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ARMOR Max HP Current HP Temp HP |
+7 14 5 8 -
INITIATIVE CLASS \ HIT POINTS J
/4 // 7d8 / \
Resistances - Fire successes OO0
Immunities - Disease raiLures Q=00
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION j ——— WEAPONS ===
=N Dart, Handaxe, Mace, Shortsword, Simple
~ Weapons
PROFICIENCY BONUS j === TOOLS ===
~ Calligrapher's Supplies, Herbalism Kit,
Painter's Supplies
ABILITY SAVE DC | === LANGUAGES ===
p— o Common, Goblin, Orc
/ A\
45 ft. (Walking)
Q SPEED )

4 PROFICIENCIES & LANGUAGES

=== 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 ===
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.

Kensei's Shot
You can use a bonus action on your turn to make
ranaed attacks with a kensei weapon deal an extra

1d4 damage of the weapon’s type until the end of the
current turn.

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.

ACTIONS

74

12 PASSIVE WISDOM (PERCEPTION)
12 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

Crossbow, light +5
Dart +5
Handaxe +5
Handaxe, +2 +7
Mace, +2 +7
Unarmed Strike +5

1d8+2 Piercing
1d6+2 Piercing
1d6+2 Slashing
1d6+4 Slashing

1d6+4 Bludgeoning

Simple, Kensai weapon

1d6+2 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

\\

Simple, Ammunition, Loading, Range, Two-Handed, Range (80/320)
Simple, Finesse, Thrown, Range (20/60), Kensai weapon
Simple, Light, Thrown, Range (20/60), Kensai weapon

Simple, Light, Thrown, Range (20/60), Kensai weapon
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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
7 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: 7 / 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 15 feet while you are not
wearing armor or wielding a shield.

* Monastic Tradition « PHB 78
| Way of the Kensei

* 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 +9. 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

* Path of the Kensei « XGtE 34

Kensei Weapons - You choose kensei weapons, gain
proficiency with them if you don't already have it, and
they are treated as monk weapons.

Agile Parry - If you make an unarmed strike as part of
the Attack action on your turn and are holding a kensei
weapon, you gain a +2 bonus to AC until the start of
your next turn, while the weapon is in your hand and
you aren't incapacitated.

Kensei's Shot - You can use a bonus action on your
turn to make ranged attacks with a kensei weapon
deal an extra 1d4 damage of the weapon'’s type until
the end of the current turn.

Way of the Brush - You gain proficiency with

N

calligrapher’s supplies or painter's supplies.
| Agile Parry: 1 Action
| Kensei's Shot: 1 Bonus 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 35.

| 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

* Ki-Empowered Strikes « PHB 79
Your unarmed strikes count as magical for the purpose
of overcoming resistance and immunity.

* One with the Blade « XGtE 34

Your attacks with your kensei weapons count as
magical for the purpose of overcoming resistance and
immunity.

Once per turn, when you hit a target with a kensei
weapon, you can spend 1 ki point to cause the weapon
to deal 1d6 extra damage to the target.

| Magic Kensei Weapons: Special

| Deft Strike: Special

FEATURES & TRAITS
\\
Periapt of Health 1 -- Sack 1 0.51b.
Ring of Evasion 1 - Potion of Healing (Superior) 5 251b.
Message 1 - Sleep 1 --
Ring of Fire Resistance 1 -- Bedroll 1 7 Ib.
Handaxe, +2 1 2 1b. Blanket 1 31b.
Mace, +2 1 4 1b. Clothes, Common 1 31b.
Gloves of Thievery 1 -- Mess Kit 1 1lb.
Cloak, Shadow 1 - Potion of Healing 4 2 |b.
Craft healing potion 0 - Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Key ring - Font of Knowledge 1 - Rope, Hempen (50 feet) 1 10 Ib.
96.15 Ib. Handaxe 1 21b. Tinderbox 1 11b.
ENCUMBERED Crossbow, light 1 51b.
210 Ib. Dart 10 251b. Ring of Evasion 1 -
PUSH/DRAG/LIFT Backpack 1 51b. Ring of Fire Resistance 1 -
420 |b. Case, Crossbow Bolt 1 1lb.
EQUIPMENT ))
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surprised while you are conscious, and other creatures
* Kensei Weapon « XGtE 34 don’t gain advantage on attack rolls against you as a
You can choose up to 3 kensei weapons. result of being unseen by you.

* Evasion « PHB 79

When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.

* Stillness of Mind « PHB 79
You can use an action to end one effect on yourself
that is causing you to be charmed or frightened.

| 1 Action

=== HALF-ORC RACIAL TRAITS ===

* Darkvision « BR 41
You can see in darkness (shades of gray) up to 60 ft.

* Menacing * BR 41
You gain proficiency in the Intimidation skill.

* Relentless Endurance * BR 41
When you are reduced to 0 HP but not killed, you can
drop to 1 HP instead once per long rest.

| 1/ Long Rest « Special
* Savage Attacks « BR 41
When you score a critical hit, roll one of the weapon’s
dice one additional time and add it to the extra
damage.

=== FEATS ===

* Alert « PHB 165
You gain a +5 bonus to initiative, you can't be

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS J
y \
Torch 10 10 Ib.
Waterskin 1 51b.
Calligrapher's Supplies 1 5 lb.
Herbalism Kit 1 31b.
Crossbow Bolts, +1 1 -
Crossbow Bolts 22 1.65 Ib.
Gem @ 250gp 2 --
Gem @ 50gp 2 -
Gem @ 40gp 2 -
Cloak, Shadow 1 -
Cralft healing potion 0 -
Key ring - Font of Knowledge 1 --
Gem @ 250gp 2 --
Gem @ 50gp 2 -
Gem @ 40gp 2 -

ADDITIONAL EQUIPMENT




Growing up in a monastery has meant a
minimalist lifestyle. The life of chores and
training has meant | am leaner than most
half-orcs.

The life | led after leaving the monastery has
been rough. | suffer from some signs of

CHARACTER APPEARANCE
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Male 15 Medium 6'2" 210
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Chauntea Gray Green Straight black
ALIGNMENT FAITH SKIN EYES HAIR
— —
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=== Organizations === N\
Was part of the Loudwater underworld and worked
at the Fisherman's Friend pub.
PERSONALITY TRAITS
L~ 1
[ "]
IDEALS
L~ 1
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ALLIES & ORGANIZATIONS

While traveling one day with several
children from the monastery to gather
supplies, we were attacked by a larger

BONDS
L~

N
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[N
I harbor dark, bloodthirsty thoughts

derived from bullying | received growing
up. My isolation and meditation failed to

N

FLAWS

&

Backstory:
| was an infant left at the gate of a monastery
located near the Forgotten Forest.

The monastery suspects that | am the result of a
roving band of orcs that came down from the
Graypeak Mountains and passed through a
human village near the Weathercote Wood. They
took residence for several weeks before a passing
army patrol was able to beat the band away. They
assume that my mother must have been ashamed
but unwilling to abandon a newborn. So they
suspect she left me at the steps of the monastery.

| was not the first child left to the monastery,
although the first half-orc. Raised as any of the
others, | lived a life of chores and discipline. |
rarely left the monastery because | tended to bring
down anger from humans living nearby.

While traveling one day with several children from
the monastery to gather supplies, we were
attacked by a larger group of children. Although |
was the target, my friends were also hurt.

| soon saw myself as a source of pain and conflict
to the monastery and friends. So | decided it was
time to venture out on my own with what | had
been taught by the monastery.

After leaving the monastery, | spent a couple
years living in solitude. | learned to live off the land
and survive with just the bare necessities. | would
focus on what | learned growing up in the
monastery. | continued to practice and train as a
way to keep myself busy.

Eventually, | had to look for opportunities to
restock my meager supplies. If | was not
immediately chased off by the residents, | started
to approach farms and villages to take on odd
jobs.

Working for these farms and villages led me to be

CHARACTER BACKSTORY

ADDITIONAL NOTES
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