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ARMOR Max HP Current HP Temp HP |
+3 12 8 —-
INITIATIVE CLASS \ HIT POINTS /
// // ld8 / \
Resistances - Fire successes OO0
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
\
HEROIC INSPIRATION
j === WEAPONS ===
=N Crossbhow, Hand, Scimitar, Shortsword,
N Simple Weapons
PROFICIENCY BONUS
j === TOOLS ===
7 Carpenter's Tools, Wargong
=== LANGUAGES ===
ABILITY SAVE DC | Common, Common Sign Language,
p— p— Draconic, Infernal
7/ N
30 ft. (Walking)
\§ SPEED Y
y PROFICIENCIES & TRAINING
/ N\
=== ACTIONS ===
Standard Actions
Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence
=== BONUS ACTIONS ===
Unarmed Strike
You can make an Unarmed Strike as a Bonus
Action, while unarmed or wielding only Monk
weapons, provided you aren’t wearing armor or
wielding a Shield.
\ ACTIONS Y

4 N
11 PASSIVE PERCEPTION Double-Bladed Scimitar +1 2d4+1 Slashing Martial, Special, Two-Handed
Fire Bolt +5 1d10 Fire VIS
11 PASSIVE INSIGHT
Unarmed Strike +3 1d6+1 Bludgeoning
11 PASSIVE INVESTIGATION Unarmed Strike +3 1d6+1 Bludgeoning
Darkvision 60 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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=== MONK FEATURES === * Fiendish Legacy * PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
* Core Monk Traits « PHB-2024 101 You gain the level 1 benefit of that legacy.
* Martial Arts « PHB-2024 101 | Infernal Legacy ¢
You gain the following benefits when unarmed or You have resistance to Fire damage and you gain the
wielding only Monk weapons, provided you aren’t spells outlined in the Fiendish Legacies table.
wearing armor or wielding a Shield.
* Fiendish Legacy Spells « PHB-2024 197
 You can make an Unarmed Strike as a Bonus
Action. | Charisma «
« You can roll 1d6 in place of the normal damage
from your Unarmed Strikes or Monk weapons. * Otherworldly Presence « PHB-2024 197
* You can use Dex. instead of Str. for the attack and
damage rolls of your Unarmed Strikes and Monk | Charisma «
Weapons. In addition, when you use the Grapple or You know the Thaumaturgy cantrip. When you cast it
Shove option of your Unarmed Strike, you can use with this trait, the spell uses Charisma.
Dex. instead of Str. to determine the save DC.
* Ability Score Increases ¢« PHB-2024
| Unarmed Strike: 1 Bonus Action When determining your character’s ability scores,
increase one score by 2 and increase a different score
* Unarmored Defense « PHB-2024 101 by 1, or increase three different scores by 1.
While you aren’t wearing armor or wielding a Shield,
your base AC equals 12. | Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.
=== TIEFLING SPECIES TRAITS ===
=== FEATS ===
* Creature Type » PHB-2024 197
You are a Humanoid. * Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 to
* Size « PHB-2024 the roll.
You are Medium or Small, chosen when you select this
species. Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
* Speed « PHB-2024 197 ally in the same combat. You can’t make this swap if
You have a Speed of 30 ft. you or the ally has the Incapacitated condition.
* Darkvision « PHB-2024 197
You have Darkvision with a range of 60 ft.
FEATURES & TRAITS
Dagger 1 1lb Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb.
Dagger 1 1lb.
Dagger 1 1lb.
Spear 1 31b.
Double-Bladed Scimitar 1 6 Ib.
Carpenter's Tools 1 6 Ib.
Wargong 0 -
WEIGHT CARRIED Backpack 1 51b.
75 b Qil 2 2 lb.
ENCUMBERED Rations 10 20 Ib.
195 Ib. Rope 1 5 Ib.
PUSH/DRAG/LIFT Bedroll 1 7 1b.
390 Ib. Tinderbox 1 1lb.
EQUIPMENT
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Male 25 Medium 5 foot 240
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good The Angel White Fu Pink Eyes White Hair
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

N
Despite my noble birth, | do not place myself
above other folk. We all have the same blood.
PERSONALITY TRAITS
L~ 1
[ "]
Family. Blood runs thicker than
water. (Any)
IDEALS
L~ 1
[ "]
The common folk must see me as a hero
of the people.
BONDS
L~ 1
[N "]
He Doesn't not value his own life, He
believes the world is nothing more
then a game, he believes nothing can
\\ FLAWS //

"

Prince Ralsei was born in the kingdom of
Jewel-blood, a realm of golden banners, marble
towers, and bustling streets. He was the youngest
heir, a quiet child with eyes that seemed to watch
more than they should. By the time he could speak
in full sentences, however, the kingdom was
already fading. One morning, he awoke to silence.
The streets were empty, the guards gone, the
courtiers vanished, the castle’s great halls echoing
only with his footsteps. No letters arrived. No
explanation came. He was crowned a prince with
no subjects, left alone in a kingdom that no longer
existed.

In the chapel of the castle, Ralsei discovered a
cracked statue of an Angel, its wings chipped and
its gaze blank. To him, it was alive. In the quiet of
empty halls, he imagined it watching the world like
a player observes a board, impartial and distant.
He spoke to it, trained under its silent gaze, and
shaped himself in solitude. Dusty scrolls and
broken manuals became his guides. He meditated
for hours, practiced martial arts in the long
corridors, and disciplined both body and mind. By
fifteen, he was a monk of the empty castle, his
only companions the shadows, the wind, and the
Angel that never answered.

At fourteen, the visions began. He saw every
possible future, every branching path from every
action. Wars, disasters, deaths — not just distant,
but inevitable, unfolding in patterns too vast to
change. He did not ask for this gift. It was a curse.
He could not tell anyone what he saw. He learned
early that sharing it would only terrify others. He
whispered to the Angel, and later to himself: *“|
didn’t ask to know. | just do. | don’t know when to
bring it up. It's painful. If anyone’s gonna hurt... let
it just be me.™

The burden of knowing shaped him. Friendships
and attachments multiplied grief, so he grew

CHARACTER BACKSTORY
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=== CANTRIPS === (At Will)
QO Fire Bolt Fiendish Legacy Spells +5 1A 120 ft. V.S Instantaneous ~ PHB-2024 274 /S
O Thaumaturgy Otherworldly Presence - 1A 30 ft. \Y 1 minute PHB-2024 333 D: 1m, V
SPELLS
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