdom\": {\r\n\t\tcalculate: 'event.value = \"When I finish a Short or Long Rest, I can give an inspiring performance. I can choose up to six allies (or five and myself) within 30 ft of myself who witness this performance to each gain \" + ( Number(What(\"Character Level\")) + Number(What(\"Wis Mod\")) ) + \" Temporary Hit Points (= character level + Wisdom modifier). [+1 Wisdom]\";',\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tcalculate: 'event.value = \"When I finish a Short or Long Rest, I can give an inspiring performance. I can choose up to six allies (or five and myself) within 30 ft of myself who witness this performance to each gain \" + ( Number(What(\"Character Level\")) + Number(What(\"Cha Mod\")) ) + \" Temporary Hit Points (= character level + Charisma modifier). [+1 Charisma]\";',\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"keen mind\"] = {\r\n\tname: \"Keen Mind\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Intelligence 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && What(\"Int\") >= 13;\r\n\t},\r\n\tdescription: \"##Quick Study##. I can take the Study action as a Bonus Action. ##Lore Knowledge##. I gain proficiency in one Intelligence skill of my choice. If I already have proficiency in it, I gain Expertise in it. [+1 Intelligence]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence score by 1, to a maximum of 20.\",\r\n\t\t\"***Lore Knowledge***. Choose one of the following skills: Arcana, History, Investigation, Nature, or Religion. If you lack proficiency in the chosen skill, you gain proficiency in it, and if you already have proficiency in it, you gain Expertise in it.\",\r\n\t\t\"***Quick Study***. You can take the Study action as a Bonus Action.\",\r\n\t],\r\n\tscores: [0, 0, 0, 1, 0, 0],\r\n\taction: [[\"bonus action\", \"Study\"]],\r\n\tchoices: [\"Arcana\", \"History\", \"Investigation\", \"Nature\", \"Religion\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"arcana\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Study##. I can take the Study action as a Bonus Action.\",\r\n\t\t\t\"##Lore Knowledge##. I gain proficiency in the Arcana skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tskills: [[\"Arcana\", \"increment\"]],\r\n\t},\r\n\t\"history\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Study##. I can take the Study action as a Bonus Action.\",\r\n\t\t\t\"##Lore Knowledge##. I gain proficiency in the History skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tskills: [[\"History\", \"increment\"]],\r\n\t},\r\n\t\"investigation\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Study##. I can take the Study action as a Bonus Action.\",\r\n\t\t\t\"##Lore Knowledge##. I gain proficiency in the Investigation skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tskills: [[\"Investigation\", \"increment\"]],\r\n\t},\r\n\t\"nature\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Study##. I can take the Study action as a Bonus Action.\",\r\n\t\t\t\"##Lore Knowledge##. I gain proficiency in the Nature skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tskills: [[\"Nature\", \"increment\"]],\r\n\t},\r\n\t\"religion\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Study##. I can take the Study action as a Bonus Action.\",\r\n\t\t\t\"##Lore Knowledge##. I gain proficiency in the Religion skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tskills: [[\"Religion\", \"increment\"]],\r\n\t},\r\n};\r\nFeatsList[\"lightly armored\"] = {\r\n\tname: \"Lightly Armored\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"I gain training with Light armor and Shields. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Armor Training***. You gain training with Light armor and Shields.\",\r\n\t],\r\n\tarmorProfs: [true, false, false, true],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"I gain training with Light armor and Shields. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"I gain training with Light armor and Shields. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"mage slayer\"] = {\r\n\tname: \"Mage Slayer\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"##Concentration Breaker##. When I damage a creature that is Concentrating, they have Disadvantage on their save to maintain it.\" + (typePF ? \" \" : \"\\n\") + \"##Guarded Mind##. Once per Short or Long Rest when I fail an Intelligence, Wisdom, or Charisma saving throw, I can cause myself to succeed instead. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Concentration Breaker***. When you damage a creature that is Concentrating, it has Disadvantage on the saving throw it makes to maintain Concentration.\",\r\n\t\t\"***Guarded Mind***. If you fail an Intelligence, a Wisdom, or a Charisma saving throw, you can cause yourself to succeed instead. Once you use this benefit, you can't use it again until you finish a Short or Long Rest.\",\r\n\t],\r\n\textraLimitedFeatures: [{\r\n\t\tname: \"Guarded Mind (Mage Slayer)\",\r\n\t\tusages: 1,\r\n\t\trecovery: \"short rest\",\r\n\t}],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"##Concentration Breaker##. When I damage a creature that is Concentrating, they have Disadvantage on their save to maintain it.\" + (typePF ? \" \" : \"\\n\") + \"##Guarded Mind##. Once per Short or Long Rest when I fail an Intelligence, Wisdom, or Charisma saving throw, I can cause myself to succeed instead. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"##Concentration Breaker##. When I damage a creature that is Concentrating, they have Disadvantage on their save to maintain it.\" + (typePF ? \" \" : \"\\n\") + \"##Guarded Mind##. Once per Short or Long Rest when I fail an Intelligence, Wisdom, or Charisma saving throw, I can cause myself to succeed instead. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"martial weapon training\"] = {\r\n\tname: \"Martial Weapon Training\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"I gain proficiency with Martial weapons. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Weapon Proficiency***. You gain proficiency with Martial weapons.\",\r\n\t],\r\n\tweaponProfs: [false, true],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"I gain proficiency with Martial weapons. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"I gain proficiency with Martial weapons. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"medium armor master\"] = {\r\n\tname: \"Medium Armor Master\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Medium Armor Training\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.mediumArmorProf;\r\n\t},\r\n\tdescription: \"While I'm wearing Medium armor, I can add 3, rather than 2 to my AC if I have a Dexterity score of 16 or higher. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Dexterous Wearer***. While you're wearing Medium armor, you can add 3, rather than 2 to your AC if you have a Dexterity score of 16 or higher.\",\r\n\t],\r\n\teval: function () {\r\n\t\tValue(\"Medium Armor Max Mod\", 3);\r\n\t\tApplyArmor(What(\"AC Armor Description\"));\r\n\t},\r\n\tremoveeval: function () {\r\n\t\ttDoc.resetForm([\"Medium Armor Max Mod\"]);\r\n\t\tApplyArmor(What(\"AC Armor Description\"));\r\n\t},\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"While I'm wearing Medium armor, I can add 3, rather than 2 to my AC if I have a Dexterity score of 16 or higher. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"While I'm wearing Medium armor, I can add 3, rather than 2 to my AC if I have a Dexterity score of 16 or higher. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"moderately armored\"] = {\r\n\tname: \"Moderately Armored\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Light Armor Training\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.lightArmorProf;\r\n\t},\r\n\tdescription: \"I gain training with Medium armor. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Armor Training***. You gain training with Medium armor.\",\r\n\t],\r\n\tarmorProfs: [false, true, false, false],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"I gain training with Medium armor. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"I gain training with Medium armor. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"mounted combatant\"] = {\r\n\tname: \"Mounted Combatant\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"While I'm mounted and not Incapacitated: ##\\u2022 Mounted Strike##. I have Advantage on attacks against unmounted within 5 ft that are smaller than my mount. ##\\u2022 Leap Aside##. If my mount is not Incapacitated and makes a Dex save to halve the damage, it takes none on a pass and half on a fail. ##\\u2022 Veer##. When an attack hits my mount, I can have it hit me instead. [+1 Strength, Dexterity, or Wisdom]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength, Dexterity, or Wisdom score by 1, to a maximum of 20.\",\r\n\t\t\"***Mounted Strike***. While mounted, you have Advantage on attack rolls against any unmounted creature within 5 feet of your mount that is at least one size smaller than the mount.\",\r\n\t\t\"***Leap Aside***. If your mount is subjected to an effect that allows it to make a Dexterity saving throw to take only half damage, it instead takes no damage if it succeeds on the saving throw and only half damage if it fails. For your mount to gain this benefit, you must be riding it, and neither of you can have the Incapacitated condition.\",\r\n\t\t\"***Veer***. While mounted, you can force an attack that hits your mount to hit you instead if you don't have the Incapacitated condition.\",\r\n\t],\r\n\tchoices: [\"Strength\", \"Dexterity\", \"Wisdom\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"While I'm mounted and not Incapacitated:\"+\r\n\t\t\t(typePF ? \" \\u2022 \" : \" ##\\u2022 Mounted Strike##. \") + \"I have Advantage on attacks against unmounted within 5 ft that are smaller than my mount.\"+\r\n\t\t\t(typePF ? \" \\u2022 \" : \" ##\\u2022 Leap Aside##. \") + \"If my mount is not Incapacitated and makes a Dex save to halve the damage, it takes none on a pass and half on a fail.\"+\r\n\t\t\t(typePF ? \"\\n\\u2022 \" : \" ##\\u2022 Veer##. \") + \"When an attack hits my mount, I can have it hit me instead.\"+\r\n\t\t\t(typePF ? \"\" : \" [+1 Str]\"),\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"While I'm mounted and not Incapacitated:\"+\r\n\t\t\t(typePF ? \" \\u2022 \" : \" ##\\u2022 Mounted Strike##. \") + \"I have Advantage on attacks against unmounted within 5 ft that are smaller than my mount.\"+\r\n\t\t\t(typePF ? \" \\u2022 \" : \" ##\\u2022 Leap Aside##. \") + \"If my mount is not Incapacitated and makes a Dex save to halve the damage, it takes none on a pass and half on a fail.\"+\r\n\t\t\t(typePF ? \"\\n\\u2022 \" : \" ##\\u2022 Veer##. \") + \"When an attack hits my mount, I can have it hit me instead.\"+\r\n\t\t\t(typePF ? \"\" : \" [+1 Dex]\"),\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: \"While I'm mounted and not Incapacitated:\"+\r\n\t\t\t(typePF ? \" \\u2022 \" : \" ##\\u2022 Mounted Strike##. \") + \"I have Advantage on attacks against unmounted within 5 ft that are smaller than my mount.\"+\r\n\t\t\t(typePF ? \" \\u2022 \" : \" ##\\u2022 Leap Aside##. \") + \"If my mount is not Incapacitated and makes a Dex save to halve the damage, it takes none on a pass and half on a fail.\"+\r\n\t\t\t(typePF ? \"\\n\\u2022 \" : \" ##\\u2022 Veer##. \") + \"When an attack hits my mount, I can have it hit me instead.\"+\r\n\t\t\t(typePF ? \"\" : \" [+1 Wis]\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n};\r\nFeatsList[\"observant\"] = {\r\n\tname: \"Observant\",\r\n\tsource: [[\"P24\", 205]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Intelligence or Wisdom 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Int\") >= 13 || What(\"Wis\") >= 13);\r\n\t},\r\n\tdescription: \"##Quick Search##. I can take the Search action as a Bonus Action. ##Keen Observer##. I gain proficiency in Insight, Investigation, or Perception. If I already have proficiency in it, I gain Expertise in it. [+1 Intelligence or Wisdom]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence or Wisdom score by 1, to a maximum of 20.\",\r\n\t\t\"***Keen Observer***. Choose one of the following skills: Insight, Investigation, or Perception. If you lack proficiency with the chosen skill, you gain proficiency in it, and if you already have proficiency in it, you gain Expertise in it.\",\r\n\t\t\"***Quick Search***. You can take the Search action as a Bonus Action.\",\r\n\t],\r\n\taction: [[\"bonus action\", \"Search\"]],\r\n\tchoices: [\r\n\t\t\"Intelligence, Insight\", \"Intelligence, Investigation\", \"Intelligence, Perception\",\r\n\t\t\"Wisdom, Insight\", \"Wisdom, Investigation\", \"Wisdom, Perception\",\r\n\t],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence, insight\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Search##. I can take the Search action as a Bonus Action.\",\r\n\t\t\t\"##Keen Observer##. I gain proficiency in the Insight skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t\tskills: [[\"Insight\", \"increment\"]],\r\n\t},\r\n\t\"intelligence, investigation\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Search##. I can take the Search action as a Bonus Action.\",\r\n\t\t\t\"##Keen Observer##. I gain proficiency in the Investigation skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t\tskills: [[\"Investigation\", \"increment\"]],\r\n\t},\r\n\t\"intelligence, perception\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Search##. I can take the Search action as a Bonus Action.\",\r\n\t\t\t\"##Keen Observer##. I gain proficiency in the Perception skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t\tskills: [[\"Perception\", \"increment\"]],\r\n\t},\r\n\t\"wisdom, insight\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Search##. I can take the Search action as a Bonus Action.\",\r\n\t\t\t\"##Keen Observer##. I gain proficiency in the Insight skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Wisdom]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t\tskills: [[\"Insight\", \"increment\"]],\r\n\t},\r\n\t\"wisdom, investigation\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Search##. I can take the Search action as a Bonus Action.\",\r\n\t\t\t\"##Keen Observer##. I gain proficiency in the Investigation skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Wisdom]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t\tskills: [[\"Investigation\", \"increment\"]],\r\n\t},\r\n\t\"wisdom, perception\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Quick Search##. I can take the Search action as a Bonus Action.\",\r\n\t\t\t\"##Keen Observer##. I gain proficiency in the Perception skill. If I already have proficiency in it, I gain Expertise in it.\",\r\n\t\t\t\"[+1 Wisdom]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t\tskills: [[\"Perception\", \"increment\"]],\r\n\t},\r\n};\r\nFeatsList[\"piercer\"] = {\r\n\tname: \"Piercer\",\r\n\tsource: [[\"P24\", 206]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"##Puncture##. Once per turn when I hit a creature with an attack that deals Piercing damage, I can reroll one of its damage dice and must use this new roll. ##Enhanced Critical##. When I score a Critical Hit that deals Piercing damage to a creature, I add one extra damage die to the Piercing damage. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Puncture***. Once per turn, when you hit a creature with an attack that deals Piercing damage, you can reroll one of the attack's damage dice, and you must use the new roll.\",\r\n\t\t\"***Enhanced Critical***. When you score a Critical Hit that deals Piercing damage to a creature, you can roll one additional damage die when determining the extra Piercing damage the target takes.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (/pierc/i.test(fields.Damage_Type)) {\r\n\t\t\t\t\tvar descrAdd = '1/turn reroll 1 dmg die';\r\n\t\t\t\t\tvar dmgDice = fields.Damage_Die.match(/(\\b\\w|\\b\\d+|\\b)d\\d+/ig);\r\n\t\t\t\t\tif (dmgDice && !v.isDC) {\r\n\t\t\t\t\t\tvar dieSize = dmgDice.reduce(function (acc, val) {\r\n\t\t\t\t\t\t\tvar size = Number(val.replace(/.+d/, ''));\r\n\t\t\t\t\t\t\treturn size > acc ? size : acc;\r\n\t\t\t\t\t\t}, 0);\r\n\t\t\t\t\t\tdescrAdd += '; Crit: +1' + dieSize + ' dmg';\r\n\t\t\t\t\t};\r\n\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + descrAdd;\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t'Attacks that deal Piercing damage get the benefits from the Piercer feat added to their description: Once per turn reroll 1 damage die, and to roll an extra damage die on a Critical Hit.',\r\n\t\t],\r\n\t},\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"##Puncture##. Once per turn, when I hit a creature with an attack that deals Piercing damage, I can reroll one of its damage dice and must use this new roll.\"+\r\n\t\t\t(typePF ? \" \" : \"\\n\") + \"##Enhanced Critical##. When I score a Critical Hit that deals Piercing damage to a creature, I add one extra damage die to the Piercing damage. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"##Puncture##. Once per turn, when I hit a creature with an attack that deals Piercing damage, I can reroll one of its damage dice and must use this new roll.\"+\r\n\t\t\t(typePF ? \" \" : \"\\n\") + \"##Enhanced Critical##. When I score a Critical Hit that deals Piercing damage to a creature, I add one extra damage die to the Piercing damage. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"poisoner\"] = {\r\n\tname: \"Poisoner\",\r\n\tsource: [[\"P24\", 206]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"As a Bonus Action, I can apply poison to weapon/ammo, lasting for 1 min or until used to damage. Creatures damaged this way must make a Con save (DC 8 + PB + mod) or take 2d8 Poison damage and be Poisoned until my next turn ends. Poison damage I deal ignores Resistance. I can create poisons. See Notes page. [+1 Dex or Int]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Dexterity or Intelligence score by 1, to a maximum of 20.\",\r\n\t\t\"***Potent Poison***. When you make a damage roll that deals Poison damage, it ignores Resistance to Poison damage.\",\r\n\t\t\"***Brew Poison***. You gain proficiency with the Poisoner's Kit. With 1 hour of work using such a kit and expending 50 GP worth of materials, you can create a number of poison doses equal to your Proficiency Bonus. As a Bonus Action, you can apply a poison dose to a weapon or piece of ammunition. Once applied, the poison retains its potency for 1 minute or until you deal damage with the poisoned item, whichever is shorter. When a creature takes damage from the poisoned item, that creature must succeed on a Constitution saving throw (8 plus the modifier of the ability increased by this feat and your Proficiency Bonus) or take 2d8 Poison damage and have the Poisoned condition until the end of your next turn.\",\r\n\t],\r\n\ttoolProfs: [[\"Poisoner's Kit\"]],\r\n\taction: [[\"bonus action\", \"Apply Poison\"]],\r\n\ttoNotesPage: [{\r\n\t\tname: \"Potent Poison\",\r\n\t\tnote: [\"When I make a damage roll that deals Poison damage, it ignores Resistance to Poison damage.\"],\r\n\t}],\r\n\tchoices: [\"Dexterity\", \"Intelligence\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"dexterity\": {\r\n\t\tcalculate: 'var abi = \"Dex\";\\n var dc = 8 + Number(How(\"Proficiency Bonus\")) + Number(What(abi + \" Mod\"));\\n event.value = \"As a Bonus Action, I can apply poison to weapon/ammo, lasting for 1 min or until used to damage. Creatures damaged this way must make a DC \" + dc + \" Con save or take 2d8 Poison damage and be Poisoned until my next turn ends. Poison damage I deal ignores Resistance. I can create poisons. See Notes page. [+1 \" + abi + \"]\";',\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t\ttoNotesPage: [{\r\n\t\t\tname: \"Brew Poison\",\r\n\t\t\tnote: [\r\n\t\t\t\t\"I gain proficiency with the Poisoner's Kit. With 1 hour of work using such a kit and expending 50 GP worth of materials, I can create a number of poison doses equal to my Proficiency Bonus.\",\r\n\t\t\t\t\"As a Bonus Action, I can apply a poison dose to a weapon or piece of ammunition. Once applied, the poison retains its potency for 1 minute or until I deal damage with the poisoned item, whichever is shorter.\",\r\n\t\t\t\t\"When a creature takes damage from the poisoned item, that creature must succeed on a Constitution saving throw (8 + my Proficiency Bonus + my Dexterity modifier) or take 2d8 Poison damage and have the Poisoned condition until the end of my next turn.\",\r\n\t\t\t],\r\n\t\t\tamendTo: \"Potent Poison\",\r\n\t\t}],\r\n\t},\r\n\t\"intelligence\": {\r\n\t\tcalculate: 'var abi = \"Int\";\\n var dc = 8 + Number(How(\"Proficiency Bonus\")) + Number(What(abi + \" Mod\"));\\n event.value = \"As a Bonus Action, I can apply poison to weapon/ammo, lasting for 1 min or until used to damage. Creatures damaged this way must make a DC \" + dc + \" Con save or take 2d8 Poison damage and be Poisoned until my next turn ends. Poison damage I deal ignores Resistance. I can create poisons. See Notes page. [+1 \" + abi + \"]\";',\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t\ttoNotesPage: [{\r\n\t\t\tname: \"Brew Poison\",\r\n\t\t\tnote: [\r\n\t\t\t\t\"I gain proficiency with the Poisoner's Kit. With 1 hour of work using such a kit and expending 50 GP worth of materials, I can create a number of poison doses equal to my Proficiency Bonus.\",\r\n\t\t\t\t\"As a Bonus Action, I can apply a poison dose to a weapon or piece of ammunition. Once applied, the poison retains its potency for 1 minute or until I deal damage with the poisoned item, whichever is shorter.\",\r\n\t\t\t\t\"When a creature takes damage from the poisoned item, that creature must succeed on a Constitution saving throw (8 + my Proficiency Bonus + my Intelligence modifier) or take 2d8 Poison damage and have the Poisoned condition until the end of my next turn.\",\r\n\t\t\t],\r\n\t\t\tamendTo: \"Potent Poison\",\r\n\t\t}],\r\n\t},\r\n};\r\nFeatsList[\"polearm master\"] = {\r\n\tname: \"Polearm Master\",\r\n\tsource: [[\"P24\", 206]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Strength or Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Str\") >= 13 || What(\"Dex\") >= 13);\r\n\t},\r\n\tdescription: \"While wielding a Quarterstaff, Spear, or Heavy Reach weapon: ##Pole Strike##. As a Bonus Action directly after an Attack action with it, I can make a 1d4 Bludgeoning attack with its other end. ##Reactive Strike##. As a Reaction when a creature enters my reach with it, I can make one melee attack against them. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Dexterity or Strength score by 1, to a maximum of 20.\",\r\n\t\t\"***Pole Strike***. Immediately after you take the Attack action and attack with a Quarterstaff, a Spear, or a weapon that has the Heavy and Reach properties, you can use a Bonus Action to make a melee attack with the opposite end of the weapon. The weapon deals Bludgeoning damage, and the weapon's damage die for this attack is a d4.\",\r\n\t\t\"***Reactive Strike***. While you're holding a Quarterstaff, a Spear, or a weapon that has the Heavy and Reach properties, you can take a Reaction to make one melee attack against a creature that enters the reach you have with that weapon.\",\r\n\t],\r\n\tweaponOptions: [{\r\n\t\tname: \"Pole Strike\",\r\n\t\tregExpSearch : /pole strike|polearm master|^(?=.*(polearm|(quarterstaff|\\bstaff\\b|\\bbo\\b)|(spear|qiang|\\byaris?\\b)|(glaive|guandao|bisento|naginata)|(halberd|\\bji\\b|kamayari)|(lance|umayari)|(pike|\\bmaos?\\b|nagaeyari)))(?=.*butt)(?=.*end).*$/i,\r\n\t\tsource: [[\"P24\", 206]],\r\n\t\tability: 1,\r\n\t\ttype: \"polearm master\",\r\n\t\tdamage: [1, 4, \"bludgeoning\"],\r\n\t\trange: \"Melee\",\r\n\t\tdescription: \"As Bonus Action after Attack action with Quarterstaff, Spear, or Heavy Reach weapon\",\r\n\t\tabilitytodamage: true,\r\n\t\tselectNow: true,\r\n\t\tisAlwaysProf: true,\r\n\t}],\r\n\taction: [\r\n\t\t[\"bonus action\", \"Pole Strike (after Attack action)\"],\r\n\t\t[\"reaction\", \"Reactive Strike (if enters my reach)\"],\r\n\t],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"While wielding a Quarterstaff, Spear, or Heavy Reach weapon: ##Pole Strike##. As a Bonus Action directly after an Attack action with it, I can make a 1d4 Bludgeoning attack with its other end. ##Reactive Strike##. As a Reaction when a creature enters my reach with it, I can make one melee attack against them.\" + (typePF ? \"\" : \" [+1 Strength]\"),\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"While wielding a Quarterstaff, Spear, or Heavy Reach weapon: ##Pole Strike##. As a Bonus Action directly after an Attack action with it, I can make a 1d4 Bludgeoning attack with its other end. ##Reactive Strike##. As a Reaction when a creature enters my reach with it, I can make one melee attack against them.\" + (typePF ? \"\" : \" [+1 Dexterity]\"),\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"resilient\"] = {\r\n\tname: \"Resilient\",\r\n\tsource: [[\"P24\", 206]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"Select an ability score using the square button on this feat line. I gain proficiency with the saving throw of that ability score and a +1 added to it.\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase one ability score of your choice by 1, to a maximum of 20.\",\r\n\t\t\"***Saving Throw Proficiency***. You gain saving throw proficiency with the chosen ability.\",\r\n\t],\r\n\tchoices: [\"Strength\", \"Dexterity\", \"Constitution\", \"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"I gain proficiency with Strength saving throws. [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t\tsaves: [\"Str\"],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"I gain proficiency with Dexterity saving throws. [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t\tsaves: [\"Dex\"],\r\n\t},\r\n\t\"constitution\": {\r\n\t\tdescription: \"I gain proficiency with Constitution saving throws. [+1 Constitution]\",\r\n\t\tscores: [0, 0, 1, 0, 0, 0],\r\n\t\tsaves: [\"Con\"],\r\n\t},\r\n\t\"intelligence\": {\r\n\t\tdescription: \"I gain proficiency with Intelligence saving throws. [+1 Intelligence]\",\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t\tsaves: [\"Int\"],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: \"I gain proficiency with Wisdom saving throws. [+1 Wisdom]\",\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t\tsaves: [\"Wis\"],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: \"I gain proficiency with Charisma saving throws. [+1 Charisma]\",\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t\tsaves: [\"Cha\"],\r\n\t},\r\n};\r\nvar PHB_RitualCasterDescription = [\r\n\t\"##Ritual Spells##. I know a number of 1st-level Ritual spells equal to my Proficiency Bonus.\" + (typePF ? \" \" : \"\\n\") + \"I always have these spells prepared and can cast them as a Ritual or using spell slots.\",\r\n\t\"##Quick Ritual##. Once per Long Rest, I can cast a prepared Ritual spell using its regular casting time without \" + (typePF ? \"using\" : \"expending\") + \" a spell slot.\",\r\n]; if (typePF) PHB_RitualCasterDescription.reverse();\r\nFeatsList[\"ritual caster\"] = {\r\n\tname: \"Ritual Caster\",\r\n\tsource: [[\"P24\", 206]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+; Intelligence, Wisdom, or Charisma 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Int\") >= 13 || What(\"Wis\") >= 13 || What(\"Cha\") >= 13);\r\n\t},\r\n\tdescription: PHB_RitualCasterDescription.join(\"\\n\") + \" [+1 Intelligence, Wisdom, or Charisma]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Ritual Spells***. Choose a number of level 1 spells equal to your Proficiency Bonus that have the Ritual tag. You always have those spells prepared, and you can cast them with any spell slots you have. The spells' spellcasting ability is the ability increased by this feat. Whenever your Proficiency Bonus increases thereafter, you can add an additional level 1 spell with the Ritual tag to the spells always prepared with this feature.\",\r\n\t\t\"***Quick Ritual***. With this benefit, you can cast a Ritual spell that you have prepared using its regular casting time rather than the extended time for a Ritual. Doing so doesn't require a spell slot. Once you cast the spell in this way, you can't use this benefit again until you finish a Long Rest.\",\r\n\t],\r\n\tspellcastingBonus: [{\r\n\t\tname: \"1st-level Ritual spell\",\r\n\t\tritual: true,\r\n\t\tlevel: [1, 1],\r\n\t\ttimes: ProficiencyBonusList,\r\n\t\tfirstCol: \"markedbox\",\r\n\t}],\r\n\textraLimitedFeatures: [{\r\n\t\tname: \"Quick Ritual\",\r\n\t\tusages: 1,\r\n\t\trecovery: \"long rest\",\r\n\t}],\r\n\tchoices: [\"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence\": {\r\n\t\tdescription: PHB_RitualCasterDescription.join(\"\\n\") + (typePF ? \" [+1 Int]\" : \" [+1 Intelligence]\"),\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t\tspellcastingAbility: 4,\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: PHB_RitualCasterDescription.join(\"\\n\") + (typePF ? \" [+1 Wis]\" : \" [+1 Wisdom]\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t\tspellcastingAbility: 5,\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: PHB_RitualCasterDescription.join(\"\\n\") + (typePF ? \" [+1 Cha]\" : \" [+1 Charisma]\"),\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t\tspellcastingAbility: 6,\r\n\t},\r\n};\r\nFeatsList[\"sentinel\"] = {\r\n\tname: \"Sentinel\",\r\n\tsource: [[\"P24\", 207]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Strength or Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Str\") >= 13 || What(\"Dex\") >= 13);\r\n\t},\r\n\tdescription: [\r\n\t\t\"##Guardian##. When a creature within 5 ft of me takes the Disengage action or hits a target other than me with an attack, I can make an Opportunity Attack against them.\",\r\n\t\t\"##Halt##. When I make an Opportunity Attack against a creature, its Speed becomes 0 for the rest of the current turn. [+1 Strength or Dexterity]\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Guardian***. Immediately after a creature within 5 feet of you takes the Disengage action or hits a target other than you with an attack, you can make an Opportunity Attack against that creature.\",\r\n\t\t\"***Halt***. When you hit a creature with an Opportunity Attack, the creature's Speed becomes 0 for the rest of the current turn.\",\r\n\t],\r\n\taction: [[\"reaction\", \"Guardian (ally hit/enemy Disengages)\"]],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Guardian##. When a creature within 5 ft of me takes the Disengage action or hits a target other than me with an attack, I can make an Opportunity Attack against them.\",\r\n\t\t\t\"##Halt##. When I make an Opportunity Attack against a creature, its Speed becomes 0 for the rest of the current turn. [+1 Strength]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Guardian##. When a creature within 5 ft of me takes the Disengage action or hits a target other than me with an attack, I can make an Opportunity Attack against them.\",\r\n\t\t\t\"##Halt##. When I make an Opportunity Attack against a creature, its Speed becomes 0 for the rest of the current turn. [+1 Dexterity]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"shadow-touched\"] = {\r\n\tname: \"Shadow-Touched\",\r\n\tsource: [[\"P24\", 207]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"I learn *Invisibility* and one 1st-level Illusion or Necromancy spell. I always have these spells prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and by expending a spell slot as normal. The spells' spellcasting ability is the ability increased by this feat. [+1 Int, Wis, or Cha]\",\r\n\tdescriptionFull: [\r\n\t\t\"Your exposure to the Shadowfell's magic grants you the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Shadow Magic***. Choose one level 1 spell from the Illusion or Necromancy school of magic. You always have that spell and the *Invisibility* spell prepared. You can cast each of these spells without expending a spell slot. Once you cast either spell in this way, you can't cast that spell in this way again until you finish a Long Rest. You can also cast these spells using spell slots you have of the appropriate level. The spells' spellcasting ability is the ability increased by this feat.\",\r\n\t],\r\n\tspellFirstColTitle: \"PR\",\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Invisibility\",\r\n\t\tspells: [\"invisibility\"],\r\n\t\tselection: [\"invisibility\"],\r\n\t\tfirstCol: \"oncelr+markedbox\",\r\n\t}, {\r\n\t\tname: \"1st-level Illus/Necro spell\",\r\n\t\tschool: [\"Illus\", \"Necro\"],\r\n\t\tlevel: [1, 1],\r\n\t\tfirstCol: \"oncelr+markedbox\",\r\n\t}],\r\n\tchoices: [\"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence\": {\r\n\t\tdescription: \"I learn Invisibility and one 1st-level Illusion or Necromancy spell. I always have these spell prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and can cast them by expending a spell slot as normal. Intelligence is my spellcasting ability for these spells. [+1 Intelligence]\",\r\n\t\tspellcastingAbility: 4,\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: \"I learn Invisibility and one 1st-level Illusion or Necromancy spell. I always have these spell prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and can cast them by expending a spell slot as normal. Wisdom is my spellcasting ability for these spells. [+1 Wisdom]\",\r\n\t\tspellcastingAbility: 5,\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: \"I learn Invisibility and one 1st-level Illusion or Necromancy spell. I always have these spell prepared. I can cast each once per Long Rest at their lowest level without expending a spell slot and can cast them by expending a spell slot as normal. Charisma is my spellcasting ability for these spells. [+1 Charisma]\",\r\n\t\tspellcastingAbility: 6,\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"sharpshooter\"] = {\r\n\tname: \"Sharpshooter\",\r\n\tsource: [[\"P24\", 207]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && What(\"Dex\") >= 13;\r\n\t},\r\n\tdescription: [\r\n\t\t\"My attack rolls with Ranged weapons:\",\r\n\t\t\"\\n##Bypass Cover##. Ignore Half Cover and Three-Quarters Cover.\",\r\n\t\t\"\\n##Firing in Melee##. Suffer no Disadvantage when I'm within 5 ft of an enemy.\",\r\n\t\t\"\\n##Long Shots##. Suffer no Disadvantage when used at long range.\",\r\n\t\t\" [+1 Dexterity]\",\r\n\t].map(function (n, idx, arr) {\r\n\t\t// Swap 'Firing in Melee' with 'Long Shots' lines on the Printer Friendly sheet\r\n\t\treturn typePF && idx === 2 ? arr[3] : typePF && idx === 3 ? arr[2] : n;\r\n\t}).join(\"\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Bypass Cover***. Your ranged attacks with weapons ignore Half Cover and Three-Quarters Cover.\",\r\n\t\t\"***Firing in Melee***. Being within 5 feet of an enemy doesn't impose Disadvantage on your attack rolls with Ranged weapons.\",\r\n\t\t\"***Long Shots***. Attacking at long range doesn't impose Disadvantage on your attack rolls with Ranged weapons.\",\r\n\t],\r\n\tscores: [0, 1, 0, 0, 0, 0],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (v.isRangedWeapon || v.isThrownWeapon) {\r\n\t\t\t\t\tfields.Description += (fields.Description ? \"; \" : \"\") + \"No Disadv at long range; Ignores \\u00BD \\x26 \\u00BE cover\";\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"My attack rolls with Ranged weapons suffer no Disadvantage from being used at long range nor from me being within 5 ft of an enemy. They also ignore Half Cover and Three-Quarters Cover.\",\r\n\t\t],\r\n\t},\r\n};\r\nFeatsList[\"shield master\"] = {\r\n\tname: \"Shield Master\",\r\n\tsource: [[\"P24\", 207]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Shield Training\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.shieldProf;\r\n\t},\r\n\tdescription: \"##Shield Bash##. Once per turn after I hit a creature in 5 ft during the Attack action, I can have it make a Str save (DC 8 + Str mod + PB) or be pushed 5 ft away or knocked Prone. ##Interpose Shield##. As a Reaction when I succeed on a Dex save to halve damage, I can interpose my shield to avoid all the damage. [+1 Strength]\",\r\n\tcalculate: 'var dc = 8 + Number(How(\"Proficiency Bonus\")) + Number(What(\"Str Mod\"));\\n var txt = [\"##Shield Bash##. Once per turn after I hit a creature in 5 ft during the Attack action, I can have it make a DC \" + dc + \" (8+Str+PB) Str save or be pushed 5 ft away or knocked Prone.\", \"##Interpose Shield##. As a Reaction when I succeed on a Dex save to halve damage, I can interpose my shield to avoid all the damage.\"];\\n if (typePF) { txt.reverse(); };\\n event.value = txt.join(\"\\\\n\") + \" [+1 Strength]\";',\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength score by 1, to a maximum of 20.\",\r\n\t\t\"***Shield Bash***. If you attack a creature within 5 feet of you as part of the Attack action and hit with a Melee weapon, you can immediately bash the target with your Shield if it's equipped, forcing the target to make a Strength saving throw (8 plus your Strength modifier and Proficiency Bonus). On a failed save, you either push the target 5 feet from you or cause it to have the Prone condition (your choice). You can use this benefit only once on each of your turns.\",\r\n\t\t\"***Interpose Shield***. If you're subjected to an effect that allows you to make a Dexterity saving throw to take only half damage, you can take a Reaction to take no damage if you succeed on the saving throw and are holding a Shield.\",\r\n\t],\r\n\tscores: [1, 0, 0, 0, 0, 0],\r\n\tweaponOptions: [{\r\n\t\tname: \"Shield Bash\",\r\n\t\tregExpSearch: /^(?=.*shield)(?=.*bash).*$/i,\r\n\t\tsource: [[\"P24\", 207]],\r\n\t\tability: 1,\r\n\t\ttype: \"shield master\",\r\n\t\tdamage: [\"Str save\", \"\", \"Shove/Prone\"],\r\n\t\trange: \"Melee\",\r\n\t\tdescription: \"1/turn after Melee weapon hit during Attack action\",\r\n\t\tabilitytodamage: false,\r\n\t\tdc: true,\r\n\t\tselectNow: true,\r\n\t\tisNotWeapon: true,\r\n\t\tisAlwaysProf: true,\r\n\t}],\r\n\taction: [[\"reaction\", \"Interpose Shield\"]],\r\n};\r\nFeatsList[\"skill expert\"] = {\r\n\tname: \"Skill Expert\",\r\n\tsource: [[\"P24\", 207]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: [\r\n\t\t\"I gain proficiency in one skill of my choice.\",\r\n\t\t\"I also gain Expertise in one skill of my choice in which I have proficiency (can be the same skill).\",\r\n\t\t\"Neither are automated. [+1 to one ability score of my choice]\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase one ability score of your choice by 1, to a maximum of 20.\",\r\n\t\t\"***Skill Proficiency***. You gain proficiency in one skill of your choice.\",\r\n\t\t\"***Expertise***. Choose one skill in which you have proficiency but lack Expertise. You gain Expertise with that skill.\",\r\n\t],\r\n\tskillstxt: \"Proficiency in one skill, and Expertise with one skill I'm proficient with.\",\r\n\tchoices: [\"Strength\", \"Dexterity\", \"Constitution\", \"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain proficiency in one skill of my choice.\",\r\n\t\t\t\"I also gain Expertise in one skill of my choice in which I have proficiency (can be the same skill).\",\r\n\t\t\t\"Neither are automated. [+1 Strength]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain proficiency in one skill of my choice.\",\r\n\t\t\t\"I also gain Expertise in one skill of my choice in which I have proficiency (can be the same skill).\",\r\n\t\t\t\"Neither are automated. [+1 Dexterity]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n\t\"constitution\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain proficiency in one skill of my choice.\",\r\n\t\t\t\"I also gain Expertise in one skill of my choice in which I have proficiency (can be the same skill).\",\r\n\t\t\t\"Neither are automated. [+1 Constitution]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 1, 0, 0, 0],\r\n\t},\r\n\t\"intelligence\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain proficiency in one skill of my choice.\",\r\n\t\t\t\"I also gain Expertise in one skill of my choice in which I have proficiency (can be the same skill).\",\r\n\t\t\t\"Neither are automated. [+1 Intelligence]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain proficiency in one skill of my choice.\",\r\n\t\t\t\"I also gain Expertise in one skill of my choice in which I have proficiency (can be the same skill).\",\r\n\t\t\t\"Neither are automated. [+1 Wisdom]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: [\r\n\t\t\t\"I gain proficiency in one skill of my choice.\",\r\n\t\t\t\"I also gain Expertise in one skill of my choice in which I have proficiency (can be the same skill).\",\r\n\t\t\t\"Neither are automated. [+1 Charisma]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"skulker\"] = {\r\n\tname: \"Skulker\",\r\n\tsource: [[\"P24\", 208]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Dexterity 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && What(\"Dex\") >= 13;\r\n\t},\r\n\tdescription: [\r\n\t\t\"##Fog of War##. I have Advantage on Dexterity (Stealth) checks when using the Hide action during combat.\",\r\n\t\t\"##Sniper##. If I miss an attack while hidden, making the attack doesn't reveal my location.\",\r\n\t\t\"##Blindsight##. I have Blindsight with a range of 10 ft. [+1 Dexterity]\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Blindsight***. You have Blindsight with a range of 10 feet.\",\r\n\t\t\"***Fog of War***. You exploit the distractions of battle, gaining Advantage on any Dexterity (Stealth) check you make as part of the Hide action during combat.\",\r\n\t\t\"***Sniper***. If you make an attack roll while hidden and the roll misses, making the attack roll doesn't reveal your location.\",\r\n\t],\r\n\tscores: [0, 1, 0, 0, 0, 0],\r\n\tvision: [[\"Blindsight\", 10]],\r\n};\r\nFeatsList[\"slasher\"] = {\r\n\tname: \"Slasher\",\r\n\tsource: [[\"P24\", 208]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"##Hamstring##. Once per turn when I hit a creature with an attack that deals Slashing damage, I can reduce its Speed by 10 ft until the start of my next turn. ##Enhanced Critical##. When I score a Critical Hit that deals Slashing damage to a creature, it gets Disadvantage on attack rolls until the start of my next turn. [+1 Strength or Dexterity]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Hamstring***. Once per turn when you hit a creature with an attack that deals Slashing damage, you can reduce the Speed of that creature by 10 feet until the start of your next turn.\",\r\n\t\t\"***Enhanced Critical***. When you score a Critical Hit that deals Slashing damage to a creature, it has Disadvantage on attack rolls until the start of your next turn.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (/slash/i.test(fields.Damage_Type)) {\r\n\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + '1/turn target -10 ft Spd till my next SoT, Crit: also Disadv on atks';\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t'Attacks that deal Slashing damage get the benefits from the Slasher feat added to their description: Once per turn -10 ft Speed, and on a Critical Hit target gets Disadvantage on attacks. Each effect lasts until the start of my next turn.',\r\n\t\t],\r\n\t},\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: \"##Hamstring##. Once per turn when I hit a creature with an attack that deals Slashing damage, I can reduce its Speed by 10 ft\" + (typePF ? \".\" : \" until the start of my next turn.\")+\r\n\t\t\t\"\\n##Enhanced Critical##. When I score a Critical Hit that deals Slashing damage to a creature, it gets Disadvantage on attack rolls\" + (typePF ? \".\" : \" until the start of my next turn.\")+\r\n\t\t\t(typePF ? \"\\nEach effect lasts until the start of my next turn.\" : \"\")+\r\n\t\t\t\" [+1 Strength]\",\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: \"##Hamstring##. Once per turn when I hit a creature with an attack that deals Slashing damage, I can reduce its Speed by 10 ft\" + (typePF ? \".\" : \" until the start of my next turn.\")+\r\n\t\t\t\"\\n##Enhanced Critical##. When I score a Critical Hit that deals Slashing damage to a creature, it gets Disadvantage on attack rolls\" + (typePF ? \".\" : \" until the start of my next turn.\")+\r\n\t\t\t(typePF ? \"\\nEach effect lasts until the start of my next turn.\" : \"\")+\r\n\t\t\t\" [+1 Dexterity]\",\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\nFeatsList[\"speedy\"] = {\r\n\tname: \"Speedy\",\r\n\tsource: [[\"P24\", 208]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Dexterity or Constitution 13+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && (What(\"Dex\") >= 13 || What(\"Con\") >= 13);\r\n\t},\r\n\tdescription: [\r\n\t\t\"##Agile Movement##. Opportunity Attacks have Disadvantage against me.\",\r\n\t\t\"##Dash over Difficult Terrain##. When I take the Dash action on my turn, Difficult Terrain doesn't cost me extra movement that turn.\",\r\n\t\t\"##Speed Increase##. I have +10 ft Speed. [+1 Dexterity or Constitution]\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Dexterity or Constitution score by 1, to a maximum of 20.\",\r\n\t\t\"***Speed Increase***. Your Speed increases by 10 feet.\",\r\n\t\t\"***Dash over Difficult Terrain***. When you take the Dash action on your turn, Difficult Terrain doesn't cost you extra movement for the rest of that turn.\",\r\n\t\t\"***Agile Movement***. Opportunity Attacks have Disadvantage against you.\",\r\n\t],\r\n\tspeed: { allModes: { bonus: \"+10\" } },\r\n\tchoices: [\"Dexterity\", \"Constitution\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"dexterity\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Agile Movement##. Opportunity Attacks have Disadvantage against me.\",\r\n\t\t\t\"##Dash over Difficult Terrain##. When I take the Dash action on my turn, Difficult Terrain doesn't cost me extra movement that turn.\",\r\n\t\t\t\"##Speed Increase##. I have +10 ft Speed. [+1 Dexterity]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n\t\"constitution\": {\r\n\t\tdescription: [\r\n\t\t\t\"##Agile Movement##. Opportunity Attacks have Disadvantage against me.\",\r\n\t\t\t\"##Dash over Difficult Terrain##. When I take the Dash action on my turn, Difficult Terrain doesn't cost me extra movement that turn.\",\r\n\t\t\t\"##Speed Increase##. I have +10 ft Speed. [+1 Constitution]\",\r\n\t\t].join(\"\\n\"),\r\n\t\tscores: [0, 0, 1, 0, 0, 0],\r\n\t},\r\n};\r\nvar PHB_SpellSniperDescription = [\r\n\t\"My attack rolls with spells:\",\r\n\t\"##Bypass Cover##. Ignore Half Cover and Three-Quarters Cover.\",\r\n\t\"##Casting in Melee##. Suffer no Disadvantage when I'm within 5 ft of an enemy.\",\r\n\t\"##Increased Range##. Gain +60 ft range if the spell's range is \" + (typePF ? \"\\u226510 ft.\" : \"10 ft or more.\"),\r\n].map(function (n, idx, arr) {\r\n\t// Swap 'Increased Range' with 'Casting in Melee' lines on the Printer Friendly sheet\r\n\treturn typePF && idx === 2 ? arr[3] : typePF && idx === 3 ? arr[2] : n;\r\n}).join(\"\\n\");\r\nFeatsList[\"spell sniper\"] = {\r\n\tname: \"Spell Sniper\",\r\n\tsource: [[\"P24\", 208]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Spellcasting or Pact Magic Feature\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.isSpellcastingClass;\r\n\t},\r\n\tdescription: PHB_SpellSniperDescription + \" [+1 Intelligence, Wisdom, or Charisma]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Bypass Cover***. Your attack rolls for spells ignore Half Cover and Three-Quarters Cover.\",\r\n\t\t\"***Casting in Melee***. Being within 5 feet of an enemy doesn't impose Disadvantage on your attack rolls with spells.\",\r\n\t\t\"***Increased Range***. When you cast a spell that has a range of at least 10 feet and requires you to make an attack roll, you can increase the spell's range by 60 feet.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (!v.isDC && v.isSpell) {\r\n\t\t\t\t\tvar name = \"spell sniper\", addition = \"+60\";\r\n\t\t\t\t\tvar useRange = v.rangeObject ? v.rangeObject : fields.Range;\r\n\t\t\t\t\tvar stopFunction = function (sRange, nRangeFT) { return nRangeFT < 10; };\r\n\t\t\t\t\tv.rangeObject = amendRangeObject(useRange, name, addition, stopFunction);\r\n\t\t\t\t\t// Test if something changed\r\n\t\t\t\t\tif (v.rangeObject && v.rangeObject.result !== fields.Range) {\r\n\t\t\t\t\t\tfields.Range = v.rangeObject.result;\r\n\t\t\t\t\t};\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"My spells and cantrips that require an attack roll and have a range of 10 ft or more gain +60 ft range.\",\r\n\t\t\t700,\r\n\t\t],\r\n\t\tspellAdd: [\r\n\t\t\tfunction (spellKey, spellObj, spName) {\r\n\t\t\t\tif ( !spellObj.psionic && /spell at(tac)?k/i.test(spellObj.description + spellObj.descriptionFull) && /^(?!.*(S:|rad|touch|self|cone|cube)).*\\d+([.,]\\d+)?.?(f.{0,2}t|m).*$/i.test(spellObj.range) ) {\r\n\t\t\t\t\tvar name = \"spell sniper\", addition = \"+60\";\r\n\t\t\t\t\tvar useRange = spellObj.rangeObject ? spellObj.rangeObject : spellObj.range;\r\n\t\t\t\t\tvar stopFunction = function (sRange, nRangeFT) { return nRangeFT < 10; };\r\n\t\t\t\t\tspellObj.rangeObject = amendRangeObject(useRange, name, addition, stopFunction);\r\n\t\t\t\t\t// Test if something changed\r\n\t\t\t\t\tif (spellObj.rangeObject && spellObj.rangeObject.result !== spellObj.range) {\r\n\t\t\t\t\t\tspellObj.range = spellObj.rangeObject.result;\r\n\t\t\t\t\t\treturn true;\r\n\t\t\t\t\t};\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"My spells and cantrips that require an attack roll and have a range of 10 ft or more gain +60 ft range.\",\r\n\t\t\t700,\r\n\t\t],\r\n\t},\r\n\tchoices: [\"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence\": {\r\n\t\tdescription: PHB_SpellSniperDescription + \" [+1 Intelligence]\",\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: PHB_SpellSniperDescription + \" [+1 Wisdom]\",\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: PHB_SpellSniperDescription + \" [+1 Charisma]\",\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"telekinetic\"] = {\r\n\tname: \"Telekinetic\",\r\n\tsource: [[\"P24\", 208]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"I know the *Mage Hand* cantrip, can cast it without components, can make it invisible, and with +30 ft range. As a Bonus Action, I can have one creature I can see within 30 ft make a Strength save (vs this feat's spell save DC) or move it 5 ft from or towards me. My spellcasting ability is the one increased by this feat. [+1 Int, Wis, or Cha]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Minor Telekinesis***. You learn the *Mage Hand* spell. You can cast it without Verbal or Somatic components, you can make the spectral hand Invisible, and its range and the distance it can be away from you both increase by 30 feet when you cast it. The spell's spellcasting ability is the ability increased by this feat.\",\r\n\t\t\"***Telekinetic Shove***. As a Bonus Action, you can telekinetically shove one creature you can see within 30 feet of yourself. When you do so, the target must succeed on a Strength saving throw (8 plus the ability modifier of the score increased by this feat and your Proficiency Bonus) or be moved 5 feet toward or away from you.\",\r\n\t],\r\n\taction: [[\"bonus action\", \"Telekinetic Shove\"]],\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Mage Hand\",\r\n\t\tspells: [\"mage hand\"],\r\n\t\tselection: [\"mage hand\"],\r\n\t}],\r\n\tspellChanges: {\r\n\t\t\"mage hand\": {\r\n\t\t\tcomponents: \"\",\r\n\t\t\trange: \"60 ft\",\r\n\t\t\tdescription: \"(in)visible hand does simple task, carry \\u226410lb; Act: control again \\x26 move 30ft; ends if recast/out range\",\r\n\t\t\tchanges: \"I can cast Mage Hand without Verbal or Somatic components, can make the spectral hand Invisible, and can the range and distance it can be away from me increases by +30 ft.\",\r\n\t\t},\r\n\t},\r\n\tchoices: [\"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence\": {\r\n\t\tdescription: (typePF ? \"\" : \"##Minor Telekinesis##. \") + \"I know the Mage Hand cantrip, can cast it without components, can make it invisible, and with +30 ft range. Intelligence is my spellcasting ability for it. \"+\r\n\t\t\t(typePF ? \"\" : \"##Telekinetic Shove##. \") + \"As a Bonus Action, I can have one creature I can see within 30 ft make a Strength save (vs this feat's spell save DC) or move it 5 ft from or towards me. [+1 Int]\",\r\n\t\tspellcastingAbility: 4,\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: (typePF ? \"\" : \"##Minor Telekinesis##. \") + \"I know the Mage Hand cantrip, can cast it without components, can make it invisible, and with +30 ft range. Wisdom is my spellcasting ability for it. \"+\r\n\t\t\t(typePF ? \"\" : \"##Telekinetic Shove##. \") + \"As a Bonus Action, I can have one creature I can see within 30 ft make a Strength save (vs this feat's spell save DC) or move it 5 ft from or towards me. [+1 Wis]\",\r\n\t\tspellcastingAbility: 5,\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: (typePF ? \"\" : \"##Minor Telekinesis##. \") + \"I know the Mage Hand cantrip, can cast it without components, can make it invisible, and with +30 ft range. Charisma is my spellcasting ability for it. \"+\r\n\t\t\t(typePF ? \"\" : \"##Telekinetic Shove##. \") + \"As a Bonus Action, I can have one creature I can see within 30 ft make a Strength save (vs this feat's spell save DC) or move it 5 ft from or towards me. [+1 Cha]\",\r\n\t\tspellcastingAbility: 6,\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"telepathic\"] = {\r\n\tname: \"Telepathic\",\r\n\tsource: [[\"P24\", 208]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4;\r\n\t},\r\n\tdescription: \"##Telepathic Utterance##. I can telepathically speak to a creature I can see within 60 ft in a language I know, but they can't respond telepathically. I always have ##Detect Thoughts## prepared. I can cast it once per Long Rest without a spell slot or components and by expending a spell slot as normal. My spellcasting ability is the one increased by this feat. [+1 Int, Wis, or Cha]\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Telepathic Utterance***. You can speak telepathically to any creature you can see within 60 feet of yourself. Your telepathic utterances are in a language you know, and the creature understands you only if it knows that language. Your communication doesn't give the creature the ability to respond to you telepathically.\",\r\n\t\t\"***Detect Thoughts***. You always have the *Detect Thoughts* spell prepared. You can cast it without a spell slot or spell components, and you must finish a Long Rest before you can cast it in this way again. You can also cast it using spell slots you have of the appropriate level. Your spellcasting ability for the spell is the ability increased by this feat.\",\r\n\t],\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Detect Thoughts\",\r\n\t\tspells: [\"detect thoughts\"],\r\n\t\tselection: [\"detect thoughts\"],\r\n\t\tfirstCol: \"oncelr+markedbox\",\r\n\t}],\r\n\tspellChanges: {\r\n\t\t\"detect thoughts\": {\r\n\t\t\tcomponents: \"(V,S,M)\",\r\n\t\t\tchanges: \"My Telepathic feat allows me to cast Detect Thoughts once per Long Rest without requiring a spell slot or components, or by using a spell slot to cast it with components as normal.\",\r\n\t\t},\r\n\t},\r\n\tchoices: [\"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence\": {\r\n\t\tdescription: (typePF ? \"\" : \"##Telepathic Utterance##. \") + \"I can telepathically speak to a creature I can see within 60 ft in a language I know, but they can't respond telepathically. I always have ##Detect Thoughts## prepared. I can cast it once per Long Rest without a spell slot or components and by expending a spell slot as normal. Intelligence is my spellcasting ability for it. [+1 Int]\",\r\n\t\tspellcastingAbility: 4,\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: (typePF ? \"\" : \"##Telepathic Utterance##. \") + \"I can telepathically speak to a creature I can see within 60 ft in a language I know, but they can't respond telepathically. I always have ##Detect Thoughts## prepared. I can cast it once per Long Rest without a spell slot or components and by expending a spell slot as normal. Wisdom is my spellcasting ability for it. [+1 Wis]\",\r\n\t\tspellcastingAbility: 5,\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: (typePF ? \"\" : \"##Telepathic Utterance##. \") + \"I can telepathically speak to a creature I can see within 60 ft in a language I know, but they can't respond telepathically. I always have ##Detect Thoughts## prepared. I can cast it once per Long Rest without a spell slot or components and by expending a spell slot as normal. Charisma is my spellcasting ability for it. [+1 Cha]\",\r\n\t\tspellcastingAbility: 6,\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"war caster\"] = {\r\n\tname: \"War Caster\",\r\n\tsource: [[\"P24\", 209]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+, Spellcasting or Pact Magic Feature\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 4 && v.isSpellcastingClass;\r\n\t},\r\n\tdescription: \"I have Advantage on Con saves to maintain ##Concentration##. I can do ##Somatic components## even when I have weapons or a Shield in both hands. ##Reactive Spell##. instead of an Opportunity Attack when a creature leaves my reach, I can cast a spell on it, a spell with a one action casting time that targets only that creature.\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.\",\r\n\t\t\"***Concentration***. You have Advantage on Constitution saving throws that you make to maintain Concentration.\",\r\n\t\t\"***Reactive Spell***. When a creature provokes an Opportunity Attack from you by leaving your reach, you can take a Reaction to cast a spell at the creature rather than making an Opportunity Attack. The spell must have a casting time of one action and must target only that creature.\",\r\n\t\t\"***Somatic Components***. You can perform the Somatic components of spells even when you have weapons or a Shield in one or both hands.\",\r\n\t],\r\n\taction: [[\"reaction\", \"Reactive Spell\"]],\r\n\tsavetxt: { text: \"Adv on Con (Concentration) saves\" },\r\n\tchoices: [\"Intelligence\", \"Wisdom\", \"Charisma\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"intelligence\": {\r\n\t\tdescription: \"I have Advantage on Con saves to maintain ##Concentration##. I can \" + (typePF ? \"do\" : \"perform\") + \" ##Somatic components## \" + (typePF ? \"\" : \"of spells \") + \"even when I have weapons or a Shield in both hands. ##Reactive Spell##. instead of an Opportunity Attack when a creature leaves my reach, I can cast a spell on it, a spell with a one action casting time that targets only that creature.\" + (typePF ? \"\" : \" [+1 Intelligence]\"),\r\n\t\tscores: [0, 0, 0, 1, 0, 0],\r\n\t},\r\n\t\"wisdom\": {\r\n\t\tdescription: \"I have Advantage on Con saves to maintain ##Concentration##. I can \" + (typePF ? \"do\" : \"perform\") + \" ##Somatic components## \" + (typePF ? \"\" : \"of spells \") + \"even when I have weapons or a Shield in both hands. ##Reactive Spell##. instead of an Opportunity Attack when a creature leaves my reach, I can cast a spell on it, a spell with a one action casting time that targets only that creature.\" + (typePF ? \"\" : \" [+1 Wisdom]\"),\r\n\t\tscores: [0, 0, 0, 0, 1, 0],\r\n\t},\r\n\t\"charisma\": {\r\n\t\tdescription: \"I have Advantage on Con saves to maintain ##Concentration##. I can \" + (typePF ? \"do\" : \"perform\") + \" ##Somatic components## \" + (typePF ? \"\" : \"of spells \") + \"even when I have weapons or a Shield in both hands. ##Reactive Spell##. instead of an Opportunity Attack when a creature leaves my reach, I can cast a spell on it, a spell with a one action casting time that targets only that creature.\" + (typePF ? \"\" : \" [+1 Charisma]\"),\r\n\t\tscores: [0, 0, 0, 0, 0, 1],\r\n\t},\r\n};\r\nFeatsList[\"weapon master\"] = {\r\n\tname: \"Weapon Master\",\r\n\tsource: [[\"P24\", 209]],\r\n\ttype: \"general\",\r\n\tprerequisite: \"Level 4+\",\r\n\tprereqeval: function (v) { return v.characterLevel >= 4; },\r\n\tdescription: 'I gain mastery with one Simple or Martial weapon. Whenever I finish a Long Rest, I can change my choice. Use 2nd page \"Choose Feature\" button to select this. [+1 Strength or Dexterity]',\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase your Strength or Dexterity score by 1, to a maximum of 20.\",\r\n\t\t\"***Mastery Property***. Your training with weapons allows you to use the mastery property of one kind of Simple or Martial weapon of your choice, provided you have proficiency with it. Whenever you finish a Long Rest, you can change the kind of weapon to another eligible kind.\",\r\n\t],\r\n\tbonusClassExtrachoices: [{\r\n\t\t\"class\": \"fighter\",\r\n\t\t\"feature\": \"weapon mastery\",\r\n\t\t\"bonus\": 1,\r\n\t}],\r\n\tchoices: [\"Strength\", \"Dexterity\"],\r\n\tchoicesNotInMenu: true,\r\n\t\"strength\": {\r\n\t\tdescription: 'I gain mastery with one Simple or Martial weapon. Whenever I finish a Long Rest, I can change my choice. Use 2nd page \"Choose Feature\" button to select this. [+1 Strength]',\r\n\t\tscores: [1, 0, 0, 0, 0, 0],\r\n\t},\r\n\t\"dexterity\": {\r\n\t\tdescription: 'I gain mastery with one Simple or Martial weapon. Whenever I finish a Long Rest, I can change my choice. Use 2nd page \"Choose Feature\" button to select this. [+1 Dexterity]',\r\n\t\tscores: [0, 1, 0, 0, 0, 0],\r\n\t},\r\n};\r\n// Fighting Style feats\r\nFeatsList[\"blind fighting\"] = {\r\n\tname: \"Blind Fighting\",\r\n\tsource: [[\"P24\", 209]],\r\n\ttype: \"fighting style\",\r\n\tdescription: \"I have Blindsight with a range of 10 ft.\",\r\n\tdescriptionFull: [\r\n\t\t\"You have Blindsight with a range of 10 feet.\",\r\n\t],\r\n\tvision : [[\"Blindsight\", 10]],\r\n};\r\nFeatsList[\"dueling\"] = {\r\n\tname: \"Dueling\",\r\n\tsource: [[\"P24\", 209]],\r\n\ttype: \"fighting style\",\r\n\tdescription: \"When I'm holding a Melee weapon in one hand and no other weapons, I gain a +2 bonus to damage rolls with that weapon.\",\r\n\tdescriptionClassFeature: desc(\"I add +2 to damage rolls when wielding a Melee weapon in one hand and no other weapons.\"),\r\n\tdescriptionFull: [\r\n\t\t\"When you're holding a Melee weapon in one hand and no other weapons, you gain a +2 bonus to damage rolls with that weapon.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\tatkCalc: [\r\n\t\t\tfunction (fields, v, output) {\r\n\t\t\t\tfor (var i = 1; i <= FieldNumbers.actions; i++) {\r\n\t\t\t\t\tif (/off.hand.attack/i.test(What('Bonus Action ' + i))) return;\r\n\t\t\t\t};\r\n\t\t\t\tif (v.isMeleeWeapon && !/((^|[^+-]\\b)2|\\btwo).?hand(ed)?s?\\b/i.test(fields.Description)) output.extraDmg += 2;\r\n\t\t\t},\r\n\t\t\t\"When I'm holding a Melee weapon in one hand and no other weapons, I gain a +2 bonus to damage rolls with that weapon. This condition will always be false if the bonus action 'Off-hand Attack' exists.\",\r\n\t\t],\r\n\t},\r\n};\r\nFeatsList[\"interception\"] = {\r\n\tname: \"Interception\",\r\n\tsource: [[\"P24\", 209]],\r\n\ttype: \"fighting style\",\r\n\tdescription: \"As a Reaction when a creature I can see hits another creature within 5 ft of me with an attack, I can reduce the damage dealt by 1d10 plus my Proficiency Bonus. I must be holding a Shield or a Simple or Martial weapon to do this.\",\r\n\tcalculate: 'event.value = \"As a Reaction when a creature I can see hits another creature within 5 ft of me with an attack, I can reduce the damage dealt by 1d10 plus my Proficiency Bonus (1d10+\" + Number(How(\"Proficiency Bonus\")) + \"). I must be holding a Shield or a Simple or Martial weapon to do this.\";',\r\n\tdescriptionClassFeature: desc(\"As a Reaction when a creature I can see hits another within 5 ft of me, I can use a Shield or Simple/Martial weapon I'm holding to reduce the damage done by 1d10 + Prof\" + (typePF ? \"iciency\" : \"\") + \" Bonus.\"),\r\n\tdescriptionFull: [\r\n\t\t\"When a creature you can see hits another creature within 5 feet of you with an attack roll, you can take a Reaction to reduce the damage dealt to the target by 1d10 plus your Proficiency Bonus. You must be holding a Shield or a Simple or Martial weapon to use this Reaction.\",\r\n\t],\r\n\taction : [[\"reaction\", \"Interception Fighting Style\"]],\r\n};\r\nFeatsList[\"protection\"] = {\r\n\tname: \"Protection\",\r\n\tsource: [[\"P24\", 209]],\r\n\ttype: \"fighting style\",\r\n\tdescription: \"As a Reaction when a creature I can see attacks a target other than me within 5 ft of me, I can interpose my Shield if I'm holding one. This imposes Disadvantage to the triggering attack and all other attacks against the target until the start of my next turn while I stay within 5 ft of the target.\",\r\n\tdescriptionClassFeature: desc(\"As a Reaction when a creature I can see attacks a creature within 5 ft of me, I can use a shield I'm holding to impose Disadv\" + (typePF ? \"antage\" : \"\") + \" on this and attacks \" + (typePF ? \"against\" : \"vs\") + \" them until my next turn starts.\"),\r\n\tdescriptionFull: [\r\n\t\t\"When a creature you can see attacks a target other than you that is within 5 feet of you, you can take a Reaction to interpose your Shield if you're holding one. You impose Disadvantage on the triggering attack roll and all other attack rolls against the target until the start of your next turn if you remain within 5 feet of the target.\",\r\n\t],\r\n\taction : [[\"reaction\", \"Protection Fighting Style\"]],\r\n};\r\nFeatsList[\"thrown weapon fighting\"] = {\r\n\tname: \"Thrown Weapon Fighting\",\r\n\tsource: [[\"P24\", 210]],\r\n\ttype: \"fighting style\",\r\n\tdescription: \"I add +2 to the damage roll when I hit with a ranged attack roll using a weapon that has the Thrown property.\",\r\n\tdescriptionClassFeature: desc(\"I add +2 damage to ranged attacks made with weapons with the Thrown property.\"),\r\n\tdescriptionFull: [\r\n\t\t\"When you hit with a ranged attack roll using a weapon that has the Thrown property, you gain a +2 bonus to the damage roll.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (v.isThrownWeapon && v.isMeleeWeapon) {\r\n\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + '+2 damage when thrown';\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"I deal +2 damage when I hit a ranged attack made with a thrown weapon.\",\r\n\t\t],\r\n\t\tatkCalc: [\r\n\t\t\tfunction (fields, v, output) {\r\n\t\t\t\tif (v.isThrownWeapon && !v.isMeleeWeapon) {\r\n\t\t\t\t\toutput.extraDmg += 2;\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"\",\r\n\t\t],\r\n\t},\r\n};\r\nFeatsList[\"unarmed fighting\"] = {\r\n\tname: \"Unarmed Fighting\",\r\n\tsource: [[\"P24\", 210]],\r\n\ttype: \"fighting style\",\r\n\tdescription: \"My Unarmed Strikes deal 1d6 damage instead of 1. If I'm not holding any weapons or a Shield when I make the attack roll, the d6 becomes a d8. At the start of each of my turns, I can deal 1d4 Bludgeoning damage to one creature Grappled by me.\",\r\n\tdescriptionClassFeature: desc([\r\n\t\t\"My unarmed strikes deal 1d6 damage, or 1d8 when I'm not holding any weapons or Shield.\",\r\n\t\t\"At the start of my turn, I can deal 1d4 Bludgeoning damage to a creature I'm Grappling.\",\r\n\t]),\r\n\tdescriptionFull: [\r\n\t\t\"When you hit with your Unarmed Strike and deal damage, you can deal Bludgeoning damage equal to 1d6 plus your Strength modifier instead of the normal damage of an Unarmed Strike. If you aren't holding any weapons or a Shield when you make the attack roll, the d6 becomes a d8.\",\r\n\t\t\"At the start of each of your turns, you can deal 1d4 Bludgeoning damage to one creature Grappled by you.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\tatkAdd: [\r\n\t\t\tfunction (fields, v) {\r\n\t\t\t\tif (v.baseWeaponName == \"unarmed strike\") {\r\n\t\t\t\t\tif (fields.Damage_Die == 1 || fields.Damage_Die == \"1d4\") fields.Damage_Die = '1d6';\r\n\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + 'Versatile (d8)';\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"My unarmed strikes deal 1d6 damage instead of 1, which increases to 1d8 if I'm not holding any weapons or a Shield when I make the attack roll.\",\r\n\t\t\t1,\r\n\t\t],\r\n\t},\r\n};\r\n// Epic Boons feats\r\nFeatsList[\"boon of energy resistance\"] = {\r\n\tname: \"Boon of Energy Resistance\",\r\n\tsource: [[\"P24\", 210]],\r\n\ttype: \"epic boon\",\r\n\tprerequisite: \"Level 19+\",\r\n\tprereqeval: function (v) { return v.characterLevel >= 19; },\r\n\tdescription: \"I gain ***Resistance*** to two non-physical damage types, which I can change after a Long Rest. ***Energy Redirection***. As a reaction when I take these types of damage, I can have a creature I can see within 60 ft make a Dex save DC 8 + Con mod + Prof Bonus, or take 2d12+Con mod damage of the same type.\",\r\n\tcalculate: 'var conMod = Number(What(\"Con Mod\")), profB = Number(How(\"Proficiency Bonus\")); var conModStr = conMod > 0 ? \"+\" + conMod : conMod === 0 ? \"\" : conMod; event.value = \"I gain ***Resistance*** to two non-physical damage types, which I can change after a Long Rest. ***Energy Redirection***. As a reaction when I take these types of damage, I can have a creature I can see within 60 ft make a Dex save DC \" + (8+conMod+profB) + \" (8 + Con mod + Prof Bonus) or take 2d12\" + conModStr + \" (Con mod) damage of the same type.\";',\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase one ability score of your choice by 1, to a maximum of 30.\",\r\n\t\t\"***Energy Resistances***. You gain Resistance to two of the following damage types of your choice: Acid, Cold, Fire, Lightning, Necrotic, Poison, Psychic, Radiant, or Thunder. Whenever you finish a Long Rest, you can change your choices.\",\r\n\t\t\"***Energy Redirection***. When you take damage of one of the types chosen for the Energy Resistances benefit, you can take a Reaction to direct damage of the same type toward another creature you can see within 60 feet of yourself that isn't behind Total Cover. If you do so, that creature must succeed on a Dexterity saving throw (8 plus your Constitution modifier and Proficiency Bonus) or take damage equal to 2d12 plus your Constitution modifier.\",\r\n\t],\r\n\taction: [[\"reaction\", \"Energy Redirection\"]],\r\n};\r\nFeatsList[\"boon of fortitude\"] = {\r\n\tname: \"Boon of Fortitude\",\r\n\tsource: [[\"P24\", 210]],\r\n\ttype: \"epic boon\",\r\n\tprerequisite: \"Level 19+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 19;\r\n\t},\r\n\tdescription: \"My Hit Point maximum increases by 40. When I regain Hit Points, I can add my Constitution modifier to the amount of HP regained. Once I've regained these additional HP, I can't do so again until the start of my next turn.\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase one ability score of your choice by 1, to a maximum of 30.\",\r\n\t\t\"***Fortified Health***. Your Hit Point maximum increases by 40. In addition, whenever you regain Hit Points, you can regain additional Hit Points equal to your Constitution modifier. Once you've regained these additional Hit Points, you can't do so again until the start of your next turn.\",\r\n\t],\r\n\tcalcChanges: {\r\n\t\thp: function (totalHD, HDobj, prefix) { return [40, \"Boon of Fortitude\"]; },\r\n\t},\r\n};\r\nFeatsList[\"boon of recovery\"] = {\r\n\tname: \"Boon of Recovery\",\r\n\tsource: [[\"P24\", 211]],\r\n\ttype: \"epic boon\",\r\n\tprerequisite: \"Level 19+\",\r\n\tprereqeval: function (v) {\r\n\t\treturn v.characterLevel >= 19;\r\n\t},\r\n\tdescription: [\r\n\t\t\"##Last Stand##. Once per Long Rest when I would be reduced to 0 HP, I can instead drop to 1 HP and regain half my max HP.\",\r\n\t\t\"n##Recover Vitality##. I have a pool of ten d10s, which replenish after a Long Rest. As a Bonus Action, I can expend and roll a number of dice from this pool to regain HP.\",\r\n\t].join(\"\\n\"),\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase one ability score of your choice by 1, to a maximum of 30.\",\r\n\t\t\"***Last Stand***. When you would be reduced to 0 Hit Points, you can drop to 1 Hit Point instead and regain a number of Hit Points equal to half your Hit Point maximum. Once you use this benefit, you can't use it again until you finish a Long Rest.\",\r\n\t\t\"***Recover Vitality***. You have a pool of ten d10s. As a Bonus Action, you can expend dice from the pool, roll those dice, and regain a number of Hit Points equal to the roll's total. You regain all the expended dice when you finish a Long Rest.\",\r\n\t],\r\n\taction: [[\"bonus action\", \"Recover Vitality\"]],\r\n\textraLimitedFeatures: [{\r\n\t\tname: \"Last Stand\",\r\n\t\tusages: 1,\r\n\t\trecovery: \"long rest\",\r\n\t}, {\r\n\t\tname: \"Recover Vitality (d10)\",\r\n\t\tusages: 10,\r\n\t\trecovery: \"long rest\",\r\n\t}],\r\n};\r\nFeatsList[\"boon of skill\"] = {\r\n\tname: \"Boon of Skill\",\r\n\tsource: [[\"P24\", 211]],\r\n\ttype: \"epic boon\",\r\n\tprerequisite: \"Level 19+\",\r\n\tprereqeval: function (v) { return v.characterLevel >= 19; },\r\n\tdescription: \"I gain proficiency in all skills and Expertise in one skill of my choice.\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase one ability score of your choice by 1, to a maximum of 30.\",\r\n\t\t\"***All-Around Adept***. You gain proficiency in all skills.\",\r\n\t\t\"***Expertise***. Choose one skill in which you lack Expertise. You gain Expertise in that skill.\",\r\n\t],\r\n\tskills: [\"Acrobatics\", \"Animal Handling\", \"Arcana\", \"Athletics\", \"Deception\", \"History\", \"Insight\", \"Intimidation\", \"Investigation\", \"Medicine\", \"Nature\", \"Perception\", \"Performance\", \"Persuasion\", \"Religion\", \"Sleight of Hand\", \"Stealth\", \"Survival\"],\r\n\tskillstxt: \"I gain proficiency in all skills and Expertise in one skill of my choice.\",\r\n};\r\nFeatsList[\"boon of speed\"] = {\r\n\tname: \"Boon of Speed\",\r\n\tsource: [[\"P24\", 211]],\r\n\ttype: \"epic boon\",\r\n\tprerequisite: \"Level 19+\",\r\n\tprereqeval: function (v) { return v.characterLevel >= 19; },\r\n\tdescription: \"***Escape Artist***. As a Bonus Action, I can take the Disengage action, which also ends the Grappled condition on me.\\n***Quickness***. My Speed increases by 30 ft.\",\r\n\tdescriptionFull: [\r\n\t\t\"You gain the following benefits.\",\r\n\t\t\"***Ability Score Increase***. Increase one ability score of your choice by 1, to a maximum of 30.\",\r\n\t\t\"***Escape Artist***. As a Bonus Action, you can take the Disengage action, which also ends the Grappled condition on you.\",\r\n\t\t\"***Quickness***. Your Speed increases by 30 feet.\",\r\n\t],\r\n\tspeed: { allModes: { bonus: \"+30\" } },\r\n\taction: [[\"bonus action\", \"Escape Artist (Disengage \\x26 Escape Grapple)\"]],\r\n};\r\n\r\n[ // Add ability score choices to the epic boons\r\n\t[\"boon of energy resistance\", true, false],\r\n\t[\"boon of fortitude\", true, false],\r\n\t[\"boon of recovery\", true, true],\r\n\t[\"boon of skill\", false, false],\r\n\t[\"boon of speed\", false, false],\r\n].forEach(function (entry) {\r\n\taddAbilityScoreChoicesToFeat(FeatsList[entry[0]], false, 30, entry[1], entry[2]);\r\n});\r\n\r\n\r\n// Weapons (cantrips not in the free rules)\r\nWeaponsList[\"mind sliver\"] = {\r\n\tregExpSearch: /^(?=.*mind)(?=.*sliver).*$/i,\r\n\tname: \"Mind Sliver\",\r\n\tsource: [[\"P24\", 298]],\r\n\tlist: \"spell\",\r\n\tability: 6,\r\n\ttype: \"Cantrip\",\r\n\tdamage: [\"C\", 6, \"psychic\"],\r\n\trange: \"60 ft\",\r\n\tdescription: \"Int save to avoid; Target has -1d4 on next save before my next turn ends\",\r\n\tabilitytodamage: false,\r\n\tdc: true,\r\n};\r\nWeaponsList[\"thorn whip\"] = {\r\n\tregExpSearch: /^(?=.*thorn)(?=.*whip).*$/i,\r\n\tname: \"Thorn Whip\",\r\n\tsource: [[\"P24\", 333]],\r\n\tlist: \"spell\",\r\n\tability: 5,\r\n\ttype: \"Cantrip\",\r\n\tdamage: [\"C\", 6, \"piercing\"],\r\n\trange: \"Melee, 30 ft\",\r\n\tdescription: \"Melee spell attack; Pull up to Large target up to 10 ft closer\",\r\n\tabilitytodamage: false,\r\n};\r\nWeaponsList[\"thunderclap\"] = {\r\n\tregExpSearch: /thunderclap/i,\r\n\tname: \"Thunderclap\",\r\n\tsource: [[\"P24\", 333]],\r\n\tlist: \"spell\",\r\n\tability: 6,\r\n\ttype: \"Cantrip\",\r\n\tdamage: [\"C\", 6, \"thunder\"],\r\n\trange: \"5-ft radius\",\r\n\tdescription: \"Con save to avoid; All creatures in area; Audible in 100 ft\",\r\n\tabilitytodamage: false,\r\n\tdc: true,\r\n};\r\nWeaponsList[\"toll the dead\"] = {\r\n\tregExpSearch: /^(?=.*toll)(?=.*dead).*$/i,\r\n\tname: \"Toll the Dead\",\r\n\tsource: [[\"P24\", 334]],\r\n\tlist: \"spell\",\r\n\tability: 5,\r\n\ttype: \"Cantrip\",\r\n\tdamage: [\"C\", 12, \"necrotic\"],\r\n\trange: \"60 ft\",\r\n\tdescription: \"Wis save to avoid; If target is at full HP, d8 instead of d12 damage\",\r\n\tabilitytodamage: false,\r\n\tdc: true,\r\n};\r\nWeaponsList[\"word of radiance\"] = {\r\n\tregExpSearch: /^(?=.*word)(?=.*radiance).*$/i,\r\n\tname: \"Word of Radiance\",\r\n\tsource: [[\"P24\", 343]],\r\n\tlist: \"spell\",\r\n\tability: 5,\r\n\ttype: \"Cantrip\",\r\n\tdamage: [\"C\", 6, \"radiant\"],\r\n\trange: \"5-ft radius\",\r\n\tdescription: \"Con save to avoid; Only chosen creatures I can see are affected\",\r\n\tabilitytodamage: false,\r\n\tdc: true,\r\n};\r\n\r\n// Spells\r\nSpellsList[\"arcane gate\"] = {\r\n\tname: \"Arcane Gate\",\r\n\tclasses: [\"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 242]],\r\n\treqLoS: true,\r\n\tlevel: 6,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"500 ft\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Conc, 10 min\",\r\n\tdescription: \"Two portals up to 500 ft apart filled with opaque mist; teleport any between; Bns change orientation\",\r\n\tdescriptionFull: [\r\n\t\t\"You create linked teleportation portals. Choose two Large, unoccupied spaces on the ground that you can see, one space within range and the other one within 10 feet of you. A circular portal opens in each of those spaces and remains for the duration.\",\r\n\t\t\"The portals are two-dimensional glowing rings filled with mist that blocks sight. They hover inches from the ground and are perpendicular to it.\",\r\n\t\t\"A portal is open on only one side (you choose which). Anything entering the open side of a portal exits from the open side of the other portal as if the two were adjacent to each other. As a Bonus Action, you can change the facing of the open sides.\",\r\n\t],\r\n};\r\nSpellsList[\"arcane vigor\"] = {\r\n\tname: \"Arcane Vigor\",\r\n\tclasses: [\"sorcerer\", \"wizard\"],\r\n\tsource: [[\"P24\", 242]],\r\n\tlevel: 2,\r\n\tschool: \"Abjur\",\r\n\ttime: \"Bns\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Instantaneous\",\r\n\tdescription: \"Expend and roll up to 2+1/SL unused Hit Dice; Heal roll + spellcasting ability modifier in HP\",\r\n\tdescriptionFull: [\r\n\t\t\"You tap into your life force to heal yourself. Roll one or two of your unexpended Hit Point Dice, and regain a number of Hit Points equal to the roll's total plus your spellcasting ability modifier. Those dice are then expended.\",\r\n\t\tUsingHigherLvl + \"The number of unexpended Hit Dice you can roll increases by one for each spell slot level above 2.\",\r\n\t],\r\n};\r\nSpellsList[\"armor of agathys\"] = {\r\n\tname: \"Armor of Agathys\",\r\n\tclasses: [\"warlock\"],\r\n\tsource: [[\"P24\", 243]],\r\n\tlevel: 1,\r\n\tschool: \"Abjur\",\r\n\ttime: \"Bns\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A shard of blue glass\",\r\n\tduration: \"1 h\",\r\n\tdescription: \"5+5/SL temp HP; crea that hit me with melee atk take 5+5/SL Cold dmg; spell ends if 0 temp HP left\",\r\n\tdescriptionShorter: \"5+5/SL temp HP; melee attackers vs me take 5+5/SL Cold dmg; spell ends if 0 temp HP\",\r\n\tdescriptionFull: [\r\n\t\t\"Protective magical frost surrounds you. You gain 5 Temporary Hit Points. If a creature hits you with a melee attack roll before the spell ends, the creature takes 5 Cold damage. The spell ends early if you have no Temporary Hit Points.\",\r\n\t\tUsingHigherLvl + \"The Temporary Hit Points and the Cold damage both increase by 5 for each spell slot level above 1.\",\r\n\t],\r\n};\r\nSpellsList[\"arms of hadar\"] = {\r\n\tname: \"Arms of Hadar\",\r\n\tclasses: [\"warlock\"],\r\n\tsource: [[\"P24\", 243]],\r\n\tlevel: 1,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"S:10-ft rad\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Str\",\r\n\tdescription: \"All crea in range 2d6+1d6/SL Necrotic dmg; save halves; on failed save no reactions until next turn\",\r\n\tdescriptionFull: [\r\n\t\t\"Invoking Hadar, you cause tendrils to erupt from yourself. Each creature in a 10-foot Emanation originating from you makes a Strength saving throw. On a failed save, a target takes 2d6 Necrotic damage and can't take Reactions until the start of its next turn. On a successful save, a target takes half as much damage only.\",\r\n\t\tUsingHigherLvl + \"The damage increases by 1d6 for each spell slot level above 1.\",\r\n\t],\r\n};\r\nSpellsList[\"aura of purity\"] = {\r\n\tname: \"Aura of Purity\",\r\n\tclasses: [\"cleric\", \"paladin\"],\r\n\tsource: [[\"P24\", 244]],\r\n\tlevel: 4,\r\n\tschool: \"Abjur\",\r\n\ttime: \"Act\",\r\n\trange: \"S:30-ft rad\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Conc, 10 min\",\r\n\tdescription: \"Me \\x26 allies resist Poison dmg, Adv on saves vs blind, charm, deaf, fright, paralysis, poison, and stun\",\r\n\tdescriptionFull: [\r\n\t\t\"An aura radiates from you in a 30-foot Emanation for the duration. While in the aura, you and your allies have Resistance to Poison damage and Advantage on saving throws to avoid or end effects that include the Blinded, Charmed, Deafened, Frightened, Paralyzed, Poisoned, or Stunned condition.\",\r\n\t],\r\n};\r\nSpellsList[\"aura of vitality\"] = {\r\n\tname: \"Aura of Vitality\",\r\n\tclasses: [\"cleric\", \"druid\", \"paladin\"],\r\n\tsource: [[\"P24\", 244]],\r\n\tlevel: 3,\r\n\tschool: \"Abjur\",\r\n\ttime: \"Act\",\r\n\trange: \"S:30-ft rad\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"On cast and at the start of each of my turns, 1 creature in aura heals 2d6 HP\",\r\n\tdescriptionFull: [\r\n\t\t\"An aura radiates from you in a 30-foot Emanation for the duration. When you create the aura and at the start of each of your turns while it persists, you can restore 2d6 Hit Points to one creature in it.\",\r\n\t],\r\n};\r\nSpellsList[\"banishing smite\"] = {\r\n\tname: \"Banishing Smite\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 245]],\r\n\tlevel: 5,\r\n\tschool: \"Conj\",\r\n\ttime: \"Bns\",\r\n\ttimeFull: \"Bonus Action, which you take immediately after hitting a creature with a Melee weapon or an Unarmed Strike\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"Cast on melee wea hit; +5d10 Force dmg; if this brings target HP\\u226450, banished until spell ends\",\r\n\tdescriptionFull: [\r\n\t\t\"The target hit by the attack roll takes an extra 5d10 Force damage from the attack. If the attack reduces the target to 50 Hit Points or fewer, the target must succeed on a Charisma saving throw or be transported to a harmless demiplane for the duration. While there, the target has the Incapacitated condition. When the spell ends, the target reappears in the space it left or in the nearest unoccupied space if that space is occupied.\",\r\n\t],\r\n\tdynamicDamageBonus: {\r\n\t\tmultipleDmgMoments: false,\r\n\t},\r\n};\r\nSpellsList[\"beast sense\"] = {\r\n\tname: \"Beast Sense\",\r\n\tclasses: [\"druid\", \"ranger\"],\r\n\tsource: [[\"P24\", 245]],\r\n\tritual: true,\r\n\tlevel: 2,\r\n\tschool: \"Div\",\r\n\ttime: \"Act\",\r\n\trange: \"Touch\",\r\n\tcomponents: \"S\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Use 1 willing Beast's senses as well as my own for the duration\",\r\n\tdescriptionFull: [\r\n\t\t\"You touch a willing Beast. For the duration, you can perceive through the Beast's senses as well as your own. When perceiving through the Beast's senses, you benefit from any special senses it has.\",\r\n\t],\r\n};\r\nSpellsList[\"blade ward\"] = {\r\n\tname: \"Blade Ward\",\r\n\tclasses: [\"bard\", \"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 247]],\r\n\tlevel: 0,\r\n\tschool: \"Abjur\",\r\n\ttime: \"Act\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"Creatures subtract 1d4 from attack rolls made against me for the duration\",\r\n\tdescriptionFull: [\"Whenever a creature makes an attack roll against you before the spell ends, the attacker subtracts 1d4 from the attack roll.\"],\r\n};\r\nSpellsList[\"blinding smite\"] = {\r\n\tname: \"Blinding Smite\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 247]],\r\n\tlevel: 3,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Bns\",\r\n\ttimeFull: \"Bonus Action, which you take immediately after hitting a creature with a Melee weapon or an Unarmed Strike\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V\",\r\n\tduration: \"1 min\",\r\n\tsave: \"Con\",\r\n\tdescription: \"Cast on melee wea hit; +3d8+1d8/SL Radiant dmg and Blinded; save at end of its turns to stop\",\r\n\tdescriptionFull: [\r\n\t\t\"The target hit by the strike takes an extra 3d8 Radiant damage from the attack, and the target has the Blinded condition until the spell ends. At the end of each of its turns, the Blinded target makes a Constitution saving throw, ending the spell on itself on a success.\",\r\n\t\tUsingHigherLvl + \"The extra damage increases by 1d8 for each spell slot level above 3.\",\r\n\t],\r\n\tdynamicDamageBonus: { multipleDmgMoments: false },\r\n};\r\nSpellsList[\"circle of power\"] = {\r\n\tname: \"Circle of Power\",\r\n\tclasses: [\"cleric\", \"paladin\", \"wizard\"],\r\n\tsource: [[\"P24\", 250]],\r\n\tlevel: 5,\r\n\tschool: \"Abjur\",\r\n\ttime: \"Act\",\r\n\trange: \"S:30-ft rad\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Conc, 10 min\",\r\n\tdescription: \"While in aura, me \\x26 allies Adv on saves vs magical effects; if save would half dmg, we take no dmg\",\r\n\tdescriptionFull: [\r\n\t\t\"An aura radiates from you in a 30-foot Emanation for the duration. While in the aura, you and your allies have Advantage on saving throws against spells and other magical effects. When an affected creature makes a saving throw against a spell or magical effect that allows a save to take only half damage, it takes no damage if it succeeds on the save.\",\r\n\t],\r\n};\r\nSpellsList[\"cloud of daggers\"] = {\r\n\tname: \"Cloud of Daggers\",\r\n\tclasses: [\"bard\", \"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 251]],\r\n\tlevel: 2,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"60 ft\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A sliver of glass\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"5-ft cube all in it on cast/enter/end 4d4+2d4/SL Slashing dmg; Act to teleport cube 30 ft\",\r\n\tdescriptionFull: [\r\n\t\t\"You conjure spinning daggers in a 5-foot Cube centered on a point within range. Each creature in that area takes 4d4 Slashing damage. A creature also takes this damage if it enters the Cube or ends its turn there or if the Cube moves into its space. A creature takes this damage only once per turn.\",\r\n\t\t\"On your later turns, you can take a Magic action to teleport the Cube up to 30 feet.\",\r\n\t\tUsingHigherLvl + \"The damage increases by 2d4 for each spell slot level above 2.\",\r\n\t],\r\n};\r\nSpellsList[\"compelled duel\"] = {\r\n\tname: \"Compelled Duel\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 252]],\r\n\treqLoS: true,\r\n\tlevel: 1,\r\n\tschool: \"Ench\",\r\n\ttime: \"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 atk vs not-me, can't move >30ft away; ends if ally dmg, I atk other or move >30ft\",\r\n\tdescriptionFull: [\r\n\t\t\"You try to compel a creature into a duel. One creature that you can see within range makes a Wisdom saving throw. On a failed save, the target has Disadvantage on attack rolls against creatures other than you, and it can't willingly move to a space that is more than 30 feet away from you.\",\r\n\t\t\"The spell ends if you make an attack roll against a creature other than the target, if you cast a spell on an enemy other than the target, if an ally of yours damages the target, or if you end your turn more than 30 feet away from the target.\",\r\n\t],\r\n};\r\nSpellsList[\"conjure barrage\"] = {\r\n\tname: \"Conjure Barrage\",\r\n\tclasses: [\"ranger\"],\r\n\tsource: [[\"P24\", 254]],\r\n\treqLoS: true,\r\n\tlevel: 3,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"S:60-ft cone\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A Melee or Ranged weapon worth at least 1 CP\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Dex\",\r\n\tdescription: \"Conjure more of held weapon (or its ammo); any creatures in area 5d8+1d8/SL Force dmg; save half\",\r\n\tdescriptionFull: [\r\n\t\t\"You brandish the weapon used to cast the spell and conjure similar spectral weapons (or ammunition appropriate to the weapon) that launch forward and then disappear. Each creature of your choice that you can see in a 60-foot Cone makes a Dexterity saving throw, taking 5d8 Force damage on a failed save or half as much damage on a successful one.\",\r\n\t\tUsingHigherLvl + \"The damage increases by 1d8 for each spell slot level above 3.\",\r\n\t],\r\n};\r\nSpellsList[\"conjure volley\"] = {\r\n\tname: \"Conjure Volley\",\r\n\tclasses: [\"ranger\"],\r\n\tsource: [[\"P24\", 255]],\r\n\treqLoS: true,\r\n\tlevel: 5,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"150 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A Melee or Ranged weapon worth at least 1 CP\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Dex\",\r\n\tdescription: \"Volley falls in 40-ft rad 20-ft high cylinder; any seen creatures in it take 8d8 Force dmg; save halves\",\r\n\tdescriptionFull: [\r\n\t\t\"You brandish the weapon used to cast the spell and choose a point within range. Hundreds of similar spectral weapons (or ammunition appropriate to the weapon) fall in a volley and then disappear. Each creature of your choice that you can see in a 40-foot-radius, 20-foot-high Cylinder centered on that point makes a Dexterity saving throw. A creature takes 8d8 Force damage on a failed save or half as much damage on a successful one.\",\r\n\t],\r\n};\r\nSpellsList[\"cordon of arrows\"] = {\r\n\tname: \"Cordon of Arrows\",\r\n\tclasses: [\"ranger\"],\r\n\tsource: [[\"P24\", 258]],\r\n\tlevel: 2,\r\n\tschool: \"Trans\",\r\n\ttime: \"Act\",\r\n\trange: \"Touch\",\r\n\tcomponents: \"V,S,M\\u2020\",\r\n\tcompMaterial: \"Four or more arrows or bolts\",\r\n\tduration: \"8 h\",\r\n\tsave: \"Dex\",\r\n\tdescription: \"4+2/SL ammo in space; undesignated crea enter/end in 30 ft: 1 ammo atk, save or 2d4 Piercing dmg\",\r\n\tdescriptionShorter: \"4+2/SL ammo; undesignated crea enter/end in 30 ft: 1 ammo atk, save or 2d4 Piercing dmg\",\r\n\tdescriptionFull: [\r\n\t\t\"You touch up to four nonmagical Arrows or Bolts and plant them in the ground in your space. Until the spell ends, the ammunition can't be physically uprooted, and whenever a creature other than you enters a space within 30 feet of the ammunition for the first time on a turn or ends its turn there, one piece of ammunition flies up to strike it. The creature must succeed on a Dexterity saving throw or take 2d4 Piercing damage. The piece of ammunition is then destroyed. The spell ends when none of the ammunition remains planted in the ground.\",\r\n\t\t\"When you cast this spell, you can designate any creatures you choose, and the spell ignores them.\",\r\n\t\tUsingHigherLvl + \"The amount of ammunition that can be affected increases by two for each spell slot level above 2.\",\r\n\t],\r\n};\r\nSpellsList[\"crown of madness\"] = {\r\n\tname: \"Crown of Madness\",\r\n\tclasses: [\"bard\", \"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 259]],\r\n\treqLoS: true,\r\n\tlevel: 2,\r\n\tschool: \"Ench\",\r\n\ttime: \"Act\",\r\n\trange: \"120 ft\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Conc, 1 min\",\r\n\tsave: \"Wis\",\r\n\tdescription: \"1 humanoid save or Charmed \\x26 melee atk chosen crea before move; Act to keep; repeat save turn's end\",\r\n\tdescriptionFull: [\r\n\t\t\"One creature that you can see within range must succeed on a Wisdom saving throw or have the Charmed condition for the duration. The creature succeeds automatically if it isn't Humanoid.\",\r\n\t\t\"A spectral crown appears on the Charmed target's head, and it must use its action before moving on each of its turns to make a melee attack against a creature other than itself that you mentally choose. The target can act normally on its turn if you choose no creature or if no creature is within its reach. The target repeats the save at the end of each of its turns, ending the spell on itself on a success.\",\r\n\t\t\"On your later turns, you must take the Magic action to maintain control of the target, or the spell ends.\",\r\n\t],\r\n};\r\nSpellsList[\"crusader's mantle\"] = {\r\n\tname: \"Crusader's Mantle\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 259]],\r\n\tlevel: 3,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Act\",\r\n\trange: \"S:30-ft rad\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"Allies within the aura and I deal +1d4 Radiant dmg with weapons and unarmed strikes\",\r\n\tdescriptionFull: [\r\n\t\t\"You radiate a magical aura in a 30-foot Emanation. While in the aura, you and your allies each deal an extra 1d4 Radiant damage when hitting with a weapon or an Unarmed Strike.\",\r\n\t],\r\n};\r\nSpellsList[\"destructive wave\"] = {\r\n\tname: \"Destructive Wave\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 261]],\r\n\tlevel: 5,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Act\",\r\n\trange: \"S:30-ft rad\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Con\",\r\n\tdescription: \"Any crea 5d6 Thunder dmg \\x26 5d6 Radiant or Necrotic dmg \\x26 knocked prone; save halves, not prone\",\r\n\tdescriptionShorter: \"Any crea 5d6 Thunder dmg \\x26 5d6 Radiant or Necrotic dmg \\x26 prone; save half, not prone\",\r\n\tdescriptionFull: [\r\n\t\t\"Destructive energy ripples outward from you in a 30-foot Emanation. Each creature you choose in the Emanation makes a Constitution saving throw. On a failed save, a target takes 5d6 Thunder damage and 5d6 Radiant or Necrotic damage (your choice) and has the Prone condition. On a successful save, a target takes half as much damage only.\",\r\n\t],\r\n\tdynamicDamageBonus: {\r\n\t\tallDmgTypesSingleMoment: true,\r\n\t\tmultipleDmgTypes: {\r\n\t\t\tdmgTypes: [\"radiant\", \"necrotic\"],\r\n\t\t\tinDescriptionAs: \"Radiant or Necrotic\",\r\n\t\t},\r\n\t},\r\n};\r\nSpellsList[\"elemental weapon\"] = {\r\n\tname: \"Elemental Weapon\",\r\n\tclasses: [\"artificer\", \"druid\", \"paladin\", \"ranger\"],\r\n\tsource: [[\"P24\", 267]],\r\n\tlevel: 3,\r\n\tschool: \"Trans\",\r\n\ttime: \"Act\",\r\n\trange: \"Touch\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Nonmagical to +1 wea \\x26 +1d4 Acid/Cold/Fire/Lightn./Thunder dmg; SL5: +2/+2d4, SL7: +3/+3d4\",\r\n\tdescriptionShorter: \"+1 wea \\x26 +1d4 Acid/Cold/Fire/Lightning/Thunder dmg; SL5: +2/+2d4, SL7: +3/+3d4\",\r\n\tdescriptionFull: [\r\n\t\t\"A nonmagical weapon you touch becomes a magic weapon. Choose one of the following damage types: Acid, Cold, Fire, Lightning, or Thunder. For the duration, the weapon has a +1 bonus to attack rolls and deals an extra 1d4 damage of the chosen type when it hits.\",\r\n\t\tUsingHigherLvl + \"If you use a level 5-6 spell slot, the bonus to attack rolls increases to +2, and the extra damage increases to 2d4. If you use a level 7+ spell slot, the bonus increases to +3, and the extra damage increases to 3d4.\",\r\n\t],\r\n\tdynamicDamageBonus: {\r\n\t\tmultipleDmgTypes: {\r\n\t\t\tdmgTypes: [\"acid\", \"cold\", \"fire\", \"lightning\", \"thunder\"],\r\n\t\t\tinDescriptionAs: \"Acid/Cold/Fire/Lightning/Thunder|Acid/Cold/Fire/Lightn\\./Thunder\",\r\n\t\t},\r\n\t},\r\n};\r\nSpellsList[\"feign death\"] = {\r\n\tname: \"Feign Death\",\r\n\tclasses: [\"bard\", \"cleric\", \"druid\", \"wizard\"],\r\n\tsource: [[\"P24\", 271]],\r\n\tritual: true,\r\n\tlevel: 3,\r\n\tschool: \"Necro\",\r\n\ttime: \"Act\",\r\n\trange: \"Touch\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A pinch of graveyard dirt\",\r\n\tduration: \"1 h\",\r\n\tdescription: \"Willing crea looks dead: Blinded, Incapacitated, speed 0, resist. all dmg but Psychic, Poisoned immune\",\r\n\tdescriptionFull: [\r\n\t\t\"You touch a willing creature and put it into a cataleptic state that is indistinguishable from death.\",\r\n\t\t\"For the duration, the target appears dead to outward inspection and to spells used to determine the target's status. The target has the Blinded and Incapacitated conditions, and its Speed is 0.\",\r\n\t\t\"The target also has Resistance to all damage except Psychic damage, and it has Immunity to the Poisoned condition.\",\r\n\t],\r\n};\r\nSpellsList[\"fount of moonlight\"] = {\r\n\tname: \"Fount of Moonlight\",\r\n\tclasses: [\"bard\", \"druid\"],\r\n\tsource: [[\"P24\", 277]],\r\n\tlevel: 4,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Act\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Conc, 10 min\",\r\n\tsave: \"Con\",\r\n\tdescription: \"Radiant dmg resistance; melee atk +2d6 Radiant dmg; 20-ft rad bright/20-ft dim light; Reaction below\",\r\n\tdescriptionShorter: \"Radiant resistance; melee atk +2d6 Radiant dmg; 20-ft bright/20-ft dim light; React below\",\r\n\tdescriptionFull: [\r\n\t\t\"A cool light wreathes your body for the duration, emitting Bright Light in a 20-foot radius and Dim Light for an additional 20 feet.\",\r\n\t\t\"Until the spell ends, you have Resistance to Radiant damage, and your melee attacks deal an extra 2d6 Radiant damage on a hit.\",\r\n\t\t\"In addition, immediately after you take damage from a creature you can see within 60 feet of yourself, you can take a Reaction to force the creature to make a Constitution saving throw. On a failed save, the creature has the Blinded condition until the end of your next turn.\",\r\n\t],\r\n\tdependencies: [\"fount of moonlight-1-reaction\"],\r\n\twithoutDependencies: {\r\n\t\tdescription: \"Radiant resist; melee atk +2d6 Radiant dmg; 60ft React vis. crea dmg me: save or Blind to my next EoT\",\r\n\t\tdescriptionShorter: \"Radiant resist; melee atk+2d6 Radiant dmg; 60ft React vis. crea dmg me: save or Blind to EoT\",\r\n\t},\r\n};\r\nSpellsList[\"fount of moonlight-1-reaction\"] = {\r\n\tname: \"Fount of Moonlight: Reaction\",\r\n\tnameShort: \"Fount of Moon: reaction\", // capitalized Reacton doesn't fit\r\n\tclasses: [\"bard\", \"druid\"],\r\n\tsource: [[\"P24\", 277]],\r\n\treqLoS: true,\r\n\tlevel: 4,\r\n\tschool: \"Evoc\",\r\n\ttime: \"React\",\r\n\trange: \"60 ft\",\r\n\tcomponents: \"option\",\r\n\tduration: \"My next EoT\",\r\n\tsave: \"Con\",\r\n\tdescription: \"Reaction if crea I can see within 60 ft damages me: save or Blinded until the end of my next turn\",\r\n\tdescriptionFull: [\r\n\t\t\"Immediately after you take damage from a creature you can see within 60 feet of yourself, you can take a Reaction to force the creature to make a Constitution saving throw. On a failed save, the creature has the Blinded condition until the end of your next turn.\",\r\n\t\t\"This is an option of the Fount of Moonlight spell, see the line above for its full description.\",\r\n\t],\r\n\tdynamicDamageBonus: {\r\n\t\tdoNotProcess: true, // sheet makes mistake because \"damage\" comes after a numerical\r\n\t},\r\n};\r\nSpellsList[\"friends\"] = {\r\n\tname: \"Friends\",\r\n\tclasses: [\"bard\", \"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 277]],\r\n\treqLoS: true,\r\n\tlevel: 0,\r\n\tschool: \"Ench\",\r\n\ttime: \"Act\",\r\n\trange: \"10 ft\",\r\n\tcomponents: \"S,M\",\r\n\tcompMaterial: \"Some makeup\",\r\n\tduration: \"Conc, 1 min\",\r\n\tsave: \"Wis\",\r\n\tdescription: \"1 humanoid save or Charmed; once/24h; ends if dmged or if I atk, dmg, force save a crea; knows after\",\r\n\tdescriptionFull: [\r\n\t\t\"You magically emanate a sense of friendship toward one creature you can see within range. The target must succeed on a Wisdom saving throw or have the Charmed condition for the duration. The target succeeds automatically if it isn't a Humanoid, if you're fighting it, or if you have cast this spell on it within the past 24 hours.\",\r\n\t\t\"The spell ends early if the target takes damage or if you make an attack roll, deal damage, or force anyone to make a saving throw. When the spell ends, the target knows it was Charmed by you.\",\r\n\t],\r\n};\r\nSpellsList[\"grasping vine\"] = {\r\n\tname: \"Grasping Vine\",\r\n\tclasses: [\"druid\", \"ranger\"],\r\n\tsource: [[\"P24\", 280]],\r\n\treqLoS: true,\r\n\tlevel: 4,\r\n\tschool: \"Conj\",\r\n\ttime: \"Bns\",\r\n\trange: \"60 ft\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"Place vine; at cast/Bns: 30 ft melee spell atk: 4d8 Bludg. dmg, pull \\u226430 ft, \\u2264Huge Grappled (1+1/SL)\",\r\n\tdescriptionShorter: \"Place vine; cast/Bns: 30 ft melee spell atk: 4d8 Bludg. dmg, pull \\u226430 ft, Grappled (1+1/SL)\",\r\n\tdescriptionFull: [\r\n\t\t\"You conjure a vine that sprouts from a surface in an unoccupied space that you can see within range. The vine lasts for the duration.\",\r\n\t\t\"Make a melee spell attack against a creature within 30 feet of the vine. On a hit, the target takes 4d8 Bludgeoning damage and is pulled up to 30 feet toward the vine; if the target is Huge or smaller, it has the Grappled condition (escape DC equal to your spell save DC). The vine can grapple only one creature at a time, and you can cause the vine to release a Grappled creature (no action required).\",\r\n\t\t\"As a Bonus Action on your later turns, you can repeat the attack against a creature within 30 feet of the vine.\",\r\n\t\tUsingHigherLvl + \"The number of creatures the vine can grapple increases by one for each spell slot level above 4.\",\r\n\t],\r\n};\r\nSpellsList[\"hail of thorns\"] = {\r\n\tname: \"Hail of Thorns\",\r\n\tclasses: [\"ranger\"],\r\n\tsource: [[\"P24\", 283]],\r\n\tlevel: 1,\r\n\tschool: \"Conj\",\r\n\ttime: \"Bns\",\r\n\ttimeFull: \"Bonus Action, which you take immediately after hitting a creature with a Ranged weapon\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Dex\",\r\n\tdescription: \"Cast on ranged wea hit: target and all crea in 5 ft take 1d10+1d10/SL Piercing dmg; save halves\",\r\n\tdescriptionFull: [\r\n\t\t\"As you hit the creature, this spell creates a rain of thorns that sprouts from your Ranged weapon or ammunition. The target of the attack and each creature within 5 feet of it make a Dexterity saving throw, taking 1d10 Piercing damage on a failed save or half as much damage on a successful one.\",\r\n\t\tUsingHigherLvl + \"The damage increases by 1d10 for each spell slot level above 1.\",\r\n\t],\r\n};\r\n/*\r\n\tHunger of Hadar doesn't behave correctly with `genericSpellDmgEdit`,\r\n\tif adding a bonus that matches both damage types (Cold and Acid) and not\r\n\trestricted to a single roll. There is no setting to prevent both damage types\r\n\tgetting the bonus added.,\r\n\tHowever, no official feature allows for adding damage to multiple rolls of a spell.\r\n*/\r\nSpellsList[\"hunger of hadar\"] = {\r\n\tname: \"Hunger of Hadar\",\r\n\tclasses: [\"warlock\"],\r\n\tsource: [[\"P24\", 286]],\r\n\tlevel: 3,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"150 ft\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A pickled tentacle\",\r\n\tduration: \"Conc, 1 min\",\r\n\tsave: \"Dex\",\r\n\tdescription: \"20-ft rad all in area Blinded; start in: 2d6 Cold dmg; end in: save or 2d6 Acid dmg; +1d6/SL one type\",\r\n\tdescriptionShorter: \"20-ft rad all in: Blinded; start: 2d6 Cold dmg; end save or 2d6 Acid dmg; +1d6/SL one type\",\r\n\tdescriptionFull: [\r\n\t\t\"You open a gateway to the Far Realm, a region infested with unspeakable horrors. A 20-foot-radius Sphere of Darkness appears, centered on a point with range and lasting for the duration. The Sphere is Difficult Terrain, and it is filled with strange whispers and slurping noises, which can be heard up to 30 feet away. No light, magical or otherwise, can illuminate the area, and creatures fully within it have the Blinded condition.\",\r\n\t\t\"Any creature that starts its turn in the area takes 2d6 Cold damage. Any creature that ends its turn there must succeed on a Dexterity saving throw or take 2d6 Acid damage from otherworldly tentacles.\",\r\n\t\tUsingHigherLvl + \"The Cold or Acid damage (your choice) increases by 1d6 for each spell slot level above 3.\",\r\n\t],\r\n};\r\nSpellsList[\"jallarzi's storm of radiance\"] = {\r\n\tname: \"Jallarzi's Storm of Radiance\",\r\n\tnameShort: \"J's Storm of Radiance\",\r\n\tnameAlt: \"Storm of Radiance\",\r\n\tclasses: [\"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 289]],\r\n\treqLoS: true,\r\n\tlevel: 5,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Act\",\r\n\trange: \"120 ft\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A pinch of phosphorus\",\r\n\tduration: \"Conc, 1 min\",\r\n\tsave: \"Con\",\r\n\tdescription: \"10\\xD740ft all cast/enter/end 2d10+1d10/SL Radiant \\x26 again Thunder dmg; save \\xBD; all in Blind \\x26 Deaf\",\r\n\tdescriptionMetric: \"3\\xD712m all cast/enter/end 2d10+1d10/SL Radiant \\x26 again Thunder dmg; save \\xBD; all in Blind \\x26 Deaf\",\r\n\tdescriptionShorter: \"10\\xD740ft all cast/enter/end 2d10+1d10/SL Radiant \\x26 Thndr dmg; save \\xBD; all in blind, deaf\",\r\n\tdescriptionShorterMetric: \"3\\xD712m all cast/enter/end 2d10+1d10/SL Radiant \\x26 Thndr dmg; save \\xBD; all in blind, deaf\",\r\n\tdescriptionFull: [\r\n\t\t\"You unleash a storm of flashing light and raging thunder in a 10-foot-radius, 40-foot-high Cylinder centered on a point you can see within range. While in this area, creatures have the Blinded and Deafened conditions, and they can't cast spells with a Verbal component.\",\r\n\t\t\"When the storm appears, each creature in it makes a Constitution saving throw, taking 2d10 Radiant damage and 2d10 Thunder damage on a failed save or half as much damage on a successful one. A creature also makes this save when it enters the spell's area for the first time on a turn or ends its turn there. A creature makes this save only once per turn.\",\r\n\t\tUsingHigherLvl + \"The Radiant and Thunder damage increase by 1d10 for each spell slot level above 5.\",\r\n\t],\r\n\tdynamicDamageBonus: {\r\n\t\tmultipleDmgTypes: {\r\n\t\t\tdmgTypes: [\"radiant\", \"thunder\"],\r\n\t\t\tinDescriptionAs: \"Radiant \\x26 again Thunder dmg|Radiant \\x26 Thndr dmg\",\r\n\t\t},\r\n\t},\r\n};\r\nSpellsList[\"lightning arrow\"] = {\r\n\tname: \"Lightning Arrow\",\r\n\tclasses: [\"ranger\"],\r\n\tsource: [[\"P24\", 292]],\r\n\tlevel: 3,\r\n\tschool: \"Trans\",\r\n\ttime: \"Bns\",\r\n\ttimeFull: \"Bonus Action, which you take immediately after hitting or missing a target with a ranged attack using a weapon\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Dex\",\r\n\tdescription: \"After rngd wea atk: 4d8+1d8/SL Lightn. dmg, miss half; all in 10ft 2d8+1d8/SL Lightn. dmg, save \\xBD\",\r\n\tdescriptionShorter: \"Aftr rng wea atk: 4d8+1d8/SL Lightn. dmg, miss half; 10ft all 2d8+1d8/SL Lightn. dmg, save \\xBD\",\r\n\tdescriptionFull: [\r\n\t\t\"As your attack hits or misses the target, the weapon or ammunition you're using transforms into a lightning bolt. Instead of taking any damage or other effects from the attack, the target takes 4d8 Lightning damage on a hit or half as much damage on a miss. Each creature within 10 feet of the target then makes a Dexterity saving throw, taking 2d8 Lightning damage on a failed save or half as much damage on a successful one.\",\r\n\t\t\"The weapon or ammunition then returns to its normal form.\",\r\n\t\tUsingHigherLvl + \"The damage for both effects of the spell increases by 1d8 for each spell slot level above 3.\",\r\n\t],\r\n\tdynamicDamageBonus: {\r\n\t\tmultipleDmgMoments: false,\r\n\t\tskipDmgGroupIfNotMultiple: /(atk .*?lightn\\. dmg.*?)/i,\r\n\t},\r\n};\r\nSpellsList[\"mind sliver\"] = {\r\n\tname: \"Mind Sliver\",\r\n\tclasses: [\"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 298]],\r\n\treqLoS: true,\r\n\tlevel: 0,\r\n\tschool: \"Ench\",\r\n\ttime: \"Act\",\r\n\trange: \"60 ft\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Int\",\r\n\tdescription: \"1 crea save or 1d6 Psychic dmg \\x26 -1d4 on first save before my next EoT; +1d6 at CL 5, 11, \\x26 17\",\r\n\tdescriptionCantripDie: \"1 crea save or `CD`d6 Psychic dmg and -1d4 on first saving throw before my next turn ends\",\r\n\tdescriptionFull: [\r\n\t\t\"You try to temporarily sliver the mind of one creature you can see within range. The target must succeed on an Intelligence saving throw or take 1d6 Psychic damage and subtract 1d4 from the next saving throw it makes before the end of your next turn.\",\r\n\t\tCantripUpgrade + \"The damage increases by 1d6 when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).\",\r\n\t],\r\n};\r\nSpellsList[\"power word fortify\"] = {\r\n\tname: \"Power Word Fortify\",\r\n\tclasses: [\"bard\", \"cleric\"],\r\n\tsource: [[\"P24\", 306]],\r\n\treqLoS: true,\r\n\tlevel: 7,\r\n\tschool: \"Ench\",\r\n\ttime: \"Act\",\r\n\trange: \"60 ft\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Instantaneous\",\r\n\tdescription: \"Divide 120 Temporary HP equally among up to 6 visible creatures in range\",\r\n\tdescriptionFull: [\"You fortify up to six creatures you can see within range. The spell bestows 120 Temporary Hit Points, which you divide among the spell's recipients.\"],\r\n};\r\nSpellsList[\"staggering smite\"] = {\r\n\tname: \"Staggering Smite\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 320]],\r\n\tlevel: 4,\r\n\tschool: \"Ench\",\r\n\ttime: \"Bns\",\r\n\ttimeFull: \"Bonus Action, which you take immediately after hitting a creature with a Melee weapon or an Unarmed Strike\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Wis\",\r\n\tdescription: \"Cast on melee wea hit; +4d6+1d6/SL Psychic dmg; target save or Stunned until my next EoT\",\r\n\tdescriptionFull: [\r\n\t\t\"The target takes an extra 4d6 Psychic damage from the attack, and the target must succeed on a Wisdom saving throw or have the Stunned condition until the end of your next turn.\",\r\n\t\tUsingHigherLvl + \"The extra damage increases by 1d6 for each spell slot level above 4.\",\r\n\t],\r\n};\r\nSpellsList[\"steel wind strike\"] = {\r\n\tname: \"Steel Wind Strike\",\r\n\tclasses: [\"ranger\", \"wizard\"],\r\n\tsource: [[\"P24\", 320]],\r\n\treqLoS: true,\r\n\tlevel: 5,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"30 ft\",\r\n\tcomponents: \"S,M\\u0192\",\r\n\tcompMaterial: \"A Melee weapon worth 1+ SP\",\r\n\tduration: \"Instantaneous\",\r\n\tdescription: \"Melee spell atk vs 5 visible creature for each 6d10 Force dmg; after, I teleport next to 1 target\",\r\n\tdescriptionFull: [\r\n\t\t\"You flourish the weapon used in the casting and then vanish to strike like the wind. Choose up to five creatures you can see within range. Make a melee spell attack against each target. On a hit, a target takes 6d10 Force damage.\",\r\n\t\t\"You then teleport to an unoccupied space you can see within 5 feet of one of the targets.\",\r\n\t],\r\n\tdynamicDamageBonus: { multipleDmgMoments: true },\r\n};\r\nSpellsList[\"summon aberration\"] = {\r\n\tname: \"Summon Aberration\",\r\n\tclasses: [\"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 322]],\r\n\treqLoS: true,\r\n\tlevel: 4,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A pickled tentacle and an eyeball in a platinum-inlaid vial worth 400+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Chosen Aberrant spirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (400gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth an aberrant spirit. It manifests in an unoccupied space that you can see within range and uses the Aberrant Spirit stat block. When you cast the spell, choose Beholderkin, Mind Flayer, or Slaad. The creature resembles an Aberration of that kind, which determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, it shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"summon beast\"] = {\r\n\tname: \"Summon Beast\",\r\n\tclasses: [\"druid\", \"ranger\"],\r\n\tsource: [[\"P24\", 322]],\r\n\treqLoS: true,\r\n\tlevel: 2,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A feather, tuft of fur, and fish tail inside a gilded acorn worth 200+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Chosen Bestial Spirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (200gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth a bestial spirit. It manifests in an unoccupied space that you can see within range and uses the Bestial Spirit stat block. When you cast the spell, choose an environment: Air, Land, or Water. The creature resembles an animal of your choice that is native to the chosen environment, which determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, the creature shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"summon celestial\"] = {\r\n\tname: \"Summon Celestial\",\r\n\tclasses: [\"cleric\", \"paladin\"],\r\n\tsource: [[\"P24\", 323]],\r\n\treqLoS: true,\r\n\tlevel: 5,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A reliquary worth 500+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Chosen Celestial Spirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (500gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth a Celestial spirit. It manifests in an angelic form in an unoccupied space that you can see within range and uses the Celestial Spirit stat block. When you cast the spell, choose Avenger or Defender. Your choice determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, the creature shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"summon construct\"] = {\r\n\tname: \"Summon Construct\",\r\n\tclasses: [\"artificer\", \"wizard\"],\r\n\tsource: [[\"P24\", 324]],\r\n\treqLoS: true,\r\n\tlevel: 4,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A lockbox worth 400+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: (typePF ? \"C\" : \"c\") + \"hosen Construct \" + (typePF ? \"S\" : \"s\") + \"pirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (400gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth the spirit of a Construct. It manifests in an unoccupied space that you can see within range and uses the Construct Spirit stat block. When you cast the spell, choose a material: Clay, Metal, or Stone. The creature resembles an animate statue (you determine the appearance) made of the chosen material, which determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, the creature shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"summon elemental\"] = {\r\n\tname: \"Summon Elemental\",\r\n\tclasses: [\"druid\", \"ranger\", \"wizard\"],\r\n\tsource: [[\"P24\", 325]],\r\n\treqLoS: true,\r\n\tlevel: 4,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"Air, a pebble, ash, and water inside a gold-inlaid vial worth 400+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: (typePF ? \"C\" : \"c\") + \"hosen Elemental \" + (typePF ? \"S\" : \"s\") + \"pirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (400gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth an Elemental spirit. It manifests in an unoccupied space that you can see within range and uses the Elemental Spirit stat block. When you cast the spell, choose an element: Air, Earth, Fire, or Water. The creature resembles a bipedal form wreathed in the chosen element, which determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, the creature shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"summon fey\"] = {\r\n\tname: \"Summon Fey\",\r\n\tclasses: [\"druid\", \"ranger\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 326]],\r\n\treqLoS: true,\r\n\tlevel: 3,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A gilded flower worth 300+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Chosen Fey Spirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (300gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth a Fey spirit. It manifests in an unoccupied space that you can see within range and uses the Fey Spirit stat block. When you cast the spell, choose a mood: Fuming, Mirthful, or Tricksy. The creature resembles a Fey creature of your choice marked by the chosen mood, which determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, the creature shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"summon fiend\"] = {\r\n\tname: \"Summon Fiend\",\r\n\tclasses: [\"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 326]],\r\n\treqLoS: true,\r\n\tlevel: 6,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A bloody vial worth 600+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Chosen Fiend Spirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (600gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth a fiendish spirit. It manifests in an unoccupied space that you can see within range and uses the Fiendish Spirit stat block. When you cast the spell, choose Demon, Devil, or Yugoloth. The creature resembles a Fiend of the chosen type, which determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, the creature shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"summon undead\"] = {\r\n\tname: \"Summon Undead\",\r\n\tclasses: [\"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 328]],\r\n\treqLoS: true,\r\n\tlevel: 3,\r\n\tschool: \"Necro\",\r\n\ttime: \"Act\",\r\n\trange: \"90 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A gilded skull worth 300+ GP\",\r\n\tduration: \"Conc, 1 h\",\r\n\tdescription: \"Chosen Undead Spirit; obeys verbal commands; takes turn after mine; vanishes at 0 HP; see B (300gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You call forth an Undead spirit. It manifests in an unoccupied space that you can see within range and uses the Undead Spirit stat block. When you cast the spell, choose the creature's form: Ghostly, Putrid, or Skeletal. The spirit resembles an Undead creature with the chosen form, which determines certain details in its stat block. The creature disappears when it drops to 0 Hit Points or when the spell ends.\",\r\n\t\t\"The creature is an ally to you and your allies. In combat, the creature shares your Initiative count, but it takes its turn immediately after yours. It obeys your verbal commands (no action required by you). If you don't issue any, it takes the Dodge action and uses its movement to avoid danger.\",\r\n\t\tUsingHigherLvl + \"Use the spell slot's level for the spell's level in the stat block.\",\r\n\t],\r\n};\r\nSpellsList[\"swift quiver\"] = {\r\n\tname: \"Swift Quiver\",\r\n\tclasses: [\"ranger\"],\r\n\tsource: [[\"P24\", 329]],\r\n\tlevel: 5,\r\n\tschool: \"Trans\",\r\n\ttime: \"Bns\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A Quiver worth 1+ GP\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"At cast \\x26 Bns after: attack twice with weapon that uses arrows or bolts; spell creates nonmagical ammo\",\r\n\tdescriptionFull: [\r\n\t\t\"When you cast the spell and as a Bonus Action until it ends, you can make two attacks with a weapon that fires Arrows or Bolts, such as a Longbow or a Light Crossbow. The spell magically creates the ammunition needed for each attack. Each Arrow or Bolt created by the spell deals damage like a nonmagical piece of ammunition of its kind and disintegrates immediately after it hits or misses.\",\r\n\t],\r\n};\r\nSpellsList[\"synaptic static\"] = {\r\n\tname: \"Synaptic Static\",\r\n\tclasses: [\"bard\", \"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 330]],\r\n\tlevel: 5,\r\n\tschool: \"Ench\",\r\n\ttime: \"Act\",\r\n\trange: \"120 ft\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Int\",\r\n\tdescription: \"20-ft rad all save or 8d6 Psychic dmg, 1 min -1d6 on atk/chk/conc save; save half only; redo save EoT\",\r\n\tdescriptionShorter: \"20ft rad all save or 8d6+1d8 Psychic dmg, 1 min -1d6 to atks/check/conc save; save \\xBD only; EoT save\",\r\n\tdescriptionFull: [\r\n\t\t\"You cause psychic energy to erupt at a point within range. Each creature in a 20-foot-radius Sphere centered on that point makes an Intelligence saving throw, taking 8d6 Psychic damage on a failed save or half as much damage on a successful one.\",\r\n\t\t\"On a failed save, a target also has muddled thoughts for 1 minute. During that time, it subtracts 1d6 from all its attack rolls and ability checks, as well as any Constitution saving throws to maintain Concentration. The target makes an Intelligence saving throw at the end of each of its turns, ending the effect on itself on a success.\",\r\n\t],\r\n};\r\nSpellsList[\"tasha's bubbling cauldron\"] = {\r\n\tname: \"Tasha's Bubbling Cauldron\",\r\n\tnameAlt: \"Bubbling Cauldron\",\r\n\tnameShort: \"T's Bubbling Cauldron\",\r\n\tclasses: [\"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 330]],\r\n\tlevel: 6,\r\n\tschool: \"Conj\",\r\n\ttime: \"Act\",\r\n\trange: \"5 ft\",\r\n\tcomponents: \"V,S,M\\u0192\",\r\n\tcompMaterial: \"A gilded ladle worth 500+ GP\",\r\n\tduration: \"10 min\",\r\n\tdescription: \"Conjure immobile pot with spell mod of (un)common potion; Bns to take 1, lasting till recast (500 gp)\",\r\n\tdescriptionFull: [\r\n\t\t\"You conjure a claw-footed cauldron filled with bubbling liquid. The cauldron appears in an unoccupied space on the ground within 5 feet of you and lasts for the duration. The cauldron can't be moved and disappears when the spell ends, along with the bubbling liquid inside it.\",\r\n\t\t\"The liquid in the cauldron duplicates the properties of a Common or an Uncommon potion of your choice (such as a Potion of Healing). As a Bonus Action, you or an ally can reach into the cauldron and withdraw one potion of that kind. The potion is contained in a vial that disappears when the potion is consumed. The cauldron can produce a number of these potions equal to your spellcasting ability modifier (minimum 1). When the last of these potions is withdrawn from the cauldron, the cauldron disappears, and the spell ends.\",\r\n\t\t\"Potions obtained from the cauldron that aren't consumed disappear when you cast this spell again.\",\r\n\t],\r\n};\r\nSpellsList[\"telepathy\"] = {\r\n\tname: \"Telepathy\",\r\n\tclasses: [\"wizard\"],\r\n\tsource: [[\"P24\", 331]],\r\n\tlevel: 8,\r\n\tschool: \"Div\",\r\n\ttime: \"Act\",\r\n\trange: \"Unlimited\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A pair of linked silver rings\",\r\n\tduration: \"24 h\",\r\n\tdescription: \"1 familiar willing crea \\x26 I telepathic link; share \\x26 understand words, images, sounds and sensory info\",\r\n\tdescriptionFull: [\r\n\t\t\"You create a telepathic link between yourself and a willing creature with which you are familiar. The creature can be anywhere on the same plane of existence as you. The spell ends if you or the target are no longer on the same plane.\",\r\n\t\t\"Until the spell ends, you and the target can instantly share words, images, sounds, and other sensory messages with each other through the link, and the target recognizes you as the creature it is communicating with. The spell enables a creature to understand the meaning of your words and any sensory messages you send to it.\",\r\n\t],\r\n};\r\nSpellsList[\"thorn whip\"] = {\r\n\tname: \"Thorn Whip\",\r\n\tclasses: [\"artificer\", \"druid\"],\r\n\tsource: [[\"P24\", 333]],\r\n\tlevel: 0,\r\n\tschool: \"Trans\",\r\n\ttime: \"Act\",\r\n\trange: \"30 ft\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"The stem of a plant with thorns\",\r\n\tduration: \"Instantaneous\",\r\n\tdescription: \"Melee spell atk for 1d6 Piercing dmg \\x26 can pull \\u2264Large crea up to 10 ft closer; +1d6 at CL 5, 11, \\x26 17\",\r\n\tdescriptionShorter: \"Melee spell atk for 1d6 Piercing dmg \\x26 pull \\u2264Large crea up to 10 ft closer; +1d6 at CL 5, 11, 17\",\r\n\tdescriptionCantripDie: \"Melee spell atk for `CD`d6 Piercing dmg and can pull up to Large crea up to 10 ft closer\",\r\n\tdescriptionFull: [\r\n\t\t\"You create a vine-like whip covered in thorns that lashes out at your command toward a creature in range. Make a melee spell attack against the target. On a hit, the target takes 1d6 Piercing damage, and if it is Large or smaller, you can pull it up to 10 feet closer to you.\",\r\n\t\tCantripUpgrade + \"The damage increases by 1d6 when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).\",\r\n\t],\r\n};\r\nSpellsList[\"thunderclap\"] = {\r\n\tname: \"Thunderclap\",\r\n\tclasses: [\"artificer\", \"bard\", \"druid\", \"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 333]],\r\n\tlevel: 0,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Act\",\r\n\trange: \"S:5-ft rad\",\r\n\tcomponents: \"S\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Con\",\r\n\tdescription: \"All creatures but me save or 1d6 Thunder dmg; 100-ft rad audible; +1d6 at CL 5, 11, and 17\",\r\n\tdescriptionCantripDie: \"All creatures but me save or `CD`d6 Thunder dmg; 100-ft rad audible\",\r\n\tdescriptionFull: [\r\n\t\t\"Each creature in a 5-foot Emanation originating from you must succeed on a Constitution saving throw or take 1d6 Thunder damage. The spell's thunderous sound can be heard up to 100 feet away.\",\r\n\t\tCantripUpgrade + \"The damage increases by 1d6 when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).\",\r\n\t],\r\n};\r\nSpellsList[\"thunderous smite\"] = {\r\n\tname: \"Thunderous Smite\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 334]],\r\n\tlevel: 1,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Bns\",\r\n\ttimeFull: \"Bonus Action, which you take immediately after hitting a target with a Melee weapon or an Unarmed Strike\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Str\",\r\n\tdescription: \"Cast on melee wea hit; +2d6+1d6/SL Thunder dmg; save or 10 ft push \\x26 Prone; audible in 300\" + (typePF ? \" \" : \"\") + \"ft\",\r\n\tdescriptionFull: [\r\n\t\t\"Your strike rings with thunder that is audible within 300 feet of you, and the target takes an extra 2d6 Thunder damage from the attack. Additionally, if the target is a creature, it must succeed on a Strength saving throw or be pushed 10 feet away from you and have the Prone condition.\",\r\n\t\tUsingHigherLvl + \"The damage increases by 1d6 for each spell slot level above 1.\",\r\n\t],\r\n};\r\nSpellsList[\"toll the dead\"] = {\r\n\tname: \"Toll the Dead\",\r\n\tclasses: [\"cleric\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 334]],\r\n\treqLoS: true,\r\n\tlevel: 0,\r\n\tschool: \"Necro\",\r\n\ttime: \"Act\",\r\n\trange: \"60 ft\",\r\n\tcomponents: \"V,S\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Wis\",\r\n\tdescription: \"1 crea save or 1d12 Necrotic dmg (d8 if full HP); bell audible in 10 ft; +1d12/1d8 at CL 5, 11, \\x26 17\",\r\n\tdescriptionShorter: \"1 crea save or 1d12 Necrotic dmg (d8 not d12 if full HP); bell audible 10ft; +1d at CL 5, 11, 17\",\r\n\tdescriptionCantripDie: \"1 crea save or `CD`d12 Necrotic damage (d8 not d12 if at full HP); bell audible in 10 ft\",\r\n\tdescriptionFull: [\r\n\t\t\"You point at one creature you can see within range, and the single chime of a dolorous bell is audible within 10 feet of the target. The target must succeed on a Wisdom saving throw or take 1d8 Necrotic damage. If the target is missing any of its Hit Points, it instead takes 1d12 Necrotic damage.\",\r\n\t\tCantripUpgrade + \"The damage increases by one die when you reach levels 5 (2d8 or 2d12), 11 (3d8 or 3d12), and 17 (4d8 or 4d12).\",\r\n\t],\r\n};\r\nSpellsList[\"witch bolt\"] = {\r\n\tname: \"Witch Bolt\",\r\n\tclasses: [\"sorcerer\", \"warlock\", \"wizard\"],\r\n\tsource: [[\"P24\", 343]],\r\n\tlevel: 1,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Act\",\r\n\trange: \"60 ft\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A twig struck by lightning\",\r\n\tduration: \"Conc, 1 min\",\r\n\tdescription: \"Rngd atk 2d12+1d12/SL Lightn. dmg; rnds after: Bns 1d12 Lightn. dmg; end: out of range/total cover\",\r\n\tdescriptionShorter: \"Rngd atk 2d12+1d12/SL Lightn. dmg; Bns 1d12 Lightn. dmg; end: out of range/total cover\",\r\n\tdescriptionFull: [\r\n\t\t\"A beam of crackling energy lances toward a creature within range, forming a sustained arc of lightning between you and the target. Make a ranged spell attack against it. On a hit, the target takes 2d12 Lightning damage.\",\r\n\t\t\"On each of your subsequent turns, you can take a Bonus Action to deal 1d12 Lightning damage to the target automatically, even if the first attack missed.\",\r\n\t\t\"The spell ends if the target is ever outside the spell's range or if it has Total Cover from you.\",\r\n\t\tUsingHigherLvl + \"The initial damage increases by 1d12 for each spell slot level above 1.\",\r\n\t],\r\n\tdynamicDamageBonus: {\r\n\t\tmultipleDmgMoments: false,\r\n\t\textraDmgGroupsSameType: /(Bns )(.*?)( Lightn. dmg)/i, // WERKT DIT???\r\n\t},\r\n};\r\nSpellsList[\"word of radiance\"] = {\r\n\tname: \"Word of Radiance\",\r\n\tclasses: [\"cleric\"],\r\n\tsource: [[\"P24\", 343]],\r\n\treqLoS: true,\r\n\tlevel: 0,\r\n\tschool: \"Evoc\",\r\n\ttime: \"Act\",\r\n\trange: \"S:5-ft rad\",\r\n\tcomponents: \"V,M\",\r\n\tcompMaterial: \"A sunburst token\",\r\n\tduration: \"Instantaneous\",\r\n\tsave: \"Con\",\r\n\tdescription: \"Any creature save or 1d6 Radiant damage; +1d6 at CL 5, 11, and 17\",\r\n\tdescriptionCantripDie: \"Any creature save or `CD`d6 Radiant damage\",\r\n\tdescriptionFull: [\r\n\t\t\"Burning radiance erupts from you in a 5-foot Emanation. Each creature of your choice that you can see in it must succeed on a Constitution saving throw or take 1d6 Radiant damage.\",\r\n\t\tCantripUpgrade + \"The damage increases by 1d6 when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).\",\r\n\t],\r\n};\r\nSpellsList[\"wrathful smite\"] = {\r\n\tname: \"Wrathful Smite\",\r\n\tclasses: [\"paladin\"],\r\n\tsource: [[\"P24\", 343]],\r\n\tlevel: 1,\r\n\tschool: \"Necro\",\r\n\ttime: \"Bns\",\r\n\ttimeFull: \"Bonus Action, which you take immediately after hitting a creature with a Melee weapon or an Unarmed Strike\",\r\n\trange: \"Self\",\r\n\tcomponents: \"V\",\r\n\tduration: \"1 min\",\r\n\tsave: \"Wis\",\r\n\tdescription: \"Cast on melee wea hit; +1d6 Necrotic dmg and save or Frightened; repeat save EoT to end\",\r\n\tdescriptionFull: [\r\n\t\t\"The target takes an extra 1d6 Necrotic damage from the attack, and it must succeed on a Wisdom saving throw or have the Frightened condition until the spell ends. At the end of each of its turns, the Frightened target repeats the save, ending the spell on itself on a success.\",\r\n\t\tUsingHigherLvl + \"The damage increases by 1d6 for each spell slot level above 1.\",\r\n\t],\r\n};\r\nSpellsList[\"yolande's regal presence\"] = {\r\n\tname: \"Yolande's Regal Presence\",\r\n\tnameShort: \"Y's Regal Presence\",\r\n\tclasses: [\"bard\", \"wizard\"],\r\n\tsource: [[\"P24\", 343]],\r\n\treqLoS: true,\r\n\tlevel: 5,\r\n\tschool: \"Ench\",\r\n\ttime: \"Act\",\r\n\trange: \"S:10-ft rad\",\r\n\tcomponents: \"V,S,M\",\r\n\tcompMaterial: \"A miniature tiara\",\r\n\tduration: \"Conc, 1 min\",\r\n\tsave: \"Wis\",\r\n\tdescription: \"Any crea cast/enter/end 4d6 Psychic dmg, Prone, and can push it up to 10 ft away; save half dmg only\",\r\n\tdescriptionShorter: \"Any crea cast/enter/end 4d6 Psychic dmg, Prone, can push it up to 10 ft; save half dmg only\",\r\n\tdescriptionFull: [\r\n\t\t\"You surround yourself with unearthly majesty in a 10-foot Emanation. Whenever the Emanation enters the space of a creature you can see and whenever a creature you can see enters the Emanation or ends its turn there, you can force that creature to make a Wisdom saving throw. On a failed save, the target takes 4d6 Psychic damage and has the Prone condition, and you can push it up to 10 feet away. On a successful save, the target takes half as much damage only. A creature makes this save only once per turn.\",\r\n\t],\r\n};\r\n\r\n/** Create the Aberrant Sorcerer's \"Psionic Spells\" feature description\r\n * This can only be done after all the spells have been defined\r\n */\r\n(function() {\r\n\tvar subclass = ClassSubList[PHB_AberrantSorcerer];\r\n\tvar extraSpells = subclass.features.subclassfeature3.spellcastingExtra;\r\n\tvar feature = subclass.features.subclassfeature3[\"psionic spells\"];\r\n\tfeature.description = levels.map(function (n) {\r\n\t\tvar maxSpellLvl = Math.min(9, Math.ceil(n / 2));\r\n\t\tvar spells = extraSpells.filter(function (spell) {\r\n\t\t\treturn SpellsList[spell] && SpellsList[spell].level <= maxSpellLvl;\r\n\t\t}).map(function (spell) {\r\n\t\t\treturn \"*\" + SpellsList[spell].name + \"*\";\r\n\t\t});\r\n\t\treturn desc(formatLineList(\"I know the following spells:\", spells) + \".\");\r\n\t});\r\n})();\r\n", '2026/06/26 - pub_20250218_MM.js':"var iFileName = \"pub_20250218_MM.js\";\r\nRequiredSheetVersion(\"24.0.1-beta\");\r\n// This file adds material from the 2025 Monster Manual that isn't in the SRD v5.2.1 to MPMB's Character Record Sheet for 5.5e\r\n\r\n// Define the source\r\nSourceList[\"M24\"] = {\r\n\tname: \"2025 Monster Manual\",\r\n\tabbreviation: \"MM'25\",\r\n\tgroup: \"Primary Sources\",\r\n\turl: \"https://marketplace.dndbeyond.com/core-rules/3711000\",\r\n\tdate: \"2025/02/18\",\r\n};\r\n\r\n\r\n// Pact of the Chain familiar\r\nCreatureList[\"slaad tadpole\"] = {\r\n\tname: \"Slaad Tadpole\",\r\n\tnameThis: \"slaad\",\r\n\tsource: [[\"M24\", 284]],\r\n\tsize: 5,\r\n\ttype: \"Aberration\",\r\n\tcompanion: [\"pact_of_the_chain\"],\r\n\talignment: \"Chaotic Neutral\",\r\n\tac: 12,\r\n\thp: 7,\r\n\thd: [3, 4],\r\n\tspeed: \"30 ft, burrow 10 ft\",\r\n\tscores: [7, 15, 10, 3, 5, 3],\r\n\tskills: {\r\n\t\t\"stealth\": 4,\r\n\t},\r\n\tresistances: \"Acid, Cold, Fire, Lightning, Thunder\",\r\n\tsenses: \"Darkvision 60 ft\",\r\n\tpassivePerception: 7,\r\n\tlanguages: \"Understands Slaad but can't speak\",\r\n\tchallengeRating: \"1/8\",\r\n\tproficiencyBonus: 2,\r\n\tattacksAction: 1,\r\n\ttraits: [{\r\n\t\tname: \"Magic Resistance\",\r\n\t\tdescription: \"The [THIS] has Advantage on saving throws against spells and other magical effects.\",\r\n\t}],\r\n\tattacks: [{\r\n\t\tname: \"Bite\",\r\n\t\tability: 2,\r\n\t\tdamage: [1, 6, \"piercing\"],\r\n\t\trange: \"Melee (5 ft)\",\r\n\t}],\r\n};\r\n// Undead\r\nCreatureList[\"crawling claw\"] = {\r\n\tname: \"Crawling Claw\",\r\n\tsource: [[\"M24\", 83]],\r\n\tsize: 5,\r\n\ttype: \"Undead\",\r\n\talignment: \"Neutral Evil\",\r\n\tac: 12,\r\n\thp: 2,\r\n\thd: [1, 4],\r\n\tspeed: \"20 ft, climb 20 ft\",\r\n\tscores: [13, 14, 11, 5, 10, 4],\r\n\timmunities: \"Necrotic, Poison; Charmed, Exhaustion, Frightened, Incapacitated, Poisoned\",\r\n\tsenses: \"Blindsight 30 ft\",\r\n\tpassivePerception: 10,\r\n\tlanguages: \"Understands Common but can't speak\",\r\n\tchallengeRating: \"0\",\r\n\tproficiencyBonus: 2,\r\n\tattacksAction: 1,\r\n\tattacks: [{\r\n\t\tname: \"Slam\",\r\n\t\tability: 1,\r\n\t\tdamage: [1, \"\", \"necrotic\"],\r\n\t\trange: \"Melee (5 ft)\",\r\n\t}],\r\n};\r\n// Beast\r\nCreatureList[\"giant squid\"] = {\r\n\tname: \"Giant Squid\",\r\n\tsource: [[\"M24\", 360]],\r\n\tsize: 1,\r\n\ttype: \"Beast\",\r\n\talignment: \"Unaligned\",\r\n\tac: 12,\r\n\thp: 120,\r\n\thd: [16, 12],\r\n\tspeed: \"5 ft, swim 80 ft\",\r\n\tscores: [23, 14, 12, 5, 11, 4],\r\n\tsaves: [9, 5, \"\", \"\", \"\", \"\"],\r\n\tskills: {\r\n\t\t\"perception\": 6,\r\n\t},\r\n\tsenses: \"Darkvision 120 ft\",\r\n\tpassivePerception: 16,\r\n\tchallengeRating: \"6\",\r\n\tproficiencyBonus: 3,\r\n\tattacksAction: 2,\r\n\tfeatures: [{\r\n\t\tname: \"Water Breathing\",\r\n\t\tdescription: \"The [THIS] can breathe only underwater.\",\r\n\t}],\r\n\tactions: [{\r\n\t\tname: \"Multiattack\",\r\n\t\tdescription: \"As an Attack action, the [THIS] can make one Bite and one Tentacle attack.\",\r\n\t}, {\r\n\t\tname: \"Ink Cloud (1/Day)\",\r\n\t\tdescription: \"As a Reaction when the [THIS] takes damage while underwater, it can release ink that fills a 15-ft Cube centered on itself, and it moves up to its Swim Speed. The Cube is Heavily Obscured for 1 minute or until a strong current or similar effect disperses the ink.\",\r\n\t\twildshapeShow: \"As a Reaction after taking damage underwater, can release a 15-ft Cube of ink on itself and move up to Swim Speed. The area is Heavily Obscured for 1 minute or until dispersed by a strong current.\",\r\n\t}, {\r\n\t\tname: \"Tentacle\",\r\n\t\tdescription: \"If the target is a Huge or smaller creature, it has the Grappled condition (escape DC 16) from one of two tentacles, and the [THIS] can pull the target up to 10 ft straight toward itself.\",\r\n\t\twildshapeShow: false,\r\n\t}],\r\n\tattacks: [{\r\n\t\tname: \"Bite\",\r\n\t\tability: 1,\r\n\t\tdamage: [4, 10, \"piercing\"],\r\n\t\trange: \"Melee (5 ft)\",\r\n\t}, {\r\n\t\tname: \"Tentacle\",\r\n\t\tability: 1,\r\n\t\tdamage: [3, 8, \"bludgeoning\"],\r\n\t\trange: \"Melee (15 ft)\",\r\n\t\tdescription: \"\\u2264Huge is Grappled (escape DC 16) \\x26 pulled 10 ft closer\",\r\n\t}],\r\n};\r\n", '2026/06/26 - pub_20260616_RHW.js':"var iFileName = \"pub_20260616_RHW.js\";\r\nRequiredSheetVersion(\"24.0.9-beta\");\r\n// This file adds material from Ravenloft: The Horrors Within to MPMB's Character Record Sheet for 5.5e\r\n\r\nSourceList[\"RHW\"] = {\r\n\tname: \"Ravenloft: The Horrors Within (incomplete)\",\r\n\tabbreviation: \"RHW\",\r\n\tgroup: \"Supplements\",\r\n\tcampaignSetting: \"Ravenloft\",\r\n\turl: \"https://marketplace.dndbeyond.com/rulebooks/6015000\",\r\n\tdate: \"2026/06/16\",\r\n};\r\n\r\n// Subclasses\r\nAddSubClass(\"sorcerer\", \"shadow\", {\r\n\tregExpSearch: /^(?=.*shadow)(?=.*(sorcerer|sorcery)).*$/i,\r\n\tsubname: \"Shadow Sorcery\",\r\n\tsubnameShort: \"Shadow\",\r\n\tfullname: \"Shadow Sorcerer\",\r\n\tsource: [[\"RHW\", 23]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": {\r\n\t\t\tname: \"Eyes of the Dark\",\r\n\t\t\tsource: [[\"RHW\", 24]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I can see normally through areas of Darkness created by spells that I cast.\",\r\n\t\t\t\t\"I have 120 ft Darkvision and 10 ft Blindsight.\"\r\n\t\t\t]),\r\n\t\t\tvision: [[\"Darkvision\", 120], [\"Blindsight\", 10]],\r\n\t\t\tspellcastingExtra: [\"bane\", \"inflict wounds\", \"darkness\", \"pass without trace\", \"hunger of hadar\", \"nondetection\", \"greater invisibility\", \"phantasmal killer\", \"contagion\", \"creation\"],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Strength of the Grave\",\r\n\t\t\tsource: [[\"RHW\", 24]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn desc([\r\n\t\t\t\t\t\"If I would drop to 0 Hit Points and not die outright, I can make a Charisma save (DC 5 + damage taken) to instead have my Charisma modifier plus \" + n + \" (Sorcerer level) Hit Points.\",\r\n\t\t\t\t\t\"Once I succeed on this save, I can't use this feature again until I finish a Long Rest.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\tadditional: levels.map(function (n) {\r\n\t\t\t\treturn n < 3 ? \"\" : n + \"+Cha mod\";\r\n\t\t\t}),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Beasts of Ill Omen\",\r\n\t\t\tsource: [[\"RHW\", 24]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As a Bonus Action, I can spend 3 Sorcery Points to cast *Summon Beast* without Material components. When I cast this spell, I can have it not require Concentration, but then its duration becomes 1 minute and it ends early if I recast it. (\\u2736) I can't cast it with spell slots.\",\r\n\t\t\t\t\"Enemies within 5 ft of the summoned beast have Disadvantage on saves against my spells.\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"bonus action\", \" (3 SP)\"]],\r\n\t\t\tadditional: \"3 Sorcery Points\",\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Beasts of Ill Omen\",\r\n\t\t\t\tspells: [\"summon beast\"],\r\n\t\t\t\tselection: [\"summon beast\"],\r\n\t\t\t}],\r\n\t\t\tspellFirstColTitle: \"SP\",\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"summon beast\": {\r\n\t\t\t\t\tname: \"Summon Beast (\\u2736)\",\r\n\t\t\t\t\ttime: \"Bns\",\r\n\t\t\t\t\tcomponents: \"V,S\",\r\n\t\t\t\t\tcompMaterial: \"\",\r\n\t\t\t\t\tduration: \"1min/conc,1h\",\r\n\t\t\t\t\tdescription: \"Bestial Spirit; obeys commands; enemies in 5 ft Disadv on saves vs my spells; see Beasts of Ill Omen\",\r\n\t\t\t\t\tchanges: \"I can cast Summon Beast only by expending 3 Sorcery Points, not by using spell slots. It then doesn't require a Material component and enemies within 5 ft of the summoned spirit have Disadvantage on saves against my spells. I can also choose to cast it in a way that it doesn't require concentration, but then it has a duration of 1 minute and ends early if I cast it again.\",\r\n\t\t\t\t\tfirstCol: 3,\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Shadow Walk\",\r\n\t\t\tsource: [[\"RHW\", 24]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc(\r\n\t\t\t\t\"As a Bonus Action while I'm in Dim Light or Darkness, I can teleport up to 120 ft to an empty space that I can see that is also in Dim Light or Darkness.\"\r\n\t\t\t),\r\n\t\t\tactions: [[\"bonus action\", \"\"]],\r\n\t\t},\r\n\t\t\"subclassfeature18\": {\r\n\t\t\tname: \"Umbral Form\",\r\n\t\t\tsource: [[\"RHW\", 24]],\r\n\t\t\tminlevel: 18,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"When I use Innate Sorcery, I can gain these benefits. I can expend 6 SP to regain use of this.\",\r\n\t\t\t\t\"***Incorporeal Movement***. I can move through creatures and objects as if they were Difficult Terrain, but I take 1d10 Force damage if I end my turn inside a creature or an object.\",\r\n\t\t\t\t\"***Shadow Resilience***. I have Resistance to all damage except Force and Radiant damage.\",\r\n\t\t\t]),\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\taltResource: \"6 SP\",\r\n\t\t},\r\n\t},\r\n});\r\nAddSubClass(\"warlock\", \"undead\", {\r\n\tregExpSearch: /^(?=.*undead)(?=.*warlock).*$/i,\r\n\tsubname: \"Undead Patron\",\r\n\tsource: [[\"RHW\", 24]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\": { // includes improvements from Grave Touched, Necrotic Husk and Superior Dread.\r\n\t\t\tname: \"Form of Dread\",\r\n\t\t\tsource: [[\"RHW\", 24]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\tvar lines = [\r\n\t\t\t\t\t\"As a Bonus Action, I can transform into an avatar of my patron, gaining the following benefits for 1 minute, until I am Incapacitated, or I end the form (no action).\",\r\n\t\t\t\t\t\"***Facsimile of Life***. I gain 1d10 + \" + n + \" (Warlock level) Temporary Hit Points.\",\r\n\t\t\t\t\t\"***Fearless Form***. I have Immunity to being Frightened. Frightened ends on transformation.\",\r\n\t\t\t\t\t\"***Frightful Avatar***. Once per turn when I hit a creature, I can have it make a Wisdom save or be Frightened until the end of my next turn.\",\r\n\t\t\t\t];\r\n\t\t\t\tif (n >= 6) {\r\n\t\t\t\t\tlines.push(\"***Dreaded Necrosis***. Once per turn when I hit a creature and deal Necrotic damage, I can roll an additional damage die when determining the Necrotic damage the target takes.\");\r\n\t\t\t\t}\r\n\t\t\t\tif (n >= 10) {\r\n\t\t\t\t\tlines.push(\"***Necrotic Resilience***. I have Immunity to Necrotic damage.\");\r\n\t\t\t\t}\r\n\t\t\t\tif (n >= 14) {\r\n\t\t\t\t\tlines.push(\r\n\t\t\t\t\t\t\"***Dread Resistance***. I have Resistance to Bludgeoning, Piercing, and Slashing damage.\",\r\n\t\t\t\t\t\t\"***Ghostly Flight***. I have a hover Fly Speed equal to my Speed. I can move through objects and creatures as if they are Difficult Terrain, taking 1d10 Force damage if I end my turn inside.\",\r\n\t\t\t\t\t\t\"***Profane Casting***. When I cast a Conjuration or Necromancy Warlock spell, I cast it without any Verbal, Somatic, or Material components, except those that are costly or consumed.\"\r\n\t\t\t\t\t);\r\n\t\t\t\t}\r\n\t\t\t\treturn desc(lines);\r\n\t\t\t}),\r\n\t\t\tusages: \"Charisma modifier per \",\r\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Cha Mod'));\",\r\n\t\t\trecovery: \"Long Rest\",\r\n\t\t\tspellcastingExtra: [\"bane\", \"blindness/deafness\", \"phantasmal force\", \"ray of sickness\", \"speak with dead\", \"summon undead\", \"greater invisibility\", \"phantasmal killer\", \"antilife shell\", \"cloudkill\"],\r\n\t\t\tspellcastingExtraApplyNonconform: true,\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Grave Touched\",\r\n\t\t\tsource: [[\"RHW\", 24]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: \" [also improves Form of Dread]\" + desc([\r\n\t\t\t\t\"***Arcane Necrosis***. Once per turn when I cast a spell that deals damage, I can change that spell's damage type to Necrotic.\",\r\n\t\t\t\t\"Necrotic damage from my attacks, Warlock spells, and Warlock features ignores Resistance.\",\r\n\t\t\t\t\"***Undead Endurance***. I don't gain Exhaustion levels from dehydration, malnutrition, or suffocation. I don't need to sleep and magic can't put me to sleep.\",\r\n\t\t\t]),\r\n\t\t\tsavetxt: { immune: [\"Sleep magic\"] },\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Necrotic Husk\",\r\n\t\t\tsource: [[\"RHW\", 25]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: levels.map(function (n) {\r\n\t\t\t\treturn \" [also improves Form of Dread]\" + desc([\r\n\t\t\t\t\t\"***Necrotic Resilience***. I have Resistance to Necrotic damage.\",\r\n\t\t\t\t\t\"***Unholy Resuscitation*** (1\\xD7 per Short Rest). If I drop to 0 HP and don't die outright, I can cause each creature of my choice within a 30 ft Emanation to take 2d10 plus my Charisma modifier Necrotic damage. They can make a Constitution save to halve the damage.\",\r\n\t\t\t\t\t\"My Hit Points then change to \" + (2 * n) + \" (twice Warlock level) and I gain 1 Exhaustion level.\",\r\n\t\t\t\t]);\r\n\t\t\t}),\r\n\t\t\textraLimitedFeatures: [{\r\n\t\t\t\tname: \"Unholy Resuscitation\",\r\n\t\t\t\tusages: 1,\r\n\t\t\t\trecovery: \"Short Rest\",\r\n\t\t\t}],\r\n\t\t\tdmgres: [\"Necrotic\"],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Superior Dread\",\r\n\t\t\tsource: [[\"RHW\", 25]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: \" [improves Form of Dread]\",\r\n\t\t},\r\n\t},\r\n});\r\n\r\n// Backgrounds\r\n\r\n\r\n// Feats - Origin\r\n\r\n\r\n// Feats - Dark Gift\r\n\r\n\r\n// Magic Items\r\n\r\n", '2026/06/26 - not-reprinted_20140819_PHB.js':"var iFileName = \"not-reprinted_20140819_PHB.js\";\r\nRequiredSheetVersion(\"24.0.5-beta\");\r\n// This file adds options from the 2014 Player's Handbook to MPMB's Character Record Sheet that have not been replaced with new options in the 2024 Player's Handbook or other rulebooks for the 2024 rules\r\n\r\n// Define the source\r\nSourceList[\"P\"] = {\r\n\tname: \"2014 Player's Handbook (incomplete)\",\r\n\tabbreviation: \"PHB'14\",\r\n\tabbreviationSpellsheet: \"P\",\r\n\tgroup: \"Legacy Sources\",\r\n\turl: \"https://dnd.wizards.com/products/rpg_playershandbook\",\r\n\tdate: \"2014/08/19\",\r\n\tdefaultExcluded: true,\r\n};\r\n\r\n// Races\r\nRaceList[\"half-elf\"] = {\r\n\tregExpSearch: /^(?=.*half)(?=.*(elf|elv|drow|silvanesti|qualinesti|grugach|kagonesti)).*$/i,\r\n\tname: \"Half-elf\",\r\n\tsource: [[\"SRD\", 6], [\"P\", 39]],\r\n\tplural: \"Half-elves\",\r\n\tsize: 3,\r\n\tspeed: {\r\n\t\twalk: { spd: 30, enc: 20 },\r\n\t},\r\n\tlanguageProfs: [\"Common\", \"Elvish\", 1],\r\n\tvision: [[\"Darkvision\", 60]],\r\n\tsavetxt: {\r\n\t\ttext: [\"Magic can't put me to sleep\"],\r\n\t\tadv_vs: [\"charmed\"],\r\n\t},\r\n\tskillstxt: \"Choose any two skills\",\r\n\tage: \" reach adulthood around age 20 and often live over 180 years\",\r\n\theight: \" range from 5 to 6 feet tall (4'9\\\" + 2d8\\\")\",\r\n\tweight: \" weigh around 155 lb (110 + 2d8 \\xD7 2d4 lb)\",\r\n\theightMetric: \" range from 1,5 to 1,8 metres tall (145 + 5d8 cm)\",\r\n\tweightMetric: \" weigh around 70 kg (50 + 5d8 \\xD7 4d4 / 10 kg)\",\r\n\tscorestxt: \"+2 Charisma and +1 to two other ability scores of my choice\",\r\n\ttrait: \"Half-Elf\"+\r\n\t\"\\n##\\u25C6 Fey Ancestry##. I have Advantage on saving throws against being charmed, and magic can't put me to sleep.\"+\r\n\t\"\\n##\\u25C6 Skill Versatility##. I gain proficiency in two skills of my choice.\",\r\n};\r\nRaceList[\"half-orc\"] = {\r\n\tregExpSearch: /^(?=.*half)(?=.*\\bor(c|k)).*$/i,\r\n\tname: \"Half-orc\",\r\n\tsource: [[\"SRD\", 7], [\"P\", 41]],\r\n\tplural: \"Half-orcs\",\r\n\tsize: 3,\r\n\tspeed: {\r\n\t\twalk: { spd: 30, enc: 20 },\r\n\t},\r\n\tlanguageProfs: [\"Common\", \"Orc\"],\r\n\tvision: [[\"Darkvision\", 60]],\r\n\tskills: [\"Intimidation\"],\r\n\tage: \" reach adulthood around age 14 and rarely live longer than 75 years\",\r\n\theight: \" range from 5 to well over 6 feet tall (4'10\\\" + 2d10\\\")\",\r\n\tweight: \" weigh around 215 lb (140 + 2d10 \\xD7 2d6 lb)\",\r\n\theightMetric: \" range from 1,5 to well over 1,8 metres tall (150 + 5d10 cm)\",\r\n\tweightMetric: \" weigh around 100 kg (65 + 5d10 \\xD7 4d6 / 10 kg)\",\r\n\tfeatures: {\r\n\t\t\"relentless endurance\": {\r\n\t\t\tname: \"Relentless Endurance\",\r\n\t\t\tminlevel: 1,\r\n\t\t\tusages: 1,\r\n\t\t\trecovery: \"long rest\",\r\n\t\t},\r\n\t\t\"savage attacks\": {\r\n\t\t\tname: \"Savage Attacks\",\r\n\t\t\tminlevel: 1,\r\n\t\t\tcalcChanges: {\r\n\t\t\t\tatkAdd: [\r\n\t\t\t\t\tfunction (fields, v) {\r\n\t\t\t\t\t\tif (v.isMeleeWeapon && (/d\\d+/).test(fields.Damage_Die)) {\r\n\t\t\t\t\t\t\tif (v.extraCritM) {\r\n\t\t\t\t\t\t\t\tv.extraCritM += 1;\r\n\t\t\t\t\t\t\t\tvar extraCritRegex = /\\d+(d\\d+ extra on a crit(ical)?( hit)? in melee)/i;\r\n\t\t\t\t\t\t\t\tfields.Description = fields.Description.replace(extraCritRegex, v.extraCritM + '$1');\r\n\t\t\t\t\t\t\t} else {\r\n\t\t\t\t\t\t\t\tv.extraCritM = 1;\r\n\t\t\t\t\t\t\t\tfields.Description += (fields.Description ? '; ' : '') + v.extraCritM + fields.Damage_Die.replace(/.*(d\\d+).*/, '$1') + ' extra on a crit in melee';\r\n\t\t\t\t\t\t\t};\r\n\t\t\t\t\t\t};\r\n\t\t\t\t\t},\r\n\t\t\t\t\t\"My melee weapon attacks roll 1 additional dice on a critical hit.\",\r\n\t\t\t\t\t900,\r\n\t\t\t\t],\r\n\t\t\t},\r\n\t\t},\r\n\t},\r\n\ttrait: \"Half-Orc\"+\r\n\t\"\\n##\\u25C6 Relentless Endurance##. When I am reduced to 0 hit points but not killed outright, I can drop to 1 hit point instead. I can't use this feature again until I finish a Long Rest.\"+\r\n\t\"\\n##\\u25C6 Savage Attacks##. When I score a critical hit with a melee weapon attack, I can roll one of the weapon's damage dice one additional time and add it to the extra damage of the critical hit.\",\r\n};\r\n\r\n// Eldritch Invocations\r\nAddWarlockInvocation(\"Beast Speech\", {\r\n\tname: \"Beast Speech\",\r\n\tsource: [[\"SRD\", 48], [\"P\", 110]],\r\n\tdescription: desc(\"I can cast Speak with Animals without using a spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Beast Speech\",\r\n\t\tspells: [\"speak with animals\"],\r\n\t\tselection: [\"speak with animals\"],\r\n\t\tfirstCol: \"atwill\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Beguiling Influence\", {\r\n\tname: \"Beguiling Influence\",\r\n\tsource: [[\"SRD\", 48], [\"P\", 110]],\r\n\tdescription: desc(\"I gain proficiencies with the Deception and Persuasion skills.\"),\r\n\tskills: [\"Deception\", \"Persuasion\"],\r\n});\r\nAddWarlockInvocation(\"Bewitching Whispers (req: lvl 7+)\", {\r\n\tname: \"Bewitching Whispers\",\r\n\tsource: [[\"SRD\", 48], [\"P\", 110]],\r\n\tminlevel: 7,\r\n\tsubmenu: \"[Warlock level  7+]\",\r\n\tdescription: desc(\"Once per Long Rest, I can cast Compulsion using a Pact Magic spell slot.\"),\r\n\tspellcastingBonus : [{\r\n\t\tname: \"Bewitching Whispers\",\r\n\t\tspells: [\"compulsion\"],\r\n\t\tselection: [\"compulsion\"],\r\n\t\tfirstCol: \"oncelr\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Book of Ancient Secrets (req: Pact of the Tome)\", {\r\n\tname: \"Book of Ancient Secrets\",\r\n\tdescription: desc(\"My Book of Shadows is inscribed with two 1st-level Ritual spells of my choice. When I come across other Ritual spell, I can inscribe them as well. I can cast these inscribed spells as Rituals, they are not automatically prepared. (Select only these inscribed spells in the 'Spells' column.)\"),\r\n\tsource: [[\"SRD\", 48], [\"P\", 110]],\r\n\tsubmenu: \"[improves Pact of the Tome]\",\r\n\tprereqeval: function(v) { return v.choiceActive.indexOf('pact of the tome') !== -1; },\r\n\teval: function() {\r\n\t\tvar oSpells = CurrentSpells['warlock-book of shadows'];\r\n\t\tif (!oSpells) return;\r\n\t\t// Change into a \"book\" caster that has access to ritual spells from any level\r\n\t\toSpells.known.spells = \"book\";\r\n\t\toSpells.typeSp = \"book\";\r\n\t\toSpells.typeList = 2;\r\n\t\toSpells.list.level = [0, 9];\r\n\t\t// Make it so that all cantrips are always displayed\r\n\t\toSpells.known.cantripsPrepare = true;\r\n\t\toSpells.preparedCantrips = true;\r\n\t\t// Add it so that all 1st-level ritual spells are always displayed\r\n\t\toSpells.extra = CreateSpellList({ritual: true, level : [1, 1]});\r\n\t\toSpells.extraSpecial = true;\r\n\t\tSetStringifieds('spells'); CurrentUpdates.types.push('spells');\r\n\t\t// cleanup old versions of this invocation\r\n\t\tif (CurrentSpells['warlock-book of ancient secrets'] || CurrentSpells['book of ancient secrets']) {\r\n\t\t\tvar oSpellsOld = CurrentSpells['book of ancient secrets'] ? CurrentSpells['book of ancient secrets'] : CurrentSpells['warlock-book of ancient secrets'];\r\n\t\t\tif (oSpellsOld.selectSp) oSpells.selectSp = oSpellsOld.selectSp;\r\n\t\t\tif (oSpellsOld.offsetBo) oSpells.offsetBo = oSpellsOld.offsetBo;\r\n\t\t\tif (oSpellsOld.selectBo) oSpells.selectBo = oSpellsOld.selectBo;\r\n\t\t\tdelete CurrentSpells['warlock-book of ancient secrets'];\r\n\t\t\tdelete CurrentSpells['book of ancient secrets'];\r\n\t\t};\r\n\t},\r\n\tremoveeval: function() {\r\n\t\tif (CurrentSpells['book of ancient secrets']) delete CurrentSpells['book of ancient secrets'];\r\n\t\tvar oSpells = CurrentSpells['warlock-book of shadows'];\r\n\t\tif (!oSpells) return;\r\n\t\toSpells.known.spells = \"list\";\r\n\t\toSpells.typeSp = \"list\";\r\n\t\toSpells.list.level = [0, 1];\r\n\t\tdelete oSpells.known.cantripsPrepare;\r\n\t\tdelete oSpells.preparedCantrips;\r\n\t\tdelete oSpells.extra;\r\n\t\tdelete oSpells.extraSpecial;\r\n\t\tSetStringifieds('spells'); CurrentUpdates.types.push('spells');\r\n\t},\r\n\tcalcChanges: {\r\n\t\tspellAdd: [\r\n\t\t\tfunction (spellKey, spellObj, spName) {\r\n\t\t\t\tif (spName !== \"warlock-book of shadows\") return;\r\n\t\t\t\tvar oSpells = CurrentSpells[spName];\r\n\t\t\t\tif (oSpells.selectSp.indexOf(spellKey)) {\r\n\t\t\t\t\tspellObj.firstCol = SpellRitualTag;\r\n\t\t\t\t\tif (!(/.*(\\d+ ?h\\b|special|see b).*/i).test(spellObj.time)) {\r\n\t\t\t\t\t\tvar numMinutes = Number(spellObj.time.replace(/(\\d+) ?min.*/, \"$1\"));\r\n\t\t\t\t\t\tif (isNaN(numMinutes)) numMinutes = 0;\r\n\t\t\t\t\t\tspellObj.time = (numMinutes + 10) + \" min\";\r\n\t\t\t\t\t};\r\n\t\t\t\t\treturn true;\r\n\t\t\t\t};\r\n\t\t\t},\r\n\t\t\t\"By the Book of Ancient Secrets invocation, I can cast any Ritual spells I've added to my Book of Shadows, but only as a Ritual. Ritual spell always have a casting time of 10 minutes or more. The sheet assumes any Ritual spells above 1st-level are manual additions.\",\r\n\t\t],\r\n\t},\r\n});\r\nAddWarlockInvocation(\"Chains of Carceri (req: lvl 15+, Pact of the Chain)\", {\r\n\tname : \"Chains of Carceri\",\r\n\tsource : [[\"SRD\", 49], [\"P\", 110]],\r\n\tminlevel: 15,\r\n\tsubmenu: [\"[Warlock level 15+]\", \"[improves Pact of the Chain]\"],\r\n\tprereqeval: function(v) { return v.choiceActive.indexOf('pact of the chain') !== -1; },\r\n\tdescription: desc(\"I can cast Hold Monster without expending a spell slot or material components, but only on a Celestial, Fiend, or Elemental. I can only target a specific individual once per Long Rest.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Chains of Carceri\",\r\n\t\tspells: [\"hold monster\"],\r\n\t\tselection: [\"hold monster\"],\r\n\t\tfirstCol: \"atwill\",\r\n\t}],\r\n\tspellChanges: {\r\n\t\t\"hold monster\": {\r\n\t\t\tcomponents: \"V,S\",\r\n\t\t\tcompMaterial: \"\",\r\n\t\t\tdescription: \"1 Celestial, Fiend, or Elemental, save or paralyzed; extra save at end of each turn\",\r\n\t\t\tchanges: \"With the Chains of Carceri invocation I can cast Hold Monster without a material component, but only on a Celestial, Fiend, or Elemental.\",\r\n\t\t},\r\n\t},\r\n});\r\nAddWarlockInvocation(\"Dreadful Word (req: lvl 7+)\", {\r\n\tname: \"Dreadful Word\",\r\n\tsource: [[\"SRD\", 49], [\"P\", 110]],\r\n\tminlevel: 7,\r\n\tsubmenu: \"[Warlock level  7+]\",\r\n\tdescription: desc(\"Once per Long Rest, I can cast Confusion using a Pact Magic spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Dreadful Word\",\r\n\t\tspells: [\"confusion\"],\r\n\t\tselection: [\"confusion\"],\r\n\t\tfirstCol: \"oncelr\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Eldritch Sight\", {\r\n\tname: \"Eldritch Sight\",\r\n\tsource: [[\"SRD\", 49], [\"P\", 110]],\r\n\tdescription: desc(\"I can cast Detect Magic without expending a spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Eldritch Sight\",\r\n\t\tspells: [\"detect magic\"],\r\n\t\tselection: [\"detect magic\"],\r\n\t\tfirstCol: \"atwill\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Eyes of the Rune Keeper\", {\r\n\tname: \"Eyes of the Rune Keeper\",\r\n\tsource: [[\"SRD\", 49], [\"P\", 111]],\r\n\tdescription: \" [I can read all writing]\",\r\n});\r\nAddWarlockInvocation(\"Minions of Chaos\", {\r\n\tname: \"Minions of Chaos\",\r\n\tsource: [[\"SRD\", 49], [\"P\", 111]],\r\n\tminlevel: 9,\r\n\tsubmenu: \"[Warlock level  9+]\",\r\n\tdescription: desc(\"Once per Long Rest, I can cast Conjure Elemental using a Pact Magic spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Minions of Chaos\",\r\n\t\tspells: [\"conjure elemental\"],\r\n\t\tselection: [\"conjure elemental\"],\r\n\t\tfirstCol: \"oncelr\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Mire the Mind\", {\r\n\tname: \"Mire the Mind\",\r\n\tsource: [[\"SRD\", 49], [\"P\", 111]],\r\n\tminlevel: 5,\r\n\tsubmenu: \"[Warlock level  5+]\",\r\n\tdescription: desc(\"Once per Long Rest, I can cast Slow using a Pact Magic spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Mire the Mind\",\r\n\t\tspells: [\"slow\"],\r\n\t\tselection: [\"slow\"],\r\n\t\tfirstCol: \"oncelr\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Sculptor of Flesh\", {\r\n\tname: \"Sculptor of Flesh\",\r\n\tsource: [[\"SRD\", 50], [\"P\", 111]],\r\n\tminlevel: 7,\r\n\tsubmenu: \"[Warlock level  7+]\",\r\n\tdescription: desc(\"Once per Long Rest, I can cast Polymorph using a Pact Magic spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Sculptor of Flesh\",\r\n\t\tspells: [\"polymorph\"],\r\n\t\tselection: [\"polymorph\"],\r\n\t\tfirstCol: \"oncelr\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Sign of Ill Omen\", {\r\n\tname: \"Sign of Ill Omen\",\r\n\tsource: [[\"SRD\", 50], [\"P\", 111]],\r\n\tminlevel: 5,\r\n\tsubmenu: \"[Warlock level  5+]\",\r\n\tdescription: desc(\"Once per Long Rest, I can cast Bestow Curse using a Pact Magic spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Sign of Ill Omen\",\r\n\t\tspells: [\"bestow curse\"],\r\n\t\tselection: [\"bestow curse\"],\r\n\t\tfirstCol: \"oncelr\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Thief of Five Fates\", {\r\n\tname: \"Thief of Five Fates\",\r\n\tsource: [[\"SRD\", 50], [\"P\", 111]],\r\n\tdescription: desc(\"Once per Long Rest, I can cast Bane using a Pact Magic spell slot.\"),\r\n\tspellcastingBonus: [{\r\n\t\tname: \"Thief of Five Fates\",\r\n\t\tspells: [\"bane\"],\r\n\t\tselection: [\"bane\"],\r\n\t\tfirstCol: \"oncelr\",\r\n\t}],\r\n});\r\nAddWarlockInvocation(\"Voice of the Chain Master\", {\r\n\tname : \"Voice of the Chain Master\",\r\n\tsource: [[\"SRD\", 50], [\"P\", 111]],\r\n\tsubmenu: \"[improves Pact of the Chain]\",\r\n\tprereqeval: function(v) { return v.choiceActive.indexOf('pact of the chain') !== -1; },\r\n\tdescription: desc(\"While on the same plane as my familiar, I can communicate telepathically with it and I can perceive through its senses. While doing the latter, I can speak through it with my voice.\"),\r\n});\r\n\r\n// Subclasses\r\nAddSubClass(\"wizard\", \"necromancy\", {\r\n\tregExpSearch: /necromancy|necromancer|necromantic/i,\r\n\tsubname: \"School of Necromancy\",\r\n\tsubnameShort: \"Necromancy\",\r\n\tfullname: \"Necromancer\",\r\n\tsource: [[\"P\", 118]],\r\n\tfeatures: {\r\n\t\t\"subclassfeature3\" : {\r\n\t\t\tname: \"Necromancy Savant\",\r\n\t\t\tsource: [[\"P\", 118]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc(\"I halve the gp and time needed to copy necromancy spells into my spellbook\"),\r\n\t\t},\r\n\t\t\"subclassfeature3.1\": {\r\n\t\t\tname: \"Grim Harvest\",\r\n\t\t\tsource: [[\"P\", 118]],\r\n\t\t\tminlevel: 3,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"Once per turn, when I kill something with a 1st-level or higher spell, I regain hit points\",\r\n\t\t\t\t\"The number of hit points regained is 2\\xD7 the spell's level (or 3\\xD7 with necromancy spells)\",\r\n\t\t\t\t\"This doesn't occur for constructs/undead\",\r\n\t\t\t]),\r\n\t\t},\r\n\t\t\"subclassfeature6\": {\r\n\t\t\tname: \"Undead Thralls\",\r\n\t\t\tsource: [[\"P\", 119]],\r\n\t\t\tminlevel: 6,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"I add Animate Dead to my spellbook and can have an additional target when casting it\",\r\n\t\t\t\t\"Undead created by my necromancy spells have the following benefits:\",\r\n\t\t\t\t\"They add my proficiency bonus to damage and my wizard level to their HP maximums\",\r\n\t\t\t]),\r\n\t\t\tspellcastingBonus: [{\r\n\t\t\t\tname: \"Undead Thralls\",\r\n\t\t\t\tspells: [\"animate dead\"],\r\n\t\t\t\tselection: [\"animate dead\"],\r\n\t\t\t}],\r\n\t\t\tspellChanges: {\r\n\t\t\t\t\"animate dead\": {\r\n\t\t\t\t\tdescription: \"Turn corpses into 2+2/SL Skeletons or Zombies; control for 24h; Bns command within 60 ft\",\r\n\t\t\t\t\tchanges: \"My Undead Thralls class feature allows me to animate one more corpse than normal with Animate Dead.\",\r\n\t\t\t\t},\r\n\t\t\t},\r\n\t\t},\r\n\t\t\"subclassfeature10\": {\r\n\t\t\tname: \"Inured to Undead\",\r\n\t\t\tsource: [[\"P\", 119]],\r\n\t\t\tminlevel: 10,\r\n\t\t\tdescription: desc(\"I have resistance to necrotic damage and my hit point maximum can't be reduced\"),\r\n\t\t\tdmgres: [\"Necrotic\"],\r\n\t\t},\r\n\t\t\"subclassfeature14\": {\r\n\t\t\tname: \"Command Undead\",\r\n\t\t\tsource: [[\"P\", 11]],\r\n\t\t\tminlevel: 14,\r\n\t\t\tdescription: desc([\r\n\t\t\t\t\"As an action, an undead within 60 ft that I can see must make a Charisma save\",\r\n\t\t\t\t\"If its Int is > 7, it has Adv on the save; If its Int is > 11, it repeats the save every hour\",\r\n\t\t\t\t\"If failed, it becomes friendly to me and obeys my commands until I use this on another\",\r\n\t\t\t\t\"On success, it becomes permanently immune to my further attempts\",\r\n\t\t\t]),\r\n\t\t\taction: [[\"action\", \"\"]],\r\n\t\t},\r\n\t},\r\n});\r\nCompanionList[\"undead_thrall\"] = {\r\n\tname: \"Undead Thralls\",\r\n\tnameOrigin: \"School of Necromancy 6\",\r\n\tnameMenu : \"Undead Thrall (School of Necromancy feature)\",\r\n\tsource: [[\"P\", 119]],\r\n\tincludeCheck: function(sCrea, objCrea, iCreaCR, bIsAL) {\r\n\t\treturn /undead/i.test(objCrea.type);\r\n\t},\r\n\tattributesChange: function(sCrea, objCrea) {\r\n\t\tobjCrea.hp += classes.known.wizard ? classes.known.wizard.level : classes.totallevel;\r\n\t\tif (!objCrea.attacks) return;\r\n\t\tobjCrea.attacks = objCrea.attacks.map(function(oAtk) {\r\n\t\t\tif (oAtk.abilitytodamage !== false && !oAtk.dc) {\r\n\t\t\t\tif (!oAtk.modifiers) {\r\n\t\t\t\t\toAtk.modifiers = [\"\", \"oProf\"];\r\n\t\t\t\t} else {\r\n\t\t\t\t\toAtk.modifiers[1] += \"+oProf\";\r\n\t\t\t\t}\r\n\t\t\t}\r\n\t\t\treturn oAtk;\r\n\t\t});\r\n\t},\r\n\tcalcChanges: {\r\n\t\thp: function (totalHD, HDobj, prefix) {\r\n\t\t\tif (classes.known.wizard) {\r\n\t\t\t\treturn [classes.known.wizard.level, \"Undead Thralls (wizard level)\"];\r\n\t\t\t} else {\r\n\t\t\t\treturn [classes.totallevel, \"Undead Thralls (character level)\"];\r\n\t\t\t}\r\n\t\t},\r\n\t},\r\n\tnotes: [{\r\n\t\tname: \"Undead I create with a necromancy spell\",\r\n\t\tdescription: \"add my wizard level to their hit point maximum and add my proficiency bonus to their weapon damage rolls.\",\r\n\t\tjoinString: \" \",\r\n\t}],\r\n\teval: function(prefix, lvl) {\r\n\t\t// Set HP to use average value, so that the level bonus is automatically included\r\n\t\tvar sHPfld = prefix + \"Comp.Use.HP.Max\";\r\n\t\tvar aHPsets = How(sHPfld).split(\",\");\r\n\t\taHPsets[3] = \"average\";\r\n\t\tAddTooltip(sHPfld, undefined, aHPsets.toString());\r\n\t},\r\n};\r\n\r\n// Background Features\r\nBackgroundFeatureList[\"shelter of the faithful\"] = { // from Acolyte\r\n\tdescription: \"I command the respect of those who share my faith. I can perform the religious ceremonies of my faith. My companions and I can expect free healing and care at an establishment of my faith, though I must provide any material components needed for spells. Those who share my religion will support me at a modest lifestyle.\",\r\n\tsource: [[\"SRD\", 61], [\"P\", 127]],\r\n};\r\nBackgroundFeatureList[\"false identity\"] = { // from Charlatan\r\n\tdescription: \"I have created a second identity that includes documentation, established acquaintances, and disguises that allow me to assume that persona. Additionally, I can forge documents, including official papers and personal letters, as long as I have seen an example of the kind of document or the handwriting I am trying to copy.\",\r\n\tsource: [[\"P\", 128]],\r\n};\r\nBackgroundFeatureList[\"criminal contact\"] = { // from Criminal\r\n\tdescription: \"I have a reliable and trustworthy contact who acts as my liaison to a network of other criminals. I know how to get messages to and from my contact, even over great distances; specifically, I know the local messengers, corrupt caravan masters, and seedy sailors who can deliver my messages.\",\r\n\tsource: [[\"P\", 129]],\r\n};\r\nBackgroundFeatureList[\"by popular demand\"] = { // from Entertainer\r\n\tdescription: \"I can always find a place to perform (inn/tavern/circus/etc.), where I receive free lodging and food of a modest or comfortable standard, as long as I perform each night. In addition, my performance makes me something of a local figure. When strangers recognize me in a town where I have performed, they typically take a liking to me.\",\r\n\tsource: [[\"P\", 130]],\r\n};\r\nBackgroundFeatureList[\"are you entertained?\"] = { // from Gladiator\r\n\tdescription: \"I can always find a place to perform (arena/pit fight), where I receive free lodging and food of a modest or comfortable standard, as long as I perform each night. In addition, my performance makes me something of a local figure. When strangers recognize me in a town where I have performed, they typically take a liking to me.\",\r\n\tsource: [[\"P\", 131]],\r\n};\r\nBackgroundFeatureList[\"rustic hospitality\"] = { // from Folk Hero\r\n\tdescription: \"Since I come from the ranks of the common folk, I fit in among them with ease. I can find a place to hide, rest, or recuperate among other commoners, unless I have shown myself to be a danger to them. They will shield me from the law or anyone else searching for me, though they will not risk their lives for me.\",\r\n\tsource: [[\"P\", 131]],\r\n};\r\nBackgroundFeatureList[\"guild membership\"] = { // from Guild Artisan\r\n\tdescription: \"5 gp membership fees per month: The guild offers lodging if possible. In case of being accused of a crime, the guild will support me if a good case can be made for my innocence or the crime is justifiable. I can also gain access to powerful political figures through the guild, as long as I'm in good standing and the guild is paid enough.\",\r\n\tsource: [[\"P\", 133]],\r\n};\r\nBackgroundFeatureList[\"discovery\"] = { // from Hermit\r\n\tdescription: \"The quiet seclusion of my extended hermitage gave me access to a unique and powerful discovery. The exact nature of this revelation depends on the nature of my seclusion. It might be a great truth, a hidden site, a long forgotten fact, or unearthed some relic of the past that could rewrite history.\",\r\n\tsource: [[\"P\", 134]],\r\n};\r\nBackgroundFeatureList[\"position of privilege\"] = { // from Noble\r\n\tdescription: \"I am welcome in high society, and people assume I have the right to be wherever I am. The common folk make every effort to accommodate me and avoid my displeasure, and other people of high birth treat me as a member of the same social sphere. I can secure an audience with a local noble if I need to.\",\r\n\tsource: [[\"P\", 135]],\r\n};\r\nBackgroundFeatureList[\"retainers\"] = { // from Knight\r\n\tdescription: \"I have the service of three retainers loyal to my family, one of whom is another noble and my squire. My other retainers are commoners who can perform mundane tasks for me, but they do not fight for me, will not follow me into obviously dangerous areas (such as dungeons), and will leave if they are frequently endangered or abused.\",\r\n\tsource: [[\"P\", 136]],\r\n};\r\nBackgroundFeatureList[\"wanderer\"] = { // from Outlander\r\n\tdescription: \"I have an excellent memory for maps and geography, and I can always recall the general layout of terrain, settlements, and other features around me. In addition, I can find food and fresh water for myself and up to five other people each day, provided that the land offers berries, small game, water, and so forth.\",\r\n\tsource: [[\"P\", 136]],\r\n};\r\nBackgroundFeatureList[\"researcher\"] = { // from Researcher\r\n\tdescription: \"When I attempt to learn or recall a piece of lore, if I do not know that information, I often know where and from whom I can obtain it. Usually, this information comes from a library, scriptorium, university, or a sage or other learned person or creature. Unearthing the deepest secrets of the multiverse can require an adventure or even a whole campaign.\",\r\n\tsource: [[\"P\", 138]],\r\n};\r\nBackgroundFeatureList[\"ship's passage\"] = { // from Sailor\r\n\tdescription: \"When I need to, I can secure free passage on a sailing ship for myself and my companions. I might sail on the ship I served on, or another ship I have good relations with. Because I'm calling in a favor, I can't be certain of a schedule or route that will meet my every need. My companions and I are expected to assist the crew during the voyage.\",\r\n\tsource: [[\"P\", 139]],\r\n};\r\nBackgroundFeatureList[\"bad reputation\"] = { // from Pirate\r\n\tdescription: \"No matter where I go, people are afraid of me due to my reputation. When I am in a civilized settlement, I can get away with minor criminal offenses, such as refusing to pay for food at a tavern or breaking down doors at a local shop, since most people will not report my activity to the authorities.\",\r\n\tsource: [[\"P\", 139]],\r\n};\r\nBackgroundFeatureList[\"military rank\"] = { // from Soldier\r\n\tdescription: \"I have a military rank from my career as a soldier. Soldiers loyal to my former military organization still recognize my authority and influence. I can invoke my rank to influence soldiers and temporarily requisition simple equipment or horses. I can usually gain access to friendly military encampments and fortresses where my rank is recognized.\",\r\n\tsource: [[\"P\", 140]],\r\n};\r\nBackgroundFeatureList[\"city secrets\"] = { // from Urchin\r\n\tdescription: \"I know the secret patterns and flow to cities and can find passages through the urban sprawl that others would miss. When I am not in combat, I (and companions I lead) can travel between any two locations in the city twice as fast as my speed would normally allow.\",\r\n\tsource: [[\"P\", 141]],\r\n};\r\n\r\n// Feats\r\nFeatsList[\"dungeon delver\"] = {\r\n\tname: \"Dungeon Delver\",\r\n\tsource: [[\"P\", 166]],\r\n\tdescription: \"I have Adv on Wis (Perception) and Int (Investigation) checks made to detect the presence of secret doors. I have resistance to damage dealt by traps and advantage on saves to avoid or resist traps. Travelling at a fast pace doesn't impose -5 on my passive Perception.\",\r\n\tdescriptionFull: [\r\n\t\t\"Alert to the hidden traps and secret doors found in many dungeons, you gain the following benefits:\",\r\n\t\t\" \\u2022 You have advantage on Wisdom (Perception) and Intelligence (Investigation) checks made to detect the presence of secret doors.\",\r\n\t\t\" \\u2022 You have advantage on saving throws made to avoid or resist traps.\",\r\n\t\t\" \\u2022 You have resistance to the damage dealt by traps.\",\r\n\t\t\" \\u2022 Traveling at a fast pace doesn't impose the normal -5 penalty on your passive Wisdom (Perception) score.\",\r\n\t],\r\n\tdmgres: [\"Traps\"],\r\n\tsavetxt: { adv_vs: [\"traps\"] },\r\n\tvision: [\r\n\t\t[\"Adv on Perception and Investigation for secret doors\", 0],\r\n\t\t[\"No -5 for travelling at fast pace\", 0],\r\n\t],\r\n};\r\nFeatsList[\"linguist\"] = {\r\n\tname: \"Linguist\",\r\n\tsource: [[\"P\", 167]],\r\n\tdescription: \"\",\r\n\tcalculate: \"event.value = \\\"I can ably create written ciphers that others can't decipher unless I teach them, they succeed on an Intelligence check DC \\\" + (Number(What('Int')) + Number(How('Proficiency Bonus'))) + ' (Intelligence score + proficiency bonus), or they use magic to decipher it. I learn three languages of my choice. [+1 Intelligence]';\",\r\n\tdescriptionFull: [\r\n\t\t\"You have studied languages and codes, gaining the following benefits:\",\r\n\t\t\" \\u2022 Increase your Intelligence score by 1, to a maximum of 20.\",\r\n\t\t\" \\u2022 You learn three languages of your choice.\",\r\n\t\t\" \\u2022 You can ably create written ciphers. Others can't decipher a code you create unless you teach them, they succeed on an Intelligence check (DC equal to your Intelligence score + your proficiency bonus), or they use magic to decipher it.\",\r\n\t],\r\n\tscores: [0, 0, 0, 1, 0, 0],\r\n\tlanguageProfs: [3],\r\n};\r\nFeatsList[\"martial adept\"] = {\r\n\tname: \"Martial Adept\",\r\n\tsource: [[\"P\", 168]],\r\n\tdescription: \"\",\r\n\tcalculate: \"event.value = 'I learn two maneuvers of my choice from those available to the Battle Master (2nd page \\\"Choose Feature\\\" button). The saving throw DC for this is ' + (8 + Number(How('Proficiency Bonus')) + Math.max(Number(What('Str Mod')), Number(What('Dex Mod')))) + ' (8 + proficiency bonus + Str/Dex mod). I gain one superiority die (d6), which I regain when I finish a short rest.';\",\r\n\tdescriptionFull: [\r\n\t\t\"You have martial training that allows you to perform special combat maneuvers. You gain the following benefits:\",\r\n\t\t\" \\u2022 You learn two maneuvers of your choice from among those available to the Battle Master archetype in the fighter class. If a maneuver you use requires your target to make a saving throw to resist the maneuver's effects, the saving throw DC equals 8 + your proficiency bonus + your Strength or Dexterity modifier (your choice).\",\r\n\t\t\" \\u2022 You gain one superiority die, which is a d6 (this die is added to any superiority dice you have from another source). This die is used to fuel your maneuvers. A superiority die is expended when you use it. You regain your expended superiority dice when you finish a short or long rest.\",\r\n\t],\r\n\tbonusClassExtrachoices: [{\r\n\t\t\"class\": \"fighter\",\r\n\t\tsubclass: \"fighter-battle master\",\r\n\t\tfeature: \"subclassfeature3.1\",\r\n\t\tbonus: 2,\r\n\t}],\r\n\textraLimitedFeatures: [{\r\n\t\tname: \"Superiority Dice\",\r\n\t\tusages: 1,\r\n\t\tadditional: 'd6',\r\n\t\trecovery: \"short rest\",\r\n\t\taddToExisting: true,\r\n\t}],\r\n};", '2026/06/26 - not-reprinted_20201117_TCoE.js':"var iFileName = \"not-reprinted_20201117_TCoE.js\";\nRequiredSheetVersion(\"24.0.5-beta\");\n// This file adds options from Tasha's Cauldron of Everything to MPMB's Character Record Sheet that have not been replaced with new options published specifically for the 2024 (5.5e) rules\n\n// Define the source\nSourceList.T = {\n\tname: \"Tasha's Cauldron of Everything (incomplete)\",\n\tabbreviation: \"TCoE\",\n\tabbreviationSpellsheet: \"T\",\n\tgroup: \"Legacy Sources\",\n\turl: \"https://dnd.wizards.com/products/tashas-cauldron-everything\",\n\tdate: \"2020/11/17\",\n\tdefaultExcluded: true,\n};\n\nAddSubClass(\"bard\", \"college of eloquence\", {\n\tregExpSearch: /^(?=.*(college|bard|minstrel|troubadour|jongleur))(?=.*eloquence).*$/i,\n\tsubname: \"College of Eloquence\",\n\tsubnameShort: \"Eloquence\",\n\tsource: [[\"T\", 29], [\"MOT\", 28]],\n\tfeatures: {\n\t\t\"subclassfeature3\": {\n\t\t\tname: \"Silver Tongue\",\n\t\t\tsource: [[\"T\", 30], [\"MOT\", 28]],\n\t\t\tminlevel: 3,\n\t\t\tdescription: desc(\"When I make a Persuasion or Deception check, I can treat a roll of 9 or lower as a 10.\"),\n\t\t},\n\t\t\"subclassfeature3.1\": {\n\t\t\tname: \"Unsettling Words\",\n\t\t\tsource: [[\"T\", 30], [\"MOT\", 28]],\n\t\t\tminlevel: 3,\n\t\t\tdescription: desc(\"As a Bonus Action, I can expend and roll a Bardic Inspiration Die to have a creature I can see within 60 ft subtract the result from the next save it makes before my next turn starts.\"),\n\t\t\taction: [[\"bonus action\", \"\"]],\n\t\t},\n\t\t\"subclassfeature6\": {\n\t\t\tname: \"Unfailing Inspiration\",\n\t\t\tsource: [[\"T\", 30], [\"MOT\", 28]],\n\t\t\tminlevel: 6,\n\t\t\tdescription: desc(\"When a creature adds my Bardic Inspiration Die to a roll but fails, they can keep the die.\"),\n\t\t},\n\t\t\"subclassfeature6.1\": {\n\t\t\tname: \"Universal Speech\",\n\t\t\tsource: [[\"T\", 30], [\"MOT\", 28]],\n\t\t\tminlevel: 6,\n\t\t\tdescription: desc([\n\t\t\t\t\"As an Action, I can choose a number of creatures equal to my Charisma modifier (min 1). They can magically understand me, regardless of the language I speak, for 1 hour.\",\n\t\t\t\t\"I can do this once per Long Rest, or by expending a 1st-level or higher spell slot (SS 1+).\",\n\t\t\t]),\n\t\t\trecovery: \"Long Rest\",\n\t\t\tusages: 1,\n\t\t\taltResource: \"SS 1+\",\n\t\t\taction: [[\"action\", \"\"]],\n\t\t},\n\t\t\"subclassfeature14\": {\n\t\t\tname: \"Infectious Inspiration\",\n\t\t\tsource: [[\"T\", 30], [\"MOT\", 28]],\n\t\t\tminlevel: 14,\n\t\t\tdescription: desc(\"As a Reaction when a creature uses my Bardic Inspiration Die and succeeds, I can give another creature within 60 ft that can hear me a \" + (typePF ? \"Bardic Inspiration Die\" : \"BID\") + \" without expending any.\"),\n\t\t\taction: [[\"reaction\", \"\"]],\n\t\t\tusages: \"Charisma modifier per \",\n\t\t\tusagescalc: \"event.value = Math.max(1, What('Cha Mod'));\",\n\t\t\trecovery: \"Long Rest\",\n\t\t},\n\t},\n});"})
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