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=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make that uses any of the chosen proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 5d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves' cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96
| Inquisitive
* Ear for Deceit « XGtE 45

Whenever you make an Insight check to determine
whether a creature is lying, treat a roll of 7 or lower on

the d20 as an 8.

* Eye for Detail * XGtE 46

You can use a bonus action to make a Perception
check to spot a hidden creature or object or to make
an Investigation check to uncover or decipher clues.

| 1 Bonus Action

* Insightful Fighting « XGtE 46

As a bonus action, you can make an Insight check
against a creature you can see that isn’t incapacitated,
contested by the target’s Deception check. If you
succeed, you can use your Sneak Attack against that
target even if you don’'t have advantage on the attack
roll, but not if you have disadvantage on it for 1 minute
or until you use this feature against a different target.

| 1 Bonus Action
* Ability Score Improvement « PHB 96

* Uncanny Dodge * PHB 96

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

| 1 Reaction

* Evasion « PHB 96

When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.

* Steady Eye * XGtE 46

You have advantage on any Perception or
Investigation check if you move no more than half your
speed on the same turn.

=== MONK FEATURES ===

FEATURES & TRAITS

* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action
*Kie PHB 78
You can spend Ki Points to fuel ki features. You have
6 points per short rest and your Ki save DC is 14.
Flurry of Blows - After you take the Attack action on
your turn, you can spend 1 ki point to make two
unarmed strikes as a bonus action.

Patient Defense - You can spend 1 ki point to take the
Dodge action as a bonus action on your turn.

Step of the Wind - You can spend 1 ki point to take the
Disengage or Dash action as a bonus action on your
turn, and your jump distance is doubled for the turn.

| Ki Points: 6 / Short Rest » Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

WEIGHT CARRIED
0 lb.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB 78
Your speed increases by 15 feet while you are not
wearing armor or wielding a shield.

* Monastic Tradition « PHB 78
| Way of the Cobalt Soul

* Deflect Missiles « PHB 78

You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +9. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

| 1 Reaction
| Deflect Missiles Attack: 1 Reaction

* Extract Aspects « CR

Beginning at 3rd level when choosing this tradition,
you can strike pressure points to extract crucial
information about your foe, granting you insight about
their combat ability. Whenever you hit a creature with
one of the attacks granted by your Flurry of Blows, you
mark them as analyzed. Whenever an analyzed
creature misses you with an attack, you can
immediately use your reaction to make an unarmed
melee attack against that creature. This benefit lasts
until you finish a short or long rest.

In addition, you learn the following attributes about the
target: Damage Vulnerabilities, Damage Resistances,
Damage Immunities, and Condition Immunities.

| Analyzed Creature Reaction: 1 Reaction

| Special
* Ability Score Improvement « PHB 78

* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any
falling damage you take by 30.

| 1 Reaction

* Extra Attack « PHB 79
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Stunning Strike « PHB 79

When you hit with a melee weapon attack, you can
spend 1 ki point to make the target stunned until the
end of your next turn if it fails a CON saving throw (DC
14).

| Special

* Ki-Empowered Strikes « PHB 79
Your unarmed strikes count as magical for the purpose
of overcoming resistance and immunity.

* Extort Truth « CR

If you manage to hit a single creature with two or more
attacks in one round, you can spend 1 ki point to force
them to make a CHA saving throw (DC 14). You can
choose to have these attacks deal no damage. On a
failed save, the creature is unable to speak a
deliberate lie for 1 minute and all CHA checks directed
at the target have advantage for the duration. You
know if they succeeded or failed on their saving throw.

| No Action
* Mystical Erudition « CR

You learn one language of your choice, and you gain
proficiency in a chosen skill.

ADDITIONAL FEATURES & TRAITS

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages * BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* Tavern Brawler « PHB 170

Increase your STR or CON score by 1. You are
proficient with improvised weapons. Your unarmed
strike uses a d4 for damage. When you hit a creature
with an unarmed strike or an improvised weapon on
your turn, you can use a bonus action to attempt to
grapple the target.

| Tavern Brawler Strike: 1 Action

| Tavern Brawler Grapple: 1 Bonus Action
* Gunner « TCoE 80
Ignore the loading property of firearms. Being within 5
ft. of a hostile creature doesn't impose disadvantage

on your ranged attack rolls.

| No Action
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