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* 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
5 points per short rest and your Ki save DC is 13.

<strong>Flurry of Blows</strong> - After you take the
Attack action on your turn, you can spend 1 ki point to
make two unarmed strikes as a bonus action.

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

<strong>Step of the Wind</strong> - 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: 5 / Short Rest « Special

| Flurry of Blows: 1 Bonus Action

| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.

* 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 +8. 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
13), get pushed up to 15 ft. if it fails a STR saving
throw (DC 13), or it can't take reaction until the end of
your next turn.

| 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 25.

e — —
Monk 5 Hollywood Rolls
H CLASS & LEVEL PLAYER NAME
Princess Peach
Mark of Passage Human Folk Hero
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
7 N
=== MONK FEATURES ===
| Patient Defense: 1 Bonus Action | 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
13).

| Special

=== MARK OF PASSAGE HUMAN RACIAL TRAITS

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

* Courier's Speed * ERftLW
Your base walking speed increases to 35 ft.

* Intuitive Motion « ERftLW 46

When you make a Dexterity (Acrobatics) check or any
ability check to operate or maintain a land vehicle, you
can roll a d4 and add the number rolled to the ability
check.

* Magical Passage * ERftLW

You can cast the misty step spell once with this trait,
and you regain the ability to cast it when you finish a
long rest. Dexterity is your spellcasting ability for this
spell.

* Spells of the Mark « ERftLW 46
If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Passage Spells table

PUSH/DRAG/LIFT

300 Ib.

FEATURES & TRAITS
Dart 10 251b.
Boomerang 1 -
Backpack 1 5 lb.
Clothes, Common 1 31b.
Pot, Iron 1 10 Ib.
Shovel 1 51b.
Cartographer's Tools 1 6 Ib.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
85.5 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 11b.
150 Ib. Torch 10 10 Ib.
Waterskin 1 51b.

EQUIPMENT
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are added to the spell list of your spellcasting class.

=== FEATS ===

* Magic Initiate (Sorcerer) « PHB

You learn two cantrips of your choice from the sorcerer
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS === (At Will)
O Fire Bolt Magic Initiate (Sorcerer) +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Ray of Frost Magic Initiate (Sorcerer) +5 1A 60 ft. V,S Instantaneous  PHB 271 V/S
=== 1st LEVEL ===
O Jump Magic Initiate (Sorcerer) - 1A Touch V,S,M 1 minute PHB 254 1/LR, D: 1m, V/S/IM
===2nd LEVEL ===
O Misty Step Magical Passage -- 1BA  Self \Y Instantaneous  PHB 260  1/LR,V
SPELLS
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