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=== LANGUAGES
Common, Draconic, Giant
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Monk 1 leonbates1978
CLASS & LEVEL PLAYER NAME
Dragonborn Acolyte (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP
+2 15 9 -
INITIATIVE CLASS \ HIT POINTS
1 ( 1d8
Resistances - Fire successes OO0
FAILURES( H >=( >
\§ DEFENSES \ HIT DICE DEATH SAVES
HEROIC INSPIRATION j ‘ === WEAPONS
= Crossbow, Hand, Scimitar, Shortsword,
N Simple Weapons
PROFICIENCY BONUS
j === TOOLS
~ Calligrapher's Supplies, Lute

74

O _+0_ Investigation INT
O _+3  Medicine wis \ SPEED 74
O +0  Nature INT y PROFICIENCIES & TRAINING
I wisbom ) O +3 Perception wis ,
O -1 Performance CHA === ACTIONS === Unarmed Strike
l 6 ) Standard Actions You can make an Unarmed Strike as a Bonus
O _-1  Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Action, while unarmed or wielding only Monk
® +2 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, weapons, provided you aren’t wearing armor or
g Grapple, Shove, Improvise, Two-Weapon Fighting, wielding a Shield.
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence
® _*4  Stealth DEX Breath Weapon (Fire) « 2 / Long Rest
U CHARISMA 3 . When you take the Attack action on your turn, you
O 18 Survival wis can replace one attack with a breath weapon that is a
8 o) 15-ft. Cone or a 30-ft. Line that's 5 ft. wide (choose the
- shape each time). Each creature must make a DC 11
@] Dex. saving throw taking 1d10 Fire damage on a failed
@ o save or half as much damage on a success.
=== BONUS ACTIONS ===
\ SKILLS / \ ACTIONS
74 <\
13 PASSIVE PERCEPTION Dagger +4 1d6+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
15 Spear +4 1d6+2 Piercing Simple, Thrown, Versatile, Sap, Range (20/60)
PASSIVE INSIGHT
Unarmed Strike +4 1d6+2 Bludgeoning
10 PASSIVE INVESTIGATION : )
Unarmed Strike +4 1d6+2 Bludgeoning

Darkvision 60 ft.
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=== MONK FEATURES ===

* Core Monk Traits « PHB-2024 101

* Martial Arts « PHB-2024 101

You gain the following benefits when unarmed or
wielding only Monk weapons, provided you aren’t
wearing armor or wielding a Shield.

« You can make an Unarmed Strike as a Bonus
Action.

« 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
damage rolls of your Unarmed Strikes and Monk
Weapons. In addition, when you use the Grapple or
Shove option of your Unarmed Strike, you can use
Dex. instead of Str. to determine the save DC.

| Unarmed Strike: 1 Bonus Action
* Unarmored Defense « PHB-2024 101

While you aren’t wearing armor or wielding a Shield,
your base AC equals 15.

=== DRAGONBORN SPECIES TRAITS ===

* Creature Type » PHB-2024 187
You are a Humanoid.

* Size « PHB-2024 187
Your size is Medium.

* Speed * PHB-2024 187
Your speed is 30 ft.

* Draconic Ancestry « PHB-2024 187
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Gold Dragon *
You have a Gold Dragon ancestor.

* Breath Weapon « PHB-2024 187

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 2
times per Long Rest.

| Breath Weapon (Fire) ¢
When you take the Attack action on your turn, you can

replace one attack with a breath weapon that is a 15-ft.

Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 11
Dex. saving throw taking 1d10 Fire damage on a failed
save or half as much damage on a success.

| 2/ Long Rest ¢ 1 Action

* Damage Resistance « PHB-2024 187
You have Resistance to the damage type determined
by your Draconic Ancestry trait.

| Draconic Resistance (Fire) ¢
You have resistance to Fire damage.

* Darkvision « PHB-2024 187
You have Darkvision with a range of 60 ft.

* Draconic Flight « PHB-2024 187

Once per Long Rest as a Bonus Action, you gain
temporary flight for 10 minutes or until you retract the
wings (no action required) or have the Incapacitated
condition. During that time, you have a Fly Speed
equal to your Speed.

=== FEATS ===

* Acolyte Ability Score Improvements « PHB-2024 178

N

| Increase two scores (+2 / +1) ¢

* Magic Initiate (Cleric) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom «

FEATURES & TRAITS
\\
Dagger 1 1lb. Rations 10 20 Ib.
Dagger 1 1lb. Rope 1 51b.
Dagger 1 1lb. Bedroll 1 7 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 1lb. Torch 10 10 Ib.
Spear 1 3lb. Waterskin 1 51b.
Parchment 10 -
Alchemist's Supplies 1 8 Ib.
Backpack 1 5 lb.
WEIGHT CARRIED Calligrapher's Supplies 1 5 lb.
91 Ib. Robe 1 4 1b.
ENCUMBERED Book 1 5 Ib.
180 Ib. Bagpipes 1 6 1b.
PUSH/DRAG/LIFT Holy Symbol 1 -
360 Ib. Qil 2 2 1b.
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=== CANTRIPS === (At Will)
Guidance Magic Initiate (Cleric) -- 1A Touch V,S Concentration, up to L minute  PHB-2024 282 D: 1m, V/S
Thaumaturgy Magic Initiate (Cleric) - 1A 30 ft. \Y 1 minute PHB-2024 333 D: 1m, V
=== 1st LEVEL ===
Healing Word Magic Initiate (Cleric) -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 1/LR, V
SPELLS
)\ {




