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© _+5 Strength \
© _+3 Dexterity
O _+0_ Constitution
O _-1 Intelligence
O _+1 Wisdom
O _+2_ Charisma

\

Advantage to avoid or end the
Poisoned condition

SAVING THROWS

y

5

O _+1  Acrobatics DEX

O _*1_ Animal Handling wis
O -1 Arcana INT

O +3 Athletics STR

O _+2  Deception CHA

O _-1 History INT

® _+3 Insight wis

O +2 Intimidation CHA

O _-1  Investigation INT

+3  Medicine WIS

Nature INT

+1  Perception WIS

QO _+2_ Performance CHA
QO _+2_ Persuasion CHA
® _+1 Religion INT

O _*1  Sleight of Hand DEX
® _+3 Stealth DEX

O _+1  Survival wis
o__

o__

O

y

ABILITY SAVE DC
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/7

30 ft. (Walking)

Q SPEED

/4

Herbalism Kit, Lyre

LANGUAGES ===
Common, Common Sign Language,
Dwarvish, Elvish
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Monk 1 Bobbypim
CLASS & LEVEL PLAYER NAME
Dwarf Hermit (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+1 12 13 -
INITIATIVE CLASS \ HIT POINTS J
/4 // ld8 / \
Resistances - Poison successes OO0
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
= Crossbow, Hand, Scimitar, Shortsword,
N Simple Weapons
PROFICIENCY BONUS
j === TOOLS ===
y-

PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Interact with an Object, Study, Influence

=== BONUS ACTIONS ===

Unarmed Strike

weapons, provided you aren’t wearing armor or
wielding a Shield.

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,

Stonecunning (Tremorsense) « 2 / Long Rest

You gain Tremorsense with a range of 60 ft. for 10
minutes. You must be on or touching a natural or
worked stone surface to use this Tremorsense.

You can make an Unarmed Strike as a Bonus
Action, while unarmed or wieldina only Monk

74

SKILLS \ ACTIONS
r // \\

11 PASSIVE PERCEPTION Handaxe +5 1d6+3 Slashing  Simple, Light, Thrown, Vex, Range (20/60)
Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Vex, Range (20/60)

13 PASSIVE INSIGHT
Unarmed Strike +5 1d6+3 Bludgeoning

PASSIVE INVESTIGATION . )
9 Unarmed Strike +5 1d6+3 Bludgeoning
Darkvision 120 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS
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CHARACTER NAME
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Monk 1 Bobbypim
CLASS & LEVEL PLAYER NAME
Dwarf Hermit (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
=== 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.

=== DWARF SPECIES TRAITS ===

* Creature Type * free-rules 188
You are a Humanoid.

* Size « free-rules 188
You are Medium.

* Speed ¢ free-rules 188
Your speed is 30 ft.

* Darkvision ¢ free-rules 188
You have Darkvision with a range of 120 ft.

* Dwarven Resilience « free-rules 188

You have Resistance to Poison damage. You also
have Advantage on saving throws you make to avoid
or end the Poisoned condition.

* Dwarven Toughness « free-rules 188
Your HP maximum increases by 1.

* Stonecunning ¢ free-rules 188

As a Bonus Action, you gain Tremorsense with a
range of 60 ft. for 10 minutes. You must be on or
touching a natural or worked stone surface to use this
Tremorsense.

You can use this Bonus Action 2 times per Long Rest.

| Stonecunning (Tremorsense): 2/ Long Rest ¢ 1
Bonus Action

* Languages ° free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases « free-rules

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.

N

WEIGHT CARRIED
13.5 Ib.
ENCUMBERED

240 Ib.

PUSH/DRAG/LIFT

480 Ib.

FEATURES & TRAITS
Potion of Healing 1 0.5 Ib.
Handaxe 1 21b.
Handaxe 1 21b.
Blanket 1 31b.
Clothes, Common 1 31b.
Herbalism Kit 1 31b.

EQUIPMENT
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NaN 70 Medium
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Fair light skin, ¢ Heterochromia ( Red long thick
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ \
// \
7 \
I’m oblivious to etiquette
and social expectations.
PERSONALITY TRAITS
L~ 1
[ ~"1
Self-Knowledge. If you know yourself, there’s
nothing left to know. (Any)
IDEALS
L~ —~
[ ~"1
| entered seclusion because | loved
someone | could not have.
Build like Senshi from Delicious in Dungeon.
With big hair and beard like TikTok guy: BONDS
@owen.oj. L~ ]
Fair light skin, covered in freckles, so many [~ . ~1
they cover most of the skin, tho still visible | am dogmatic in my thoughts
they are indeed freckles. and philosophy.
Sectoral heterochromia eyes, maily green
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS 7
\ /4 /4
/,
CHARACTER BACKSTORY ADDITIONAL NOTES
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