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Boldo Crotchpuncher
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CLASS & LEVEL PLAYER NAME
Kobold Urchin (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+3 15 38 -
INITIATIVE CLASS \ HIT POINTS
/7 /7 /
5d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
|
INSPIRATION
j === WEAPONS ===
=N Shortsword, Simple Weapons
N
=== TOOLS ===
PROFICIENCY BONUS . . . .
@ j Disguise Kit, Mason's Tools, Thieves' Tools
y-
=== LANGUAGES ===
- — Common, Draconic
ABILITY SAVE DC |
S==x N
/ N\
50 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES

SKILLS ),

=== 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

Grovel, Cower, and Beg ¢ 1 / Short Rest

Once per short rest as an action, you can cower to
distract foes. Until the end of your next turn, allies gain
advantage on attacks against enemies within 10 ft. of
you that can see you.

=== BONUS ACTIONS ===
Flurry of Blows
After vou take the Attack action on vour turn, you

can spend 1 ki point to make two unarmed strikes as a
bonus action.

Patient Defense
You can spend 1 ki point to take the Dodge action
as a bonus action on your turn.

Step of the Wind

You can spend 1 ki point to take the Disengage or
Dash action as a bonus action on your turn, and your
jump distance is doubled for the turn.

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.

\

74

SENSES

Unarmed Strike +6

'WEAPON ATTACKS & CANTRIPS

ACTIONS
4 N

15 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d6+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)

Dart +6 1d4+3 Piercing Simple, Finesse, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)

Quarterstaff, +1 +7 1d6+4 Bludgeoning  Simple, Versatile
9 PASSIVE INTELLIGENCE (INVESTIGATION) Shortbow +6 1d6+3 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)

Darkvision 60 ft. Unarmed Strike +6 1d6+3 Bludgeoning

1d6+3 Bludgeoning
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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
*Ki+PHB 78
You can spend Ki Points to fuel ki features. You have
5 points per short rest and your Ki save DC is 13.
Flurry of Blows - After you take the Attack action on
your turn, you can spend 1 ki point to make two

unarmed strikes as a bonus action.

Patient Defense - You can spend 1 ki point to take the
Dodge action as a bonus action on your turn.

Step of the Wind - You can spend 1 ki point to take the
Disengage or Dash action as a bonus action on your
turn, and your jump distance is doubled for the turn.

| Ki Points: 5/ Short Rest « Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.

* Monastic Tradition « PHB 78
| Way of Shadow

* Deflect Missiles « PHB 78

You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +8. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

| 1 Reaction

| Deflect Missiles Attack: 1 Reaction
* Shadow Arts « PHB 80
You gain the minor illusion cantrip if you don’t already
know it. As an action, you can spend 2 ki points to cast
darkness, darkvision, pass without trace, or silence,
without providing material components.

| 1 Action
* Ability Score Improvement « PHB 78
* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any
falling damage you take by 25.

| 1 Reaction

* Extra Attack « PHB 79

You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Stunning Strike « PHB 79

When you hit with a melee weapon attack, you can
spend 1 ki point to make the target stunned until the
end of your next turn if it fails a CON saving throw (DC
13).

| Special

=== KOBOLD RACIAL TRAITS ===
* Ability Score Increase ¢ VGtM

* Age * VGtM

* Size « VGtM

* Speed * VGtM

* Darkvision « VGtM
You can see in darkness (shades of gray) up to 60 ft.

* Grovel, Cower, and Beg * VGtM

Once per short rest as an action, you can cower to
distract foes. Until the end of your next turn, allies gain
advantage on attacks against enemies within 10 ft. of
you that can see you.

| 1/ Short Rest » 1 Action

* Pack Tactics « VGtM

You have advantage on an attack roll against a
creature if at least one of your allies is within 5 feet of
the creature and the ally isn’t incapacitated.

* Sunlight Sensitivity « VGtM
You have disadvantage on attack rolls and on
Perception checks that rely on sight when you, your

FEATURES & TRAITS
Quarterstaff, +1 1 4 1b. Mason's Tools 1 8 Ib.
Dagger 1 11b. Thieves' Tools 1 11b.
Dagger 1 11lb.
Quarterstaff 1 4 1b.
Dart 10 251b.
Shortbow 1 21b.
Backpack 1 5 b.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
WEIGHT CARRIED Potion of Healing 3 1.51b.
84 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
135 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
270 Ib. Waterskin 1 5 Ib.

EQUIPMENT
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target, or whatever you are trying to perceive is in
direct sunlight.

* Languages * VGtM

=== FEATS ===

* Mobile « PHB 168

Your speed increases by 10 feet. When you use the
Dash action, difficult terrain doesn't cost you extra
movement on that turn. When you make a melee
attack against a creature, you don't provoke
opportunity attacks from that creature for the rest of
the turn, whether you hit or not.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE
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Male 40 Small 2'6" 40
GENDER AGE HEIGHT WEIGHT
Lawful Neutral Worship All Dra Reddish Brown Orange None
ALIGNMENT FAITH EYES HAIR
= —
L A
=== Allies === 7 N

Slanter (Yuan-Ti Leader of Goblins)

- Has mother wolf and 6 cubs. Going to train
them and give us 3.
Altario (Elven leader of village)
Archemedies (Troll Inventor, friends of elven
village). Has plant friend named Carnie.
Lazurus from Canton Village - missing delivery
boy - w/Cart & Mules
Dragon's Den city, with a big hole in it.
Dragon's Roost, big city
Sethanol - Green Dragonborn - Mayor of
Dragonheard city with power in 3 of the biggest
cities.
Duergar - Karn
Werewolves maybe on other side of mountain
Traveller of Planes - Luke - Cursed Celestial

Christina - Gnome/Wizard - Isabel

Steven - Half Elf/'Swordmage - Alexandria
Stuart - Human/Ranger - Marconis

Chris - Triton/Paladin - Khoros

Mick - Elff/Rogue/Monk - Nimble

Ken - Aasimar/Warlock/Sorcerer - Bae

ALLIES & ORGANIZATIONS

| see omens in every event and
action. The gods try to speak to us,
we just need to listen.

I quote (or misquote) sacred texts

PERSONALITY TRAITS
|~
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Change. We must help bring about
the changes the gods are constantly
working in the world. (Chaotic)

IDEALS
L~

oy
[ "]
| seek to preserve a sacred text that
my enemies consider heretical and

seek to destroy.

"

BONDS
= &
I am inflexible in my
thinking.
\\ FLAWS //

Aka Salawami

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Minor lllusion Shadow Arts -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
===2nd LEVEL ===
O Darkness <C> Shadow Arts -- 1A 60 ft./15 ft. Sphere  V,M Goncentration, up o 10 minutes - PHB 230 D: 10m, 15 ft. Sphere, VIM
QO Darkvision Shadow Arts - 1A Touch V,S,M 8 hours PHB 230 D: 8h, VISIM
QO Pass without Trace <C> Shadow Arts -- 1A Self V,S,M  concentration, upto 1hour  PHB 264 D: 1h, VISIM
O Silence <C> Shadow Arts - 1A 120 ft./20 ft. Sphere  V,S Concentration, upto 0 minutes  PHB 275 D: 10m, 20 ft. Sphere, VIS
SPELLS
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