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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 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  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+3
HP.

| 1/ Long Rest « Special

* Deflect Attacks « free-rules 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 12 Dex.

N
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 ¢ free-rules 103

| Way of the Drunken Master (XGtE)

* Bonus Proficiencies « XGtE
You gain proficiency in the Performance skill and
brewer's supplies if you don't already have it.

* Drunken Technique * XGtE

Whenever you use Flurry of Blows, you gain the
benefit of the Disengage action, and your walking
speed increases by 10 ft. until the end of the current
turn.

| Special

=== TABAXI 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 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.

FEATURES & TRAITS
\\
Spear 1 31b. Brewer's Supplies 1 9lb.
Dagger 1 1lb. Costume 2 8 Ib.
Dagger 1 1lb. Mirror 1 0.51b.
Dagger 1 1lb. Perfume 1 --
Dagger 1 1lb. Traveler's Clothes 1 4 1b.
Dagger 1 1lb. Flute 1 1lb.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Oil 2 21b.
WEIGHT CARRIED Rations 10 20 Ib.
855 Ib. Rope 1 5 1b.
ENCUMBERED Tinderbox 1 11b.
120 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
240 Ib. Yarting 0 -
EQUIPMENT ))
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* Cat’s Claws » MotM 33

You can use your claws to make unarmed strikes.
When you hit with them, you deal 1d6-1 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 ===

* Entertainer Ability Score Improvements « PHB-2024
180

| Increase two scores (+2/ +1) ¢

* Musician « PHB-2024 201
Instrument Training. You gain proficiency with three
Musical Instruments of your choice.

Encouraging Song. As you finish a Short or Long Rest,
you can play a song on a Musical Instrument with
which you have proficiency and give Heroic Inspiration
to up to 2 allies who hear the song.

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

"

7 . \
I love a good insult, even one
directed at me.
| change my mood or my mind as
quickly as | change key in a song.

PERSONALITY TRAITS

L~ 1

[ ~"1
The world is in need of new ideas and bold
action. (Chaotic)

IDEALS

L~ —~

[ ~"1
| would do anything for the other members
of my lost family.

BONDS

L~ —~

[N "]
A scandal prevents me from ever
going home again. That kind of
trouble seems to follow me around.

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES
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