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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

* Dedicated Weapon ¢ TCoE 48

Whenever you finish a short or long rest, you can
touch one weapon, and then count that weapon as a
monk weapon until you use this feature again. The
weapon must be a simple or martial weapon that you
are proficient with, and must lack the heavy and
special properties.

* KiePHB 78
You can spend Ki Points to fuel ki features. You have
17 points per short rest and your Ki save DC is 16.

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: 17 / 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 25 feet while you are not
wearing armor or wielding a shield.
* Ki-Fueled Attack » TCoE 48
If you spend 1 ki point or more as part of your action
on your turn, you can make one attack with an
unarmed strike or a monk weapon as a bonus action
before the end of the turn.

| Special
* Monastic Tradition « PHB 78

| Way of the Open Hand
* 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 +22. 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

* Open Hand Technique « PHB 79

Whenever you hit with one of your Flurry of Blows
attacks, you can impose one of the following effects on
that target: fall prone if it fails a DEX saving throw (DC
16), get pushed up to 15 ft. if it fails a STR saving
throw (DC 16), or it can't take reaction until the end of
your next turn.

| Special

* Quickened Healing « TCoE 49
As an action, you can spend 2 ki points to regain
1d10+6 hit points.

| 1 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 85.

| 1 Reaction

* Focused Aim « TCoE 49

When you miss with an attack roll, you can spend 1-3
ki points to increase your attack roll by 2 for each of
these ki points you spend, potentially turning the miss
into a hit.

| Special

* 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
16).

N

FEATURES & TRAITS
Vorpal Longsword 1 31b. Waterskin 1 51b.
Leather 1 10 Ib. Dragonchess Set 1 0.51b.
Crossbow, hand 1 31b.
Longsword 1 31b.
Crossbow, light 1 5 lb.
Longbow 1 21b.
Arrows 20 11b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
WEIGHT CARRIED Bedroll 1 71b.
88 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
210 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
420 Ib. Torch 10 10 Ib.

EQUIPMENT
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| Special

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

* Wholeness of Body « PHB 79
Once per long rest as an action, you can regain 51 HP.

| 1/ Long Rest ¢ 1 Action

* Evasion « PHB 79

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.

* Stillness of Mind « PHB 79
You can use an action to end one effect on yourself
that is causing you to be charmed or frightened.

| 1 Action

* Unarmored Movement Improvement « PHB 78
You can move along vertical surfaces and across
liquids on your turn without falling during the move.

* Purity of Body « PHB
You are immune to disease and poison.

* Tranquility « PHB 80

At the end of a long rest, you gain the effect of a
sanctuary spell (DC 16) that lasts until the start of your
next long rest (unless it ends as normal).

| Special

* Tongue of the Sun and Moon « PHB 79

You understand all spoken languages and any
creature that can understand a language can
understand what you say.

* Diamond Soul « PHB 79

You are proficient in all saving throws and whenever
you make a saving throw and fail, you can spend 1 ki
point to reroll it and take the second result.

* Timeless Body « PHB 79

You no longer need food or water, and can't be aged
magically or suffer effects of old age (though you can
still die of it).

* Quivering Palm « PHB 80

When you hit with an unarmed strike, you can spend 3
ki points to start harmless vibrations in the target,
which last for 17 days. As an action you can end the
vibrations and the creature must make a CON saving
throw (DC 16). If it fails, it is reduced to O HP. If it
succeeds, it takes 10d10 necrotic damage.

| 1 Action
=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Dueling « PHB
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 2 HP.

| 1/ Short Rest » 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

* 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
=== BARBARIAN FEATURES ===
* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 2/ Long Rest « 1 Bonus Action
* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.
=== 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

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 ===

* Athlete « PHB 165

Increase your STR or DEX score by 1, and when you
are prone, standing up uses only 5 feet of your
movement. Climbing doesn't cost you extra movement,
and you can make a running long jump or a running
high jump after moving only 5 ft. on foot, rather than 10
ft.

* 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

* Tough « PHB 170
Your HP maximum increases by 40.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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