Human

Monk (Way of the Elements), 3rd-level

Acolyte

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

50
FEET
SPEED

21

Hit Point Maximum

Mobile. You are exceptionally speedy and agile.

Constitution

• When you Dash, difficult terrain doesnt cost
extra movement on that turn.

Intelligence

DEXTERITY

Wisdom

+3

• When you make a melee attack, you don’t
provoke opportunity attacks from that
creature for the rest of the turn, whether
you hit or not.

CURRENT HIT POINTS

Charisma
SAVING THROWS

16
+5

CONSTITUTION

Total

Arcana ( Int)
+4

12

Unarmoured Defense. While you are wearing no
armour and have no shield, your AC equals 10 +
your Dexterity modifier + your Wisdom modifier.
(Already noted in your character sheet.)

TEMPORARY HIT POINTS

Acrobatics ( Dex)
Animal Handling ( Wis )

+1

3D8

Martial Arts. When you use the Attack action
with an unarmed strike or a monk weapon, you
can make one unarmed strike as a bonus action.

SUCCESSES

Ki. You have 3 ki points which you can spend to
grant yourself these features:

FAILURES

Athletics ( Str )
HIT DICE

Deception ( Cha)

DEATH SAVES

History ( Int)
INTELLIGENCE

+4

-1
8

Insight ( Wis )

NAME

Intimidation ( Cha)

Quarterstaff

+5

1D6+3 BLUDGEONING

Investigation ( Int)

Unarmed Strike 2

+5

1D4+3

Dart 3

+5

1D4+3 PIERCING

Medicine ( Wis )
Nature ( Int)

WISDOM

Perception ( Wis )

+2

Performance ( Cha)

+1

ATK BONUS
1,2

DAMAGE/TYPE

BLUDGEONING

If wielding your quarterstaff with two hands, you
inflict 1d8+3 damage instead.
1

2
When you attack with your quarterstaff or
unarmed strike, you can use your bonus action to
make an additional unarmed strike.

Persuasion ( Cha)

14

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

3

Religion ( Int)
Sleight of Hand ( Dex)

+5

CHARISMA

Stealth ( Dex)

SKILLS

Spell Slots
(1ST) (1ST) (1ST) (1ST) (2nd) (2nd)

10

12

• 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.
• 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. (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.
Elemental Attunement. You can use your action
to control nearby elemental forces, causing
one of the following effects:

Survival ( Wis )

+0

As a Monk, you have honed your body into
a weapon.

PASSIVE WISDOM
(PERCEPTION)

ATTACKS & SPELLCASTING

• Create a harmless elemental sensory effect,
such as shower of sparks, a puff of wind, a
spray of mist, or a light tremor.
• Light or snuff out a candle, a torch, or a
small campfire.
• Chill or warm up to 1 pound of nonliving
material for up to 1 hour.

Proficiencies. Simple weapons, short
swords; caligrapher’s supplies.

CP

Languages. Common, Sylvan, Elemental,
Primordial.
SP

EP

GP

15

quarterstaff
darts (10)

• Cause 1 cubic ft. of earth, fire, water or mist
to shape itself into a crude form for 1 minute.

Backpack
Bedroll
Mess Kit
Tinder Box
Torches ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
Rations ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
Hempen Rope, 50 ft.

Fangs of the Firesnake. For your Attack action,
you can spend 1 ki point to cause tendrils of
flame to stretch out from your fists and feet.
your unarmed strikes reach increases to 15 ft
for that action, as well as the rest of the
turn. A hit with such an attack deals fire
damage, and if you spend 1 ki point when the
attack hits, it also deals an extra 1d10 fire damage.

holy symbol
prayer book
incense, 5 sticks
vestments
set of common clothes

Shelter of the Faithful. As an acolyte, you can
perform the religious ceremonies of your deity
and you command the respect of those who
share your faith. You and your adventuring
companions can expect to receive free healing
and care at a temple, shrine, or other
established presence of your deity, though you
must provide any material components needed
for spells. Acolytes and worshippers of your
deity will support you at a modest lifestyle.
(See more: PHB 127)
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