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Silent Sea
Bugbear Urchin - Baldur's Gate (Milestone)
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© _+5  Strength \ /7 \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH ‘ ©®© +u1 Dexterity
+11 Constitution +8 18 247 I
+5 _ Intelligence
+9  Wisdom INITIATIVE CLASS \ HIT POINTS /
+5  Charisma y / Y \
" . 16d8 + 4d10
—_— Immunities - Poison, successes O=O=0O
DEXTERITY i
Advantage to avoid or end the Disease FAILURES O=O=O
+ 5 charmed condition \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] (@ +11  Acrobatics DEX \ N - WEAPONS o=
. ) PROFICIENCY BONUS N T
+5 | | © s Animal Handiing wis j Martial Weapons, Simple Weapons
O -1 Arcana INT =
— i === TOOLS ===
O _L_ Athletics sTR = — Disguise Kit, Thieves' Tools, Tinker's Tools
O -1 Deception CHA ABILITY SAVE DC |
- p— — === LANGUAGES ===
O L History INT Common, Draconic, Goblin
® 9 Insight wis (/ N
55 ft. (Walkin
O -1 Intimidation CHA ( 9)
® _*5  Investigation INT
O +3 Medicine wis \ SPEED /
O 1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O +3 Perception wis , N\
O -1 Performance CHA === ACTIONS ===
+ 3 ) Standard Actions Patient Defense
O _-1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, You can spend 1 ki point to take the Dodge action
O 1 Religion INT Help, Hide, Ready, Search, Use an Object, as a bonus action on your turn.
@ g Opportunity Attack, Grapple, Shove, Improvise,
2 3 ® 11 Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object Step of the Wind
You can spend 1 ki point to take the Disengage or
® 11 Stealth DEX Wholeness of Body « 1/ Long Rest Dash action as a bonus action on your turn, and your
U CHARISMA ) O 3 Survival wis HPOnce per long rest as an action, you can regain 48 jump distance is doubled for the turn.
1 ) Unarmed Strike
= - === BONUS ACTIONS === When you use the Attack action with an unarmed
O Flurry of Blows strike or a monk weapon on your turn, you can make
o After you take the Attack action on your turn, you one unarmed strike as a bonus action.
R can spend 1 ki point to make two unarmed strikes as a
bonus action. === REACTIONS ===
\ SKILLS J ACTIONS )
7 N
13 PASSIVE WISDOM (PERCEPTION) Dart +11 1d4+5 Piercing Simple, Finesse, Thrown, Range (20/60
g
Shortsword +11 1d8+5 Piercing Martial, Finesse, Light
19 PASSIVE WISDOM (INSIGHT)
Shillelagh +9 1d8+3 Bludgeoning  D: 1m, V/S/M
PASSIVE INTELLIGENCE (INVESTIGATION . )
15 ( ) Unarmed Strike +11 1d8+5 Bludgeoning
Darkvision 90 ft. Unarmed Strike +11 1d8+5 Bludgeoning
< Flurry of Blows +11 1d8+5 Bludgeoning
SENSES L N WEAPON ATTACKS & CANTRIPS y




* 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
16 points per short rest and your Ki save DC is 17.

<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: 16 / Short Rest « Special

| Flurry of Blows: 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.

* 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 +21. 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
17), get pushed up to 15 ft. if it fails a STR saving
throw (DC 17), 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 80.
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=== 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
17).

| 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 48 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

PUSH/DRAG/LIFT

480 Ib.

EQUIPMENT

FEATURES & TRAITS
Dart 10 251b.
Shortsword 1 21b.
Backpack 1 5 lb.
Case, Map or Scroll 1 1lb.
Clothes, Common 1 31b.
Small Knife 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.
240 Ib. Waterskin 1 51b
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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 17) 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).

=== RANGER FEATURES ===
* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Dragons « PHB
Dragons are large reptilian creatures of ancient origin
and tremendous power. True dragons are highly
intelligent and have innate magic.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn't slow your group’s travel, your group can't
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Coast  PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Druidic Warrior « TCoE 57
You learn two cantrips of your choice from the druid
spell list. They count as ranger spells for you, and
Wisdom is your spellcasting ability for them.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 17, Spell Attack +9).
* Ranger Archetype « PHB 92

| Gloom Stalker
* Primeval Awareness * PHB 92
As an action, you can expend one ranger spell slot (1

minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,

ADDITIONAL FEATURES & TRAITS

N
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn'’t reveal the creatures’ location or

number.

| 1 Action

* Gloom Stalker Magic * XGtE 42

You learn additional spells based on your level that
count as ranger spells but don't count against the
number of spells you know.

* Dread Ambusher « XGtE 42

You add your WIS modifier (+3) to initiative rolls. At the
start of your first turn of each combat, your walking
speed increases by 10 ft., which lasts until the end of
that turn. If you take the Attack action on that turn, you
can make one additional weapon attack as part of that
action, dealing an extra 1d8 damage of the weapon’s
damage type on a hit.

| Special

* Umbral Sight « XGtE 42

You gain darkvision out to a range of 60 ft. (+30 ft. if
you already have it). While in darkness, you are
invisible to any creature that relies on darkvision to see
you in that darkness.

* Ability Score Improvement « PHB 92

=== BUGBEAR RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

ADDITIONAL EQUIPMENT
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* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 8

You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed » MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed ¢ MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky ¢« MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

* Surprise Attack  MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra
<strong>2d6</strong> damage.

| Special
=== FEATS ===

* Tough « PHB 170
Your HP maximum increases by 40.
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Male 41 Medium 411" 141
. GENDER AGE SIZE HEIGHT WEIGHT
Silent Sea
Green Brown Red
=— CHARACTER NAME ALIGNMENT FAITH SKIN EYES HAIR
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| ask a lot of questions.
| don't like to bathe.
PERSONALITY TRAITS
L~ .
[ ~"1
Respect. All people, rich or poor, deserve
respect. (Good)
IDEALS
L~ —~
[ ~"1
My town or city is my home, and I'll fight
to defend it.
BONDS
L~ —~
[N "]
If I'm outnumbered, | will run
away from a fight.
\ CHARACTER APPEARANCE )/ ALLIES & ORGANIZATIONS J N\ FLAWS .
\ /4 AV /4

\ CHARACTER BACKSTORY
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=== CANTRIPS === (At Will)
P Guidance <C> Fighting Style (Always Prepared) -- 1A Touch V,S Concentration, wp o 1 minwte - PHB 248 D: 1m, V/S
P Shillelagh Fighting Style (Always Prepared) +9 1BA Touch V,S,M 1 minute PHB 275 D: 1m, V/ISIM
=== 1st LEVEL === 3 Slots OO0
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \% Concenuation, upto1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
QO Zephyr Strike <C> Ranger -- 1BA  Self \% Concentration, upto 1 minute~ XGtE 171 D: 1m, V
O Goodberry Ranger - 1A Touch V,S,M Instantaneous PHB 246  V/SIM
O Disguise Self Gloom Stalker Magic -- 1A Self V.S 1 hour PHB 233 D:1h, VIS
SPELLS

> 4

SPELL SAVE DC SPELL ATTACK
BONUS

o §




