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=== MONK FEATURES ===
* Core Monk Traits « PHB-2024 101

* Martial Arts « PHB-2024 101

You gain the following benefits when unarmed or
wielding only Monk weapons, provided you aren’t
wearing armor or wielding a Shield.

« You can make an Unarmed Strike as a Bonus
Action.

« You can roll 1d8 in place of the normal damage
from your Unarmed Strikes or Monk weapons.

« You can use Dex. instead of Str. for the attack and
damage rolls of your Unarmed Strikes and Monk
Weapons. In addition, when you use the Grapple or
Shove option of your Unarmed Strike, you can use
Dex. instead of Str. to determine the save DC.

| Unarmed Strike: 1 Bonus Action
| Unarmed Strike (Dex.): 1 Bonus Action

* Unarmored Defense « PHB-2024 101
While you aren’t wearing armor or wielding a Shield,
your base AC equals 17.

* Monk’s Focus « PHB-2024 101

Your focus and martial training allows you to harness a
well of energy within yourself called Focus Points. You
have 7 Focus Points and regain all expended points
after you finish a Short or Long Rest.

You can expend these points to enhance or fuel
certain Monk features. You start knowing three such
features:

Flurry of Blows. You can expend 1 Focus Point to
make two Unarmed Strikes as a Bonus Action.
Patient Defense. You can take the Disengage action
as a Bonus Action or expend 1 Focus Point to take

both the Disengage and Dodge actions as a Bonus
Action.

Step of the Wind. You can take the Dash action as a
Bonus Action or expend 1 Focus Point to take both the
Disengage and Dash actions as a Bonus Action, and
your jump distance is doubled for the turn.

Features that use Focus Points may require your
target to make a saving throw. The save DC equals 8
+ Wis. modifier + Prof. Bonus.

| Focus Points: 7 / Short Rest « Special
| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB-2024 102
Your speed increases by 15 ft. while you aren’t
wearing armor or wielding a Shield.

* Uncanny Metabolism « PHB-2024 102

Once per Long Rest, when you roll Initiative you can
regain all expended Focus Points, and regain 1d8+7
HP.

| 1/ Long Rest ¢ Special

* Deflect Attacks « PHB-2024 102

When an attack roll that includes Bludgeoning,
Piercing, or Slashing damage hits you, you can take a
Reaction to reduce the attack’s total damage by
1d10+11.

If you reduce the damage to 0, you can expend 1
Focus Point to redirect some of the attack’s force. If
you do, choose a creature you can see within 5 ft. of
you if it was melee, or a creature you can see within 60
ft. that isn’t behind Total Cover if the attack was

ranged. The creature must succeed on a DC 14 Dex.
saving throw or take 2d8+4 damage of the same type
dealt by the attack.

| Deflect Attack: 1 Reaction

| Deflect Attack: Redirect Attack: 1 Reaction
* Monk Subclass « PHB-2024 103

| Warrior of the Mystic Arts

* Spellcasting « AU 11
You have learned to cast spells and Wisdom is your
spellcasting ability.

* Ability Score Improvement « PHB-2024 103

* Slow Fall « PHB-2024 103
You can take a Reaction when you fall to reduce any
falling damage by 35.

| 1 Reaction

* Extra Attack « PHB-2024 103
You can attack twice instead of once when you take
the Attack action.

* Stunning Strike « PHB-2024 103

Once per turn, when you hit with a Monk weapon or
Unarmed Strike, you can expend 1 Focus Point to
attempt a stunning strike. The target must make a DC
14 Con. saving throw. On a failed save, the target has
the Stunned condition until the start of your next turn.
On a successful save, the target's Speed is halved
until the start of your next turn, and the next attack roll
made against it has Advantage.

| 1 Action

* Empowered Strikes « PHB-2024 103
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EQUIPMENT

FEATURES & TRAITS
Shortsword, +1 1 2 1b. Waterskin 1 51b.
Dagger 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Shortsword 1 21b.
Backpack 1 5 lb.
Component Pouch 1 2 lb.
WEIGHT CARRIED oil 2 21lb.
66 Ib. Rations 10 20 Ib.
ENCUMBERED Rope 1 5 lb.
120 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Tinderbox 1 11b.
240 |b. Torch 10 10 Ib.
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Whenever you deal damage with your Unarmed Strike,
it can deal your choice of Force damage or its normal
damage type.

| Special

* Mystic Fighting Style « AU 12

When you take the Attack action on your turn, you can
replace one Unarmed Strike with a casting of one of
your Sorcerer cantrips that has a casting time of an
action.

| Unarmed Strike: Mystic Fighting Style: Special

* Mystic Focus ¢« AU 12

You keep your magical power and martial focus in
perfect balance, allowing you to convert spell slots into
Focus Points, or convert Focus Points into spell slots.

| Convert Spell Slots: No Action

* Evasion « PHB-2024 103

When 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, and only half
damage if you fail. You don’t benefit from this feature if
you have the Incapacitated condition.

=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/ Long Rest « 1 Bonus Action

* Weapon Mastery « PHB-2024 91

=== TIEFLING SPECIES TRAITS ===

* Creature Type » PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.

* Speed ¢« PHB-2024 197
You have a Speed of 30 ft.

* Darkvision « PHB-2024 197
You have Darkvision with a range of 60 ft.

* Fiendish Legacy « PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.
| Abyssal Legacy
You have resistance to Poison damage and you gain
the spells outlined in the Fiendish Legacies table.
* Fiendish Legacy Spells « PHB-2024 197
| Wisdom «
* Otherworldly Presence « PHB-2024 197
| Wisdom «

You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Wisdom.

ADDITIONAL FEATURES & TRAITS

=== FEATS ===

* Mage Slayer « PHB-2024 205
Ability Score Increase. Increase your Str. or Dex. by 1.

Concentration Breaker. When you damage a creature
that is concentrating, it has Disadvantage on the
saving throw it makes to maintain Concentration.

Guarded Mind. If you fail an Int., Wis., or Cha. saving
throw, you can cause yourself to succeed instead. You
can't use this again until after a Short or Long Rest.

| Guarded Mind: 1 / Short Rest « Special

* Two-Weapon Fighting « PHB-2024 210

When you make an extra attack as a result of using a
weapon that has the Light property, you can add your
ability modifier to the damage of that attack if you
aren't already adding it to the damage.

* Weapon Mastery « PHB-2024 91

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Quarterstaff (Topple) ¢
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 3 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next

ADDITIONAL EQUIPMENT
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turn.

| Vex (Shortsword): 1 Action

| Topple (Quarterstaff): 1 Action

| Nick (Dagger): 1 Action
* Sailor Ability Score Improvements « PHB-2024 183

| Increase two scores (+2 / +1) ¢
* Tavern Brawler « PHB-2024 202
Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4-1
Bludgeoning damage instead of the normal damage of
an Unarmed Strike.
Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a

1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 ft. away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action

| Push: Special

ADDITIONAL FEATURES & TRAITS
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=== Allies === //

=== Organizations ===

Quiet Tide - Monk Monastery - expelled

Dirty fighter, sarcastic, loyal to a fault, see’s the
beauty in magic in the world, hates the rich and
Seren Veyne - companion powerful

PERSONALITY TRAITS

The Hallow Hand - Smuggling ring - active 200
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ALLIES & ORGANIZATIONS N

Sarcastic, temperamental, can't let
a grudge go, afraid of becoming
what | hate

FLAWS

&

Monastery life to life of smuggling:

| grew up in the Monastery of the Quiet Tide, a
cliffside order that treated magic as something to
be admired, a wonder worth protecting. Magic is
outlawed across the land, but the monks held a
royal charter that let them practice openly. Sorrin
took to the work, and to the sparring yard even
more. He never had a graceful bone in his body,
but he hit hard, fought dirty, and could weave a
spell into a punch.

As he learned more, he saw the head monks
using the charter as a shield. They hoarded the
order's secrets, ranked students by raw power,
and sold quiet favors to patrons who could pay.
Anyone who asked questions got punished. Sorrin
gathered what proof he could and took it to the
authorities, but the monks got there first. His
evidence was dismissed, and since he held no
license of his own, he was expelled and branded
an unlicensed caster. The thing he loved most
became the thing that could get him arrested.

He left with a bruised pride and a training that
didn't care about rules, and he fought in the
river-town rings to eat. He hid the magic and won
with elbows, headbutts, and whatever else was
close at hand. One night a fight organizer offered
double pay to guard a shipment. The shipment
was a smuggling operation run by a gruff old man
named Bram Tallow. Bram never asked about the
magic and never lectured. He taught Sorrin to read
a river, spot a bribe, and keep a promise to the
wrong sort of people.

When Bram died of old age, he left Sorrin the
boats, the contacts, and a pair of hilts fitted with
brass knuckles. "Hit first, and be nice after." Sorrin
still runs the operation his way, quietly, honestly,
and always looking for the next magic user who
forgot why any of it mattered.

Life with Seren -

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS ===
Blade Ward
Booming Blade
Poison Spray

Thaumaturgy

=== 1st LEVEL ===
Absorb Elements
Shield

Sleep

Ray of Sickness

Ray of Sickness

===2nd LEVEL ===
Misty Step
Disruptive Tune
Hold Person

Hold Person

(At will)

Monk

Monk

Fiendish Legacy Spells

Otherworldly Presence

4 Slots OO00

Monk

Monk

Monk

Fiendish Legacy Spells
Fiendish Legacy Spells

2 Slots OO

Monk

Monk

Fiendish Legacy Spells
Fiendish Legacy Spells

+6
+6

WIS 14
+6

+6

CON 14
WIS 14
WIS 14

1A Self
1A Self/5 ft. Sphere

1A 30 ft.
1A 30 ft.
1R Self
1R Self

1A 60 ft./5 ft. Sphere

1A 60 ft.
1A 60 ft.
1BA  Self

1A 120 ft./20 ft. Sphere
1A 60 ft.
1A 60 ft.

SPELLS

V,S  concentation, upto 1 minute

SM 1 round

V,S Instantaneous
\% 1 minute
S 1 round

V.S 1 round

V,S,M  Concentraion, up to 1 minute

V.S Instantaneous
V.S Instantaneous
\ Instantaneous
V.S Concentration, up to 1 minute

V,S,M  Concentaton, up to L minute

V,S,M  Concentration,up o 1 minute

PHB-2024 247
SCAG 142
PHB-2024 306

PHB-2024 333

EE 150

PHB-2024 316
PHB-2024 317
PHB-2024 311

PHB-2024 311

PHB-2024 299
AU 38
PHB-2024 286

PHB-2024 286

D: 1m, VIS

D: 1Rnd, 5 ft. Sphere, S/IM
VIS

D:1m,V

D: 1Rnd, S

D: 1Rnd, VIS

D: 1m, 5 ft. Sphere, V/ISIM
VIS

1/LR, VIS
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D: 1m, 20 ft. Sphere, V/S
D: 1m, V/SIM

1/LR, D: 1m, VISIM
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