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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 12.
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 the Open Hand

* 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

* Open Hand Technique « PHB 79

Whenever you hit with one of your Flurry of Blows
attacks, you can impose one of the following effects on
that target: fall prone if it fails a DEX saving throw (DC
12), get pushed up to 15 ft. if it fails a STR saving
throw (DC 12), or it can't take reaction until the end of
your next turn.

| Special
* 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

N
* 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
12).

| Special

=== CUSTOM LINEAGE SPECIES TRAITS ===

* Creature Type « TCoE 9

You are a humanoid. You determine your appearance
and whether you resemble any of your kin.

* Size « TCoOE 8
You are Small or Medium (your choice).

* Ability Score Increase « TCoE 9
* Feat » TCoE 8
* Variable Trait « TCOE 8
| Proficiency «
Proficiency in one skill of your choice.
=== FEATS ===
* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from

the fighter class.

| Blind Fighting « TCoE 41
You have blindsight with a range of 10 ft. Within that

FEATURES & TRAITS
\\
Bracers of Defense 1 - Holy Water (flask) 1 11b.
Quarterstaff 1 4 1b. Manacles 1 6 Ib.
Dart 10 251b. Mirror, Steel 1 0.51b.
Backpack 1 51b. Oil (flask) 1 11b.
Chest 1 25 Ib. Tinderbox 1 11b.
Clothes, Common 1 31b. Torch 3 31b.
Bedroll 1 7 Ib. Stake (Wooden) 9 -
Mess Kit 1 11b. Holy Symbol 1 --
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
114 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
150 Ib. Waterskin 1 51b. Bracers of Defense 1 -
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
300 Ib. Hammer 1 3lb.
EQUIPMENT ))
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range, you can effectively see anything that isn’t
behind total cover, even if you're blinded or in
darkness. Moreover, you can see an invisible creature
within that range, unless the creature successfully
hides from you.

* Alert « PHB 165

You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures
don’t gain advantage on attack rolls against you as a
result of being unseen by you.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Female 20 Medium 5'6 90
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Evil White scale on Stiched closed\ Black
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ \

/ \ 7 ~
| like to read and memorize poetry. It
keeps me calm and brings me
fleeting moments of happiness.
| refuse to become a victim, and |

PERSONALITY TRAITS
L~ 1
[ "]
I'm a monster that destroys other
monsters, and anything else that
gets in my way. (Evil)
IDEALS
L~ 1
[ "]
| have a child to protect. | must make the world
a safer place for him (or her).
BONDS
L~ 1
[N "]
| feel no compassion for the dead. They're
the lucky ones.
\ FLAWS /
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS ) N ‘s
\ /4 /4

Bai'she, once a serene and disciplined female
monk, lived a life devoted to the pursuit of spiritual
enlightenment and inner balance. Born in a small,
secluded village nestled between mist-covered
mountains, she was recognized at a young age for
her exceptional talent in martial arts and her deep
connection to the mystical energies that
surrounded her homeland.

Tragedy struck when a dark sorcerer, envious of
Bai'she's potential, decided to target her for a
nefarious experiment. Seeking to harness the
ancient power of the yuan-ti, a serpent-like race
with a reputation for dark magic, the sorcerer
kidnapped Bai'she and subjected her to a
forbidden ritual that forcibly transformed her into a
yuan-ti.

As the ritual unfolded, Bai'she felt her body contort
and shift, her once supple skin replaced by cool,
grey scales. Her once expressive eyes, windows
to her soul, were now cursed orbs that emanated
a palpable aura of pain. The very gaze that once
inspired trust and calmness now inflicted agony
upon anyone who met her eyes.

Faced with the torment she unintentionally brought
upon others, Bai'she spiraled into despair. Unable
to bear the guilt of the pain she caused, she made
a harrowing decision — to blind herself and forever
shroud her cursed eyes in darkness. In an act of
penance, she crafted mystical curse tags imbued
with protective and sealing magic, placing them
over her now sightless eyes.

Embracing her new form and the self-imposed
blindness, Bai‘'she embarked on a solitary journey,
wandering through distant lands and treacherous
terrains. In her solitude, she sought to find a new
purpose, free from the pain she inadvertently
inflicted. The monk, now a yuan-ti with a haunting
air of tragedy, honed her combat skills and
channeled her inner turmoil into a potent source of
inner strength.

CHARACTER BACKSTORY
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