Human

3rd-level Monk (Way of the Open Hand)

Guild Artisan (Calligrapher)

RACE

LEVEL & CLASS

BACKGROUND

DESCRIPTION

PLAYER

Medium
SIZE

CHARACTER NAME

STRENGTH

+2

+2
14

PROFICIENCY BONUS

+4

Strength

+5

Dexterity

15

+3

ARMOR
CLASS

INITIATIVE

40

I believe that anything worth doing is worth
doing right. I can’t help it, I’m a perfectionist.

FEET

I’m full of witty aphorisms and have a proverb
for every occasion.

SPEED

PERSONALITY TRAITS

21

Hit Point Maximum

Aspiration. I work hard to be the best
there is at my craft.

Constitution
Intelligence

DEXTERITY

Wisdom

+3

IDEALS

CURRENT HIT POINTS

Charisma
I created a great work for someone, then
found them unworthy to recceive it. I’m
still looking for someone worthy.

SAVING THROWS

16
+5

CONSTITUTION

TEMPORARY HIT POINTS

Acrobatics ( Dex)
Animal Handling ( Wis )

+1

Total

Arcana ( Int)

3D8

I’ll do anything to get my hands on
something rare or priceless.

SUCCESSES
FAILURES

Athletics ( Str )

13

BONDS

HIT DICE

Deception ( Cha)

DEATH SAVES

FLAWS

History ( Int)
INTELLIGENCE

+4

+0
11

Insight ( Wis )

NAME

Intimidation ( Cha)

Unarmed Strike

+5

1D4+3 BLUDGEONING

Investigation ( Int)

Quarterstaff 1

+5

1D6+3

Medicine ( Wis )

Shuriken 2

+5

1D4+3 PIERCING

Nature ( Int)
WISDOM

Perception ( Wis )

+2

Performance ( Cha)
+1

15

ATK BONUS

DAMAGE/TYPE

BLUDGEONING

You can wield your quarterstaff with two
hands to deal 1d8+3 damage instead.
1

You can throw a shuriken 20 ft., or up to
60 ft. with disadvantage on the attack roll.
2

Persuasion ( Cha)
Religion ( Int)
Sleight of Hand ( Dex)

+5

CHARISMA

-1

Martial Arts. When you use the Attack action
with an unarmed strike or a monk weapon (and are
not wearing armour) you can make one unarmed
strike as a bonus action.
Ki. You have 3 ki points which you can spend to
grant yourself these features:
• Flurry of Blows. Immediately after you take the
Attack action on your turn, you can spend 1 Ki
point to make two unarmed strikes as a bonus
action. If you hit, you can impose one of the
following effects on the target:

Stealth ( Dex)

- It must succeed on a DC 12 Dexterity saving
throw or be knocked prone.

Survival ( Wis )

- It must succeed on a DC 12 Strength saving
throw or be pushed up to 15 ft. away from you.
- It can’t take reactions until the end of your
next turn.

SKILLS

9

12

Unarmoured Defense. While you are wearing no
armour and not wielding a shield, your AC equals
10 + your Dexterity modifier + your Wisdom
modifier. (Already noted in your character sheet.)

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

PASSIVE WISDOM
(PERCEPTION)

Proficiencies. Simple weapons, short
swords, flute, calligrapher’s tools.

ATTACKS & SPELLCASTING

Quarterstaff
shuriken ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )

CP

Languages. Common, Dwarvish, Elvish.

Backpack
bedroll
mess kit
tinderbox
torches ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
rations ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
waterskin
50 ft. rope

SP

EP

GP

15

set of calligrapher’s tools
Guild letter of introduction
set of traveler’s clothes
belt pouch

PP

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT

• 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. (PHB 182)
Spent Ki points are restored after a long rest.
Deflect Missiles. You can use your reaction to
reduce the damage you take from a ranged attack
by 1d10+6. If you reduce the damage to 0, you catch
the missile (if it is small enough to hold in one
hand, such as an arrow). Plus, you can spend 1 Ki
point to make a ranged attack (+5, to a range of
20 ft., or up to 60 ft. with disadvantage on the
attack roll) with the missile you just caught.
Guild Membership. As an established and
respected member of a guild, your fellow guild
members will provide you with lodging and food if
necessary, and pay for your funeral if needed; In
some cities and towns, a guildhall offers a
central place to meet other members of your
profession, which can be a good place to meet
potential patrons, allies or hirelings. (PHB 133)

FEATURES & TRAITS
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