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Shifter Dragon Cultist (Milestone)
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© _+1  Strength \ /7 \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
8 O _+1_ Constitution +3 15 9 _
O _+0_ Intelligence
O _+2 Wisdom INITIATIVE A \ HIT POINTS J
O +1 Charisma / / , <
1d8 successes O=O=0O
DEXTERITY FAILURES O=O=O
1 7 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === WEAPONS ===
y \ — Crossbow, Hand, Scimitar, Shortsword,
[CONSTITUTION], ® +5 Acrobatics DEX \ N Simple Weapons
‘ O _*2_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
O +0 Arcana INT Z Calligrapher's Supplies, Lyre
® +1  Athletics STR = —r === LANGUAGES ===
® _+3  Deception CHA ABILITY SAVE DC | Common, Draconic, Elvish
— —
— O _+0_ History INT
INTELLIGENCE .
O _+2 Insight wis (/ \
30 ft. (Walkin
10 O +1 Intimidation CHA ( 9)
O _+0_ Investigation INT
O _+2 Medicine wis \ SPEED 74
O +0  Nature INT ) PROFICIENCIES & TRAINING
I wisbom ) O _+2_ Perception WIS , \
QO _+1 Performance CHA === ACTIONS === You can make an Unarmed Strike as a Bonus
15 ) Standard Actions Action, while unarmed or wielding only Monk
O _*1_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, weapons, provided you aren’t wearing armor or
O +0 Religion INT Hide, Ready, Search, Upllze, Opportunity AFtaclf, wielding a Shield.
Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence
® _+5 Stealth DEX === BONUS ACTIONS ===
[ CHARISMA 4 . Shift « 2 / Long Rest
® x4 Survival wis As a Bonus Action, you can shape-shift to assume
12 O a more bestial appearance that lasts for 1 min or until
I you revert to your normal appearance as a Bonus
ction. You can shift 2 times per Long Rest and gain
©) Action. Y hift 2 ti Long R d gain 4
@ o Temp HP when you do so.
Unarmed Strike
\ SKILLS J ACTIONS )
74 <\
12 PASSIVE PERCEPTION Dagger +5 1d6+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Unarmed Strike +5 1d6+3 Bludgeoning
12 PASSIVE INSIGHT
Unarmed Strike +5 1d6+3 Bludgeoning
10 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== MONK FEATURES === Athletics, Intimidation, or Survival.
* Core Monk Traits « PHB-2024 101 * Darkvision ¢ EFotA 37
You have Darkvision with a range of 60 ft.
* Martial Arts « PHB-2024 101
You gain the following benefits when unarmed or * Shifting « EFotA
wielding only Monk weapons, provided you aren’t
wearing armor or wielding a Shield. * Languages * EFotA 37
Your character knows at least three languages:
« You can make an Unarmed Strike as a Bonus Common plus two languages you roll or choose from
Action. the Standard Languages table. Knowledge of a
« You can roll 1d6 in place of the normal damage language means your character can communicate in it,
from your Unarmed Strikes or Monk weapons. read it, and write it.
* 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 === FEATS ===
Shove option of your Unarmed Strike, you can use
Dex. instead of Str. to determine the save DC. * Cult of the Dragon Initiate « FRHoF 37
You gain the following benefits.
| Unarmed Strike: 1 Bonus Action
Dragon’s Tongue. You know Draconic.
* Unarmored Defense « PHB-2024 101
While you aren’t wearing armor or wielding a Shield, Dragon’s Terror. You can take a Magic action to instill
your base AC equals 15. terror in a creature you can see within 30 ft. of
yourself. The target must succeed on a Wis. saving
throw (DC 12) or have the Frightened condition until
=== SHIFTER SPECIES TRAITS === the end of your next turn. On a success or when the
effect ends for a target, the target is immune to this
* Creature Type * EFotA 37 effect for 24 hours.
You're a Humanoid.
Inspired by Fear. When you cause a creature to have
* Size « EFotA 37 the Frightened condition and you are the source of its
Your Size is Medium or Small, chosen when you select  fear, you can gain Heroic Inspiration if you lack it.
this species. Once you use this benefit, you can't use it again until
you finish a Short or Long Rest.
* Speed ¢ EFotA 37
Your Speed is 30 ft. * Dragon Cultist Ability Score Increase « FRHoF
* Bestial Instincts ¢« EFotA 37 | Increase two scores (+2 / +1) ¢
Channeling the beast within, you gain proficiency in
one of the following skills of your choice: Acrobatics,
FEATURES & TRAITS
Spear 1 3lb. Cook's Utensils 1 8 Ib.
Dagger 1 11b. Calligrapher's Supplies 1 51b.
Dagger 1 11b. Dagger 1 11b.
Dagger 1 1lb. Glass Bottle 1 2 b.
Dagger 1 1lb. Lamp 1 1lb.
Dagger 1 1lb. Manacles 1 6 Ib.
Backpack 1 5 lb. (e]] 5 51b.
Bedroll 1 7 Ib. Pouch 1 11b.
Oil 2 21b. Pouch 1 1lb.
WEIGHT CARRIED Rations 10 20 Ib. Robe 1 4 b.
104 Ib Rope 1 51b. Rope 1 51b.
ENCUMBERED Tinderbox 1 11b.
120 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
240 Ib. Lyre 1 2 1b.
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