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Hit Point Maximum
	 	 Strength

	 	 Dexterity

	 	 Constitution

	 	 Intelligence

	 	 Wisdom

	 	 Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

	 	 Acrobatics (Dex)

	 	 Animal Handling (Wis)

	 	 Arcana (Int)

	 	 Athletics (Str)

	 	 Deception (Cha)

	 	 History (Int)

	 	 Insight (Wis)

	 	 Intimidation (Cha)

	 	 Investigation (Int)

	 	 Medicine (Wis)

	 	 Nature (Int)

	 	 Perception (Wis)

	 	 Performance (Cha)

	 	 Persuasion (Cha)

	 	 Religion (Int)

	 	 Sleight of Hand (Dex)

	 	 Stealth (Dex)

	 	 Survival (Wis)
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	ClassLevel: Monk (3) OpenHand
	Background: Hermit
	PlayerName: Tale
	CharacterName: "The green Fist" (actually, Norg)
	Race : Half-Orc
	Alignment: Lawful good
	XP: 
	Inspiration: 
	STR: 12
	ProfBonus: +2
	AC: 14
	Initiative: 
	Speed: 40
	PersonalityTraits : The leader of my community had something wise to say on every topic, and I am eager to share that wisdom.
 
I am oblivious to etiquette and social expectations.
	STRmod: +1
	HPMax: 24
	ST Strength: +2
	DEX: 15
	HPCurrent: 24
	Ideals: My gifts are meant to be shared with all, not used for my own benefit.
	DEXmod : +2
	HPTemp: 
	Bonds: I'm still seeking the enlightenment I pursued in my seclusion, and it still eludes me.
	CON: 15
	HDTotal: 3
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 3d8
	Flaws: Now that I've returned to the world, I'm enjoying its delights a little too much.
	INT: 8
	ST Dexterity: +4
	ST Constitution: 15
	ST Intelligence: 8
	ST Wisdom: 14
	ST Charisma: 10
	Acrobatics: 
	Animal: 
	Athletics: 
	Deception : 
	History : 
	Insight: 
	Intimidation: 
	Check Box 11: Yes
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Martial Art
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d6 blud.
	INTmod: -1
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : 
	WIS: 14
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: 
	Wpn3 Damage : 
	Perception : 
	WISmod: +2
	CHA: 10
	Nature: 
	Performance: 
	Medicine: 
	Religion: 
	Stealth : 
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: 
	SleightofHand: 
	CHamod: +0
	Survival: 
	AttacksSpellcasting: 
	Passive: 
	CP: 
	ProficienciesLang: Common, Gnomish
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Herbalism Kit
10 darts
Monk uniform
	Features and Traits: P:simple, shortswords
 
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


