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ARMOR Max HP Current HP Temp HP |
4 17 38 --
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
5d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
=N Crossbhow, Hand, Scimitar, Shortsword,
N Simple Weapons
PROFICIENCY BONUS
j === TOOLS ===
~ Navigator's Tools, Pan Flute
I — === LANGUAGES ===
ABILITY SAVE DC | Common, Common Sign Language
N N
/ N\

40 ft. (Walking)

Q SPEED

PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,

Focused Patient Defense. You can expend 1 Focus
Point to take both the Disengage and Dodge actions

Hide, Ready, Search, Utilize, Opportunity Attack,

Grapple, Shove, Improvise, Two-Weapon Fighting,

Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Flurry of Blows

You can expend 1 Focus Point to make two
Unarmed Strikes as a Bonus Action.

Patient Defense

You can take the Disengage action as a Bonus

action.

as a Bonus Action.

Step of the Wind

You can take the Dash action as a Bonus Action.

Focused Step of the Wind. You can expend 1 Focus

Point to take both the Disengage and Dash actions as
a Bonus Action, and your jump distance is doubled for

the turn.

Unarmed Strike

You can make an Unarmed Strike as a Bonus

Action, while unarmed or wielding only Monk
weapons. provided vou aren’t wearina armor or

ACTIONS

74

Darkvision 60 ft.

16 PASSIVE PERCEPTION
16 PASSIVE INSIGHT
9 PASSIVE INVESTIGATION

SENSES

Unarmed Strike
Unarmed Strike
Flurry of Blows

Enhanced Unarmed Strike

+8

+8

+8

+8

1d8+5 Bludgeoning

1d8+5 Bludgeoning

1d8+5 Bludgeoning

1d8+5 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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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 1d8 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.

* Monk’s Focus « PHB-2024 101

Your focus and martial training allows you to harness a
well of energy within yourself called Focus Points. You
have 5 Focus Points and regain all expended points
after you finish a Short or Long Rest.

You can expend these points to enhance or fuel
certain Monk features. You start knowing three such
features:

Flurry of Blows. You can expend 1 Focus Point to
make two Unarmed Strikes as a Bonus Action.
Patient Defense. You can take the Disengage action
as a Bonus Action or expend 1 Focus Point to take
both the Disengage and Dodge actions as a Bonus

Action.

Step of the Wind. You can take the Dash action as a
Bonus Action or expend 1 Focus Point to take both the
Disengage and Dash actions as a Bonus Action, and
your jump distance is doubled for the turn.

Features that use Focus Points may require your
target to make a saving throw. The save DC equals 8
+ Wis. modifier + Prof. Bonus.

| Focus Points: 5/ Short Rest « Special
| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB-2024 102
Your speed increases by 10 ft. while you aren’t
wearing armor or wielding a Shield.

* Uncanny Metabolism ¢« PHB-2024 102

Once per Long Rest, when you roll Initiative you can
regain all expended Focus Points, and regain 1d8+5
HP.

| 1/ Long Rest « Special

* Deflect Attacks « PHB-2024 102

When an attack roll that includes Bludgeoning,
Piercing, or Slashing damage hits you, you can take a
Reaction to reduce the attack’s total damage by
1d10+9.

If you reduce the damage to 0, you can expend 1
Focus Point to redirect some of the attack’s force. If
you do, choose a creature you can see within 5 ft. of
you if it was melee, or a creature you can see within 60
ft. that isn’t behind Total Cover if the attack was
ranged. The creature must succeed on a DC 14 Dex.

saving throw or take 2d8+4 damage of the same type
dealt by the attack.

| Deflect Attack: 1 Reaction

| Deflect Attack: Redirect Attack: 1 Reaction
* Monk Subclass « PHB-2024 103

| Warrior of Shadow

* Shadow Arts « PHB-2024 105
You've learned to draw on the power from the
Shadowfell and gain the following benefits:

« You can expend 1 Focus Point to cast Darkness
without spell components, and when you do, you can
see within the spell’'s area. While the spell persists,
you can move its area of Darkness to a space within
60 ft. of you at the start of each of your turns.

« You gain Darkvision with a range of 60 ft., and if
you already have Darkvision, its range is increased by
60 ft.

« You know the Minor lllusion spell, and Wisdom is
your spellcasting ability for it.

* Ability Score Improvement « PHB-2024 103

* Slow Fall « PHB-2024 103
You can take a Reaction when you fall to reduce any
falling damage by 25.

| 1 Reaction

* Extra Attack « PHB-2024 103
You can attack twice instead of once when you take
the Attack action.

* Stunning Strike « PHB-2024 103

Once per turn, when you hit with a Monk weapon or
Unarmed Strike, you can expend 1 Focus Point to
attempt a stunning strike. The target must make a DC

N

FEATURES & TRAITS
Ring of Evasion 1 -
Potion of Healing 2 1llb
Wand of Magic Detection 1 -
Wraps of Unarmed Power, +1 1 --
Backpack 1 5 lb.
Chest 1 25 Ib.
Oil 2 2 1b.
Rations 10 20 Ib.
Rope 1 5 Ib.
WEIGHT CARRIED Bedroll 1 71b.
87 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
120 Ib. Waterskin 1 51b. Ring of Evasion 1 -
PUSH/DRAG/LIFT Navigator's Tools 1 21b.
240 Ib. Traveler's Clothes 1 41b.

EQUIPMENT
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14 Con. saving throw. On a failed save, the target has
the Stunned condition until the start of your next turn.
On a successful save, the target’s Speed is halved
until the start of your next turn, and the next attack roll
made against it has Advantage.

| 1 Action

=== CHANGELING SPECIES TRAITS ===

* 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 10
You are a Fey.

* Size « MotM 10
You choose between being Medium or Small when
you select this race.

* Speed * MotM 10
Your walking speed is 30 ft.

* Changeling Instincts « MotM 10

You gain proficiency with two of the following skills of
your choice: Deception, Insight, Intimidation,
Performance, or Persuasion.

* Shapechanger « MotM 10

As an action, you can change your appearance and
voice. You determine the specifics, including your
coloration, hair length, sex, height, weight, and can
change your size between Medium and Small. You
can look like another race, though none of your game
statistics change.

You can't duplicate the appearance of an individual
you've never seen, and your form must have the same

basic arrangement of limbs that you have. Your
clothing and equipment aren’t changed by this trait.

You stay in the new form until you use an action to
revert or until you die.

| Shapechange: 1 Action

=== FEATS ===

* Grappler « PHB-2024 204
Ability Score Increase. Increase your Str. or Dex. by 1.

Punch and Grab. On your turn, when you hit a creature
with an Unarmed Strike you can use both the Damage
and the Grapple option. You can use this benefit only
once per turn.

Attack Advantage. You have Advantage on attack rolls
against a creature Grappled by you.

Fast Wrestler. You don't have to spend extra
movement to move a creature Grappled by you if the
creature is your size or smaller.

* Sailor Ability Score Improvements « PHB-2024 183

| Increase two scores (+2 / +1) ¢
* Tavern Brawler « PHB-2024 202
Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4-1
Bludgeoning damage instead of the normal damage of
an Unarmed Strike.
Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a
1, and you must use the new roll.

Improvised Weaponry. You have proficiency with

ADDITIONAL FEATURES & TRAITS

improvised weapons.
Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 ft. away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action

| Push: Special

N
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GENDER AGE
Chaotic Good Sellne

ALIGNMENT FAITH

Medium
SIZE

170cm / 200cm
HEIGHT

WEIGHT

Blanca / Verde Castafios/Ama Rubio / Gris/

SKIN

EYES

HAIR
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CHARACTER APPEARANCE

=== Organizations ===

Zhentarim (como Nylmrae)
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El changeling que mas tarde seria conocido como
Nim lleg6 a la Casa de la Luna en Waterdeep
siendo apenas una criatura sin forma ni nombre.
La Madre Superiora Talia, con esa intuicion que la
caracterizaba, vio mas alla de su naturaleza
cambiante. No vio un monstruo, sino un nifio
asustado que necesitaba guia.

Bajo las bévedas del templo, entre el incienso y
los cantos a Sellne, naci6 Nimara. La joven
humana de cabello rubio y ojos castafios se
convirtié en su primera identidad verdadera, la
mascara que us6 durante afios mientras aprendia
las artes marciales y la disciplina espiritual de los
monijes. Pero por las noches, cuando todos
dormian, a veces dejaba que su rostro fluyera
entre formas, recordandose a si mismo que era
mas que lo que los demas veian.

La partida fue lenta y dolorosa, como arrancar una
parte de uno mismo. Talia lo sabia, por supuesto.
"El mundo no entendera lo que eres", le advirtié
mientras le entregaba un amuleto de plata con el
simbolo de Sellne. "Pero recuerda que aqui
siempre tendras un hogar".

Los muelles de Waterdeep olian a sal, pescado

podrido y oportunidades. Fue alli donde Minkhor
tomé forma por primera vez, no como un simple
disfraz, sino como una identidad completa.

El orco de piel verde oscura y cicatrices
imaginarias comenzé como estibador, cargando
barriles de ron y fardos de especias. Su fuerza
bruta y su actitud estoica pronto llamaron la
atencion de los capitanes de barco. Minkhor no
era inteligente, pero era leal y trabajador,
cualidades valiosas en el mar.

Mientras Minkhor trabajaba en los muelles,
Nylmrae comenz6 a aparecer en los callejones de
Waterdeep. La drow de piel oscura y 0jos rojos no
era una fugitiva de Menzoberranzan, sino una
figura independiente que sabia moverse en la

CHARACTER BACKSTORY

1. Nimara. Humana. Disciplinada, bondadosa,

paciente.
2. Minkhor. Orco. Leal, estoico, callado.
3. Nylmrae. Drow. Astuta, reservada, fria.

4. Zinmekesh. Dragonborn. Noble, sabio, protector.

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Minor Illlusion Shadow Arts -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB-2024298 D: 1m, 5 ft. Cube, S/IM
=== 1st LEVEL ===
Detect Magic Wand of Magic Detection -- 1A Self/30 ft. Sphere  V,S Concenvation,upto 10 minutes - PHB-2024 262 1 Charge (3/3), D: 10m, 30 ft. Sphere, V/S
===2nd LEVEL ===
Darkness Shadow Arts - 1A

60 ft./15 ft. Sphere  \/,M Concentration, up to 0 minutes PHB-2024 260 D: 10m, 15 ft. Sphere, VIM
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