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Battleaxe, Shortsword, Simple Weapons,
Warhammer
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Monk 1 MaxPower94353
CLASS & LEVEL PLAYER NAME
Hill Dwarf Acolyte (Milestone)
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j === WEAPONS ===

=== TOOLS ===
Brewer's Supplies, Woodcarver's Tools

=== LANGUAGES ===
Common, Dwarvish, Giant, Gnomish

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 ===
Unarmed Strike

When you use the Attack action with an unarmed
strike or a monk weapon on your turn, you can make
one unarmed strike as a bonus action.

ACTIONS

74

13 PASSIVE WISDOM (PERCEPTION)
15 PASSIVE WISDOM (INSIGHT)
11 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.
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Unarmed Strike

Unarmed Strike
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1d4+3 Bludgeoning

1d4+3 Bludgeoning
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— —

Monk 1 MaxPower94353
N aC M CWeeble CLASS & LEVEL PLAYER NAME
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=== MONK FEATURES === related to the origin of stonework, you are considered
proficient in the History skill and add double your
* Hit Points « PHB 77 proficiency bonus to the check.
* Proficiencies « PHB 77 * Dwarven Toughness * BR 20
Your hit point maximum increases by 1, and it
* Unarmored Defense « PHB 78 increases by 1 every time you gain a level.
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
=== HILL DWARF RACIAL TRAITS ===
* Darkvision « BR 20
You can see in darkness (shades of gray) up to 60 ft.
* Dwarven Resilience ¢ BR 20
You have advantage on saves against poison and
resistance against poison damage.
* Dwarven Combat Training * BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.
* Tool Proficiency * BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason'’s tools.
* Stonecunning * BR 20
Whenever you make an Intelligence (History) check
FEATURES & TRAITS
Dagger 1 11b.
Dart 10 251b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Amulet 1 11b.
Bedroll 1 7 Ib.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
Tinderbox 1 11b.
WEIGHT CARRIED
56.5 Ib Waterskin 1 51b.
ENCUMBERED
210 Ib.

PUSH/DRAG/LIFT

420 Ib.

EQUIPMENT
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Male 57 Medium 4'5 150
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral In my fists Weathered Brown Bald, brown ft
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \ y W
/I'm slow to trust new people, but when they gain my trust it's \
solid as the hills | was born in. | sometimes have a tendency to
look deep in the tankard of ale in front of me.
PERSONALITY TRAITS
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| owe my life to the priest who took me in
when my parents died.
BONDS
L~ —~
[N "]
| get real mad when someone
calls me short.
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