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=== MONK FEATURES ===

* Core Monk Traits « free-rules 101

* Martial Arts « free-rules 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 e free-rules 101

While you aren’t wearing armor or wielding a Shield,
your base AC equals 10 + Dex. modifier + Wisdom
modifier.

* Monk’s Focus « free-rules 101

Your focus and martial training allows you to harness a
well of energy within yourself called Focus Points. You
have 2 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: 2 / Short Rest « Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action
* Unarmored Movement  free-rules 102
Your speed increases by 10 ft. while you aren’t
wearing armor or wielding a Shield.
* Uncanny Metabolism ¢ free-rules 102
Once per Long Rest, when you roll Initiative you can
regain all expended Focus Points, and regain 1d6+2

HP.

| 1/ Long Rest « Special

=== AUTOGNOME SPECIES TRAITS ===

* Ability Score Increases ¢ SAIS 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 two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

~N
* Languages ¢ SAIS 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 * SAIS 11
You are a Construct.

* Size « SAIS 11
You are Small.

* Speed ¢ SAIS 11
Your walking speed is 30 ft.

* Armored Casing ¢ SAIS 11
While you aren’t wearing armor, your base AC is +16.

* Built for Success * SAIS 11

You can add a d4 to one attack, ability check, or
saving throw you make, and can do so after seeing the
d20 roll but before the effects of the roll are resolved.
You can use this 2 times per long rest.

| 2/ Long Rest « Special

* Healing Machine « SAIS 11

If mending is cast on you, you can spend and roll a Hit
Die and regain HP equal to the roll plus 2 (minimum of
1 HP). You also benefit from being healed by spells
that don’t normally affect Constructs: cure wounds,
healing word, mass cure wounds, and spare the dying.

* Mechanical Nature « SAIS 11

You have resistance to poison damage and immunity
to disease, and have advantage on saving throws
against being paralyzed or poisoned. You don’t need
to eat, drink, or breathe.

* Sentry’s Rest « SAIS 11

FEATURES & TRAITS
\\
Dagger 1 1lb. Bedroll 1 7 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 11b. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb. Potion of Healing 1 0.51b.
Spear 1 31b.
Clothes, Traveler's 1 4 1b.
Grappling Hook 1 4 1b.
Pouch 1 11b.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
925 Ib. Backpack 1 5 lb.
ENCUMBERED Tinker's Tools 1 10 Ib.
150 Ib. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
300 Ib. Rope 1 51b.
EQUIPMENT ))
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When you take a long rest, you spend at least 6 hours
in an inactive, motionless state, instead of sleeping. In
this state, you appear inert, but you remain conscious.

* Specialized Design « SAIS 11

You gain two tool proficiencies of your choice, selected
from the Player's Handbook.

=== FEATS ===

* Tough « PHB 170
Your HP maximum increases by 4.

ADDITIONAL FEATURES & TRAITS
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ALLIES & ORGANIZATIONS

Aventurera, curiosa,
atrevida, perceptiva
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Quiere descubrir el mundo y ser libre e

independiente de la vida de su creadora.
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Su creadora, una piloto Spelljammer,
le transfirio todos sus recuerdos antes
de morir, y la considera su madre.

BONDS
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Puede ser impulsiva y, a pesar de
contar con los recuerdos de su
creadora, su escasa experiencia vital
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