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[h: arrayName
[h: stateName

"MiscStates"]
"PointBlank"] ..... (€))

[h: stateArray = getProperty(arrayName)]

[h: curState = getStrProp(stateArray, stateName)]

[h: macrolndex = getMacroButtonlindex()]

[h: curAtkBuf = getProperty("'BufAttackShort™)] ..... (@)
[h: curDmgBuf = getProperty("'BufDamageShort™)] ..... )

[h, if(curState == 1), CODE: {

[curState = 0]

[color = "color=default™]

[h: curAtkBuf = curAtkBuf - 1] ..... 3)
[h: curDmgBuf = curDmgBuf - 1] ..... @A)

[curState = 1]

[color = "color=white"]

[h: curAtkBuf = curAtkBuf + 1] ..... %)
[h: curDmgBuf = curDmgBuf + 1] ..... )

H
[h: stateArray = setStrProp(stateArray, stateName, curState)]

[h: setProperty(arrayName, stateArray)]

[h: change = if(curState == 0, "disable”, "enable™)]
[r, s: "Point Blank is "+change+"d"] ..... o)

[h: setMacroProps(macrolndex, color)]
[h: setProperty("BufAttackShort", curAtkBuf)] ..... (6)
[h: setProperty(*'BufDamageShort", curDmgBuf)] ..... (6)
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Property OO OO O0OO0O0O

"BufACShort" (Armor 0 O 0O TouchO O OO OO AC)

"BufTouchACShort" (Deflection0 0 0O 0000 AC)

"Buf AttackShort"

"Buf DamageShort”

"Buf SaveShort”

"Buf Skill Short"
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"CONTemporayMod" 0 0 000000 (Bear'sEndurance D O CCONDO OO 5000000 OKO
ODO00AtkkDMmgO OO OOOoOoono)
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1000000 StateD HasteD CombatExpertise D000 O0O0O0D0OO0OOOOOO0O

[h: stateName = "CombatExpertise"] ..... (¢D)

[h: curState = getState(stateName)]
[h: macrolndex = getMacroButtonindex()]
[h, if(curState = 0), CODE: {
[curState = 0]
[color = "color=default"]

1 EcurState = D]
n [color = "color=white"]

[h: change = if(curState == 0, "disable", "enable™)]
[r, s: stateName+" is "+change+"d"]

[h: setState(stateName, curState)]
[h: setMacroProps(macrolndex, color)]
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[h: skillNum = x]

[macro(*'SkillByToken@Lib:General'): json.set("{}",

"SkilINum", skillNum, "Token",

currentToken())]

O
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0: Acrobatics
1: Appraise

2: Bluff

: Climb

: Craft

: Diplomacy

: Disable Device
: Disguise

: Escape Artist

. Fly

: Handle Animal

: Heal

: Intimidate

: Knowledge (Arcana)

: Knowledge (Dungeoneering)
: Knowledge (Engineering)
: Knowledge (Geography)
: Knowledge (History)

: Knowledge (Local)

: Knowledge (Nature)

: Knowledge (Nobility)

: Knowledge (Planes)

: Knowledge (Religion)

: Linguistics

: Perception

: Perform

: Profession

: Ride

: Sense Motive

: Sleight Of Hand

. Spellcraft

. Stealth

: Surviva

: Swim

: Use Magic Device




4

LayonHandsO O OO ODOOOOOO

[h: diceNum = floor(getProperty('HD'")/2)]

[h: dice = diceNum+"d6"]

Lay on Hands: [r: dice] + [r: diceNum]*2 = [r: Heal = eval(dice) + diceNum*2]<br>

[h: Heal = 0 - Heal]

[macro(*'Damage@Lib:General'): json.set("{}", "Damage", Heal, "Token", currentToken())]
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