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ARMOR Max HP Current HP Temp HP |
> 16 10 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
1d8 successes O=O=0O
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
=N Crossbhow, Hand, Scimitar, Shortsword,
N Simple Weapons
PROFICIENCY BONUS
j === TOOLS ===
~ Painter's Supplies, Pan Flute
D — === LANGUAGES ===
ABILITY SAVE DC | Common, Halfling, Thieves’ Cant
N N
/ N\
30 ft. (Walking), 30 ft. (Climbing)
A SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

When you move on your turn in combat, you can
double your speed until the end of the turn. Once

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,

used, you can't use this trait again until you move O ft.
on one of your turns.

y

Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Unarmed Strike

Action, while unarmed or wielding only Monk
weapons, provided you aren’t wearing armor or
wielding a Shield.

=== SPECIAL ===
Feline Aaility « 1 / Other

You can make an Unarmed Strike as a Bonus

74

SKILLS \ ACTIONS
4 N
15 PASSIVE PERCEPTION Unarmed Strike +5 1d6+3 Bludgeoning
15 PASSIVE INSIGHT CEUS ClEnE i LEE SIESING,
Unarmed Strike +5 1d6+3 Bludgeoning
9 PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES

'WEAPON ATTACKS & CANTRIPS




—

Tomino Correcamifnos

CHARACTER NAME

—

Monk 1 MRLELINGENUO56239
CLASS & LEVEL PLAYER NAME
Tabaxi Custom Background (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7

=== 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 10 + Dex. modifier + Wisdom
modifier.

=== TABAXI SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1)
Increase three different scores by 1.

* Languages ¢ MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 33
You are a Humanoid.

* Size « MotM 33
You are Medium or Small. You choose the size when
you select this race.

* Speed ¢« MotM 33
Your walking speed is 30 ft., and you have a climbing
speed equal to your walking speed.

* Cat’s Claws ¢ MotM 33

You can use your claws to make unarmed strikes.
When you hit with them, you deal 1d6+0 slashing
damage.

| 1 Action

* Cat’s Talent « MotM 33
You're proficient in Perception and Stealth.

* Darkvision « MotM 33

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Feline Agility « MotM 33

When you move on your turn in combat, you can
double your speed until the end of the turn. Once
used, you can't use this trait again until you move O ft.
on one of your turns.

| 1/ Other « Special

=== FEATS ===

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

N

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

FEATURES & TRAITS
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Spear 1 31lb.
Backpack 1 5 lb.
Painter's Supplies 1 5 lb.
Flute 1 11b.
WEIGHT CARRIED oil 2 21b.
69 Ib. Rations 10 20 Ib.
ENCUMBERED Rope 1 5 lb.
150 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Tinderbox 1 1lb.
300 Ib. Torch 10 10 Ib.

EQUIPMENT
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