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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 1d6 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

* Unarmored Defense « PHB-2024 101

While you aren’t wearing armor or wielding a Shield,
your base AC equals 10 + Dex. modifier + Wisdom
modifier.

* 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 4 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: 4 / 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 10 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 1d6+4
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+8.

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.

N
saving throw or take 2d6+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 Shadow

* Shadow Arts « PHB-2024 105
You've learned to draw on the power from the
Shadowfell and gain the following benefits:

« You can expend 1 Focus Point to cast Darkness
without spell components, and when you do, you can
see within the spell’'s area. While the spell persists,
you can move its area of Darkness to a space within
60 ft. of you at the start of each of your turns.

« You gain Darkvision with a range of 60 ft., and if
you already have Darkvision, its range is increased by
60 ft.

« You know the Minor lllusion spell, and Wisdom is
your spellcasting ability for it.

* 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 20.

| 1 Reaction

=== HUMAN SPECIES TRAITS ===

* Size « PHB-2024 194

Your Size is Medium or Small, chosen when you select
this species.

* Speed « PHB-2024 194

WEIGHT CARRIED
22 Ib.
ENCUMBERED

180 Ib.

PUSH/DRAG/LIFT

360 Ib.

FEATURES & TRAITS

Spear 1 31b.
Shortbow 1 21b.
Arrows 20 11b.
Three-Dragon Ante 1 -

Healer's Kit 1 31b.
Quiver 1 1lb.
Traveler's Clothes 1 4 1b.
Cook's Utensils 1 8 1Ib.

EQUIPMENT
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Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Observant « PHB-2024 205
Ability Score Increase. Int. or Wis. increased by 1.

Keen Observer. Choose one of the following skills:
Insight, Investigation, or Perception. If you lack
proficiency with the chosen skill, you gain proficiency
in it, and if you already have proficiency in it, you gain
Expertise in it.

Quick Search. You can take the Search action as a
Bonus Action.

| Expertise ¢
| Quick Search: 1 Bonus Action
* Magic Initiate (Cleric) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your

spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom
* Savage Attacker « PHB-2024 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.
* Soldier Ability Score Improvements « PHB-2024 185

| Increase three scores (+1/+1/+1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Guidance
Spare the Dying

Minor lllusion

=== 1st LEVEL ===

Cure Wounds

===2nd LEVEL ===

Darkness

(At will)

Magic Initiate (Cleric)
Magic Initiate (Cleric)
Shadow Arts

Magic Initiate (Cleric)

Shadow Arts

1A
1A
1A

1A

1A

Touch V,S
15 ft. V,S
30 ft./5 ft. Cube S,M

Touch V,S

60 ft./15 ft. Sphere  V,M

SPELLS

Concentration, up to 1 minute
Instantaneous

1 minute

Instantaneous

Concentration, up to 10 minutes

PHB-2024 282

PHB-2024 318

PHB-2024 298

PHB-2024 259

PHB-2024 260

D: 1m, VIS
VIS
D: 1m, 5 ft. Cube, S/M

1/LR, VIS

D: 10m, 15 ft. Sphere, VIM

> 4
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