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+3  Acrobatics DEX

+3  Animal Handling wis
+0  Arcana INT

+3  Athletics STR

-1 Deception CHA

+0_ History INT

+3  Insight wis

-1 Intimidation CHA

+0_ Investigation INT

+3  Medicine wisS

+0  Nature INT

+5  Perception WIS
_-1  Performance CHA

-1 Persuasion CHA

+0  Religion INT

+3  Sleight of Hand DEX
+5  Stealth DEX

+5  Survival wis
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CLASS & LEVEL PLAYER NAME
Thri-kreen Outlander (Milestone)
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INSPIRATION
j === WEAPONS ===
=N Shortsword, Simple Weapons
N
=== TOOLS ===
PROFICIENCY BONUS
@ j Hand Drum
y-
=== LANGUAGES ===
I — Common, Telepathy, Thri-kreen
ABILITY SAVE DC |
S==x N
7/ N
30 ft. (Walking)
\§ SPEED Y
y PROFICIENCIES & LANGUAGES
N\
=== 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
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Darkvision 60 ft.

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES
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Unarmed Strike +5 1d4+3 Bludgeoning

Unarmed Strike +5 1d4+3 Bludgeoning
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CLASS & LEVEL PLAYER NAME
Thri-kreen Outlander (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

=== THRI-KREEN RACIAL TRAITS ===

* Ability Score Increases ¢ SAIS 9

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 * SAIS 9
Your character can speak, read, and write Common

appropriate for the character.

* Creature Type * SAIS 15
You are a Monstrosity.

and one other language that you and your DM agree is

* Size « SAIS 15
You are Medium or Small. You choose the size when
you select this race.

* Speed ¢ SAIS 15
Your walking speed is 30 ft.

* Chameleon Carapace * SAIS 15
While you're not wearing armor, your base AC is +16.

As an action, you can change the color of your
carapace to match the surroundings, giving you
advantage on Dexterity (Stealth) checks made to hide.

| Chameleon Carapace (Change Color): 1 Action

* Darkvision « SAIS 15

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
discerning colors in that darkness as shades of gray.

* Secondary Arms ¢ SAIS 15

You have two slightly smaller arms below your primary
pair of arms that can manipulate an object, open/close
a door or container, pick up or set down a Tiny object,

or wield a weapon with the light property.

* Sleepless ¢ SAIS 15

You do not require sleep and can remain conscious
during a long rest, though you must still refrain from
strenuous activity to gain the benefit of the rest.

* Thri-kreen Telepathy « SAIS 15

Without magic, you can’t speak the non-thri-kreen
languages you know. Instead you can use telepathy,
magically transmitting your thoughts mentally to willing
creatures within 120 ft. of yourself. A contacted
creature doesn’t need to share a language with you,
but must be able to understand at least one language.

The telepathic link is broken if the distance between

FEATURES & TRAITS

you is more than 120 ft., if either of you are
incapacitated, or if either of you mentally breaks the
contact (no action required).

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

EQUIPMENT
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