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Changeling Noble (Milestone)
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© _+4 Strength \ V7 \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ © _+6_ Dexterity
14 O _+1_ Constitution +4 16 9 —_—
O _+1_Intelligence
O _+2 Wisdom INITIATIVE A \ HIT POINTS J
O +1 Charisma / y, , S
1d8 successes O=O=0O
DEXTERITY FAILURES O=O=O
1 8 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === WEAPONS ===
y \ — Crossbow, Hand, Scimitar, Shortsword,
® _+6  Acrobatics DEX \ N Simple Weapons
‘ O _*2_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
O +1 Arcana INT Z Darts, Lute
® +4  Athletics STR = —r === LANGUAGES ===
® _+3  Deception CHA ABILITY SAVE DC | Common, Common Sign Language, Giant
S==x F—
— ® _+3  History INT
INTELLIGENCE .
® _+4  Insight wis (/ \
30 ft. (Walkin
12 O +1 Intimidation CHA ( 9)
® _*3  Investigation INT
@ O _+2 Medicine wis \ SPEED 74
O +L Nature INT ) PROFICIENCIES & TRAINING
I wispom ® _+4  Perception WIS , \
O _+1_ Performance CHA === ACTIONS === appearance of an individual you've never seen, and
15 ) Standard Actions you must adopt a form that has the same basic
® _*3_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, arrangement of limbs that you have. This trait doesn’t
O +1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, change your clothing and equipment.
g Grapple, Shove, Improvise, Two-Weapon Fighting,
+4  Sleight of Hand DEX Interact with an Object, Study, Influence You stay in the new form until you take an action to
©) g
revert to your true form.
® _*6 Stealth DEX Shape-Shift « 1 / Other
U CHARISMA . As an action, you can shape-shift to change your === BONUS ACTIONS ===
QO _*2_ Survival wis ] . .
appearance and your voice. You determine the Unarmed Strike
12 O specifics of the changes, including your coloration, You can make an Unarmed Strike as a Bonus
- hair length, and sex. You can also adjust your height Action, while unarmed or wielding only Monk
O and weight and can change your size between weapons, provided you aren’t wearing armor or
o Medium and Small. You can make yourself appear as  wielding a Shield.
JE— a member of another playable species, though none of
vour game statistics chanae. You can't duplicate the
\ SKILLS J ACTIONS )
74 <\
14 PASSIVE PERCEPTION Dagger +6 1d6+4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 PASSIVE INSIGHT Lance +2 1d10+2 Piercing Martial, Reach, Topple, Heavy, Two-Handed
Spear +6 1d6+4 Piercing Simple, Thrown, Versatile, Sap, Range (20/60)
13 PASSIVE INVESTIGATION : )
Unarmed Strike +6 1d6+4 Bludgeoning
Unarmed Strike +6 1d6+4 Bludgeoning
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=== MONK FEATURES === Deception, Insight, Intimidation, Performance, or
Persuasion.
* Core Monk Traits « PHB-2024 101
* Shape-Shifter « EFotA
* Martial Arts « PHB-2024 101
You gain the following benefits when unarmed or * Languages  EFotA
wielding only Monk weapons, provided you aren’t Your character knows at least three languages:
wearing armor or wielding a Shield. Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
« You can make an Unarmed Strike as a Bonus language means your character can communicate in it,
Action. read it, and write it.
« You can roll 1d6 in place of the normal damage
from your Unarmed Strikes or Monk weapons.
* You can use Dex. instead of Str. for the attack and === FEATS ===
damage rolls of your Unarmed Strikes and Monk
Weapons. In addition, when you use the Grapple or * Noble Ability Score Improvements « PHB-2024 182
Shove option of your Unarmed Strike, you can use
Dex. instead of Str. to determine the save DC. * Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
| Unarmed Strike: 1 Bonus Action or tools of your choice.
* Unarmored Defense « PHB-2024 101 Repeatable. You can take this feat more than once.
While you aren’t wearing armor or wielding a Shield,
your base AC equals 16.
=== CHANGELING SPECIES TRAITS ===
* Creature Type * EFotA 34
You're a Fey.
* Size « EFotA 34
Your Size is Medium or Small, chosen when you select
this species.
* Speed * EFotA 34
Your Speed is 30 ft.
* Changeling Instincts « EFotA 34
Thanks to your connection to the fey realm, you gain
proficiency in two of the following skills of your choice:
FEATURES & TRAITS
Dagger 1 1lb Waterskin 1 51b.
Spear 1 31b.
Lance 1 6 Ib.
Perfume 1 -
Alchemist's Supplies 1 8 Ib.
Backpack 1 5 lb.
Lute 1 2 lb.
Fine Clothes 1 6 Ib.
Darts 0 -
Oil 2 21b.
WEIGHT CARRIED
81 b Rations 10 20 Ib.
ENCUMBERED Rope 1 51b.
210 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
420 Ib. Torch 10 10 Ib.
EQUIPMENT
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