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ROBIN SMYTHE
Race and Size: Medium (6’ 2”) | Half-Troll
Level and Class: 2nd Level | Isekai Student 2
Movement: Ground (30’)

An ideal pre-generated character for use in 
the scenario included in Dyskami Publishing’s 
Anime 5E Game Screen and Adventure

KITAVIA SHADOWSBANE
Race and Size: Medium (5’ 2”) | Asrai
Level and Class: 2nd Level | Ninja 2
Movement: Ground (30’); Flight (30’)

An ideal pre-generated character for use in 
the scenario included in Dyskami Publishing’s 
Anime 5E Game Screen and Adventure

KITAVIA SHADOWSBANE
Asrai | 2nd Ninja

SIZE Medium ARMOUR Leather
SPEED 30’ ARMOUR CLASS 14
ENERGY 20 HIT POINTS 15 (2d8+2) [8]
XP 300 PROFICIENCY BONUS +2 [4]
POINTS 113 SAVING THROWS DEX [2]

STR DEX CON INT WIS CHA
13 (+1) 16 (+3) 13 (+1) 10 (+0) 11 (+0) 12 (+1)

WEAPON TO HIT DAMAGE TYPE
Scimitar
(Dexterity) +5 1d6+3 Melee; Slashing

Longbow +5 1d8+3 Range 4 (1,000’)
Piercing

RANK POINTS ATTRIBUTE

2 2 Armour Proficiency (Light, Shield)
2 2 Edge (Initiative)
1 3 Flight (30 feet/round)

1 1 Jumping 
(x3 normal; 39/12 feet forward/up)

2 2 Language (Common, Elvish, Sylvan)
1 1 Sixth Sense (Danger)
1 1 Special Movement (Zen Direction)

4 4 Skill Proficiency 
(Acrobatics, Artisan, Deception, Stealth)

2 2 Tool Proficiency 
(Artisan: Calligrapher, Herbalism Kit)

2 (4) 2

Weapon: Shuriken Shadow Slice  
(3d6+3 slashing damage; Range: 
10 feet -1; Exclusive: Creatures native to 
a different plane or dimension +2; 
Non-Penetrating: +4 AC +1)

4 4 Weapon Proficiency (Martial)

24 + 14 Base + 75 Abilities = 113 POINTS

ROBIN SMYTHE
Half-Troll | 2nd Isekai Student

SIZE Medium ARMOUR –
SPEED 30’ ARMOUR CLASS 11
ENERGY 20 HIT POINTS 5 (2d4-2) [4]
XP 300 PROFICIENCY BONUS +2 [4]
POINTS 107 SAVING THROWS WIS, CHA [4]

STR DEX CON INT WIS CHA
12 (+1) 12 (+1) 8 (-1) 10 (+0) 16 (+3) 16 (+3)

WEAPON TO HIT DAMAGE TYPE
Light Hammer +3 1d4+1 Melee; Bludgeoning

Sling +3 1d4+1 Range 2 (30’)
Bludgeoning

RANK POINTS ATTRIBUTE

1 1 Feature (Darkvision 60’)
1 1 Heightened Senses (Smell)

2 8 Item: Portable Hole 
(10 Points; A5E page 203)

3 3 Language 
(Common, Draconic, Goblin, Orc)

1 1 Mulligan (2 re-rolls/session)
4 4 Regeneration (4 HP/round)
1 1 Sixth Sense (Truth)
2 2 Skill Proficiency (Empathy, Leadership)

21 + 12 Base + 74 Abilities = 107 POINTS
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BOEYO THE INKER
Race and Size: Medium (5’ 10”) | Human
Level and Class: 2nd Level | Warder 2
Movement: Ground (30’)

An ideal pre-generated character for use in 
the scenario included in Dyskami Publishing’s 
Anime 5E Game Screen and Adventure

EARTHRENDER ALLAIN
Race and Size: Medium (5’ 9”) | Human
Level and Class: 2nd Level | Bender 2
Movement: Ground (30’)

An ideal pre-generated character for use in 
the scenario included in Dyskami Publishing’s 
Anime 5E Game Screen and Adventure

EARTHRENDER ALLAIN
Human | 2nd Bender

SIZE Medium ARMOUR Leather
SPEED 30’ ARMOUR CLASS 12
ENERGY 20 HIT POINTS 15 (2d8+2) [8]
XP 300 PROFICIENCY BONUS +2 [4]
POINTS 111 SAVING THROWS CON, WIS [4]

STR DEX CON INT WIS CHA
15 (+2) 13 (+1) 12 (+1) 18 (+4) 10 (+0) 12 (+1)

WEAPON TO HIT DAMAGE TYPE
Battleaxe +4 1d8+2 Melee; Slashing

Hand Crossbow +3 1d6+1 Range 2 (30’)
Piercing

RANK POINTS ATTRIBUTE

2 2 Armour Proficiency (Light, Shield)
1 5 Dynamic Powers – Lesser (Earth)

2 2 Forced Disadvantage 
(Saving Throws vs. Dynamic Powers)

1 1 Immutable 
(+2 check bonus to resist bodily effects)

1 1 Language (Common, Sylvan)
2 2 Skill Proficiency (Business, Culture)

2 2 Weapon Proficiency (Battleaxe, Garrotte 
Wire, Warhammer, Hand Crossbow)

15 + 16 Base + 80 Abilities = 111 POINTS

BOEYO THE INKER
Human | 2nd Warder

SIZE Medium ARMOUR Shield
SPEED 30’ ARMOUR CLASS 16
ENERGY 20 HIT POINTS 16 (2d6+6) [6]
XP 300 PROFICIENCY BONUS +2 [4]
POINTS 108 SAVING THROWS STR [2]

STR DEX CON INT WIS CHA
17 (+3) 17 (+3) 16 (+3) 9 (-1) 11 (+0) 10 (+0)

WEAPON TO HIT DAMAGE TYPE
Quarterstaff +5 1d6+4 Melee; Bludgeoning

Sling +5 1d4+4 Range 2 (30’)
Bludgeoning

RANK POINTS ATTRIBUTE

1 1 AC Bonus (+1 AC)
1 1 Armour Proficiency (Shield)
1 1 Language (Common, Dwarvish)
1 3 Massive Damage (+1 damage)

5 5
Skill Proficiency 
(Agriculture, Athletics, Controlled 
Breathing, Seduction, Swimming)

4 4 Special Movement (Speedburst: 
x5 sprint 2; Wall-Crawling 2)

1 1 Tool Proficiency (Artisan: Tatooist)

16 + 12 Base + 80 Abilities = 108 POINTS
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DEFENDER BRIGHT (JAE)
Race and Size: Medium (4’ 8”) | Wood Elf
Level and Class: 2nd Level | Magical Girl 2
Movement: Ground (35’)

An ideal pre-generated character for use in 
the scenario included in Dyskami Publishing’s 
Anime 5E Game Screen and Adventure

FRENSHEATHA
Race and Size: Medium (5’ 6”) | Nekojin
Level and Class: 2nd Level | Broker 2
Movement: Ground (30’)

An ideal pre-generated character for use in 
the scenario included in Dyskami Publishing’s 
Anime 5E Game Screen and Adventure

FRENSHEATHA
Nekojin | 2nd Broker

SIZE Medium ARMOUR –
SPEED 30’ ARMOUR CLASS 12
ENERGY 20 HIT POINTS 10 (2d6) [6]
XP 300 PROFICIENCY BONUS +2 [4]
POINTS 109 SAVING THROWS WIS [2]

STR DEX CON INT WIS CHA
10 (+0) 12 (+2) 10 (+0) 13 (+1) 16 (+3) 16 (+3)

WEAPON TO HIT DAMAGE TYPE
Dagger 
(Dexterity) +4 1d4+2 Melee; Piercing

Spear +4 1d6+2 Range 2 (30’)
Piercing

RANK POINTS ATTRIBUTE

1 1 Connected (Thieves’ Guild)
2 2 Edge (Initiative)
1 1 Feature (Darkvision 60’)
1 1 Heightened Senses (Hearing)

1 4 Item: Magical Cloth 
(5 Points; A5E page 202)

– – Language (Common)
2 2 Mulligan (4 re-rolls/session)
1 1 Sixth Sense (Personal Threats)

4 4 Skill Proficiency (Alchemy, Business, 
Deception, Street Sense)

1 1 Special Movement (Cat-Like)

4 4
Tool Proficiency 
(Artisan: Alchemist, Cartographer; 
Forgery Kit, Poisoners’ Kit)

RANK POINTS DEFECT

1 -1 Easily Distracted 
(Things that distract cats)

20 + 12 Base + 77 Abilities = 109 POINTS

DEFENDER BRIGHT (JAE)
Wood Elf | 2nd Magical Girl

SIZE Medium ARMOUR Leather
SPEED 35’ ARMOUR CLASS 12
ENERGY 20 HIT POINTS 13 (2d8) [8]
XP 300 PROFICIENCY BONUS +2 [4]
POINTS 117 SAVING THROWS WIS, CHA [4]

STR DEX CON INT WIS CHA
9 (-1) 13 (+1) 11 (+0) 10 (+0) 13 (+1) 17 (+3)

WEAPON TO HIT DAMAGE TYPE
Rapier (Dexterity) +3 1d8+1 Melee; Piercing

Longbow +3 1d8+1 Range 4 (1,000’)
Piercing

RANK POINTS ATTRIBUTE

1 1 Alternate Identity (Male Dark Elf)
2 2 Armour Proficiency (Light, Shield)

2 10
Companion: Azeraphon 
(Pet Wolverpotamus – 66 Points; 
A5E page 235)

1 1 Edge (Save vs. charm)
1 1 Feature (Darkvision 60’)
1 1 Language (Common, Elvish)

1 1 Resilient (Sleep-like effects; doesn’t 
need much sleep)

4 4 Skill Proficiency (Acrobatics, Nature, 
Perception, Performance)

1 1 Tool Proficiency (Herbalism Kit)

– 1
Unique Attribute (Mask of the Wild – 
Can attempt to hide even when only 
lightly obscured by nature or weather)

2 (3) 2
Weapon: Lucent Variegated Vine 
(2d6+1 radiant damage; Range: 30 feet -2; 
Hands +1; Save +2 [Dexterity vs DC 17])

3 3 Weapon Proficiency (Longbow, 
longsword, net, rapier, shortsword)

28 + 16 Base + 73 Abilities = 117 POINTS
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Legal InformationLegal Information
OPEN GAME License Version 1.0a

The following text is the property of Wizards of the Coast, LLC. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.

1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, License, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not 
embody the Product Identity and is an enhancement over the prior art 
and any additional content clearly identified as Open Game Content 
by the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) “Product Identity” means 
product and product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names 
and descriptions of characters, Spells, enchantments, personalities, 
teams, personas, likenesses and Special abilities; places, locations, 
environments, creatures, Equipment, magical or supernatural Abilities 
or Effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes the 
OPEN Game Content; (f ) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to Identify 
itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Using” 
means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) 
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content may 
only be Used under and in terms of this License. You must affix such 
a notice to any Open Game Content that you Use. No terms may be 
added to or subtracted from this License except as described by the 
License itself. No other terms or Conditions may be applied to any 
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, nonexclusive License with the exact terms of this License 
to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You represent 
that Your Contributions are Your original Creation and/or You have 
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the exact 
text of the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the title, the 
copyright date, and the copyright holder’s name to the COPYRIGHT 
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the owner 
of each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does not constitute a 
Challenge to the ownership of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any authorized 
version of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License.

10.  Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach within 
30 days of becoming aware of the breach. All sublicenses shall survive 
the termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wizards of the 
Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, 
Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce 
R. Cordell, Chris Sims, and Steve Townshend, based on original 
material by E. Gary Gygax and Dave Arneson.

BESM d20 Copyright 2003, Guardians of Order, Inc. Author 
Mark C. MacKinnon

Anime 5E: Fifth Edition Fantasy Role-Playing Adventures Copyright 
2021, Dyskami Publishing Company. Author Mark MacKinnon.

Anime 5E: Game Screen Adventure Pre-Gens Digital Expansion Copyright 
2021, Dyskami Publishing Company. Author Mark MacKinnon.

16. ANIME 5E OPEN CONTENT & PRODUCT IDENTITY

The following items are designated Product Identity, as defined 
in Section 1(e) of the Open Game License Version 1.0a, and are 
subject to the conditions set forth in Section 7 of the OGL, and are 
not Open Content:

Dyskami Publishing names, logos, identifying marks, and trade 
dress; all game and product titles; all character and place names; 
all examples, all designer notes, all artwork, symbols, designs, 
depictions, illustrations, likenesses, poses, and graphic designs; all 
stories, storylines, plots, thematic elements, and dialogue.

Subject to the Product Identity designation above, the remainder of 
this publication is designated as Open Game Content.
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