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HEROIC INSPIRATION ‘ === WEAPONS ===

Crossbow, Hand, Scimitar, Shortsword,
Simple Weapons

=== TOOLS ===
Cook's Utensils, Herbalism Kit, Weaver's
Tools

=== LANGUAGES ===
Abyssal, Common

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

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

Focused Patient Defense. You can 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.

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

74

e — action. Action, while unarmed or wielding only Monk
weapons. provided vou aren’t wearina armor or
\ SKILLS / \ ACTIONS
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15 PASSIVE PERCEPTION Unarmed Strike +5 1d6+3 Bludgeoning
Unarmed Strike +5 1d6+3 Bludgeoning
15 PASSIVE INSIGHT
Flurry of Blows +5 1d6+3 Bludgeoning
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9 Enhanced Unarmed Strike +5 1d6+3 Bludgeoning
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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 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.

* 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 3 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: 3/ 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 1d6+3
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+6.

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 13 Dex.

saving throw or take 2d6+3 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 Mercy

* Hand of Harm « PHB-2024 104

Once per turn when you hit a creature with an
Unarmed Strike and deal damage, you can expend 1
Focus Point to deal an extra 1d6+3 Necrotic damage.

| 1 Action

* Hand of Healing « PHB-2024 104

As a Magic Action, you can expend 1 Focus Point to
touch a creature and restore 1d6+3. When using Flurry
of Blows, you can substitute one of the Unarmed
Strikes with a use of this feature without expending a
Focus Point for the healing.

| 1 Action

* Implements of Mercy « PHB-2024 104
You gain proficiency in the Insight and Medicine skills
and proficiency with the Herbalism Kit.

=== REBORN SPECIES TRAITS ===

* Ability Score Increases ¢ VRGtR 15

When determining your ability scores, you increase
one of those scores by 2 and increase a different score
by 1, or you increase three different scores by 1.

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

N

FEATURES & TRAITS
Dagger 1 11b. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Spear 1 31lb.
Alchemist's Supplies 1 8 Ib.
Backpack 1 5 lb.
Weaver's Tools 1 51b.
WEIGHT CARRIED Horn 1 21b.
78 Ib. Oil 2 21b.
ENCUMBERED Rations 10 20 Ib.
120 Ib. Rope 1 5 Ib.
PUSH/DRAG/LIFT Bedroll 1 7lb.
240 |b. Tinderbox 1 1lb.

EQUIPMENT
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* Languages * VRGtR 15
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 * VRGtR 21
You are a Humanoid.

* Size « VRGIR 21
You are Medium or Small. You choose the size when
you gain this lineage.

* Speed * VRGtR 21
Your walking speed is 30 feet.

* Ancestral Legacy * VRGtR 21

If you replace a race with this lineage, you can keep
the following elements of that race: any skill
proficiencies you gained from it and any climbing,
flying, or swimming speed you gained from it.

* Deathless Nature « VRGtR 21

You have advantage on saving throws against disease
and being poisoned, and you have resistance to
poison damage.

You have advantage on death saving throws.

You don't need to eat, drink, or breathe.

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if you
spend those hours in an inactive, motionless state,
during which you retain consciousness.

* Knowledge from a Past Life « VRGtR 21

When you make an ability check that uses a skill, you
can roll a d6 immediately after seeing the number on
the d20 and add the number on the d6 to the check.
You can use this feature 2 times, and you regain all
expended uses when you finish a long rest.

| 2/ Long Rest « Special

=== FEATS ===

* 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
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

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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