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Monk 1 Far Traveler Erik
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I hold no greater cause than my
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: MARTIAL ARTS - when unarmed or
Martial Arts ~ +5 1d4+3 B wielding monk weapons and aren't
wearing armor or a shield
Mace +5 1d6+3 B -you can use dex instead of strength for
Dart +5 1d4+3 P the attack and damage rolls of your

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Mace
10 Darts 20/60
Backpack

Common

Elvish

Abyssal

Simple Weapons
Shortsword

OTHER PROFICIENCIES & LANGUAGES L

crowbar

a hammer

10 pitons

10 torches

tinderbox

10 days of rations

waterskin

50 feet of hempen rope
travelers clothes, dragon die,
necklace worth 10GP

EQUIPMENT Y,

unarmed strikes and monk weapons
-you can roll a d4 in place of the normal
damage of unarmed strike or monk
weapon

-when you use the attack action with an
unarmed strike or a monk weapon on
your turn you can make one unarmed
strike as a bonus action

MOBILE -speed increase by 10ft

-when you use the dash action, difficult
terrain doesn't cost you extra movement
-when you make a melee attack against
a creature, you don't provoke OA from
that creature for the rest of the turn,
whether you hit or not.

ALL EYES ON YOU- You can parley
attention into access to people and
places you might not otherwise have, for
you and your traveling companions.
Noble Lords, scholars, and merchant
princes to name a few might be interest
in hearing about your distant homeland
and people.

FEATURES & TRAITS
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