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Monk 6 / Bard 4 garrettstreet66
CLASS & LEVEL PLAYER NAME
Shifter Soldier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+4 15 8 3 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
6d8 + 4d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS j Shortsword, Simple Weapons
=== TOOLS ===
I — Brewer's Supplies, Cook's Utensils, Flute,
ABILITY SAVE DC | Playing Card Set, Vehicles (Land)
o === LANGUAGES ===
7 N Common, Primordial
45 ft. (Walking)
A SPEED )
) 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

=== BONUS ACTIONS ===
Bardic Inspiration « 2 / Long Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d6). For 10 minutes, the creature can add it to one
ability check, attack roll, or saving throw. This can be
added after seeing the roll, but before knowing the
outcome.

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.

Longtooth Form: Fangs

When you shift and as a bonus action while shifted,
you can use your fangs to make an unarmed strike. If
you hit, you deal <strong>1d6</strong>+1 piercing
damage.

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

Shift « 4 / Lona Rest

SKILLS \ ACTIONS ))
r // \\
15 PASSIVE WISDOM (PERCEPTION) Quarterstaff +6 1d6+2 Bludgeoning  Simple, Versatile
Unarmed Strike +6 1d6+2 Bludgeoning
17 PASSIVE WISDOM (INSIGHT)
Longtooth Form: Fangs +6 1d6+2 Piercing
PASSIVE INTELLIGENCE (INVESTIGATION . )
12 ( ) Unarmed Strike +6 1d6+2 Bludgeoning
Darkvision 60 ft. Flurry of Blows +6 1d6+2 Bludgeoning
< Deflect Missiles Attack +6 1d6+2
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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Shifter Soldier (Milestone)
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=== 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
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
6 points per short rest and your Ki save DC is 15.

<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: 6 / Short Rest « Special

| 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 15 feet while you are not
wearing armor or wielding a shield.

* Monastic Tradition « PHB 78
| Way of the Drunken Master

* 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
* Bonus Proficiencies « XGtE 34
You gain proficiency in the Performance skill and
brewer's supplies if you don't already have it.
* Drunken Technique « XGtE 34
Whenever you use Flurry of Blows, you gain the
benefit of the Disengage action, and your walking
speed increases by 10 ft. until the end of the current
turn.

| Special
* Ability Score Improvement « PHB 78

* Slow Fall « PHB 78

N
You can use your reaction when you fall to reduce any
falling damage you take by 30.

| 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
15).

| Special

* Ki-Empowered Strikes « PHB 79
Your unarmed strikes count as magical for the purpose
of overcoming resistance and immunity.

* Tipsy Sway * XGtE 34

When you're prone, you can stand up by spending 5 ft.
of movement, rather than half your speed. When a
creature misses you with a melee attack roll, you can
spend 1 ki point as a reaction to cause that attack to
hit one creature of your choice, other than the attacker,
that you can see within 5 ft.

| 1 Reaction
=== BARD FEATURES ===
* Hit Points « PHB 52
* Proficiencies « PHB 52
* Spellcasting * PHB 52
You can cast known bard spells using CHA as your

spellcasting modifier (Spell DC 14, Spell Attack +6)
and known bard spells as rituals if they have the ritual

FEATURES & TRAITS
Eldritch Claw Tattoo 1 -
Quarterstaff 1 4 1b.
Dart 10 251b.
Sling 1 -
Backpack 1 5 lb.
Clothes, Common 1 31b.
Playing Card Set 1 -
Flute 1 11b.
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 1lb.
70 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
180 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
360 |b. Waterskin 1 5 Ib.

EQUIPMENT
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tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

| 2/Long Rest « 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down (+2), to any ability check you make that doesn’t
already include it.

* Song of Rest » PHB 54

If you or any friendly creatures who can hear your
performance regain hit points at the end of the short
rest by spending one or more Hit Dice, each of those
creatures regains an extra 1d6 hit points.

* Bard College » PHB 54
| College of Lore

* Expertise « PHB 54

Your proficiency bonus is doubled for any ability check
you make with chosen proficiencies (2 at 3rd and 10th
level).

* Bonus Proficiencies « PHB 54
You gain proficiency with three more skills of your
choice.

* Cutting Words « PHB 54

As a reaction when a creature (that's not immune to
being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and

subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

| 1 Reaction

* Ability Score Improvement « PHB 54

=== SHIFTER 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 two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* 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 32
You are a Humanoid.

* Size « MotM 32
You are Medium.

* Speed * MotM 32
Your walking speed is 30 ft.

* Bestial Instincts « MotM 32

You have proficiency in one of the following skills of
your choice: Acrobatics, Athletics, Intimidation, or
Survival.

* Darkvision « MotM 32

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, only

ADDITIONAL FEATURES & TRAITS

discerning colors in that darkness as shades of gray.

* Shifting « MotM 32

As a bonus action, you can shift and assume a more
bestial form and gain 8 temporary hit points. Your
transformation lasts for 1 minute, until you die, or until
you revert using a bonus action. You can shift 4 times
per long rest and also gain benefits based on your
chosen form:

| Longtooth
When you shift and as a bonus action while shifted,
you can use your fangs to make an unarmed strike. If
you hit, you deal <strong>1d6</strong>+1 piercing
damage.
| Longtooth Form: Fangs: 1 Bonus Action

| Shift: 4 / Long Rest 1 Bonus Action

=== FEATS ===

* Tough « PHB 170
Your HP maximum increases by 20.

N

ADDITIONAL EQUIPMENT
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ALLIES & ORGANIZATIONS
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I'm haunted by memories of war. |
can't get the images of violence
out of my mind.

PERSONALITY TRAITS
|~

Independence. When people follow
orders blindly, they embrace a kind
of tyranny. (Chaotic)

IDEALS
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I'll never forget the crushing defeat
my company suffered or the
enemies who dealt it.

BONDS
L~

]
[N ~~"]
I made a terrible mistake in battle

that cost many lives—and | would do
anything to keep that mistake secret.

\\ FLAWS //
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CHARACTER BACKSTORY
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