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Monk 3

ESSE Azlazen (Level 3) CLASS & LEVEL PLAYER NAME
Variant Human Acolyte
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬁa +2_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
+0 O +2 Constitution +3 15 32 S
O _+0_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +1 Charisma / y, , \
3d8 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Shortsword, Simple Weapons
CONSTITUTION ® +5 Acrobatics DEX \ N
PROFICIENCY BONUS ===TOOLS ===
‘ O _*2_ Animal Handling wis Tinker's Tools
O +0 Arcana INT =
i === LANGUAGES ===
® _*2 Athletics STR = — Celestial, Common, Gnomish, Undercommon
O +1 Deception CHA ABILITY SAVE DC Kl | 12
_g— _gu—
N —— O _+0_ History INT o
INTELLIGENCE .
® _+4  Insight wis (/ \
+O O _*1  Intimidation CHA 40 ft. (Walking)
O _*0_ Investigation INT
® +4 Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O =+ Perception wis , N\
O _+1  Performance CHA === ACTIONS === Step of the Wind: You can spend 1 ki point to take the
+ 2 a4 p . Standard Actions: Attack, Dash, Disengage, Dodge, Disengage or Dash action as a bonus action on your
O ersuasion CHA Help, Hide, Ready, Search, Use an Object, turn, and your jump distance is doubled for the turn.
® _+2  Religion INT Opportunity Attack, Grapple, Shove, Improvise,
Q Two-Weapon Fighting, Interact with an Object Unarmed Strike: When you use the Attack action with
Z 3 QO _+3  Sleight of Hand DEX an unarmed strike or a monk weapon on your turn,
13 Stealth === BONUS ACTIONS === you can make one unarmed strike as a bonus action.
N o tealth DEX Flurry of Blows: After you take the Attack action on
CHARISMA O _*2_ Survival wis your turn, you can spend 1 ki point to make two === SPECIAL ===
. , unarmed strikes as a bonus action. Ki Points « 3/ Short Rest O O O
+ 1 ® + Tinker's Tools Ki save DC is 12.
Patient Defense: 1 ki point to take the Dodge action as
o JE— a Bonus Action. ===REACTIONS===
@ o) Deflect or catch a missile. See Features.
L SKILLS )/ \ ACTIONS )
7 N
12 PASSIVE WISDOM (PERCEPTION) Dart +5 1d4+3 Piercing Simple, Finesse, Thrown, Range (20/60)
Spear (1H) +6 1d8+3 Piercing Simple, Thrown, Versatile, Range (20/60)
14 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +5 1d4+3 Bludgeoning
PASSIVE INTELLIGENCE (INVESTIGATION L
10 ( ) Deflect Missiles Attack +5 1d4+3
Spear (2H) +6 1d10+3 Piercing  Simple, Thrown, Versatile
Flurry of Blows +5 1d4+3 Bludgeoning

SENSES

'WEAPON ATTACKS & CANTRIPS




* 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, pg. 78
You can spend Ki Points to fuel ki features. You have
3 points per short rest and your Ki save DC is 12.

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: (No Action)

| Uses: 2 /Short Rest

|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 10 feet while you are not
wearing armor or wielding a shield

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 +6. 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.

| Deflect Missiles Attack: 1 Reaction

* Monastic Tradition « PHB 78
|Way of the Open Hand

* 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
12), get pushed up to 15 ft. if it fails a STR saving
throw (DC 12), or it can't take reaction until the end of
your next turn.

| Special
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=== MONK FEATURES === * Deflect Missiles « PHB 78 === FEATS ===

* Spear Master ¢

Though the spear is a simple weapon to learn, it
rewards you for the time you have taken to master it.
You gain the following benefits:

You gain a +1 bonus to attack rolls you make with a
spear.

When you use a spear, its damage die changes from a
d6 to a d8, and from a d8 to a d10 when wielded with
two hands. (This benefit has no effect if another
feature has already improved the weapon’s die.)

You can set your spear to receive a charge. As a
bonus action, choose a creature you can see that is at
least 20 feet away from you. If that creatures moves
within your spear’s reach on its next turn, you can
make a melee attack against it with your spear as a
reaction. If the attack hits, the target takes an extra
1d8 piercing damage, or an extra 1d10 piercing
damage if you wield the spear with two hands. You
can't use this ability if the creature used the Disengage
action before moving.

As a bonus action on your turn, you can increase your
reach with a spear by 5 feet for the rest of your turn.

* 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.

PUSH/DRAG/LIFT

0 lb.

FEATURES & TRAITS
Spear 1 31b.
Dart 10 251b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Emblem 1 -
Healer's Kit (with charges) 1 -
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
67.5 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
0 Ib. Waterskin 1 5Ilb

EQUIPMENT
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F 20 Medium 5-7" 135
GENDER AGE SIZE HEIGHT WEIGHT
Haleona Light tan Brown Dark Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/ \ 7 ~
=== Organizations === I idolize a particular hero of my faith,
Order of the Free Winds (monks of Haleona) and ConStantly refer to that person's
deeds and example.
Nothing can shake my optimistic
PERSONALITY TRAITS
L~ 1
[ "]
Charity. | always try to help those in need, no
matter what the personal cost. (Good)
IDEALS
L~ 1
[ "]
Everything | do is for the common
people.
BONDS
L~ 1
[N ~~"]
My piety sometimes leads me to blindly trust
those that profess faith in my god.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
Background : Acolyte
Feature: Shelter of the Faithful
As an acolyte, you command the respect of those
who share your faith, and you can perform the
religious ceremonies of your deity. You and your
adventuring companions can expect to receive
free healing and care at a temple, shrine, or other
established presence of your faith, though you
must provide any material components needed for
spells. Those who share your religion will support
you (but only you) at a modest lifestyle.
You might also have ties to a specific temple
dedicated to your chosen deity or pantheon, and
you have a residence there. This could be the
temple where you used to serve, if you remain on
good terms with it, or a temple where you have
found a new home. While near your temple, you
can call upon the priests for assistance, provided
the assistance you ask for is not hazardous and
you remain in good standing with your temple.
CHARACTER BACKSTORY ADDITIONAL NOTES






