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: CLASS & LEVEL PLAYER NAME
Mondatta Alnino.
Variant Human Urchin (Milestone)
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=== WEAPONS ===
Shortsword, Simple Weapons

=== TOOLS ===
Disguise Kit, Flute, Thieves' Tools
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O _#1_ Athletics sTR — Common, Daelkyr
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O +2  Medicine wis \ SPEED /
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I wispom ® _+4  Perception WIS ,
O _+1  Performance CHA === ACTIONS ===

+ 2 _ Standard Actions
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
3 ) .
Q O _#3_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
7 \ ® _*5_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object

® _+5 Stealth DEX === BONUS ACTIONS ===

[ CHARISMA Unarmed Strike

+2_ Survival wis

o When you use the Attack action with an unarmed
+ 1 ) strike or a monk weapon on your turn, you can make
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O

one unarmed strike as a bonus action.
L SKILLS )/ \ ACTIONS
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14 PASSIVE WISDOM (PERCEPTION) Ray of Frost +5 1d8 Cold VIS
Unarmed Strike +5 1d4+3 Bludgeoning
14 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +5 1d4+3 Bludgeoning
13 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== MONK FEATURES === * Magic Initiate (Wizard) « PHB
You learn two cantrips of your choice from the wizard
* Hit Points « PHB 77 spell list. You learn one 1st-level spell from that same

list and can cast it at its lowest level once per long rest.
* 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

=== 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
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat » BR 31
You gain one feat of your choice.

=== FEATS ===

FEATURES & TRAITS
Dart 10 2.51b.
Boomerang 1 -
Clothes, Common 1 3lb.
Small Knife 1 --

WEIGHT CARRIED
5.5 Ib.
ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

EQUIPMENT
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=== CANTRIPS === (At Will)
Frostbite Magic Initiate (Wizard) CON 13 1A 60 ft. V,S Instantaneous  EE 156 VIS
Ray of Frost Magic Initiate (Wizard) +5 1A 60 ft. V,S Instantaneous  PHB 271 V/S
=== 1st LEVEL ===
Magnify Gravity Magic Initiate (Wizard) CON 13 1A 60 ft./10 ft. Sphere  V/,S 1 round 1/LR, D: 1Rnd, 10 ft. Sphere, V/S
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