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Intimidation
Investigation
Medicine
Nature
Perception
Performance
Persuasion
Religion
Sleight of Hand
Stealth

Survival

SKILLS

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Common, Gnomish

OTHER PROFICIENCIES & LANGUAGES

7 N\ Herbalism Kit
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EQUIPMENT

Monk (3) OpenHand Hermit Tale
H CLASS & LEVEL BACKGROUND PLAYER NAME
"The green Fist" (actually, Norg) ¢ l q
Half-Orc Lawful goo
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ARMOR I am oblivious to etiquette and social expectations.
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___ Acrobatics successes O=O=0O Now that I've returned to the world, I'm
Animal Handling 3ds raiLures O=O=0O enjoying its delights a little too much.
___ Arcana \ HIT DICE J B\ DEATH SAVES / A\ FLAWS )
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History . P:simple, shortswords
Insisht Martlal Art +4 1d6 blud can make one unarmed attack as a bonus action
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Flurry of Blows
Immediately after you take the Attack action on Your Turn, you can spend 1 ki point to
make two unarmed strikes as a Bonus Action.

You can spend 1 ki point to take the Dodge action as a Bonus Action on Your Turn.

You can spend 1 ki point to take the Disengage or Dash action as a Bonus Action on Your
Turn, and your jump distance is doubled for the turn.

Deflect Missiles

Starting at 3rd level, you can use your reaction to deflect or catch the missile when you are
hit by a ranged weapon Attack. When you do so, the damage you take from the Attack is
reduced by 1d 10 + your Dexterity modifier + your monk level.

Whenever you hit a creature with one of the attacks granted by your Flurry of Blows, you
can impose one of the following effects on that target:

It must succeed on a Dexterity saving throw or be knocked prone.

It must make a Strength saving throw. If it fails, you can push it up to 15 feet away from

you.
It can't take reactions until the end of your next turn

FEATURES & TRAITS
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can make one unarmed attack as a bonus action
 
Flurry of Blows
Immediately after you take the Attack action on Your Turn, you can spend 1 ki point to make two unarmed strikes as a Bonus Action.
 
You can spend 1 ki point to take the Dodge action as a Bonus Action on Your Turn.
 
You can spend 1 ki point to take the Disengage or Dash action as a Bonus Action on Your Turn, and your jump distance is doubled for the turn.
 
Deflect Missiles
Starting at 3rd level, you can use your reaction to deflect or catch the missile when you are hit by a ranged weapon Attack. When you do so, the damage you take from the Attack is reduced by 1d 10 + your Dexterity modifier + your monk level.
 
 
 Whenever you hit a creature with one of the attacks granted by your Flurry of Blows, you can impose one of the following effects on that target:
It must succeed on a Dexterity saving throw or be knocked prone.
It must make a Strength saving throw. If it fails, you can push it up to 15 feet away from you.
It can’t take reactions until the end of your next turn


