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Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== LANGUAGES ===
Celestial, Common, Elvish

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object
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Sleight of Hand DEX

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.
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12 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +6 1d4+4 Bludgeoning
Unarmed Strike +6 1d4+4 Bludgeoning
10 PASSIVE WISDOM (INSIGHT)
6 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
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=== 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).

(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.

=== 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

You gain advantage on STR checks and saving throws

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

=== MARK OF SHADOW ELF RACIAL TRAITS ===

* Darkvision  BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses * BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Cunning Intuition « ERftLW 49

When you make a Charisma (Performance) or
Dexterity (Stealth) check, you can roll a d4 and add the
number rolled to the ability check.

* Shape Shadows « ERftLW

You know the minor illusion cantrip. Starting at 3rd
level, you can cast the invisibility spell once per long
rest. Charisma is your spellcasting ability for these
spells.

* Spells of the Mark « ERftLW 49

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Shadow Spells table

FEATURES & TRAITS

are added to the spell list of your spellcasting class.
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WEIGHT CARRIED
0 lb.
ENCUMBERED

180 Ib.

PUSH/DRAG/LIFT

360 Ib.
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=== CANTRIPS === (At Will)
Minor lllusion Shape Shadows -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
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