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=== MONK FEATURES ===
* 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
*Ki+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

| 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 Kensei

* 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

* Path of the Kensei « XGtE 34

Kensei Weapons - You choose kensei weapons, gain
proficiency with them if you don't already have it, and
they are treated as monk weapons.

Agile Parry - If you make an unarmed strike as part of
the Attack action on your turn and are holding a kensei
weapon, you gain a +2 bonus to AC until the start of
your next turn, while the weapon is in your hand and
you aren't incapacitated.

Kensei's Shot - You can use a bonus action on your
turn to make ranged attacks with a kensei weapon
deal an extra 1d4 damage of the weapon'’s type until
the end of the current turn.

Way of the Brush - You gain proficiency with

calligrapher’s supplies or painter's supplies.
| Agile Parry: 1 Action
| Kensei's Shot: 1 Bonus Action

* 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.

* One with the Blade « XGtE 34

Your attacks with your kensei weapons count as
magical for the purpose of overcoming resistance and
immunity.

Once per turn, when you hit a target with a kensei
weapon, you can spend 1 ki point to cause the weapon
to deal 1d6 extra damage to the target.

| Magic Kensei Weapons: Special

| Deft Strike: Special

WEIGHT CARRIED
16 Ib.
ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

FEATURES & TRAITS
Crossbow, Hand, +1 1 31lb
Lifewell Tattoo 1 --
Studded Leather 1 13 Ib.

EQUIPMENT
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* Kensei Weapon * XGtE 34
You can choose up to 3 kensei weapons.

=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.
* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 6 HP.

| 1/ Short Rest 1 Bonus Action
* Action Surge ¢« PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype ¢« PHB 72

| Battle Master
* Combat Superiority * PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB 73

You gain proficiency with one type of artisan’s tools.
* Maneuvers « PHB 74

| Disarming Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add it to the damage and to
disarm the target if it fails a STR saving throw (DC 16).

| Maneuvers: Disarming Attack: Special

| Grappling Strike « TCoE 42
Immediately after you hit a creature with a melee
attack on your turn, you can expend one superiority die
and then try to grapple the target as a bonus action.
Add the superiority die to your Strength (Athletics)
check.

| Maneuvers: Grappling Strike: 1 Bonus Action
| Quick Toss « TCoE 42
As a bonus action, you can expend one superiority die
and make a ranged attack with a weapon that has the
thrown property. You can draw the weapon as part of
making this attack. If you hit, add the superiority die to
the weapon’s damage roll.
| Maneuvers: Quick Toss: 1 Bonus Action
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special
=== ROGUE FEATURES ===

* Hit Points « PHB 95

ADDITIONAL FEATURES & TRAITS

<\
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 1d6 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

=== 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.

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

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

=== FEATS ===

* Crossbow Expert « PHB 165

You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
with a one-handed weapon, you can use a bonus

| Crossbow Expert Attack: 1 Bonus Action

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged

take a -5 penalty to the attack roll to add +10 to the
attack's damage.

* Grappler *« BR 167
You have advantage on attack rolls against a creature
check. If you succeed, you and the creature are both
restrained until the grapple ends.

| Grappling Pin: 1 Action
* Tavern Brawler « PHB 170

Increase your STR or CON score by 1. You are
proficient with improvised weapons. Your unarmed

action to attack with a hand crossbow you are holding.

weapon that you are proficient with, you can choose to

you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple

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

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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ALLIES & ORGANIZATIONS

I am always calm, no matter what
the situation. | never raise my voice
or let my emotions control me.

| always have a plan for what to do

PERSONALITY TRAITS

L~ N
" ~"1

People. I'm loyal to my friends, not to
any ideals, and everyone else can
take a trip down the Styx for all |

IDEALS
N —~J

[N ~"]
Something important was taken from me, and
| aim to steal it back.

BONDS
L~

o
[N "]
An innocent person is in prison for
a crime that | committed. I'm okay
with that.

"

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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