Opening Comments

This sheet can be a little intimidating at first, but it's designed to make things much easier once you're used to it.  So I've prepared the following set of notes to help you out.

Color Coding


The sheet is color-coded.  Dark Gray is Labels, don't change those fields.  Light-Gray is auto-calculated fields, don't touch them unless you have a good reason to be changing the formula.  White is fair game.  The Exception to this color coding is the printable sheet.  Nothing on there is editable, and it's all white.  This is to save you some printer ink.

Protection


Most of the sheet is protected and the fields are locked, so you can’t change things outside of the designated area.  This is meant to be a convenience to prevent accidental changes.  If changes are needed, the sheets can be unprotected.  There is no password for this. 

Sheet Tour




· Printable: This is the basics. It serves both as the front, primary page of the sheet and as the 'Combat sheet' that many GM's put together with only that information that's related to hitting things and getting hit by the NPC's. All of this sheet is auto-calculated, so you really don't nee to touch it.

· OnTheFly: This is a spot for all the things that change all the time during combat and day-to-day adventuring.  Spells cast on you, damage, healing, per-day effects used.  That sort of thing.

· Background: A place to fill out all that "soft" stuff

· Notes: A big mostly-blank page to fill in with whatever you want (Useful for when your GM, like me, requires you to put notes on anything that isn't in the D20SRD on your sheet)  It also has all of the fields that go on the printable sheet which don't get filled by one of the other tabs.

· Skills: 
Like the combat sheet, this is also mostly a reference sheet. Your actual skill ranks and attribute modifiers are set elsewhere. here is where you will enter mods that affect only one skill. The standard is to put each modifier in a separate cell and the explanation of all of them in the notes field.

· Powers: It always drove me nuts that NO sheet allowed to you have multiple spell casting classes kept separately, and that I always had to go calculate the saves vs my spells because there was nowhere to put it on the sheet. Both of these problems are now handled.  This provides a place to keep spell books, memorizations, and things like that

· Equip: 
A source for all the things you buy or take off the corpses of your enemies. This sheet is where you will keep track of the various weapons and bonuses to those weapons, as well as special attacks (Like 2-weapon style) and the like.  Weight and encumbrance is also calculated here.  I'll go into a lot more detail about this later in the HowTo section

· MagicItems: Keeps track of all of your magic item slots, as well as giving a place to do your initial magic item buys.  This isn't a replacement for the equipment tab, though.  Weight isn't tracked from here, just what you're wearing in each body slot.  A few common bonuses are provided for here, but AC bonuses are specificly not provided because of their multiple types.

· Feats: The most poorly-named tab on the sheet.  Here you will keep track of Traits, Flaws, level feats, class advantages, etc.  Since most feats Have, special, custom effects, you will usually have to hunt out a place to represent the effect of the feat, but a limited number of global changes are here, for feats that have a blanket effect.  Two columns bear note: HPPL and SPPL  HPPL is "Hit points per level" and SPPL is "Skill points per level"  Humans get +1 SPPL as a racial advantage, and everyone always asks me how to represent that.

· LevelUp: Most of the items for accomplishing an increase in level.  This is where the sheet really shines.  This provides a level-by-level accounting of your skill points.  This makes converting a character to this sheet a royal pain, but it makes MAKING a character on this sheet much easier.

· Computation: This is where a lot of the magic happens.  You won't come here much after your initial character creation.  There are hardly any fields to fill out here, but many of the charts and calculations that the sheet uses happen here. (Many of them are hidden from view, since they don't need your input)

How to use this Sheet




1. We'll start on the feats sheet, recoding your racial bonuses.  If you're human, put "1" in the SPPL box.



2. On to the calculation sheet.  It's all set up for a human character with nothing special already.  


a. Scroll over to the right until you see the "Vgen points" section.  This will calculate how many points you have left as you alter the base attributes.  set these now and spend all your points, then apply any racial modifiers.  

b. If you've chosen to be a race that isn't Medium-sized, you'll need to set your base speed, size bonus, etc.

c. Notice that "Finesse weapons" are set to a strength attribute.  That is not a bug, it's intentional.  This way, you can record all finesse weapons as such, and if you later gain weapon finesse, you can just switch the attribute to Dex, and all your relevant attack bonuses will change immediately.


3 Next we'll move to the levelup sheet:

a. Class names go in the 4 spaces in the top left.

b. Below them, record how many skill points per level the class gives, then what the in-class skills are.  The valid options here (In case the drop-downs aren't working) are blank, "In" and "BANNED"  "In" is for in-class skills, "BANNED" is for skills that cannot be taken with that class (Very rare, I can only think of one example in the whole system)  Mark all the class skills as "In"

c. Now that your classes are set up, move over to the big chart on the right-hand side.  For each character level, select a class.  This will update the number of skill-points remaining.

d. Then pick ranks in the skill by entering a number in the white box under that character level.  the Gray box beside it will auto-calculate.  (1 point per rank for in-class skills, 2 for cross-class)

e. There's also a place to put your HP roll per level, but probably, your GM will be rolling this.

f. Fill out the middle section with your current XP, Base attack bonus, and saves.  V3 has auto-calculation features for these.

g. As you know, You get +1 to an attribute every 4 levels.  This sheet has a place to record this as well (Do not represent these bonuses anywhere else, they will get calculated in)


4 From here, you should probably move back to the feats sheet and finish it off, marking it's effects wherever necessary.  Sadly, feats are so individual that I've only allowed special spots for a few of them.  The rest you will have to figure out how to represent.  If you need help with this, let me know.



5 At this point, the most important aspects of your character are done, you will need to fill out various other sheets with what remains, but it will be a very individual process.  Ask if you need help.



6 Of course, every character needs equipment, and that sheet has some gotchas, so I've gone into more details about it here:

a. In the protection section, everything is pretty self-explanatory once you know what type code to use.

b. The weapons section is a little more complicated:

i. Att Type: this is what version of your attack bonus will be used for this weapon. (Make sure to mark finesse weapons as such even if you don't have weapon finesse)

ii. Att Bonus: this is only for bonuses inherent to the weapon. if it is masterwork, or a +4 weapon, or if you have a +3 bonus to use lajatangs named bob, this is the column for this bonus.

iii. Dam Die: Just the dice. D6, 2D4, whatever

iv. Dam Bonus: Like Att Bonus, just the bonuses for this weapon.

v. Str?: Put "Yes" in this column if the user's Strength bonus is applied to the damage and "No" if it is not.

vi. 2Handed: Put "Yes" here if the weapon damage is being calculated based on being used 2-handed and "No" if it is not.

vii. Crit Range: Put the number that you will threaten a crit on here.

viii. Crit Effect: Put the multiplier for critical hits here (No need to supply an x, the sheet will do it for you)

ix. Weight: Just the weight of the weapon, not any ammo.

x. Ammo Wgt: The weight of a SINGLE piece of ammunition for this weapon. (Arrows are .15, for example)

xi. Special: Sometimes, you have special attacks, like the monk's flurry of blows.  The sheet is designed to handle some of these.  Record your weapon normally, then add another line for using that weapon during a special attack.  Select the special attack being used from the dropdown

c. Below the weapons section are three sections for equipment.

i. Equipment always carried is for the things you have on you (Weight factored always)

ii. Equipment sometimes carried is for things that you usually drop when combat starts (Water skins, backpacks, etc) When this is being carried, the yellow box should have a "Yes" in it, when it's been dropped, it should be "No"

iii. Other equipment is for the stuff that's in the boat, on the horse, or in a portable hole... anything where the weight has no affect on you goes here.

d. The currency section will auto-calculate the GP value of what you have on you.
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